il Bl §F EalMed SN TRaifils § it N ihe R Raed | AT E R

NinIend()@

@ TINY TOONS

® JAKI CRUSH
® TETRIS 2 .

® SPIDERMAN
@RCPROAM 2 §
@ KIRBY'S DREAMLA

GAMEBOY A

® ZELDA SPECIAL SEQUEL REPORT!

® ALFRED CHICKEN REVEALED: THE HOTTEST GAMES OF '93 J JI}L
® HUMANS 8-PAGE PULLOUT INSIDE

R E LA Nintendo J VU V4],']

9 "770965




The Middle East's craziest tyrant has stretched the
patience of The West just too far.

The U.S. President and his advisors have decided that
covert action by a lone Apache helicopter is the way to foil his
lunatic plans and neutralise his offensive capability.

To undertake this mission you'll need lightning reactions
and reckless courage to survive the white-hot action, plus the
brains to plot a penetrative strike.

"Desert Strike" gives you a unique 3/4 top down
perspective and 27 missions, including destroying airfields,
taking out nuclear processing plants, radar installations and
SCUD missiles.

Now you can do your bit for the Western World,
piloting one of the best SNES games yet. But don't take our
word for it. . .

"MegaDrive Desert Strike is a classic and so's the SNES
game — get it now  C&VG

"It certainly ranks as one of the best blasters on the
(SNES) system ™ GamesMaster

a 3
i £ .

94% & Mega Game Award — Mean Machines*
Desert Strike is a trademark of Electronic Arts.

*For Sepo MepoDvive Vernion
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NEWS - 10
The Nintendo News Network goes into
hyperdrive this month! Not only do we have

all the usual white hot little items which
maoke this section so essential, we've
pushed the boat out to give you an amazing

8-page CES report across the centre too!
HIGH SCORES - 0

Incredible! This month's sad and pathetic
excuses for High Scores resulted in the top
level NMS executive decision to drop them
vntil next issuel This means you have four
weeks to bring those scores up to the stan-
dards we expect, or we're going fo start get-
'o : ting tough...

Q&A - 46

: m.z It's that time of the month again. Jaz dons
his doh-resistant motorcycle helmet to sift
through the sad, misguided souls who still

grubs ; think Streetfighter Champion Edition is com-

ing for the Game Boy. What words of won-

o ive wi'h -n in‘redible a-P - der can he pour on these troubled waters?

Find out with Q&A)
S.E.A.L's MAIL BAG - 50

owve ne'er mn ﬂ ' There's never been onything quite like him,

and the S.E.A.L is back with his barbed

[ ] : .
Is g.me on comments to reel in any sad, unsuspeching

readers who reckon they're a bit tasty when
it comes to backchat, S.E.A.L has all the

YWh e l' e f so answers, so why not check them out now!

NHS - 64

» s you “rn 'o Next patient, nurse. There's no need for

laughing gas in the outrageously unprivate
world of the Nintendo Help System. Lack of

'he cash injection and ridiculously long waiting

lists are simply not out concern, while we

' 0' dissect cheots and tips for all our lovely

patients,

CHARTS - 102

Here they are - all the top-selling gomes in
the land and your guide to what everyone
l"s -II here - GA’M Es ‘93 else is shelling out for. This issue we have
- N Ms LAS an important new addition - the NMS

Chart, in which we detail our favourite

e e l
und 'IrS' agulnl VEGAS ?:‘m;::md[:::f price of release dotes|

R EPO RT! It just gets bigger and bigger! It's the com-

prehensive guide to EVERY game you can

get your hands on, complete with review

That's rlgh' - check out ratings and even some new info on the
all the very latest from games. It's great, it's essential, it's right
the world of Nintendo :::H i —
- HH s =
B.O.B - 96 SGRing @5 N takes You've had o fabulous time, you're feeling
XANDRA'S you hY *hE hﬂ“d und great, but sadly NMS has come to its final
ADVENTURE - 98 g“idﬁi you 'I'Il'ﬂllgll all page. Do you fret? Do you worry? No - you
imply check out our Next Month page and
the goodies you'll be e
HUMAN GM“D _g Yy wait 28 days or so for all that incredibility to
PRIX - 100 seeing over the next Wi

SUPER F1 HERO - 100 year!

S NINTENDO
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fans Down Under will soon be able to
enjoy their own NMS Australia, and that's
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EDITOR
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known to one and all as NINTENDO

Review of the hottest Nintendo game
around - the awesome Star Fox. This is
the first game to use Nintendo's long-
awaited SFX superchip, and provides an
astonishing glimpse into the future of
Nintendo. Star Fox is the first game using
this new technology, and some of the
things we're starting to hear are going to
blow you socks off! In fact, this issue

is stuffed full of so

many
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Nintendo Co, Lid. Is the cwner of the
copyright and trademark rights in certain of

We get a lot of letters wondering
just whot it is like to work for such
o prestigious mog. Some even
going so far as to suggest that our
job of work is little more than o
protrocted ond well-paid skive!
Nothing could be further from the
truth, and to prove it we've decid-
ed to open up our offices with o
monthly warts ‘n" all account of
the glamorous world that is mog-
azing publishing. This month,
marvel while the job of journalist
is exposed a5 we follow senior
staff writer Rodion Automatic's
average NMS day...

10 O'CLOCK
Ten of the dock and the doy has

storted. Well, it has for most peo-
ple. Rod, however, being the

11 O CLOCK

An onxious Steve checks his waich.
Where could he be? Whot could have
hoppened to

him?

Happily,
Rad
orrives
unscathed and tells us thot he
wos caught in a security olerf and his
tardiness is, in foct, nothing to do
with him being o
slacker or
sleeping
through
his alarm
or any-
thing.

the day. Here we see
Rod, obviously stressed from
the rigours of the day, demon-
strafing the benefits of the
technique.

2 0’ CLOCK
Hmmm. It looks like it must
have been one of those so-
colled “business” lunches.

3 0’ CLOCK
Bock at last and fully refreshed

from his lunchtime repast, Rod
starts the afternoon with o spot
of “research.” Note olso thot

the characters, artwork, logos od represen-
tations used in this publication. These are
under licence to EMAP imoges Limited

despite the high-pressure B O CLOCK

It's nearly home time and Rod
is hard at it, showing no
regard for the hour. The nor-
mal working day means noth-
ing to this lod, known os “the
dynomo” to his peers. Just look
ot the steam coming off that

keyboard!

high-powered executive that he is,
holds no respedt for such trifling
convention ond works to his own

punishing schedule. In other
words, he's nol in yel...

1 0’ CLOCK
The working day begins in earnest
for our plucky scribe. Well, it would
do os a rule. Rad. however, he has
gone for his lunch early.

(c) 1992 Nintendo. All rights reserved.
NINTENDO, NINTENDO ENTERTAINMENT
SYSTEM, NES, GAME BOY, SUPER NES and
NINTENDO SUPER SCOPE are trademarks
ot Nintendo Co. Ltd.

NINTENDO MAGAIZINE SYSTEM is the copy-
right of EMAP Images. Any duplication,
transmission or use of any of the text or pic-
tures confained within these pages without
prnor permission of the publishers will result
in legeol action - cos our Dods are bigger
than yours and what's more they've got bet-
ter lawyers tool

nalure of the job, Rod is able
o odopt that relaxed posture  Sg there you hove it - condu-
well-known to students of stress sIve p[ﬂﬂi that the averoge Elﬂ]'

management. for our overpressed journalists
is DAMNED HARD WORK! Jain
us next month when our fly-
on-the-wall comeras copture o
day in the life some other cogs
in the mighty NMS wheel!

4 O’ CLOCK
Stress manogement often

involves taking cat nops in
order to stay “frosty” through-

FINAL BIT

Ofticial result of the NMS beard-growing
contest are os follows: In first ploce, Gus,
with a rather neat goatee that seemed lo
spring up over night. Paul come in a close
second with his "Officer Dibble” style
growth. Andy come third with o pathetic five
o' clock shadow because he forgot about the
compo and shaved - doh! A special mention
must be made though of Rad's valiant
ottempt - unfortunately, Mr Testosterone is o
stranger fo Rad's chin ot present. However
his wispy effort gove us all o good chortle
and made us feel dead manly!

BUBSY BOBS BACK!

Eogle-eyed readers may have noticed that last month's
cover game Bubsy The Bobcat was a little off-colour
thanks to a technical glitch in the production process of
MMS. The result was that screenshots in the first spread
failed to show off the game in all its multi-coloured
glory. The same gremlin resulted in the game being
declored an 8-meg cart, when of course it's o 16-meg
giant. Normal service has now been resumed, and
watch NMS for the full Bubsy Review very soon. You
can’t say we don’t look after you!

Well, blow me if we didn’t forget to
put our shining design star, Gary
Harrod, into last month’'s people spe-
cial. Actually, the fault can be placed
fairly and squarely at the feet of Andy
Anyway, here it is in full. Sorry Goz!

NINTENDO 6
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Nintendo Exclusives we've lost
count. Across the centre pages
you'll also find our pull-out
guide to Games ‘93, with the
top titles for the year outlined in
all their glory.

The world of Nintendo just
gets better and better - so sit
bck and enjoy all the goodies
coming your way - you ain't
seen nothing yet!

TIM BOONE

NAME:
Gary “Left Out Last
Mnnth" Harrod

 DATE OF BIRT H_:Unlrnnwn.
SEX.OF coyrsa!
HEIGHT - About Gm;r Hatrod
; hagl’rl'
VIEIGHT Natenough.
CHEST SIZE-56 inches (I wish)
SHOE SIZE-9
WHERE DO YOU LIVE:MusweltHill, London:
WHAT SCHOOL DID YOU 60 T0-Henry Horbin

Sewndary :
WORST TEACHER | lowed them ol

MOST ANROYING HABIT. iﬂmwlagmg e rest of the |

NMS stalf, ™

STUPIDEST THING I'VE mumls VEAR These rofings
ore spot.on, Steva

PEOPLE I'D RATHER'NQT KNOW-1 #mm
FAVOURITE GAMES : Anything colled Sireallighte: I
WORST GAMES: Anything not colled Sireetfighter 11
FAYOURITE MUSIC:Grindcore, Thrash, Hordcore,
‘Doom, Death, Power, Industric]

MOST HATED GAMES :Tekris + grrrr!

" LIKES:Mike Mentzer’s high-irhensity workouts,
Tropitanos Great Stufi nfﬂm
DISLIKES-Deodlines. . -

WORSTARTLE Erf LOTHING: The jumpers | gave 1o
FAYOURITE PLANT :Anything green

\ FAVOURITE FOOD:Rice.

* MOST HATED-TY CELEB:Andy Crane! . '
WHAT} [l EE DOING IF | WASN'T.ON NMS:Entaring
Mr Ofymp

. STATE OF wunn DESK; Immoculgte.

_| \FAVOURITE DART PLAYERS-Jocky Wilson. P

FAVOURITE SWIMMING 'STROKE- Breaststroke:. -
BEST PLACE | HN\E EVER-BEEN THROWN(OIDT OF .o
Mojal. -

FAVOURITE FIEMS: Anything with Fred ﬂumue
FAYOURITE BOOKS: The Mr Mem serlos,

AWHAT | WANT OUT OF 1998.Moss, Striations, and an
exfro three inches Sverywhere!

"Me and my brother used to

| always in big demand o

\ S \
_ <L |

—~JULIAN “WELTS” RIGNALL

“l once skived
off what |
thought was
double English
to play tennis

M i
- .
with my mates.
Then | noticed a k‘j
load of pecple |
watching us from the physics lab,”
begins Jaz. “Imagine my surprg\e when
' saw the physics teacher heading towards
us, 'cane in hand - I'd accidentally skive uﬁ
double physics instead, and was whacked there
and then on the tennis couris fo the applause of
my classmates. Ouch!®
CURRENT FAVE GNAES.SUFER TETRIS SUPER
STAR WARS, HUMAN GRAND PRIX

TiM “SLAPSTICK” BOONE

try and catch each other out
with thot old bucket-of-water-
over-the-door-trick,” remi-
nisces Tim. “However, my Dad
had the misfortune to walk
into my brothers bedroom
after I'd just set up an gnor-
mous bucket-full. He got the lot, went absolutely
loopy und Iithink 1 can still feel my “talking-to’
now..

CURRENT FAVE GAMES SUPER TETRIS, STREET
FIGHTERII, ZELDA HIf, STARFOX

GARY “OBSCENE PUBLICATION” HARROD
“My artistic talents were

school,” muses Gary, “in pars-
ticular was the demand for,

er, "obscene” PlE'UI'*EE fhﬂﬂ
drew to request in. class.
However, the teacher got held

5 -E:; 2

down to the head's office and given a severe wig-
ging, that\was until he saw the quality of my art-
works, then he put his request in and let me off!”
CURRENT FAVE GAMES:STARFOX, JAKI CRUSH

_ of onel | was frog-marched

STEVE “HANNIBAL LECTER” MERRETT
“I used to have this posh

neighbour who alwayswused o —
play with this sad®Cheek-A-" -
Boo” dnlll"';liurs e. “One . ° {3
day she er doll Iymg
around, so | cut ce off . ‘%
with m}' e. When sho ;f |

found it Wdﬂ_
ostoted urld m was on the wurpuih “he
continues. “Well | denied my involvement at first,

~ butthe lie kept eating away at me and | soon
- made a tearful confession. However, | wasn’t as

tearful as | was after the brutal spanking |
received. | guess honestfy is not always the best
policy!”

It seerns our beleaguered dep ed can't escape
from rnbien"rs- of a sore bum-related nature!

'"CURRENT FAvE,GAMES STARFOX, WORDTRIS

MW"U FS'I'lIHS, BOY!" MCVITTIE

“"The biggest belting | ever got

was after one particular'par-

ent's evening;” grimaces Andy
in memory of the tender occa-
sion. "My Dad came in scowl-
ing and ordered me up to my
room. |.sat waiting like a con- gy

demned mkfnr what

““hang around with

B2

NINTENDO PEOPLE SYSTEM

seemed like ages, then he came steaming-i with-
out saying anything, thrashed the pants off

then left me there, sobbing. Apparently I'd nu‘t
being doing my. hnmuwurl-c ar something.

Qoyah!”

C\JRRENT FAVE GA.MES RC FRD AM 11, KI KI
I{ATAI SUPER TETRIS el
nAn_loH “MARATHON MAN” AUTOMATIC

“I never really used fo get
smacked very much either af
home or school. However
there was one teacher, Doc
Faz - our chemistry teacher, .
who | repeatedly got into trou-
ble with, and who had a
unique form of punishment -
Torture! It's remarkable what ¢ agony a little g pres-
sure applied in the right place, or how much
damage just a tiny ama_qfﬂ;rfphunc acid can
achieve!” says Rad, still sporting the chemical
burns.

CURRENT FAVE GAMES:STAREQX, SUPER TETRIS
Kl If.l KATAI, CYBERNATDE : \k

ANGUS “CREEP” SWAN |
= IS

“When | was a\kid l'used to | *
this “bad
lad”. Anyway, weWwent garden
creeping very early one morn-
ing stopping by someone’s a8
vegetable pntch and cnmpleta- B,
ly trashing it,” relates Gus. _
“Unluckily, we were spotted by
an insemniac neighbour whe promptly grassed
me up to my parents. | tried hiding at my mates
house but it weas no good, my Dad found me und
thrashed me to within an inch of my existence, .
Qops!”

CUERENT FAVE GAMES:STARFOX, $PIﬂEEMAN
AND THE X;MEN SUPER TETRIS CTEERNATGR

PAUL "I'Hllltﬂ" MW!S
“Once, during school dinner,
we wereall messing around
blowing rasberries, like the
jolly japesters we were.
Anyway, | blew this enormous
rasberry just as this old bag of
a dinner lady was going past.
She must have thought | was
being rude to her ‘cos she dragged me off to the
headmasters office for the strap. However, |
legged it after two minutes - |'ve been a fugitive
ever sincel”

CURRENT FAVE GAMES:STARFOX, CYBERNATOR,
RANMA 1/2 1

NINTENDO DESIGN SYSTEM

DAVE

“TOM BROWN" KELSALL

It comes as no surprise 1o find out that spankings and thiothingy of one form or onother
have ployed o mojor port in the development of young Dove You see Dove went o 0
public school ond we've all heord obout their legendary, ahem, distiplinary systems,
Yes... Well the less soid about that the better, eh?

CURRENT FAVE GAMES SUPER STAR WARS, STARFOX

"‘r.?n

TOM “KIDNEYS"” COX

The occasion thot still brings tears fo my trowsars is the time that | owidentaliy kicked
my wister in the kidneys,” soys Tom “She rolled oround on the lloor making gurgling
noises and generally being blug in the loce. Then my Mum tome in ond dealt me on
nlmighty, ooth-loosening slop acrow the face,” If you look coretully, reoders, you can still

st 1ha leant awtline of o hond!
CLIRRENT FAVE GAMES:SUPER STAR WARS, TWISTER

. FRASER "SANCTIONS” GRAY

'If | wos naughty when | wos o nipper,” starts Fraser, “| wosn't spanked or grounded or
anyhing like thal. Oh no, my punishment was for more deadly thon that - It was econom
Ic. Yes, my pocket money wos completaly stopped, somenimes for os long s, gasp, two

whole weeks!” Chilling, eh readers?
CURRENT FAYE GAMES:CYBERMATOR, STARFOX, SUPER STAR WARS

7 NINTENDO
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With a sense of realism and speed only possible
with the totally new, totally revolutionary
Super FX chip, StarFox is the future.
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Will you ever reach the end?
yes actuAl

. i
SN G i
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NEW GRHE < MOVIE & TV < COMIC « REPORT « HARDWARE « RANIMATION « EVENT

ame Boy-owning John the game also makes use of the Game
McEnroe wannabes have I.Inlt cable to allow to players to compete
salvation at hand later this against each other - although it's not sure
year as UBI Soft release Pro whether they can play together in a dou-
Tennis Tour for the hand- bles match. A definite release date hasn’t
held. Using massive sprites, been decided for the game, but UBI Soft
Pro Tennis Tour invites the are hoping to have it in the shops towards
player to compete around the the end of April.
world for cash prizes whilst
taking on some of the tough-
est athletes around. NEw GHHE
ﬁor;.sideﬂn me two bufton
mitation e Game Boy, :
UBI Soft claim to have man- HII| N””EN"U
aged to cram in all the
expected lobs, spins, and EH”EH[W
smashes Tennis fans have
come to expect. In addition,

F____ S = el ;" Al #, — i ||ll i ,In'l i 'ti’f_r ﬂ EJ
- : ll_. ) I I- | J i I-: '.-.'.__.--" [ 1l i | I] .+.I ]!]'l Illl
| N Wi £l AL g 11 i |Hl o 1
1:.| )| - II' . -. :_ = : o ; r"r{ I:H-.ll'l I‘Iﬂ—ll k” f i ”l. 11 ! |

{ : T | ' Il‘ | J.|-

I!'|1I1r |:
l.lﬂ.

NEW GAME
BY: HONE

L
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NINTENDO AND

EPILEPSY

- LINKS EXPLORED

If you have been watching the news and
casting an eye over the newspapers
lately, the numerous stories linking both
Nintendo and Sega games to epilepsy
cannot have failed to catch your eye.
According to various reports, a number of
unfortunate players have been subject to
fits after playing with their consoles - with
the Mario series of games coming in for
particular criticism. As people attempt to
link the attatks to flashing sprites and on-
screen effects, both Nintendo and Sega
are being asked to print warnings on their
boxes regarding the alleged dangers.

Despite the current press hysteria
regarding the links between video games
and such seizures, and although casual-
ties cannot be ignored, the percentage of
epilepsy sufferers prone to such attacks is
very small. According to figures released
by the National Society
For Epilepsy, one per- |
son in every 200 suf-
fers from epilepsy,
whilst the number of
people susceptible to
attacks brought on by
photo-sensitivity -
images from a televi-
sion or indeed a flash-
ing video game -
make up for 3% of
these sufferers.

A spokesman for
the society also told
NMS that although the
news has hit the head- F
lines, nobody had con- ©
tacted them regarding such attacks,
although they are currently working with
Nintendo’s UK PR company to compile a
report to explore such links. Ironically, on
the 12th of January, the Daily Mirror car-
ried a tiny snippet stating that the head of
the British Epilepsy Association, Terry
O’Leary, felt that the situation had been
‘blown up out of all proportion’, and had
even bought his son a console for
Christmas!

Of course, if you are a sufferer of
epilepsy and are worried regarding the
dangers of using your machine, follow the
guidelines offered in this statement from
Doctor David Fish, the National Society For
Epilepsy’s consultant neurophysiologist:

‘It has been known for a very long time
that flashing lights or certain geometric

| et oy e
ok ba L. .1

patierns are among environment triggers
that may very occasionally precipitate a
seizure. However, this is rare, even in
patients with known epilepsy. There are
many sources of such stimuli in today’s
world - the regular TV set being the most
obvious, but also striped objects such as
zebra crossings and lines of trees.
Computer material may provide another
example. While it is always sensible for the
user to take reasonable precautions -
including not viewing the screen too close
and using good background illumination -
the risk must not be overplayed. It is very
important that we do not place further
restrictions on patients with epilepsy.
Epilepsy is very common and the vast
majority of sufferers will not be sensitive to
computer screens. They should be allowed
to live as normal a life as possible without
another stigma.’

Whilst there is doubting that such
attacks are very serious, it does seem that
hysteria has overcome reason. Doctor Fish
also told us that he had written to the two
companies regarding a joint effort to pin-
point specific numbers of console-related
aftacks. He also stressed that, although
seizures can be trig-
gered by fast-mov-
ing on-screen action,
a number of other
factors should alse
be taken into consid-
eration. In answer to
the recent criticisms,
Nintendo will be
joining Sega in
| inserting leaflets on

their new titles,
advising the player
to stop immediately
it they feel any dis-
comfort.

Like most things,
prevention is better than cure and the
National Society For Epilepsy recommend
a series of risk reducing ideas, including
taking a break every now and then, not
looking to closely at the screen, and
maybe wearing sunglasses if you feel the
screen is causing you discomfort. If, how-
ever, you still have any worries, contact
your doctor or the British Epilepsy
Association who are found ot Astley House,
40 Hanover Square, Leeds, LS3 1BE.
Alternatively, call them on 0532 439393.

oPECIAL REPORT

JOE AND
MAC RETURN

ispers in the
Nintendo grapevine
reach us regarding a pro-
posed sequel to Elite’s Joe
And Mac licence. Although
at the time of writing, Elite
were remaining tight-
lipped, NMS believes that
the club-wielding
Neanderthals may be hit-
ting a Super NES, NES and
Game Boy near you next
Christmas.

© HEY-HEY-
HEY, BOO-
BOO!

Ha’s smarter than the
average bear, and he’s
also about to snaffle picker-
nic baskets on a Super NES
real soon. Ever-busy
Entertainment International
are in the middle of recre-
ating the adventures of
Yogi, Boo Boo, and Ranger
Smith, but as of yet it hasnt
been decided which form
the game will take. An old
Yogi game featured the
bear running across a
scrolling Jellystone Park in
search of food, but El are
remaining tight-lipped
about their plans.

~ ITCHY AND
SCRATCHY
ARE HERE!

cclaim’s Simpsons band-
wagon keeps on rolling,
with the announcement of
NES and Game Boy titles
based on Bart’'s cartoon
heroes, ltchy and Scratchy.
For the uninitiated among
you, lichy and Scratchy is an
ultra-violent version of Tom
and Jerry, which always
results in one of the duo
coming a cropper at the
hands of the other. The
potential for a game based
on their madcap antics is
immense, but you'll have to
wait until September to see
what Acclaim pull out of the
hat.
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ROAD TO

TA“ Ks A lOT NOWHERE

ord reaches us that
) \ B Electronic Arts are cur-
"EH EH”E o : N R rently considering releas-
. N ing Road Rash for the
35 ' b0 Super NES. Although the
game isn't on their current
1993 release schedule, we
have heard that develop-
ment ideas are currently
doing the rounds and ideas
are being mooted to make
ki the most of the machine’s
n the process of being converted from the R advantages over the
Amiga original comes Pacific Islands - . < Megadrive - faster 3D, per-
Entertainment International’s sequel to Team | haps?
Yankee. NES owners have already suffered :
Pacific’s abysmal predecessor, but Entertainment To keep an eye on their many
International Super NES game aims to make the units, four screens are updated ARACH NA-
most of the machine’s Mode 7 capabilities to at once, and this lets the player
ensure that it's graphics and screen update switch to a particular unit when PH
match the realistic controls and features the they reach their destination. In -+
player’s tank sports. Featuring a series of ficti- its Amiga form, Pacific Islands '
tious campaigns somewhere in the Pacific was criticised for its slow and
Ocean, the player is gradually drawn into a jerky graphics, but the Super
massive battle against the unnamed enemy. NES’s powerful processor should
Starting with small missions involving the ensure that no such problems hit
destruction of key targets, the player wins more  El's console version. No release
and more enemy territory back, whilst using date as yet, but we’ll keep you
their back-up tanks to secure other strongholds. posted.

fter the abysmal
piderman Il on the

Game Boy, Acclaim are
hoping to make amends by
announcing a third hand-
held title starring the web-
slinging superhero.
Another platform affair,
details regarding the
game’s scenario and spe-
cific details are currently
unavailable, but Acclaim
are hoping to release the
game some fime in
September,

NINTENDO 12



Dixons Dixons

 Dixons

DIixXons

DixXons

Dixons Dixons

BUY ANY SEGA, NINTENDO OR
ATARI GAME CARTRIDGE BEFORE

27th FEBRUARY "93 AT DIXONS AND YOU
COULD WIN YOUR MONEY BACK!
Simply answer the questions in the Entry Form
below, then complete the Tie Breaker. Rip out the Entry
Farm, fill in the details when you buy your next game

Ecco, Edmond Honda, Mr W and
Tails are all characters in video
games. Which video games are
they from?

e v WA I e R

EAMONA HONOA.......covivvrrsrassnsss RSN Ny

That was easy wasn't it? Now complete the
Tie Breaker in 10 words or less.

If | won my money back lwould ...............ccc....

||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||

What games system do you own? ............ceeuvee.

If you're under 16, get your Parents or Guardian

to sign here .................

cartridge at Dixons and post to the
competition address below. / — e

The 100 lucky winners will be

: notified by post.
'S Good Luck!

= Fi

7”7
~
What's YOUr NAMeY......cccccrrerssrnssrnssrrorssensroanrssesans

@h——'l-iﬂ"ll-

HOW. O BroVOUT ..coiiomcsnrsessssssussronansatssrsssnsassrags

What's your address?.......cocevvvemrmmsmmnmrminiinsienies

What's your phone number? .......ccccocemmmminienes

Get the store to fill in this bit:
Title of Game Cartridge .............cceeee.

PN TTRICEY T OB s visia s sviab s ins s sudsssunuasnsesiin

When you boughtit........coenmmiiiniinmienneisioe

Branch stamp

=

ﬁn -/ Competition Rules: The contest

instructions form part of the
Rules. Only UK residents
unconnected with Dixons Stores
Group and their servants or
agents are eligible for entry. All
parts of tha Entry Form must be
correctly completed, The
money-back prize will be
awarded to the first 100 entrants
with correct forms whao, in the
apinion of an indepandent panel
of judges, provide the most apl
and original complétion ol the Tie
Breaker. The judges’ decision is
final and no correspongeance will
be entered into. Competition
closes 271h February 1993. The
winners will be notified by 1st
Apnl 1983, Dixons resarve the
nght to request proot of purchase
from any winner. A list of winners
will be available atter 1st April by
sanding a stamped addressed
envelope to the competition
promoter. PROMOTER,

Dixons Stores Group Ltd,

46-50 Uxbridge Road, Ealing
London W5 25U

Post your stamped entry form
to: Home Electronics Marketing,
Dixons Stores Group Lid,

46-50 Uxbridge Road, Ealing,
London W5 25U

NMS

~

SUoOXIQ

SUoXia

|

:
i
W

Py

DIixons - No 1 FOR GAMES SOFTWARE

SUoXiQa
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ACE IS HIGH

Lnng-term arcadesters may already be familiar with the likes of
Dexter, Borf, and Kimberley - the stars of Atari’s graphically
stunning Space Ace coin-op, and the first Super NES title to
emerge from Basildon-based Entertainment International. Using
Hv EN]EHIHI“MENI |NTEH“H""HHL a laser disk to produce cartoon-quality graphics and fully interac-
| . tive sound, the one major drawback with Space Ace and its sister
machines (the Dragon’s Lair series and Super Don Quixote) was
that player interaction was minimal at best. Whenever a charac-
ter was required to do something, a part of the screen flashed to
indicate the correct move! Space Ace was the second of the car-
toon series, and pitted would-be hero
Dexter against an evil blue giant called
Borf. Having stolen the new Infanto-Ray -
a machine which reverts the victim to
childhood - Borf is holding the galaxy to
ransom, threatening to wipe out impor-
tant world leaders. Dexter stumbles
across his plan, and begins a thirty-
screen screen attempt to thwart Borf's
plans - using a special tablet to transtorm
himself into his muscular alter ego, the
Space Ace of the title. Entertainment
International are aiming to follow Elite’s
lead with Dragon’s Lair by opting for
arcade sequences based on ideas taken
from the coin-op, but they are also trying
to make the graphics identical in cartoon
styles to those of the arcade parent.
Expect a full Preview and more news in
the next few months.

N o mnﬂ'! ﬂunnlng for Street Fighter IV's coin-
~ Wwlop crown is Midway’s Mortal Kombat beat
¢ "'mup-wlﬂdl Acclaim have just signed the
- rights to convert over to the Super HES, NES and
- Game Boy. The coin-op uses the same digitised
it  style of graphics as its arcade sparring pﬂﬂmr,
. Pit er, and quite how Acclaim will recreate
i athm on the relatively humble Game Boy and
~ NES will be interesting to see. The coin-op fea-
u1 h res a series of strangely-clad fighters, whu
l:;_'%-“  satisfied with simply defeating someone
L gnmbnf bmhnvahgnihuwhnln hog and
r}u remove their spine as a trophy! The assorted
‘jnntm of Mortal Kombat are all pencilled in
fi for a September release, and a full preview will
fﬂhwmmnuthnu:mﬂﬂnutnm

NEW GAME BY: ACCLAIM

o NEWGRHE BY: ACCLAIN
SUPER NES
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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, f
combine your powers and save the world from it's |
dark and deadly curse.

5o select your weapons, summon your courage
and begin your journey through this mighty

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 mensters along your hellish path.
Remember: you have the power to create your
own characters as you go...because in this .
dark werld you'll need all the help you can get. |  *
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.

¥ i .I- | | 'lll L ; "' | i |I |I ] | g ) ] -lll \ -" ll ll‘
. | | F | {1 | | | i g |r T W i 1 *I
ik FJ| ey - Ty | = P J ;i.r.. !
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ENTE MENT SYSTEM - 'i:‘#'*
BN PAL VERSION EEEE &>

CRNITRIN

Wi Infogrames Ltd. > -

INFOGRAMESZ. WD, 1284, 0id Town, g Loy g
L Fe Clapham, London SW4 OLB DESIGNATED AS “TM" ARE TRADEMARKS OF NINTENDO.
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PLASTIC MODELS AN

asically, these are a lower-budget ver-
sion of the die-cast models, and suffer
as a result. Similar to those little plastic
soldiers you used to see a lot as a kid
(most of mine ended up buried in the
garden after a huge war), these pink-
coloured figures stand on a rather
wobbly base just waiting for someone
to paint them. There’s also a new,
rather deformed set just released in
Japan, which are more caricature
than serious models, and are
extremely rare.

th countless kids all over Britain carrying their
lunches to school in Mario lunchboxes within their
Mario rucksacks, there’s no doubting the popularity of
Nintendo’s little Bowzer-basher. However, over in
Japan it's a different story, and the wealth of Street
Fighter ll-related goodies featuring Chun-LI and Ryvu
are proving far more popular than nylon pants with the
Brooklyn plumber spread across the crotch. Steve
Merrett, Gary Harrod and Jaz Rignall have unearthed
some of the better objects for your delectation...

COLLECTORS COINS

urrently all the rage with Eastern games players,

there are two sets of special 5F2 coins available -
one with the normal eight characters, and the second
adding Vega, Bison and the rest of the Championship
Edition characters. Roughly the size of a ten pence
piece, the coins bear a close-up of each character’s fiz-
zog on their face. In addition, there is also a new, lim-
ited edition set, although details on this and any dif-
ferences in their appearance are scarce.

HOW-TO-PLAY VIDEOS

b
\7 2 .
| - "-. E .. |r
wy N1 )
F &l - -_1."'«- o’ -
. - -1|'-

el on't be excited at the
" prospect of Manga-style

41 cartoons starring all your

favourite fighters, as these

#y are special tuition videos

' with a serene-sounding

, Japanese lady describ-

. ing the best way to use
each character against
each of the fighters.

There are three videos in

the set, with another for the

Championship Edition also
, on the way. However, it only
g%\ acts as a useful guide
? el ‘**i'; against the computer-con-
SEy trolled characters, rather
than explaining things to
watch out for against a
friend. You're probably
better off sticking to
the video we gave away
with issue three.

TRADING CARDS

F2 merchandise ranges from the

expected (T-shirts, comics, efc) to
the seemingly pointless but nice to
have (figurines, etc). This set of
twelve trading cards definitely
fits into the latter category.
Sporting nicely-drawn pics of
each of the fighters, the cards
detail their date of birth,
blood group and other such
sundry trivia. If Yoshi ever
becomes as popular, 1 won-
der if Nintendo have got a
full trivia-packed file all

about the little
dinosauvr...

4

@ .""' -
o i

-

i
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Nuw this is a novel concept. Imagine,
it you will, a series of books which,
instead of being text-based, use pic-
tures to describe the action, whilst the
text is used to reveal which each of
the Street Fighter characters has to
say. These adventures, then unfold
within the pictures as the pages are
turned - a movie on paper, if you

will. With loads of exciting action
every issue, believe me, these

comic things could well be THE big
thing in 1993. For people who can

nyone who has played read Japanese, that is...

ungeons and Dragons
may already have encoun-
tered this sort of die-cast fig-
urine before. Made out of
finest metal alloys, there is
one of these inch-high figures
per Championship Edition

fighter. They're quite costly, an the expected vests and matching
too, especially since they pants which Mario has become famed

don’t actually do anything! for, but a wide selection of T-shirts and
sweatshirts sporting assorted logos and
characters from the game. Particularly rare,
though, and much sought after by fans of

the game and collectors of such memorabil-
P"O"E CARDS ia are the special T-shirts given to each
other contestants in the Japanese Street

i s Fighter |l championships. Only forty or so of
gnoring Harry Enfield’s these one-offs were made, and getting your
! short h_“’ hands on one is about as likely as the BBC
informative — commissioning a series of The Likely Lads:

SEYIR o0 o 2 RO s The Next Generation.
to use a ;7 B

phonecard,

come these il NE T

fightin’ ‘'n’ 200 4 S - .-

fumpin’ cards, Gek e y /:' ,.. i 1 i it ,
complete with R - - i “?‘ (

Chun-Li and Co on the front. _ & ' a

Costing up to £40 a throw e, {J

(that’s for a hell of a lot of .
credits, though), these have
also been split into normal
and Championship Edition
sets. A real weird piece of SF2
memorabilia these, but

bound to be worth a few quid wF Gii
in the future - you just ask | s the SF2 bandwagon trundles along, more and

Hugh Scully. g | A Sy & ore companies are releasing endorsed goodies.
: * Along with the above, the Japanese also have access to
= 5F2 pencil cases, pencil sets, posters, rubbers, and
. sweets. Whether or not we’ll ever see Ryu bike blasters or
m\‘: Chun-Li tights (with extra padding in the thighs) remains
~  to be seen, though.

s i

Beiure thousands of you rush to the
phone to ask us where it's possible to
get hold of these items, please don't
bother. The aforementioned items are
available for sale in Japan only and,
unless your local importer offers to get
them for you, it seems unlikely that
they’ll be available in the UK. So don’t
even bother asking...
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CONTROL
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GAME DIFFICULTY
MEDIUM

CONTINUES
| PER 10,000

SKILL LEVELS
I

RESPONSIVENESS
EXCELLENT

1ST DAY SCORE
36,500

Star Fox is a completely new 3D
space game, but some of the
action and effects resemble the
arcade machine Star Blode and

the 16-bit classic* Star Glider.
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A fories batote ol Hoslh. Wi dnsernd s,

" General was the lack of political will to pre-
vent Venom's endless supplying of materials
towards the ‘front-line’ of the two powers,
when it was clearly evident that big trouble
was brewing. That's one of the reason he had
requested the Star Fox team for a tour of duty
- they were a crack squadron of animal
hybrids, equipped with the best fighters in the
Fleet. Hopefully the tour would pass without b 5 2
incident...
Klaxons suddenly screamed through the
silence. As the base’s equipment again was
able to see into space it had detected an awe-
some sight. Venom had used the cover of the
eclipse to launch an attack on Corneria! The - )
call to defence was wailing out! Even as the o AR ! o i na,.- ¥ e gt s
Commander was making his way to e gmspre g g H.. 4§|1L s ?
Operations, Star Fox were donning flight suits . . ,.-f
and pounding the corridors to the hangars. \
Fox himself barely paused for thought as
he tapped the preliminary data codes that
made his cockpit’s HUD displ@iys spring up
into life. Another combat fligh the three ’J
wings he trusted more than any . beings . "4
alive. “Have a good one, Fox!”. He
was Peppy’s voice crackling across the -
nel, the most dangerous rabbit in the ga buddies come up agains! the first boss. Uple

he Ihuughl “Good luck!” he yelled back, GHA'CD denr off whils! you ‘.".‘"”'.‘-'----
G-forces catching his body as the form Mum of the ship is the boss' only vulnerable point, and

sped out into the new Corng ignsun ght atedly.

“Good luck”. e .

- = S

JATA: RAWING SPECTEICHTIONS

MODEL: Arwing Defence Fighter AD74:
Designed os o fast attack craft, with the ability
to fly in air and airless environments. Fully
manoeuvrable.

—

-

WEAPONS: Sapphiric-focused Front mounted
Pulse Laser: Initially a single-centre mounted
gun, this weapon may be wing-mounted for
double power.

ADPITIONALS: Photon Delayed-release High
Energy Shells: Special use for heavy enemy fire-
power. Photons detonate in o spherical attack
pattern. Initial complement of three shells.

DEFENCE: Energy Repulse
Full Cloaking Shield: The
most effective fighter defence
system yet devised. Able to
withstand multiple laser hits,
and to a lesser extent, struc-
tural collisions.

in 9.45 seconds. Extra boost-
ers provide double accelera-
tion for 1-2 seconds. Retros
slow velocity by one half for
an equivalent interval.

PROPULSION: Nucleide
engine with Hyperspace
capability: Light Speed ready




The four members of Star Fox have been
selected from several animal Hybrid squadrons
for their individual skills and by computer
matching for group suitability. Many previous
commendations exhibit their extraordinary abil-
ity to work together. But, individual tendencies
have been noted, and should be acknowl-
edged:

FOX: Squadron Leader. Responsible for direct-

ing raids and roll-calling. For the main, his FALCO: The Squadron’s
position is foreground, his battle specialities second forward flyer. Falco
involve audacious raids on superior enemy is unparalleled in his
equipment. Mostly, the complement defend his  aggressive techniques.
vuinerable rear area. Highly effective, he rarely
needs assistance from his
PEPPY: Furred mammalian lifeform and comrades, and practically
newest addition to squadron. Peppy’s position flies os a loner. This has
is mostly background, providing covering fire bred o cerfain arrogance in
for Fox and Falco. him, and he makes it known

he is unhappy in his role as
SLIPPY: Amphibious lifeform. Slippy is a gift-  second in command. The

ed flyer, who performs on instinct. He mostly Admiralty has decreed a
provides support with Peppy, and can be relied  transfer as necessary in the
upon to maintain a rearguord. However, he is near future.

prone to reckless tendencies and ‘fancy flying’.
Fox has had to put his tail out on more than
one occasion.

H‘; COMMENT

This is the most astonishing
console game | have ever
seen! Using unbelievably
fast, super-smooth and
uvltra-realistic polygon 3D
graphics, Starfox is a game
that you'd normally expect
to see running on a mega-
fast souped-up PC! But
J‘z here it is running on Super
NES - and it's amazing.
Not just because of the stunning visuals:
the sound is superbly atmospheric and it
plays brilliantly too. Level one is fairly
straightforward and shouldn’t take more
than a couple of days to complete, but the
higher levels are really tough and require
plenty of skill to master. Because the whole
game is so impressive, you really want to
keep on playing to see what’'s next - and
there are certainly some fabulous things
later on, with some great effects and
mightily impressive baddies to test your
mettle. Starfox is a truly superlative title
and is a showpiece of what the Super NES
is capable. And considering this is the first
game to use the Super FX chip, | can’t wait
to see what's next - mind-blowing racing,
flying, space combat and even virtual real-
ity-style adventure games could all be cre-
ated! Gimme! Gimme! Gimme!

A Fly 10 the heart of me- -
Suthose defences!

UL
llll.'l..!l:l

: RRARAANCE
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The joypad is used to pilot the ship across the dangerous 3D landscapes. The
customary eight directions are used to steer the craft and alter its height. In addi-
tion, the pad is used to move the target sight during the asteroid section.

How To Control

43'413Y

A soms X  THRUSTERS

0 BLASTER Y  RETROS

START: STARTS/PAUSES GAME
il s SELECT: ALTER VIEWPOINT

How To P|uy With three ships at their disposal, the survival of which is determined by an energy
bar, the player embarks on a series of missions. In turn, each of these fighters is
armed with an upgradable laser and three 'smart’ bombs.

P T 7
Hiﬂrlit uilll_..tlil e 2o
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ENEMY HARDWARE: We know the

enemy have landed bi-pedal assault suits.

These robots have begun dismantling our

communications masts and command towers.
They have tank support, and

NAR currently we have reports of
ﬁfﬂmg u:?:igf'u'?i f:nfﬂrms - . saucers dropping multi-legged

2 s combaot units by parachute.
Corneria’s surface. Annihilate YP
Ground Drop Mothership.

TERRAIN: Densely structured

base area. Low flying is necessary
to avoid missile tracking, which
means flying at building height.
Craft may have to fly banked
down narrow corridors, and
through. narrow hangars at
extreme low altitude. Some struc-
tures may be unsafe due to battle
damage.

SHIELD
— 1

WARNING

MISSION TARGET: Ground Drop
Mothership. This massive unit has the advan-
tage of noise-dampened propulsion, so may be
able to sneak up on you from behind. It has
four laser defence systems, located as side-
arms. It is suspected that these are the most
vulnerable areas to attack. Separate homing
missiles are located on these arms. Other
attack points include the bridge and rear
engine port.

Battlezone depiction is assisted by the use of
VR-generated images. Pilots choose to view
engagements on a conventional HUD canopy
display, with rotating arrows showing Pitch and
Yaw. Targetting is achieved using the green,
self-centring sights. Alternatively, engagements
appear in Virtuality, with the pilot's eye-view
from behind his craft, at a distance of 25m.
Studies have shown this to be an appropriate
mechanism for low-altitude scenarios, and

CPUs have been instructed to adopt the view- HUD CANOPY VIEW

point automatically on surface sorties. THIRD PERSON VIRTUALITY

- -1,.




SCENARIO: Novigate

Asteroid tield and destroy any
hostile forces massing for

. Head for ﬁ.rﬁd}naa' rock- e N ' ~. WARN’NG

hing equipment before

ir H .
ing Hyperspace jump. | MISSION TARGET: Andross Rock

__ ' Crusher. The machine is constructed in three
FERRAIN: Deep space buf parts, with laser defences grouped in sets of
four on both wing pods. Crusher attempts to
ram you in space. After the pods are compro-
mised the main unit’'s bulk is jeftisoned in your
direction. Cautionl Beware final missile
defences located on polar antennae.

the path crosses a heavy aster-
oid belt. Some of the rocks are
destructible, judge yourself by
their colouring. Some asteroids
are arranged in spinning for-
mations, dissipate them by

destroying the central link. SHIELD
| 1 ~rers—ar ; ErMEM Y {-

ENEMY HARDWARE: |
High concentration of enemy ‘Moth’ ships, and

highly manoeuvrable snake-tailed vehicles. Both

armed with pulse lasers.

ENEMY

I-.'_n. il e & _F 0

A Learn to recognise these pods instantly — they're your torget on
the rock-crusher.

COMMENT

My past experiences with
3D blasters have left me
playing either fast-moving
‘epics’ with absolutely
nothing to shoot, or slug-
gish efforts which have
compromised the game’s
speed by cramming as
many polygons in as possi-
ble. Star Fox, however, is
quite simply the most stun-
ning 3Der you are ever likely to see. Even
just watching the game being played is

A Thud! There's enough salvage material from
the bosses to build a small town.

Previously it was thought

necessary to have a single impressive, but actually getting your hands
Hyperspace corridor A4 i 1 : on the extremely controllable craft opens
between Venom and s . Q up a new dimension in playability. As your
Corneria. This direct route is ; ’ $LRCK HOLT assorted squad members weave around in
the simplest attack path to ¥ sPRCC ARreaca front of your ship, passing on the odd
adopt, in terms of length g g — - - oI retort, it's hard not to get totally involved
and ease of navigation. It is . : e ' / in this epic blaster. The Star Fox ship is o
also agreed that the fire- RSTERDID METEOR dream to pilot, and avoiding the many
power deployed by Andross - T seoroezd obstacles soon becomes second nature -
on this path is inferior and ' s — although it's impossible to take anything
vulnerable (despite the pres- CTRrEP - of the game’s stunning effects and tweaks
ence of his Armada). More -4.’ e R = for granted. In addition to the fast-paced
" ambitious commanders may - : ONYY 3D and plentiful blasting action, the mis-

pause to consider the two
alternatives. The first

sions are varied and should keep even the
best players hooked for ages. | really can-

i |
e LT

& involves a perilous naviga- even bleaker: a course through the thickest not praise Star Fox enough. Not only does
¥ tion of the Space Station asteroid belt in the quadrant, and further hor- it cement the Super NES’ position as THE
under construction near rors in the Macbeth system, but that ‘option’, number one console, but it also proves the
! Corneria, and unquantified gentlemen, is the chosen course of fools and machine’s versatility in all areas. Along
defences on the planet of madmen... with Street Fighter Il and Mario, this is a

Titania and the attendant
black hole. The last option is

game every Super NES owner should own.
Hunt down a copy now and prepare to
boldly go where ne man has gone before...
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SCENARIO:; Intercept Venom’s main fleet as

you come out of Hyperdrive. Breach fighter
defences to attack large command ships. Destroy
Mothership to disable Armada.

TERRAIN: Deep Space. See Special Briefing.
ENEMY HARDWARE: Fighter defences

include triangulars. These produce photon

] attacks from rotation, and may reform up to
'-', L three times. Also, armoured carriers, which are
' | large, rounded vehicles which can take massive
damage. Most larger ships are invulnerable to
exterior attack. See Special Briefing for interior
attack plan.

“ ||1H Iu,.

WARNING

MISSION TARGET: 1he Armada

Mothership. Destination is core, which is
housed in rotating chamber with two defence
fields. These produce an energy link between
wall and core at two levels. Destroy the link at
the wall to expose the core. Emergency photon
defences are activated in the final moments.

SHIELD

SPECIAL BRIEFING!

. Arwings have access to
W‘f coMME”r Armada ships’ launch
hangars. Enter the corridors
Stay calm, concentrate on by lining up with the docking
the screenshots: you are doors, then avoid the shield
experiencing the future! door defences. Each ship has
Star Fox ushers in a whole a nuclear core which houses
new era for SUP,Ef NES its one weak SF}D'. Go for it
owners, who should now
have access to stupendous
effects and amazing 3-D
games. Star Fox looks
amazing here, but you
have to see the incredibly
smooth movement to appreciate the power
of the Accelerator chip. Massive sprites
zoom around the screen, craft whirl and
zoom as the viewpoint spins 360 degrees.
One great feature is the way the best
scenes are kept for later. Level one is jaw-
dropping, but wait until you reach the
Armada, or Fortuna - you'll need a new
face! The brilliant presentation adds even
more to the cinematic atmosphere of the
whole package. But please don’t think that
Star Fox is ‘fur coat, nae knickers’
(Glasgow expression). The gameplay itself
is totally outside the sphere of most other
Super NES games - even the likes of Aleste
and Axelay. There's so much to do, so
many ways to tackle levels - three paths,
two viewpoints and incredibly imaginative
bosses. Star Fox is clearly the most ambi-
tious and accomplished project yet
attempted on the Super NES - and a mile-
stone in console 3D games. VVG!

Star Fox is wired to four com
channels. The first three are
visi-links with your squad.
Fox receives messages from
Peppy, Slippy and Falco
about mission tactics. Picture
ID is shown, and the CPU
translator turns their animal
utterings into readable text.
The last channel is o sound-
only link to Base, where
Radar w"mi"igsi ﬂfciin;aming —1GET LOST, 40U
energy or sustained damage 2.5

reports are announced. R bbb
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SCENARIO: The approach to Venom is
guarded by this outpost sta-

tioned on a massive meteor.

Destruction of Insectoid

defence systems is necessary

to proceed.

TERRAIN: Non atmospher-

ic, low gravity environment.
Low light intensity means
‘night-flying’ techniques.
Extreme rock formations
means squadron has to fly
canyon runs.

SHIELD
ENEMY HARDWARE:

Insectoid creatures with two
or more legs. Spider-like
sentinels guard narrow approaches. There

are fixed rotating missile emplacements. WARN'NG

MISSION TARGET: rlosmatron. This tow-

ering device is a devil to hit, since its six legs

AREA 5: VENOM provide protection. It's attack procedure

involves flattening the legs and spinning
SCENARIO; Penetrate Andross’ outer ring of 8 towards the squ-:::_dr::}n. Once the legs are
defences, in the space approach. Pursue the - destroyed a port in the centre of the unit

Phantamx Battle Craft onto the planet’s surface. ' opens, exposing a plasma spray which deflects
off the ground towards its target.

TERRAIN: Venom orbiting space and upper

ENEMY [——
atmosphere. a

ENEMY HARDWARE: The best of e 1 S T

Andross’ hardware. Spinners rotate using their
four in a cross shape, spraying laser-fire from
their centre. Rotators stop at a point, releasing
fire in a circular pattern. Some enemy craft are
made of resistant alloys which make them resis-
tant to attack in all but one spot. There are
reports of three-winged craft having access to
invincible shields like our own. These will appear
as wire-frames on your imagers.

MISSION TARGET: Classified.

SHIELD
|
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[] H T H : 5 E [I [I P 5 SCENARIO: Reir:veihis resource planet

Battle analysis showed weak-
nesses in the Arwing's ability to
maintain energy levels. This has
led to the instalment of scoops
on all craft, that are able to
grab additional energy from the
debris of enemy units. To
enable the ship to locate these
sources, the ship’s CPU presents

AREA 2,3: TITANI

from the clutches of Andross’ pillagers. Destroy
the alien cold generator. Enter the base corridor
to attack the controlling robot.

TERRAIN; Treacherous weather conditions
compounded by rocky contours. The planet’s
natural cosmology is of extremely high tempera-
tures, but intelligence reports artificial cooling
equipment has been shipped there by the
enemy. Surface is now

them as a target circle on the
display. Flying through these is equivalent to
scooping energy at the central point of the
energy matrix - and shield level
is raised. The latest, highly clas-
sified customisation is the anti-
matter shield. Picking up these
symbols produces a flux of
energy so vast as to remove the
craft from this dimension, mak-
ing it practically invincible.
Naoturally, the volatile nature of
A-Matter mean this state is tem-
porary.

SCENARIO:; Liberate the Earth-type planet

from Andross’ forces. Head for the Dragon
cyborg located on the second continent.

TERRAIN: Verdant, organic area. Clear skies

and a mixture of land and sea battle areas.

ENEMY HARDWARE: There is a massive
build-up of bio-mechanoid hardware on
Fortuna, that mimics indigenous species.
Biomechanid flowers sprout and launch photons
from their petals. The seas harbour robotic sea
monsters and gull-like attack craft. Mayfly fight-
ers cause massive damage with their double
wings.

WARNING

MISSION TARGET: Dragon cyborg con-

trols the invasion force. His impressive array of
weapons and powers come from two heads
and a huge prehensile tail. Avoid these
appendages and aim for the rear area of the
cyborg.

__*-_:f B ENHEM T E

approaching Absolute Zero.

ENEMY HARDWARE:

Incredible and bizarre crab-
like aliens have taken to the
surface. Plenty of missile
sites and barrages have
been erected by invaders.
Note: lots of weapon
enhancers are stockpiled
behind the barrages.

SHIELD RE-ENERGISE
ANTI-MATTER SHIELD

W Learn the true meaning of Flower Power,
with Fortuna’s bio-mechanoid defences.

SHIELD

A Steody os she goes. Fortuna presents you with the most mind-blowing A28

enemies so for. Ducks, hideous sea-monsters and drogons are lurking ¢
cook Fox.

‘DON'T EVEN THINK ABOUTIT.

Forget about buying an imported Star Fox
cart {c}r your UK Super NES because it won't
work, even with adaptors. The only thing
you get to enjoy is the pretty music on the
intro, but no graphics.




WARNING
MISSION TARGET: The controlling robof

Professor Hangar hides in a massive base and
retreats down a massive corridor, firing mis-

siles as a rearguard action. Intelligence reports
him to be a weak adversary.

A The tense finol opproach on Titania, os the
bizarre Professor Hongar takes off along the

musiﬁﬂighwur of Doom.

P
Y
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AREA 2,2: SPACE STATION

SCENARIO: sabotage the building of
Andross’ deep-space base and disable his rock-
crushing equipment.

TERRAIN: Hazardous environment caused by
free-floating girders. Alleys formed of steel
columns must be traversed. The rock crusher lies
behind an awesome matrix of crisscrossing steel
shapes.

ENEMY HARDWARE: The base affords o

hold for fixed missile emplacements, and drop
ships lay photons directly in your path. But, gen-
erally the base structures cause the bigger prob-

MISSION TARGET: Rock

crusher - behaves the same as
one in Quad 1, Sec 2.

CLASSIFIED DATA!

Star Fox is the first Super Nintendo cartridge to be fitted with
the stunning new hardware chip, commonly known as the
Super FX chip. It is this which allows the amazing high-speed
polygon scaling and rotation effects, previously unavailable on
all but expensive arcade cabinets. Also, problems of slowdown
are enfirely eliminated. The workings of the chip remain
secret, but it appears to use the extra pins on the
machine/cartridge connector that other games do not. There is
no news yet of the next game featuring this wonder. Let's
hope it's soon.

PRESENTATION

Lavish and olio thoughtful in linle ways:
there is the amating scramble sequence, the
ond of lovel scones and the idea of being part

ol o team.
You con’t cut post the inlio sequences.

GRAPHICS

Incredible (in the freshest, most gob-
smacked sense). The fostest, smoothest, mosi
detolled 3-D ever seen on o home console,
Amaszing use of rotation and colour.

SOUND

. The best of the music is 0 booming orches-
tral backdrop 1o the epic action that begs to be
listened in Dolby Surround - ot the local Ddeon.
You MUST put it through your stereo.

PLAYABILITY

. Mo one evor plays o gome on Star Fox - they
feel compelled to hove o sossion. The hook is
instant, due 1o the Howlessly smooth uction,
and the constant chollenge of poch moment of
each level.

LASTABILITY

A near-perfea ditficulty grodient encour-
ages you to play on, and you will gradually get
through each new lovel. But progress inlo the
doopest recesses of the game is jealously
guarded 10 ansure weeks of ploying,

OVERALL

The stunning, the staggeringly
smart Star Fox; set to become an
industry standard for excellence -
and a player’s standard for FUN.

0l
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HE LEASE Whilst n:umrhn across the speeding moil train, Buster gets cought in one

8 1BA of the many sack-holding nets lining the track.
| CONTROL '
& JOYPAD
~ § GAME DIFFICULTY
~ § MEDIUM
- | CONTINUES

B INFINITE
T SKILL LEVELS | o AR i ster’s method of dmlipgwﬂh the oppaSilis
II --._ ‘ TWD | e 1. - B | - . A - . ;l;j'l'ﬂ H'ﬁmm i’::::‘;:i:.hdﬂuf?g‘ e Y
[ - { L . 185 1L

# EXCELLENT S . Now you can't say fd

- § 1ST DAY SCORE

B Reached the third level.

~ 4§ ORIGIN
- N Having bought the rights to pro-
. duce a series of cartoons based
around the Looney Tunes char-
: acters, Steven Spielberg duly
B released an award-winning
| spin-off called Tiny Toons. The
series features younger relatives
of such famous characters os
Bugs Bunny and Daffy Duck,
indluding Plucky Duck and
Buster Bunny. This is their
story...

Pushing LEFT/RIGHT on the D-pad causes Buster to walk in those directions.

How To Control
Pushing DOWN causes Buster to duck and pushing UP makes him climb.

Dash. s START: Pause.
SELECT: No function.

How To PIUY Buster explores the Tiny Toon world, killing enemies with his huge hind-paws as he
goes, in his quest to find Montana Max. Along the way, Buster is required to dash
up walls, make the most of bonus sfﬁges. and rely on every platforming skill the player musters.

6
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COMMENT

Konami are certainly prov-
ing themselves as the Kings
of the Super NES at the
moment. Here is another
addition te their line of
reputable software house
and it is crammed with
d exciting features. From
start to finish there isn't a
PAUL dull moment as every one
of the six stages provides
delight upon delight to dazzle and amaze.
The control over Buster takes a short while
to master but from then on it's deep joy
throughout the game. Some of the features
are hardly necessary but make welcome
additions to the presentation of the game.
For example, in the first section of the wild
west stage, Buster has to join in a skipping
game with two young mice and can’t pass
until he successfully skips ten times. Truly,
if there were ever a dictionary of games
compiled and the word variety defined
inside, it would read “see Tiny Toon
Adventures!” Of course the graphics and
sounds are of the highest possible stan-
dard, the wonders of which | suggest you
all sample for yourselves! It's all so mightily
impressive that one wonders what Konami
have planned for us next and | can’t wait to
see!
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Blazing chimneys foll easily lo
such flying footed antice neces ' -
Sary 10 avoid o cooked robbir! - : o o

Onlong Mayi

max: He

Mought he
: g-;?r' Oway with ol
0l loof by no! He's
no Maknh fr:a.' ‘
It Bustar!
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Just when
platform
games

were get- > == L e i b UG -
ting staler .j f‘ I E E e & W N - I‘ilf‘ ‘?1:.
than last » ’r ..“_, S8 NEE N W e N
week’s &, :‘::f T ” - —
croissants, & B #j"l : - : 8l CPU J ;;.
along o Scfrieears e g p—
STEVE c<ome . ii;’ﬁ‘“ A e 3 opt (S
Konami v, ¥ S TSN L mm—e P T AL
and breathe new life into & = 370 | i [ A one [
what was becoming a f; A RS N S NS thU 1SR
tedious genre. Tiny Toons Sgrortrerrs pa—— L r e
adventure is quite simply .:_. .__’3 ; R

THE best platformer avail-
able at the moment, and
contains all the best ele-
ments of past platform
classics. Buster is one of the
most versatile little charac-
ters | have ever controlled,
and in between his Sonic-
style dashing and unusual
head-kicking antics, he still
finds time to amuse with a
series of small touches. The
variety isn't just limited to
the gameplay either.
Although setting a game in
different themed worlds is
nothing new, the combina-
tion of ideas such as the
wild west and runaway
trains is brilliant and works
perfectly. As far as I'm con-
cerned, this is one of the
best games | have played
on the Super NES. It has
variety, lasting appeal, and
a wealth of hidden extras
just waiting to be found. If |
- | were you, I'd “Toon' in

ICON-A-GOGO

Taking the form of minioture statues, Gogo Dodo
provides Buster with super powers. Even if he
isn’t quite as well-animated as his co-stars, his
icons are just as handy at helping Buster reach all

the right places.
Silver: Provides optimum dashing ability.

Blue: Desiroys everything on screen.
Gold: Makes Buster invincible for a while.
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BONANIA

Whenever Buster successfully
completes a level, the player is
trected to a Wheel Of Fortune-
style bonus stage which feo-
tures one of the five Tiny Toon
charocters. Buster and Babs
S8unny spin the wheel and then
i's up to the player to stop it.
The following bonus section
depends on whose face is top-
most when the wheel comes to
o rest. The prize for such spin-
ning japery? An extra life or
more

N -H Sweetie's little

side-show is a strange kind of
weighing game in which the
contestant chooses the order
in weight of five Toons.
Sweetie then chooses five of
ner own. The five pairs are
then weighed on o giant set
of scales and whoever's side
is the heaviest wins.

"UCRY 0 ITT4 "8 Grrrl This

one isn’t fair! The stupid duck
fiddles around with his bingo
palls and then it's just the luck
of the draw to see whether or
not the pictures on the cards
match up.

Furrball: iii* Looniversity

squash court. Enter Furrball,
he's always good for a laugh,
poor soul, With racket in
hand, Furrball attempts to
knock up as many extra lives
as possible by banging away
with his squash racquet
Luckily, the staff toilets are sit-
vated on either side of the
court and desperate teachers
run back and forth to use
them, allowing Furrball fur-
ther bonuses for thwacking
them with the ball!

Babs Bunny: it
Toons have inexplicably been
fropped inside the
Looniversity’s lockers. Babs'
job 1s to set them free whilst
avoiding the attention of dan-
gerous characters such as
Elmyra, thot sickeningly oh-
so-cute girlie, and Dizzy Devil.
Buster recieves an extro
chance for each Toon
released.

Hamton Pig: [€FT),
Hamton’s stomach is rum-
bling! Help him collect the
apples and avoid the trap-
pings of the puzzle board as it
changes beneath his feet.
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BONUS BUNNY .

CHOMP CHOMP

It would seem that young Buster has certainly

taken onboard a few personality traits of his
famed Uncle Bugs. To complement his in-bred
talent for cheek, the youngster has alsotaken to
chomping on carrots. Not only is this good for
his teeth, but the carrots Buster nibbles also
endow him with a series of beneficial powers.
There are four colours of rustic root in Toon
Land, each with a different nutritional value.

Sliver: Reploces one heart.

Blue: Provides Buster with an extra heart
Gold: Replenish all empty hearts
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RESENTATION

. An instontly recognisable intro sequence is
accompanied by an excellent tune - the first of

" The sprites represent their cortoon relations
perfectly and, when ploced inside o beautifully-
doplcted series of locotions and cost members,
the graphics are near perlect,

& The sounds match up to the high standards
set by the grophics with crystal-clear samples
behind lively variations on the Tiny Toons'

2. Six long stages with five bonus stages to

enjoy provide o varied pochoge.
The easiest of the two gomes is, naturally,

quite eosy to complete.

YABILITY

4. Tiny Toons is exciting, omusing, rewording

| ond very compelling.
Some sections ol the game are require
o Pixel-perfoct control and may couse lrustration.

VERALL

Tiny Toons provides a wealth of
variety, fun and excitement. A
virtually faultless adaptation of
the Tiny Toons theme that's just
too good to miss!
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o, eh? First they send Dudley Moore the way - the eggs are actually in the pos-
on a “hilarious” trip around the world session of a deadly race of clockwork peo-
searching for some chickens, before pack- ple! 5till, like Dud’s, Alfred’s last couple of
ing poor old Alfred Chicken off to find some movie sequels did so badly at the box
eggs! Not only this, but our fine-feathered office, he has no choice but to sharpen his
friend has slightly more to contend with magic beak and set off into the wide blue
than buying some cheese and stuff along yonder.

But of course, the Clockwork People
aren’t about to make things easy for our
adventurer, and have concealed their
horde of eggs in a huge trap-filled com-
plex populated by the most threatening
guards clockwork technology can muster
(mostly mice and snails funnily enough).
However, the mechanical ones have made
one fatal error - leaving balloons lying
around the place. By collecting enough of
these helium-filled lovelies Alfred flies one
step closer to reunion with as-yet-
unhatched chicks (and the future dinners
of a thousand free-range fans no doubt).

If variety is the spicerof life, Alfred Chicken is a
Mexican chili with extra vindaloo. Qur Alfie has to
be a chicken for all seasons, mastering a wide vari-
ety of arts to get those eggs. Of course, for the
most part it's his platfoerming and balloon-hunting
arts that are tested to their limits, but other sections
of the game yield different challenges. For
instance, there are whole levels based around
steering remote-control devices and murderous
homing devices around to trip switches or provide a
means of escape. There are also shoot ‘em up sec-
tions where Alfred duels in the sky with prominent
Clockwork People! Plus there's those kooky “twixt-
level bonus stages where a rocket-powered Alfie
shoots through space collecting gifts and points.

A Alfred shows off the subliminal educational aspects of the game!
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Everyone knows chickens have
beaks and limited flight capabili-
ties, and Alfred is no exception.
During the game, Alfred uses his
tarmyard-fowl powers to their
utmost limits. For instance, by
flapping his little wings whilst
falling Alfred slows his descent,
allowing him to travel further in
a horizontal direction, or
manoeuvre himself out of dan-
ger {such as rows of spikes) more
easily. Alfie’s beak is also quite
handy, Pulling down whilst
falling (or jumping) sends the
clucking, corn-eating one into a
beak-first spin dive. At first, this
is sufficient to kill enemies or
smash through lines of destruc-
tible blocks. After a couple of
seconds the dive speeds up and
Alfers now smashes through
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LONG-TERM INTEREST

HOUR DAY WEEK = MONTH = YEAR

Whoever it was that
dreamed up this Alfred
Chicken character needs
their bumps feeling. The
word hlz:‘rre dam:rlfl:&u 4
much of the action foun
PAUL taking place in his little
trek through madsville. At least the
game is so well designed that, no mat-
ter how crazy the situation, it all hangs
together pretty well. On the whole this
game is pretty formula stuff but it's
Alfred’s personality that brings the
game to life. He's so easy to control
which makes every level refreshing to
play, but ninety-nine lives? This bla-
tant cop out on a password system or
save facility means that the player is
left to slog his/her way through the
whole game in one sitting. This in itself
is not so bad but, considering the
enormity of Alfred’s mission, it

becom me. As luck would
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whatever obstacles are in his
path. Eventually, the dive reaches
terminal velocity with our cut-his-
head-off-and-he’ll-still-run-
around-the-farmyard pal tucking
his wings right in. Alfred now
becomes utterly unstoppable and
all but unsteerable until he hits o
solid floor. Alfred is also able to
peck to the side whilst standing
still (although he can’t do this
while diving).

NINTENDOD



Chicken. A
name
which con-
jures
images
more in
the Play
Bus mould
thanthe
vitra-tough platform
puzzle game this is.
Apart from starring a
strangely be-coiffured
farmyard fowl and a
host of clockwork oppo-
nents, there’s really
nothing in this game for
“younger” players.
Indeed, behind the
amusing graphics and
comic touches lies a sur-
prisingly tough chal-
lenge to the grey matter,
as well as the reflexes.
The responsiveness is
great, and it's just as
well, there are times
when only super thumb
action can save the hap-
less Alf. Alfred’s game is
also absolutely loaded
with secret rooms filled
with exira lives, point
bonuses and even a cou-
ple which grant Alfred
the ability to spit deadly
corn at his enemies!
However, despite the
size, challenge and

playability offered by the

title, there is one big
problem. Alfred starts
the game with 99 lives,
and there’s no quit
option. Alright, it's fairly
easy to die in places but
it still means the aver-
age game lasts for over
an hour, and there’s no
escape without losing
your position in the
game. With that many
lives it would have been
a lot simpler to put in a
password system to save
you slogging your way
through two hours of
game to get back to the
last puzzle you had trou-
ble with. Overall, a great
game, but marred by
nvar-genemiry in the

NINTENDO 32
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A Hey, | recognise you from Bill and Ben!

Use the Joypad to guide
How To Control se fhe Joypac 1o ¢

through the hazardous
environment. The A and B buttons make
him jump, flap his wings pathetically and
nose-dive. Or should that be beak-dive?

Jump/Hlap wings

Fire special weapons

Pause/unpause the game

R Pl[ly Guide Alfred around the
spring, trap and enemy-laden
platform environment collect-

ing the required number of balloons for each

level within the time limit. Take care of him,
though, as one hit is enough to rob him of
one of his lives.

Whilst there are platforms in the
house, boyyyeee, the action in
Alfred Chicken has something of o
_ puzzly bias. A darned proportion of
B fhnsr: puzzles are connected with
the icon blocks. These blocks are
generally seen as a faint outline,
but once the correct switch (with o
corresponding icon, such as moon
or star on them) is pressed, blocks appear in these
positions, allowing Alfington to reach hitherto out-
of-reach areas. Other times, some blocks must be
turned off before Alfred progresses - such as when
two blocks are barring a narrow doorway. At times,
though, the essential switches are themselves inac-
cessible, and it is in places such as these that only
supreme cunning and radio-controlled spike-balls
may save the day. At these times, o number of
blocks showing directions. Pecking these steers the
spiky objects around whatever area Alfred is in.
Only by pecking them in the right order whilst fac-
ing in the right direction my Alfred destroy the
obstacles blocking his path to the switch.

PRESENTATION

Nice animated title screen and quite good
inbermissions.

Sadly, that's it. No options, no story, nol
even 3o much o3 o demo. J

GRAPHICS

Really great main sprite and spleadid ene-
mibes ond backgrounds too. Animation s first
dass.

SOUND

A selection ol line tuncs ond the usval crop
of effects.

PLAYABILITY

A real plethora of puztles 1o peruse. Plonty
of decent sized lovels - It's a challenging affair.
Once you've completed it there's no real

compulsion 1o ploy ogain.

LASTABILITY '

Simple 1o get the hang of. Alfred is o joy 1o
control
Could do with more variety in the music.

OVERALL

A fine figure of a game, but one
which just takes too long to play
for most peoples’ tastes.




At last you can program any combination of moves onto one fire button to give you
the power to beat the best of today's video games such as Streetfighter 2 by Capcom.

AVAILABLE ONLY FOR THE SUPER NINTENDO ENTERTAINMENT SYSTEM

Main Features Include. . .

@® Action Sequence Learning Facility @ Solid Steel Steel Shaft

® LCD Display ® Robust Metal Cabinet
@ Autofire ® Arcade Quality Switches
® Slow motion ® Exira Long Connector Cable

SUGGESTED RETAIL PRICE £69.99 INC.VAT.

Another winning product from .

AVAILABLE FROM ALL GOOD COMPUTER STOCKISTS

raCIemara Marsha  Nirrienol
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ife is seldom peaceful at

he Tendo Martial Arts
Training Hall, home to
Ranma 1/2 and her father - a
giant panda named Genma!
Fellow students, Kasumi and
Akane often witness some
extraordinary happenings
whenever a challenge is
issued to the remarkable half
boy/half girl, Ranma. Then
one day a traveller arrives
and organises a massive
‘District Street Fighting’ com-
petition - the ambitious
Ranma, needless to say, rises
to the challenge! Who knows,
he/she may even impress
his/her secret sweetheart,

__ Akane, if he/she wins.
" Kasumi and ne decide to

tag along in the hope that
this competition has some-

thing in'store for them too.

It is your t
sure that Ra mml E
and that the other competi-
tors achieve their personal
goals. Ranma and his/her co-
stars all possess a range of

special mms’o learn and

use effectively in competition.

r;zz:fmm P

SUPER NES

main competition or prove
their skills against a friend.
Whatever the situation there
is opportunity for much
avthentic, Ranma style beat-
em-=up action in this new
game for the Super NES.

Kocho, the character responsible for all this!

SRR J_,.,
-
S

Have some of that!

RELEASE
TBA
CONTROL
JOYPAD
GAME DIFFICULTY
EASY e
CONTINUES iy
INFINITE .
SKILL LEVELS RANMA WE
FOUR
RESPONSIVENESS LOVE vou
SNAPPY.
1 ST DAY SGOHE The .Iupunm_ cuﬂﬂjnlr knm:r how to
COMPLETE turn the irfldl'llnn?l western :nncapf
of a storyline on its head, and this is
ORIGI" nviderlrl Ifhmughou! anunﬁE comic
i : : art, also known as Manga. Comics o a |
:E?HTI({:] l{zk:hﬁlsﬂh;rilﬂ:u:'lﬂgfj ces , Ryoga is eager fo such as Runn:m 1/2 are nvuilub_le _frn:m most good comic shops, Ieu-L?!l:I:ur::E
Uil 146 P point out o blemish on however a wide variety of specialist information on Manga and ond Sheih hekw's
both the storyline and artwork the Doc's wok! Japanese animation - Anime - is also found in an excellent pub- my handle and

for this poMlar manga series.
There is already a Ranma 1/2
Street Fighter clone available in
Japan for the Super NES (or
Super Famicom as it is known)
to which this is a sequel.

MNMINTENDO 24 9

lication called ‘Anime UK'. As many gomes
in Japan tend to have their origins in such ~
materiol, Anime UK is a good ploce :

this is my spout.

to learn more.



Twelve megs of information
UNWASHED IR
5 of room for something

extra special but | iuil to
There are two charac- g4 NCS have present- see where it is all hiding.
ters named Ranma in e the female coun- Other than the remarkable
the game. One is terpart with m:l hqir.-

presentation screens there

male the other is Both fighters possess is little improvement over
::'"" and both are ::dﬂﬂ same moves the original Ranma game
same person. 1d it is still possible already available in Japan.
Confused? Well thisis 15 have two red p‘"‘ Having said that, the game
explained by the fact heads versus each features great characters that are brought
that Ranma has an other as well as two to life through effective use of animation
adverse reaction fo. conventional and quality sampled speech. It is certainly :
water. Ranma, usually  Ranmas. Thank impressive! However | casually completed Oh, you horny wee devil you. Get thee gone!
male, is transformed uoednm Ryoga's the game on normal after my very first go.
into a female if ever  glter ego - @ minio- Tweaking the difficulty up two notches
he should fall into ture black pig, is not reveals nothing more, which only leaves
water. To save confu-  jnejyded into the bar- the two-player option. In all fairness, this
sion the programmers  gqin| v | aspect of the cart is very addictive because
- i the use of special moves and tactics

become more prominent. On the whole
Ranma |l offers fans of the series a quality
rendition of their favourite characters in
action, yet the level of combat is towered
over by Street Fighter Il. Players are
advised to go for the latter and search out :
the comics and videos for authentic Ranma e

excitement. T -

The Casino King sings! tyoga in one of his moods.

How To Control Meve the chosen fighter left or right by pressing those directions on the D-paod.
Holding back on the D-pad allows a fighter to block when attacked. Press down
on the D-pad to cause each fighter to crouch down.

A Hl:ls no function.

Kh:ld Leg throw.

;i Punch button/ Shoulder throw.

START: STARTS/PAUSES GAME
SELECT:

How To P|r_|y Choose your character then fight against @ human or computer-controlled oppo-
nent. In a one-player game the competition is won by successfully trouncing the
eleven other, computer controlled, fighters. The two-player game leaves it all up to you and a mate.

Ooh, get her! Whot a sour foce!

1 | 1 1]
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5 T 35 NI
LA | o b fo= ,
-1 P ! [ 1 i VK LT II ' — -



REVIEW TI
HAVE A BANDANAA

The easiest of special moves are performed by pressing
the kick and punch buttons simultaneously. There are
others, however, that require a little more dexterity -
though not much. Such moves are performed in exactly
the same way for each character but function differently
in every case except for the two Ranmas who share the
same factics. Here is a selection of our favourite charac-

ters for you to peruse: Ryoga! How many times do | have to tell you: “Don't rush your food"!

Ra n m a : Ranma’s stan-

dard special move is the whirlwind attack.
Ranma also produces fireballs and a
rolling kick ottack that is excellent for
catching the opposition unawares.

The original Ranma game
was a great stopgap for all
those people waiting for
Street fighter 1l to arrive.
There were loads of special
moves and the graphics
were great, However, in
the wake of Street fighter,
Ranma 2 fares badly. The
R‘ n graphics are of an even
higher standard than the
original, displaying an even better grade
of animation, and the intros are particu-
larly impressive. The sound is also an
improvement, with rucks of sampled
speech and cartoony-type effects which
add to the action. Unfortunately, Ranma 2
fails to beat it's predecessor when it comes
to gameplay. The blame lies entirely with
the difficulty setting. Although there are
even more moves and some all-new char-
acters, even the most inexperienced game-
splayer could quite easily complete it on
their first go using only one single move.
Even on the higher difficulty settings it's
still far too easy. The two-player option is
great, as you'd expect, but it’s still totally
overshadowed by Street fighter Il (even
though Ranma is the faster moving game).
Beat ‘em up fans are best off going for
Street fighter, or if you've already got that,
the original Ranma title.

Ryosa : Ranma's long-
nemy, Ry

term oga, goes to great
lengths to humiliote Ranma and blames
him/her for his unfortunate tendency to
transform into @ miniature black pig
whenever he gets wet. This umbrella-tot-
ing boy from the wilderness comes pre-
pared with fireballs as standard but can

r also summon up the odd devastating
bandana attack or earth-shake.

Akane:-.. o

series has one - an unbearably cute
. character thaot acts as the catalyst for
l much jealous rivalry and the like. Akane

is the most likely contender for this posi-
tion in the Ronma saga. A leaping punch
to the air is her speciality but Akane also
has a dashing, multiple hit attack at her
disposal.

o I A W™
" Doctor Tofu:

For some strange reason the good doc-
tor, whom Akane has a monster crush
on, attacks with a combination of chick-

| en’s eggs and a colossal mace-like
., weapon. Tofu's other speciality is his flur-
| ry of assorted objects at the end of a yo-
|I yo. Zoiks!

l -

- Genma: . o o

' that begat Ranma, strange as this may
seem! Old bamboo breath’s standard
special move only works when close up
fo the opposition where Genma spins on

" his opponent’s head to wear them down.
He finishes off this depressing routine
with a hundred-paw-slap or a quick
dash-smash into the unwary opponent’s
side.

NINTENDO 36
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Genma drops his dirty loundry off.

FRIENDLY FIVE

When two players aren’t competing end-
lessly for the title of ‘The Master’ there is
always the option to decide who is tops,
once and for all, in five match tourna-
ment. Both players choose five characters
from the selection of twelve and then bat-
tle it in the best out of five bouts. Sadly the
option to pitch character against the same
character is not available here. Mind the
sad excuses Marlon!

Where're we going this yeor then, love?
- That beach looks nice.

RN o - _'_l'_‘ll_

The deofening sound of Shampoo's rimnmr !

Ranmao, for it is she here, descends upon a
maracos proves too much for poor Ranmo!

Believe it or not defensive Ryoga and his funky umbrello.
this litle block pig is - :
ocduolly Ryoga in his

olternative stote!

. TR Rl T e B e B e e e e e g e B e e e - E W

1 they're cheaper.

“SERESENTATION

. Each of the characters have their own special
intreductory and intermission screens that all
odd life 1o the game. Elsewhere the presenta-
fion sereens are also finely produced,

. The sprites ore easily identifioble os the
Renma comic hetoes ond heroines. All the
ction is sot agoini! o variety of imoginative
backdrops. Both characters ond their relative
locations feature efective animation,

& As with the extensive presentation their is
no shorfage of amusing theme tunes or croty
incidentol music. Also there ore many clear
examples of sampled speech.

A Fun for two players. The gome is good for
any on-going competitions.

Less fun lor single players. There is little
inspiration fo play on after the credits have

4. Thete ore twelve characters that all have
moves to learn. In o two-player game the
action is fun, lively and compelling.

The one-player gome is soverely lacking in

this department as it is oo easy.

On the surface Ranma Il is o
guality game with cartoon quali-
ty animation and extensive pre-
sentation. Beneath it all the
action is quite shallow, especially
for one-player. Buy the comics -

- -
-
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RETURN
SINISTER
SIX

JRICE:£29.95
ACCLAIM

=
0
i

RELEASE
OUT NOW

CONTROL
JOYPAD

GAME DIFFICULTY
EASY

CONTINUES

|

SKILL LEVELS
1

RESPONSIVENESS
NOT BAD

1ST DAY SCORE
REACH LEVEL 5

Game based on a recent Spider
Man comics story featuring o
host of fovourite villains.

nid Blyton is responsi-
ble for some of the
most popular groups in
literature: the Famous
Five, the Magnificent
Seven and of course, the
Sinister Six. The Sinister

Six were a departure from

her vsual knockabout
style. Even the
Magnificent Seven were
rewarded with a slap-up
feed for ridding the town
of desperados. However,
iced buns and lemonade
are the last things on the
minds of the Sinister Six -
their foremost interest is
complete world domina-
tion. Of course, if they do

succeed in taking over the

planet, doubtless there’ll
be extra jam on the

scones all round for mem-

bers of the villainous
cabal.

Still, their old nemesis
Spider Man is on hand to
curb their delinquent
ways with his spider-
attributes and home-
made web shooters like
the ones Yvette made for
us earlier on Blue Peter.
However, the cake-loving
ne‘er-do-wells are more
than prepared for his
imminent onslaught and
have retreated to their
respective hideouts. As
Spidey the player is
charged with the task of
tracking each of the vil-
lains to earth, infiltrating
their inner sanctums and
giving them a right good
talking to, thus securing
the safety of the world in
this platform web ‘em up
from Acclaim.
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Each villain has a theme for their
own lair and their own special
powers with which to challenge
Spidey. All of this information is
stored below.

lair is chock full of live wires, exposed
light fittings and giant, lightning-spew-
ing plug sockets. Electro himself rides
through the air using electricity and
zaps lightning bolts out at our hero.

In @ cunning display of ingenuity SANDMAN
the Sinister Six culled their name Even though

from the fact that the group is Sandman reformed
composed of six sinister villains. years ago, he's

decided to be evil agoin
‘just this once’. Sandman hides
out in the toxic waste dump,
where pipes drip horrible acids
and rabid rats lurk waiting for
Spider Man. Sandman uses his
powers to slither through the
ground unseen, rising up next to
Spider Man, attacking once and
melting aoway again to avoid ret-
ribution.

ELECTRO Master of
electricity and winner of
the Worst Dressed
Supervillain award ten
years running, Electro’s
MYSTERIO The
Master of lllusion is
camped out in his
very own Chamber
of Horrors, where
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A Electro shows us his lavishly appointed pod.

A Not often you see Spidey using o ladder.

PRACTICE YOU

Hoving all the strength and agility of a spider is
quite handy, especially considering the scrapes
that Spider Man manages into. What's even
more impressive is his uncanny ability to climb up
and down sheer surfaces, and even hang upside
down - just like o real spider! This ability features
in the NES game, too. Every so often, Spidey
chances upon a climbable obstacle or backdrop,
and pressing the D-pad up sends our arachno-
pal scuttling skywards. Once on the the wall, he
is able to move around freely in any direction like
the agile little minx he is.



THAT SINISTER SIX IN FULL

robot zombies and other terrors pro- HOBGOBLIN and ruffians armed with clubs,
wde something of a threat, along A cave network is home to handguns ond bazookas, along
with illusory Mysterios and Mysterio the hideous Hobgoblin. with all manner of robot cre-
robots! Find the real Mysierio and Watch out for the club- ations. Doc Ock has long been
he doesn’t put up much of a fight. throwing trolls that patrol one of Spidey’'s most dangerous
THE VULTURE the orea. The Hobgobiin is ancther <dizieduimu fulimulaboton SLING YOUR
Although this flying fiend  flying fellow, scooting around on his no exception, especially armed HOOK
is to be found amongst Trollmobile and hurling Goblin Bombs as he is with force fields and
the rooftops of the city, at Spidey. However, by clever use of bombs as well as his inde- As well as the ability to
Spider Man's adversaries  the stepped platforms in the structible tentacles. climb things, Spider Man
on this level are more often Hobgoblin's room it's possible to dis- has other ways of reach-
bazooko-toting thugs than the flying patch him with a few flying kicks ing otherwise out-of-
foes you may expect. The Vulture is DOCTOR grasp platforms - his
o bit of o toughie, though, flapping OCTOPUS Holed up unique web-slinging abil-
around just out of reach as he in his fortified castle, the ity. By pressing the secret
ottacks. Be sure to hang on to a bot- Doctor surrounds buttons on the palms of
tle of web fluid for this chap. himself with his hands, our hero
all manner of shoots micro-fine but
hoodlums super-strong sticky web-
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How To Control Move Spidey in the stan-
dard platform fashion -

Running, jumping, scaling
lodders and walls and swinging around on
the end of your web. Simple really!

A I Attack/spin web. ]
r?""' A T '. : Jump. ]
A A tondy coloured cdlown they call the Sondman. g ]
Pause.
P CALES

How To PlU}' Traverse the six scrolling plat-
torm levels searching for the

A Swing, swing like the wind.

~ 1 big nasty man at the end of
U ———— each and dispatching numerous henchmen
Sl ¥ S along the way. Climb walls and swing on
! N 3 >"’_‘,f TR B webs to reach high points, whilst constantly
Tt P e Ph iy P keeping an eye on Spidey’s energy bar
What Spidey phlegm looks like

| i

R
m

bing wherever he should
choose from the web-
shooters hidden about
his wrists. In game terms,
this means Spidey is able
to attach webs to higher
platforms or buildings
and use them to swing to
otherwise unreachable
places. With real skill,
Spidey may also weave o
web whilst still swinging
on another, thus allowing
him to cross inconceiv-
ably wide crevasses and
the like, just as long os
there's something above
him to attach his sticky
white streams of wrist-
propelled discharge to.

_ .

Marvel’'s famous web-
slinger deserves better
’ than this, in my opinion.
\ It's a shame that such an
excellent character is left
to swing his way about
some fairly uninspiring
stages inhabited by
around five or six, count
p‘u em, opposing henchmen.
The gameplay is very
uninspiring for the first three levels of
Spidey’s mission and considering that
this amounts to half of the game it is a
bit of a disappointment. Each of the
Sinister Six’s attack patterns, the
Sandman in particular, are very pre-
dictable and quite a chore to deal with -
they’re not at all difficult. A few
favourable points worthy of mention are
the decent sprites and some of the back-
drops do the game justice, even the
sounds are not all that bad. If only the
action were that much more exciting
then this would be worth some attention.
Sadly the Sinister Six can toddle off back
to wherever it was they returned from
and leave the rest of us to sample the
goods of better platform games already
avalilable for the NES.




A PINT OF WEBSTER'S FLUID

There's more than one way to skin @ kind of webbing fluid to make pro-

cat. You could use a knife, or a lown-  jectiles rather than swing on webbing
mower, or even some barbed = ropes. And what's more, he
wire. Similarly, there's - ke . doesn't actually know
more than one way of ¢, T T how to make this other
using web fluid. As well ‘ « . fluid, he just hopes
as a swanky form of LN A . his enemies do and
transportation, webs - - 77 T - 70 7~ -7 f " picks up the odd
also make a first- F & 5 *.*  cartridge of it

class weapon. Spun " S =" | when he sees if
into tear-shaped iy - b ‘ lying around. Each
projectiles by releas- R e T x =1 of these contains
ing a large globule of . just enough fluid
the dries-on-contact « ¢, for ten shots, unlike
web fluid and flungat . ~f 1~~~ L . ~2 the comics and their
opponents, webbing s g O g only-runs-out-at-cru-
causes a lot of damage. : i cial-moments-in-the-plot
However, contrary to the cartridges. Those comics
impression given by the comics, writers, eh? They just can’t get their

Spider Man actually needs o different  facts right. Pah

COMMENT

Spider Man in plat- than in a couple of places there's

form game shock! no real cause to use it ot all.

’ Who'd have thought  Implemented properly these fea-

| ¥ Spidey would tures could have led to a carnival
appear in yet of fighting enemies on walls,

another example of climbing through mazes and

this not-at-all-heav-  rock-hard web-swinging chases

ily-overworked through city streets, but instead

genre? Not this we're left with what is really a
RALD seniorstaff writer. pretty standard platform game.

The real question of In all honesty it's not really all
course is whether or not this game that bad, in fact it's highly
has anything which we haven't playable in quite a few areas,
already seen a million times. Well, it's just that there’s so much-
yes un:llm mﬂ'!‘l\n uﬁ‘a?:linﬂ id:nls wasted potential given l?lrw'
great, w made s w super powers. re
E;m-n 1‘"““”!::#-#& 'Ihnl . id p

an ' ‘em up, m cou

there’s often little reason to ‘do worse than Spider m
them in the first place. Likewise, the bnrin the easiness of the
web-swinging notion could have with your
been used to great effect, but other Iulul- qmml cash.
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HOUR DAY  WEEK  MONTH E o .
i ' A Where is he? Where'd he go?.

SENTATION

A Pretty smart infermissions between every

level. The game screen is neot and uncluttered,
No options! Gnn!

A Plenty of veriety in the bockgrounds ond the
enimation is generally of a fuirly high stan-
dard.

The sprites are smoll and lack something in
the way of definition,

4. The ellects ore alright and these’s a good
selection of them.
The tunes are bearable, but a bit weedy.

A Feirly lost-moving ond responsive and not
particularly fun to play.

The control for web-slinging is often lrustrot-
ing to say the leas!,

A Sin reasonably long levels.
Oh dear. It's oll a bit casy and most people
should complete it within o couple ol days or

OVERALL

A game which truly defines the
phrase ‘not bad’. However, it's
not great either, and is basically

only recommended to diehard
Spideymaniacs only, really.




X250 WORTH
OF GAMES

0839 406036

@rle)ely:
BETWEEN THE SIEIFIG-IIE!
NEW 36 BIT JOYS‘I'IGK

All the
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AG600 é'%ﬂﬂo 55
ma ﬁne.

C
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WIN
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WIN WIN WIN
HIRIEVAORVIOSONIGEAR

GET YOURSELF A HARLEY
SUPER STAR WARS LEATHER JACKET

+ A SUPER WORTH 500 QUID!!
PLUS TV TUNER Izt 0839 406038

0839 406037

0839 406033

IMS Ltd, PO Box 28, Northampton NN1 5DS. Calls cost 36p (Cheap) 48p per min (all other times). Multi choice questions. Max possible
cost £3.60. Ends 31.6.93. Please be sure that you have permission to make this call. Nintendo, Sega, Street Fighter Il, Sonic 2, Harley
Davidson and Thunderbirds are all registered trademarks of thier respected companies. We are not related or endorsed by them.
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- et us consider for a minute or two the
L chology of a pinball wizard, the mysti-
. cal properties of which confound all possi-

bility. This quality extends to their finger
tips which, in turn, also defy the laws of

21 physics. Not everybody has such powers,
though, or we’d all locking up scores of

H five hundred million we’'d all be cool.

- Instead your e ‘mere mortal’ blows

 fifty pee on a game where the ball runs
h around the perimetre of the course, before
| dropping straight down the middle. The
~ likes of a multi-ball game or coming close
. to making the high-score hall of fame, are
TE something which only would-be Roger
';,_ - Daltrys (ask your mum) will ever see.
Well no more! Now that Jaki Crush is 4
5 here the secrets known to the practitioners
L"" of pinball sorcery are just waiting to unfold
" before our very eyes and, in the comfort of
~ our own homes, Super NES owners may well
& Iust have the chance to develop this kind of
- ESP and become learned in I'he lore of the
. silver ball.

.
S
g

JAKI CRUSH

¥
...

BI.OCI(V PI.IZZI.E N, & o~
11 3 s -‘ : — S—
| l.;ﬂ The question of how to prevent
_, _ the ball from sailing right e
l F through the centre of the flip- — ®
- pers all the time is ;"
f .| answered. At the left-hand side
RELEASE 5‘;"" of the lower table sit three pur-
| TBA '“"I{;" ple imps. They crouch in the
| | shadows until the ball disturbs
' CONTROL E them into action. When the last s
JOYPAD . of the gruesome trio is Lt
| - | destroyed o miniature tower appears between =)
B GAME DIFFICULTY | B oo o e ol oo iy
| MODERATE - o
| CONTINUES <« ¥ (¥ SATAN SPAWN — L
g PASSWORD SYSTEM B [me s S | THE CACO-DEMON
| SKILL LEVELS “TIRE |l o
| e ONE g e -4 = . Situated in the centre of the lower half of the '
" 5 table is Jaki Crush’s % nt ghoul, source of |
| HESPGNS|VENESS - Srerth 3 intrigue and supplier of fiendish ¢
:_ HEAVY N . EL NN A =i frivolity. As the many puzzles "#'
| 1ST DAY sconE e~ il Ty SR T e "‘"" of the table fall into place 't
| o . | old horny face remains
f 17,890,600 # h I l | | | grinning in an insubstan- -
| ORIGIN E‘ j ___.I - | tial state until the blob of o
£ i icksi that t I
| Naxat are the company respon- _:P i - ﬂ:ﬁ:ﬂr:;d ;,,;T:Lf;d ¥
sible for the most successful e = 32 B3 &= | FI' o few fimes - then the real
B table to video gome translations a4 1 K R 1 ’2n f”:‘eﬁ'::ii :ig‘:“:"f;::;w 4 i
: . w ') @ tures urn, o
2 of pinball ever - Devil Crushon & o [N (NN D N B | | the Super NES' Mode 7, then gelinto a more |
| the PC Engine (AKA Devil Crash i N D B £ B _u vivid state. Fire the ball into its mouth and the b
| on the Megadrive). Joki Crushis = = i .« ghoul dissolves, reappearing at the top of the
presented os a sequel rather | - B B B B oo e s of tha ohouls doval:
than another conversion. . I B B B B opment. Afier five steps along its evolutional
il . T" ladder the ghoul ends up looking very ugly but
e WOUR DAY  WEEK MONTH  YEAR -__:J these changes provide different opportunities fn‘,l
“a the pluyer at every stage. N
e » jd F rﬂ- lH-_ ; g T ;
.m.,-f' e Tl 1

l--‘.*.ii e Sl



coders as the Megadrive’s
excellent Devil Crash, you
could reasonably expect
great things from Jaki
Crush, and to an extent it
lives up to those expecta-
tions. The ghoulish graphic
style and rocky soundtrack
Gus have been transplanted
along with the extra frills
that Super NES graphics and sound can
offer. But this isn't is as good fun to play as
Devil Crash for two main reasons. Firstly,
the table isn’t designed that well. It's quite
tough to get the ball to the top portion,
because of the layout, which is fair enough
for a challenging game. The problem is
that it can be equally hard to lose the ball
off the bottom screen which means ages of
low-scoring, low-action play at the bottom
of the table. The bonus screens, that really
made Devil Crash are just not as imagina-
tive or fun to play on Jaki Crush, and there
isn’t the same impressive effect from the
gory backdrops and sprites. The second
big fault is speed - even on the highest
setting it's slow. There isn’t much power
behind the flippers, and there is also the
odd spate of unconvincing ball movement
to add to the gripe pile. Perhaps | am
h'“ﬂ FI*Y:."MI; h'ﬂlll se Jaki Crush is
still e as a pinball sim, but I'm
sure it could have been much better.
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AINING ENTRY

Gaining access to the many e |
bonus stages hidden within this | = ~ o
table’s innards is done by [= b .
smacking the ball against a sig-  |* L
nificant number, or pgjiern, of | = ™
objects which causes ' " . 2
entrances to open. Such

entrances are indicated by & ¢

brightly lit green or red arrows.

God of Thunder: High above ancient Tokyo the
thunder god rumbles his red, lardiness into a
frenzy, laying the thunderbolts on thick and fast.
What he needs is a smack over the head to snap
him out of it.

Ice Imps: Two enormous, disfigured heads spit
frozen imps onto the play field. After smashing
their frozen enclosures the refrigerated hobgob-
lins run about in an effort to get warm. This
gives the player an excellent opportunity to roll
over them. Cackle!

Inferno: Amid the blaze, surrounded by two

- magnificent Fire Dragons, lurk two faces wear-
ing heated expressions. Smack them about a bit
to clear this stage. . .

The Five Faces of Evil: Space Invaders revisited
with the classic transformation from beauty into |
beast taking place in the background, depend-
= ing on how skilled the player is of course. .

tl_?u-r;

R T e TR

How To Control Control over the left flipper!

'CONTROL OVER THE RIGHT FLIP-
'PER AND THE PLUNGER

STARTS/PAUSES GAME
: ACCESS PASSWORD

S - SELE

“aal L e

How To Pluy Use the flippers to work wonders with the silver ball. Get millions of points by
bouncing it off the variety of obstacles, access the bonus stages and perform the
kind of tricks that Merlin would give his right arm for.




with pin-

a good
table
becomes
more
excifing as
a player’s
PAUL <
improves.
To a large extent Jaki
Crush lives up to this tra-
dition and gives as good
as it gets, rewarding the
better players with some
incredible-looking bonus
stages and hopeless pin-
ball losers with frustrat-
ing, five second disasters.
Beginners at this game
are likely to meet with
disappointment for the
first few goes until every-
thing starts to fit into
place, at which point Jaki
Crush really starts to
deliver the goods. There
are some very striking
bonus screens to perfect
but it is the ghoul’s face
that peers out from the
lower half of the table
that impresses the most,
This apparition, especial-
ly, is the best example of
how a skillful player can
get the best from Jaki
Crush - its many forms
only becoming apparent if
all the right actions are
triggered and the ball
kept in play constantly to
reveal every last secret. It
is this that | find the most
appealing aspect of Jaki
Crush. There are some
minor faults, the mysteri-
ous ghost like flipper
which allows the ball to
pass straight through it
and the times when the
ball acts in an unexpected,
unconvincing way. Still |
enjoy playing this game
enormously, especially
when competing against
another player, and |
reckon that pinball
experts will find that it
sets a good standard for

Oma.

=

>
.

MULTI-BALL
BALLISTICS |

By flipping the ball into the dragon’s mouth at &
the top-left of the table,.a heavy fog appears. At

this point it is possibletsligdin an extra ball fora 's
multi-ball bonus points extravaganza. To '
achieve this simply direct the ball into the drag-
on’'s mouth at the top right of the table.

Actually, this isn’t simple at all.
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ball is that

A An intimidating title screen of the central
character that rumbles: “Joki Crush” quite well

_ his misshopen excuse for o mouth.
There are also o variety of ormate bonus round-
up tables.

A The toble’s central character that shifts and
. changes astounds and omazes. Most of the
~ bonus screens are a source of wonder, Every
orea of the table is imaginatively designed and

s A rousing, quality soundtrock persists in the
background as the many doom and gloom,
thoomy somples boom away 1o great effect. The
majority of the music in the game makes cre-
ative use of the Super NES copabilities.

g5

. On the whole, this is o lowless table and
rewards great skill with much excitement.

* Pinball isn't every body's idea of o great
video game and new-comers may find the
going frustrating at first.

/. Perfeding every lost bonus screen and
extracting the most that this lable hos ta offer

takes o long time.
" Defeatists may give vp ofter o few disop-
pointing gomes or even just lose interest.

OVERALL

The first pinball game for the
Super NES is o success because of
its superior playability and
depth, stunning graphics (in
places) and sounds. Yet it isn’t

quite perfect because of some
small quirks in the program.
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Dear Jaz

Please answer my questions on the Super NES.

1. My friend has a Jap SCART Famicom and uses it
on a UK TV that has a SCART socket. He says that
Street Fighter Il on his Famicom runs at the same
speed as the arcade. Is this true?

2. My TV has a SCART socket but when | use my
English Super NES with the SCART lead it doesn't
work. Why is this?

3. Is there an adaptor to play US/JAP games on the
UK Super NES that only has one socket instead of
running two games through it?

4. Does the US SCART Famicom run at.the same
speed as the Jap SCART?

5. How much does it cost to get a UK Super NES
internally converted to run all carts”

6. Is there a PAL 1 lead that can be used to run a
SCART Famicom through the TV? If so, how much

Exploding vests. Nylon

swivelling shirts. i FI.A" . does it cost?.
Golden flashing pants. | . 7.When the Super CD-ROM comes out in Japan will
He has none of these it work on a Jap Famicom in the UK?
1
but Jazza does have GGy e <y ml
. . | have a few questions which need answering! | |
some special answer- R T R el T L e T . JAZ: 1. Yeah, almost: Japanese Super :
ing trousers and japery on the NES? | Nll_EShsltrEftflghtir Il l:;ns E;m;r HF slightly
thev're about to be put EEALECEURGEETELEETLELFEECR NN  S!ightly slower than the original coin-op - you can
int ny SE h . t,p . 3. Why have most mail order companies - hardly notice the difference, though. 2. I'm not
use because It's | stopped selling the NES? ' sure to be honest. Not a very good answer, |
questions and answers BRI T footy sim on the NES? know, but I've never had problems with mine. Are
time. The supplier of | 5. Are you going to review Nigel Mansell's you sure you're connecting the wires properly?
such queries are vou Grand Prix? . 3.No. 4. Yes. 5. I'm not sure - ask around, but
9 . E O 6. Are there any decent competitions going to don’t forget that if you do get your machine fid-
and the replies are be appearing in your mag? .__dled with, you can kiss goodbye to your warran-
donated by Jazza, the Smiggly, Greetland, Halifax ty. 6. No. You need to get your machine properly

modified to run Japanese machines on a UK TV.
7. Yes, it should do - but it won't work with an

man in the know. If

: : | JAZ: 1. Yoshi's Cookies is almost, hniate .
you've got anythlng_ . nearly, but not quite a Mario-related | ﬂﬂ'mm UK SNES.
you want to ask, write | jape, but any new NES games actually
in to: | HAVE A LUCKY starring ol' dungaree boy are a closely-
GLASSPIG WITH A sl siepiicioduty s | |
FIVE PENCE INSIDE : pads and joysticks. 3. Demand. 4. Kick Off | Now that | have completed all 96 IEVEIE of Super
ON MY DESK Q+A, | suppose - but it's not that great. 5. As  Mario IV there is still something puzzling me. Why,

NMS, PRIORY COURT, | soon as it's finished, yes. 6. Oooo yes. on my cart, does the level number only turn blue
30-32 FARRINGDON j Keep watching. .~ once you have all 96 levels but, on my friend’s, it

stays the same colour except the number gets small-
LANE, LONDON, EC1R er and a smaller star appears in.
3AU.

front of it? ;
2. Is it also true that Chuck Rock II,
Somcef Chuckiwill be appearing on
the Super NES cos I've completed
Chuck Rock and | liked it very
much!

3. Will there be a Batman game
coming out for the Super NES?

4. When will Alien vs Predator be
coming out?

5. Which is better, Mario Kart or

Dear Jaz
Please could you answer
these questions?
1. Is there going to be a Zelda
game for the Game Boy?
2. Which is better: Sim City or
Zelda 1117
3. Is Super Soccer better than

Please cnuldyau wer
these questions for m‘?‘:z Ty Sl
1. Will these games be out fc 1‘,
the Super NES: $nalsﬂ Rattle

'n’ Roll, Street _' wer "="t"‘ Super Kick Off? Super Star Wars?
Rescue R 4Iu£ G Dltd en Fighter better .  GarethrJones, Hamilton,
Cat, The Giﬂdiﬂm than Rival Turf? - Scotland
Hﬂ'UﬁE ”? : 9

5. Any !nfu on Mario V* " JAZ: 1. That's the dif-

2. Is there going Iuha

Zero 117 6. Any info on the colour Py L e

?E‘]??hfi";mng to be a . Japanese import version and an
Wayne's World game? - official verstg% 2..Chuck llﬂ;mk
8. Are you a pleb? o MOW < &“\E&ﬁﬂ sa
Forgot to write his B H%ﬂm}“ﬂ? atman
urns will appear laterthis

: | | |
;::Ei;:} Do year from Konami. 4. It's out on
] . import now but is complete
JAZ: 1. Yes. 2. . garbage - see our short.review

- .:4.' -L- - . A
- “'“”--- — 5_@,5 * Zelda lll. 3. Yes. 4. . for more details. 5. Both are
I — " No. 5. No. 6. No. 7. Yes. 8. | excellent, but Mario Kartis a

Ieidilz - definitely better than Sim City No. brilliant twn—plmr game.
ond coming to o Gome Boy near you soon! |

Christopher Tuwr.
East Sussex i 6l

JAZ: 1. Yes, blll

not as Snake,

Rattle ‘n’ ng,nu, 10 !

yes, no. 2. I've Mi’f i
rumour that there is, bu

the moment i'sonlya
rumour - I'm chasing up {f
hard facts as | speak. il

& ¥
- » . ) "
1




Dear Jaz

I would be grateful if you could correctly answer these two questions;
1. Can the mouse supplied with Mario Paint be used for other games'?
2. Will there be other games coming out for the Super Scope, if so

when?
J Rattray, Perth

JAZ: 1. Yes, some new games will be mouse-compatible.
2. There are four in the pipeline that | know of: T2: The
Arcade Game, X-Zone, Bazooka Blitzkrieg and The Hunt for Red

October.

Dear Jaz
Please will you answer a few
questions for me?
1. A git that | know says the
the English version of Mario
Kart is much faster than the
American version, is this true?
2. Will the Super NES version
of Sensible Soccer be as
excellent as the Amiga game?
3. Why don't you write about
me at the start of the mag as
you did when it used to be
MEAN MACHINES?
Dwayne Minton,
West Wormwood

JAZ:1. No. 2.

According to Jops

of Sensible Software, it will
be. 3. Because | didn’t want
to inflict your sheer revolt-

ingness on NMS readers.

B R

Dear Jaz

Dear Jaz N

answer my four questions?
1. Is there any cha  Kid
Icarus coming out fo
NES?

2. Which of these games ard¥he -

best for the Super NES: Marig

Kart or Super Mario Word@®ss

3. Is there any notice of any fin-

ished games coming out for g—na
4 -Super"NES?

4. Is Star Trek coming for the

Super NES? If yes, when?

Wayne Turer, Kirkby
r:mmuﬂ

JAZ: 1. No. 2. Kar'l fur

two players, World for

single players. 3. Yes - read the
- book on the front of the mam
~ zine. 4, No news as of yet.

Would you Eﬂgﬂm- e

rthe Super Ik

I B iadie e

| have a few questions which | think that no-one else has asked, but
cannot be sure, and would like you to enlighten me:

1. Will Lucasfiim Games (Lucasarts Entertainment) give any licens-
ing agreement to Nintendo, for the Super NES, to bring out any of
the Lucaslilm games such as The Secret of Monkey Island | or i

and Loom?

2. Will we see the likes of Wing Commander Il - Vengeance of the

Kilrathi (by Origin) or Wolfenstein 3D (by 1D Software) on the Super

NES as the Mode 7 would cope very well with the latter.

3. Since it is the Championship Edition of Street Fighter Il that will
appear on the Megadrive, is that only because they could not fit 16
megs of high quality everything and the championship features into

the Super NES' version?

| hope to see my questions in one of the next issues so that all

Lucastilm fans can sleep at night!

Nathan Simmonds, Quom, Leicestershire

JAZ: 1. At the moment the games you're talking about

are scheduled to appear on Mega CD. If they're likely

to appear on Super CD-ROM I'll let you know. 2. There aren't
any plans to convert them at the moment. 3. No.

CLUB
Dear Jaz

Congratulations on a brill mag, please answer the following ques-

tllons:

1. Will you ever do another video?

2. Will you ever bring out a file to keep your magazines safe?

3. If the Super NES CD can play movies from CDs will the Mario

movie come out on one?

4. In the future will you ever change your magazine to a CD? 7
5. Will Nintendo ever bring a pack out with Sim City, Sim Earth and a S
mouse for the CD?

6. How come you don't sell T-shirts?

David Tems, Bury, Lancs

JAZ: 1. If we think a game deserves that sort of cover- s
age, yes we will. 2. We're looking into it at the moment. 3
3. | doubt it very much. 4. Nah. 5. Again, | doubt it. 6. We do!

Doh!

Dear Jaz
Could you please answer my questions: T
7 N mﬂm}b’unﬂr&awmﬂmﬂmhm UK'.? .- ‘1 "-_1:'“:-;%"':"; 18
. .E.mmfﬂmw By (e O e [P L

3. Could you tell us more about Battletoads on the Su;}er NES?
4. |s Super SWIV the best shoot ‘em up on the Super NES?
5. Will Rival Turf Il be previewed soon?

Lancashire

Finally. do you think there will be a football game from Nintendo that'll be
JAZ: 1. Next month. 2. It's looking preity good. 3. You
haven’'t explained what you want to know. 4. No. 5.

any good?
Hopefully within the next couple of months.

John Dunstan, Ashton-Under-Lyne,
TECHNO "
Dear Jaz

Please could you answer the following questions for me?

1. Is Street Fighter Il.eoming out for the Game Boy and, if SO, what is the
release date?

2. Which of the follewing games are coming out on Game Boy: Final
Fight, Lemmings, Robocop Ill, F-Zero, Super Mario Kart, Contra Spirits
and any Zelda games?

8. Do you have any pictures of the original Street Fighter. Could you

show them, if possible?

Ryan D 'Cruz, liford, Essex

JAZ: 1. No. 2. No, yes, no, no, no, no and yes. 3. Yes, but

- I'm not getting them out because they're in a special fileatmy

house.
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8 Dear Jaz ~
I yuuld apprec‘iala It if you wnuld answer I',haae
: ,‘ ru j ' i) bﬁwuﬁj’lﬁsw N“'Eg -.., ~ d:qi'r

-r-'l- #-F b.
I\-l'_-_ 4

PRI 4 o iy MR il i

lmmEl -l . a

Dear Jaz ¥ Thot deal dumb ond blind kid,
Please answer these questions: sure plays o mean pin ball, dedo do
1,.ls there a Pinball game avail- do donaah (This wos Tom's idea!)
able, or in the pipeline, tor the
Super NES. If so, when will it be JAKT CRUSH

released? : N, L

2. | was thinking of getting a A1 ik N s3>

Spellbound adaptor and gne of ’”r‘h#_ .‘ ‘a n“u

my mates said thatil might gdam- 5 ]

age my Super NES internally. Is . Dear Jaz

this true? - | have a few questions which | hope you can answer.
3. Also, in issue twenty-three of 1 1. In the instruction booklet for Sim City it says that
Mean Machifes, you showed the the battery lasts for five years. Is there any way of

Apollo Pro Joystickbut you said it recharging it?
was only available for SCART 2. | heard that Super Mario Kart has been specially
machines, so was'wondering I programmed so that it's just as fast as the American
there is an adaptor that would let version, even though a UK Super NES runs 17%
me use the Apofle ) Pro on mﬂ,ﬁ’UK faster. |s this true?

Super NES2." S 3. 1 read in CVG that there's a cheat to turn Street
Phillip Andrews, y» Fighter Il into Champion Edition. Is this true and, if
Abingdon, Oxonsa.. so, what is it?

Ssasnn A e e S Jim Hellwick, from somewhere...?

JAZ: 1. Jaki Crash, the..
only Super NES pinball
game currently in existence,
has only just béenreleased in
Japan. There is no official"date
as yet. 2. Yes. Prolonged use
can blow the fuse in the SNES.

JAZ: 1. No. 2. It does run much faster
that you'd expect it to - but still isn’t
quite as swift as import versions. 3. There has
been a lotof talk about this, but at the moment
there isn't one, and I'll continue to say this until |
actually see a cheat wurkwg before my very

3. No. eyes. - y ©
——— Dear Jaz n LT Dear Jaz | Dear Jaz
Please could you answe :.3_ e fc Flease.can you answer these | would like you to answer some questions about
tions: ‘ sl QUES“G“S?. [_ f the Super NES
1. Are there anypl&n# '-r'!‘-t g-'i- oL Feivieniwill the Tivelor four-player 1. Will Street Fighter Ill come out on the Super

adaptor come out for the Super -l NES?

Famicom? ==
.. Will any Mega Man games come out on the
2. How |?1L.I{_..h will it Cﬂ'SI? : éup;r NE:‘;S"‘" E g ¥

3. Will Super gormation Soccer . SRS SR R A e R
be release.d asa foursplayer _ levels the Amiga has?

game like it is on the PC Engine?
4. Please can you lell me what
four-player games will come out

Fighter Il CE on the S N
2. Will there be a Game Genll
the Super NES and, if _}_}'

3. Can you recommenR R
the Super NES? i
4. Are there any plami

convertor allowing yc _¢
games on the Super N |:.-_~:-

4. You said Rival Turf Il was by Capcom, when
it's really by Jaleco!

S? E e ) fot the Surer Famicon apart froen 5. Do you think that Mario V will be a simultane-
e us two-player game like Sonic 11?7
}_ o A e ous two-player g

e e T RN T Y e "-ll-1
Wt

JAZ: 1. Not at the m n
I'm not sure about the pi

6. Can you tell me which fighters out of Street

I Dil Nel Low Mo, Landu::-n Fighter Il will be in Street Fighter 111?

o= SR

No Name, No Address

Irem Skins is the ¢ ;JAZ'“1 Nﬁt sure - it's

UEB‘EI'II 4 ThHr. l.-‘l 0 Bl ﬂnly just been raleased Eerew. WL P — :

one as we 'ml" \ in Japan (and it's a four-player JAZ 1. Could do. 2. Hopefully, yes.

a future issue. 5. ¢ adaptor by the way). 2. Dunno 3. Apparently, yes. 4. Doh! 5. Only
mate. 3. No. 4. There are none the programmers know at present. 6. No, I'm
that | know of at present. not telling.

NINTENDOA4S8
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Dear Jazza

I'm sick of people writing in asking the same boring questions, but don't
think it's going to stop because | need some info on some topper soft-
ware, so away we go!
1. How would you rate the following Super NES games: Legend of the
Mystical Ninja, Caveman Ninja, Pilot Wings, Actraiser and Krusty's
Super Fun House?
2. How many Megabytes is Mano
IV?
3. Which game takes longer to
completely finish: Zelda lll, Mario IV
or Actraiser for the above-average
games player?

. What, on Street Fighter |l, does
t:l::sud type mean?
5. What is the point in a spemal
KO?
6. Would you like to swap a copy of
Bart's Nightmare, when you get i,
for Castlevania IV?
Adam Houlston, Shrewsbury, West
Midiands -

JAZ: 1. Personally I'd rate ‘em 81%, 72%, 88%#2% and
90%. 2. It's 8 megabit. 3. Zelda lll. 4. Well, it's the type of
blood that would flow through their veins should they be real peo-
ple. 5. What is the meaning in that question? 6. No. By the way,
Shrewsbury is in Shropshire, not the West Midlands.

i M EER I e
R & ' L

YRR
[ ] LA L

A lelda - still better than Sim City and, oppar-
ently on its way to the Game Boy soon. Wow!

I . il Bl . Wl Y B s} 5" i m i T :

BASS

Dear Jaz any good on the NES? When

mC

Dear Jaz

Last week | was playing the X-
men arcade game and was won-
dering if there will be a conversion
of the arcade game onto the
Super NES. | know that there isa
game to be released with the X-
men and Spider-Man fighting evil.

KICK

Dear Jaz

Q]

There's just a few questions |
need answering if you would
be so kind.

1. have you got any more
news on the Akira game on
per NES or NES?

the Su

B T R R R R T Bl b NOPE the X-men arcade game
as good in NMS as the ones will berconvertied to the Super
we used to see in MEAN NES fomnat. If§tis, or if there is

any news would you print it in the

magazine?

L have recently,completed the
~.Street Fighter Il arcade game with

all fighters andiwill soon be a

proud owner of a Super NES and

MACHINES?

3. Will we ever see Street
Fighter 1117

4. Why have all the Street
Fighter Il guides in other mags
been so sad? Even CVG's

guide just repeated what the the Street FTghtalrl game. | have
instructions book said! been talking to my: iends aboul
Anyway, anyone with half a different endings for one fight if

e

yowcomplete the game in a cer-
tain way. Is there any truth in this?
Torfinish off, | played Universal
Soldier d‘r’?"1he Séner NES and |
would like to complain about what
a completeyipsoff of Turrican it
was. | just can't believe that they
could give Turrican a different
character and call it Universal

er. it jus?mages me,go
AAAARGHH!

J{:rhn Cugmmgs Surrey

wimpFyl ik e FEbrflEom ow

brain can work out their own
combos.

5. Finally will we ever see
these games on the Super
NES: F-Zero Il, WWF II, Total
Carnage, Sunset raiders?
Steve Rowley,
Stoke-on-Trent

JAZ: 1. An Akira

game exists for

NES in Japan, but it doesn’t
look likely it'll be released
here. There is no SNES

JAZ. There's no plannad

I'm a bit of a Star Wars nut (or
Warsie as | like to put it).
FPlease could you answer my
simple questions on my
favourite trilogy?

1. Another magazine said that
Star Wars on the NES was a
tad on the easy side, yel
Mean Machines said it was
very tough. | am confused as
which is rignt as | must know
before | part with my £50.

2. Are The Empire Strikes
Back and Return of the Jedi

e P T R EET— Tl I TEE

JAZ: 1. It's pretty tough - it
depends if you find the extra
lives cheat or not. 2. Empire
Strikes Back is a bit poor.
Nothing has been seen of
Return of the Jedi as yet. 3.
Good ol’ George Lucas has
announced that a fourth Star
Wars film wiil go into pro-

ot e

o S

are they going to be officially
released?

3. Is it true that there are anoth-
er three Star Wars films coming
out, the first of which is sched-
uled for release in 19977

4. Pleeeeeease could you print

some kind of Star Wars, Empire

Strikes Back and Return of the
Jedi posters as | would be eter-
nally grateful

Steve ‘Skywalker' Oldham,
Davenport, Stockport

o L o b T L W I T e TR R PRl SR ] I E

nal plan, which will

mean that this film

will actually be part one of
the nine-part series (the Star
Wars trilogy was actually
parts IV, V and VI) and cover
the Jedi wars. Personally |
can't wait... 4. Sorry mate -
you'll have to join the

game in existence, but | live
in hope... 2. It's the technol-
ogy we use - but we're still

working on it. 3 Yes. 4. True.

5. Hopefully, yes, yes, no.

Dear Jaz

% Please could you answer these

questions?

1. When is the converter going to
# come out for the Super NES so |
fcan play my NES games on it?

\Will'l be able to use Game

I i pubiolrn —

_ JAZ: 1. There's no release date as yet. 2. Theoretically,
_.yes. 3. No price has been announced.

Dear Jaz

conversion of the X-Man
arcade game at present.

Regarding the different endings

of Streetfighter Il, yourchum is

correct. And whatwyou say about

Universal Soldier is true.

Genie
mnvert

Samantha Mitchell, Ganve
Island, Essex

]

or,&_h»e Slper NL—;S with the

3alf there isa mnvaﬂarcummg
ME Super NES hﬂw
Wi st? -

duction in 1997. Hopefully
he'll be sticking to his origi-

Lucasfilm Fan Club if you
want Star Wars posters.

FLY
Dear Jaz

First off | would like to praise you for what is the finest Nintendo mag in
hole consoliverse. Secondly, what with all these game shows like
Jeopardy and Wheel of Fortune being made for consoles, | was wori-
dering if there was any chance of some British shows having console
versions? Do you know if any of the following are being converted and if
so when: Lucky Ladders, Noel's House Party, The Generation Game,
Through the Keyhole (surely a good one for CD ROM) or Bullseye?
Please tell me as they are my favourite.games.
Richard Clarke, Bfffencay Essex

ik ol b et d [ e BAT s o Bt oo T BT W Iy

E R O SRR Y SR e )

JAZ: You've got to be kidding. You haveGﬂT to
be kidding...

| am writing to you because in the Sun newspaper dated 24th October,
1992. There was a cheat in the mega-guide saying that on the Sunken
Ghost Ship in Super Mario World when you are falling down the hole if
you collect all of the Dragon Coins and keep falling into the water and
keep going down off the screen you can fall down a hole which leads
you to level 97. Is this true and, if so, when you're in the water where
about do you fall down because | keep dying! Enough of that, please
can you answer my questions?

1. Is Mickey Mouse on the Super NES good?

2. Is Bart's Nightmare on the Super NES good?

3. When will NHLPA Hockey ‘93 be available?

4, Will Road Rash be available on the Super NES?

Andrew Savage, Dnnghousea ank |

(R ¥ Parrry il
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bad at all. 2. It's good, y
Very shortly. 4. Not at the
moment, but | hope EA will
eventually release it.

ol ks R A i i s R P e, 0 R ppep i s bl o'kl [ N

JAZ: | tried the tip out and it
didn't work. Either they didn’t
supply all the information, or
there's a lot of Jimmy Hill reck-
on-eee going on. 1. Yes, it's not
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A Star Wars breaks out of
the Game Boy courtesy of
film star, James Mason

Dear SEAL

First of all we would like to thank
congratulate you and your team
on this fabulous magazine.
Secondly | would like to thank Tim
for the ‘fab prezzie' included with
issue four. | was so looking for-
ward to the ‘jJammy’ music of
Streetfighter II. However, | was
pleasantly surprised to listen to
the new Whitney Houston No 1
plus two other tracks which meant
only one thing: you had given me
her new single. What happened to
the arcade music, speech, FX in
digital stereo? It was all very
nice... but what happened????
Annette and Edward Bedford,

FILTH

Dear SEAL

| couldn’t help noticing when | looked
through the issue for December that in the
Game Index under Game Boy that you rated
Home Alone at 38%, yet the official Top 10
lists it at No 3. Huh, what a joke! According
to the Game Index, Football International is
slightly better. I'd like to know why this game
Isn't in the top 10. Also, | would like to know
if the top games for the Super NES will be
coming out on the Game Boy, ie Street
Fighter |l and Super Probotector. To finish, 1
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Dear SEAL

Wilmslow. Cheshire

SEAL:It's a little known fact
that, in between starring in the
god-awful ‘The Bodyguard' and
writing slushy lurve songs,
Whitney actually produced the
soundtrack and effects for
Street Fighter Il - in fact. her lat-
est single ‘Spinning Bird Kick’
should be in the shops right
now. Actually, what seems to
have happened is that you are
the proud owner of a rare mis-
printed CD - but you are not
alone. Some poor soul rang up
saying his contained the dulcet
tones of Bill Haley and The
Comets.

think that the game previews and reviews
are great, keep up the totally rad work.

J Brookens, Blackburn, Lancs

SEAL:It just shows the power of a good
licence - quality isn't always what
makes a game get to the top of the
charts - slap a movie licence on the top
and, lo and behold, it rises faster than
Mr Kipling's cakes. Finally, Probotector
is already out for the Game Boy - check
out Konami's Contra - but don't expect
to see Street Fighter Il on the handheld.

Once again we enter the
safe ‘'n’ sanitised world of
the NMS Mailbag where we
wear soft slippers to answer
the letters and never shout
too loudly in case we upset
peqple. Pathetic. Still, if

FUZZ

| just felt | had to write to you about THQ
who bring out their so-called games on the
Super NES. Well, if anyone hasn't seen
any of their attempts, have a gander at
Home Alone. What an utter load of pile of
cartridge it was. Here's how | found out:

It was a wet winter's day when | tripped into
the Virgin Games Centre. | thought | might
as well have a look around. Scanning the
Super NES rack | saw Robocop 3 - nah,
didn't like the films; Pilotwings - nah, don't

like flight sims;
Streetfighter Il - nah,
have you seen the
price? Then a sun-
beam came flooding
through the window,
landing on none other
than Home Alone. This
must be a sign, |
thought! | took it to the
counter with a tingle
running down my

you've got anything to say,
send your letters in to Jaz
at: NOW NOW GENTLY
DOES IT CAREFUL CAREFUL
MAILBAG, NMS, PRIORY
COURT, 30-32 FARRINGDON
LANE, LONDON, EC1R 3AU.

spine, “Can | have a look dt this?" | splut-
tered. The assistant plugs the cartridge in,
the game starts, but that's all | remember,
since | apparently passed out with disgust -
it was even worse than Pitfighter (another
THQ 'hit’). Anyway, | took Mario Kart
instead and left without causing a scene,
and what a first class game it is. Nintendo
do it again. Why on earth did Nintendo give
the seal of quality to Home Alone? THQ
shouldn’t be allowed to release Super NES
titles - let them havethe Megadriue anyday.
Gotta go and bust my friend'’s balloons in
battle mode...

Marcus Goodwin, Gosport, Hants
SEAL:We couldn’t agree more - have
you seen their Home Alone ll: Lost In
New York? Doh! It must be the only
game in the world to boast end-of-level
man-eating suitcases! Still, take comfort
in the fact that you looked at the game
first. Imagine if you had parted with forty
quid for it! There's a lesson to be learnt
here somewhere...

GUARDIANS OF SOCIETY

Dear SEAL

As soon as | saw NHLPA '93 in
the local games store | bought it,
expecting something like the qual-
ity of the Megadrive version. After
about two minutes of play | turned
my Super
NES off in
disgust. Do
EA actually
have a quality
control
department?
This version
IS utter
"ENE@-! I's
not even
close to being
on par with
NHL or EA
hockey.
There is no
battery back

up — you can't save players,
therefore there's no need to save
lines. Furthermore, when | open a
recent issue of NMS, what do |
find? Not only a review of this
abysmal effort of a game, but a
GOOD review giving it a rating of
84%. Well at least someone likes
this game.

That's about enough abuse for
one letter, apart from this review |
have enjoyed your magazine and
hope you will continue keeping up
your standards.

Mike Loft, Chatham, Kent
SEAL:NHLPA isn't all that bad,
although it certainly isn't up to
the standard of the Megadrive
game. However, it still has a
certain addictiveness and had
us returning for the odd grudge
match, and this is reflected in
the score.



L

Dear SEAL

| would like to congratulate BR
Paterson of Ponteland on his marvel-
lous Street Fighter Il high score of
1,099,626, shown in issue four.
However, BR Paterson of Ponteland
used no less than twenty-six - yes,
twenty six - continues! | don't know
where Ponteland is, so | couldn't
have secretly watched BR
Paterson's (of Ponteland) pathetic
attempts. How do | know? Simple —
the last two digits of the score are
the number of continues used. So
stick that up your Ponteland and
smoke |t...

Sam Cordery, Sheffield

SEAL:BR Paterson: NMS salutes
you - the cheat of cheats. Care to
reply, BR?

BABYLON

Dear SEAL

Why did you bad mouth Total? Total do play
Nintendo games. Total do not talk nonsense, they
are right. Total do not put two people to review one
game. Think if one person liked a game but the other
person hated it. Where would that leave the buyer?
Now | have that off my chest, what should | for my
Super NES, SMK or SFII?

B Berwick, Stevenage

SEAL:It's funny but we don't actually recall ever
slagging off the guys at Total, so why have you
got such a bee in your bonnet? In fact, we refuse
to get involved in such silly inter-mag sniping, as
it just seems so pointless. As for your comments
regarding our two comment system, we feel it
allows us to give a balanced view of each title,
and it obviously works as the system is also used

by several other mags...

BLUE ASTRA BOYS

Dear SEAL
While | was in Spain on holiday | sawa 16in 1, 32 in
1 and even a 64 in 1 cart. Are these fake? They
included games like Baseball, Tennis, Super Mario
Land etc. | also know someone who has got a Super
Mario 6 cartridge for the NES. They had an adaptor
to play it, but it was the wrong size. The cart is blue
with pictures of Yoshi and Mario on the side, and
comes without a box or instructions.

Craig Barr, Ipswich, Suffolk

SEAL:The multi-game carts are extremely illegal
and breach
virtually every
copyright law
there is going

Manga-style machina-
tions from Kwung Yu Ho.

BOW STREET RUNNERS

Dear
SEAL
As you know, Nintendo
released the Super
NES in the first half of
last year. Since then |
have watched NES cov-
erage go down and
down without any maga-
zine stopping to do
something. The quality of
games is dropping rapidly
and Nintendo does not
give a hoot. It seems as
though the NES is going
out of the window like the
Master System in the US.
There will be plenty out
there to argue that this is a

WOODEN
TOPS

Dear SEAL
| recently bought a copy of Dan Jevons' Capcom
magazine and | have to say that it is nothing short of
astounding. | have never bought a fanzine before,
but being a bit of a Capcom fan and all that, |
thought I'd give it a try. At two quid how can you go
wrong? His writing style is witty and informative, his
Streetfighter |l guide leaves all others standing in the
dust, and the overall impression is one of slickness
and professionalism. My point is that there is a lot of
undiscovered talent out there, and the Fanzine sec-
tion is an excellent way of allowing the creator a
boost in readership, and the reader a bigger selec-
tion of material (the Capcom mag is far better than
most of the news stand cack being churned out). So
why was the feature cancelled in the Christmas
issue? Please bring it back soon and | hope to see
more fanzines of similar quality to Dan’s in the
future,

Ben Gould, Bristol

SEAL:Dan’s Capcom mag is proba-
bly the best fanzine we have seen,

and we certainly look forward to _'- Z st

seeing more from this talented B~

geezer. As for the fanzine section's /&
absence of late, it's resting for a
while but will return both bigger
and better sometime in the next
few months - if we can get Steve
to do some work, that is.

BLACK MARIAS

good thing, allowing more room
for CD technology and the 16-bit
market to expand. But there are
many more people sitting in their
favourite chair, playing on their
NES, knowing that it will be a long
time, if ever, before they can
upgrade to a 16-bit console. Then
there is the Game Boy market. No
sooner does the Game Boy really
take off than we start hearing
news of a COLOUR Game Boy
which is not backward compatible.
| bought my NES the November
before last, and until August this
year it was a real laugh. Now |'ve
had to put up with sarcastic com-
ments like “when are you going to
get a real console”. Don't’ get me
wrong, I'm an avid fan of the
Super NES, but if only the
Nintendo bosses had a little bit of
foresight, they would have seen
what would happen when they
released it. NMS is an official
mag, because of that maybe
Nintendo will take note of some of
the more intelligent comments in
it.

Asghan Fahy
SEAL:Unfortunately, this is the
price of progress. The original
NES was already dated when it
first appeared in the UK, but
don’t expect it to disappear just
yet. Major software companies
like Ocean, Acclaim, and Elite
are still supporting it, and plan
to into the foreseeable future.
As for Nintendo's ‘lack of fore-
sight’, they have to keep look-
ing ahead, and this only makes
for a more exciting future to
gaming.

Sonic buys the farm. Don't stop
. the medication, Glenn huws!

;L‘;ﬂ:i’::ﬁu_ Dear SEAL no mistake' — the man knows what

R It was Saturday 5th December. he's talking about. He said the pay

f:rEMaEiTE S Tension was high, queues were mount-  was low at NMS — this | can't working perfectly. Was it due to his crap-

the ing. Suddenly the doors opened and believe. | thought something was ness, or being fed up with people pestering
W1y GamesMaster Live begun. My friend missing...Yes! that's it, Gary Harrod him?

chin is spin- and | raced to the arcades, | looked was nowhere to be seen. CVG's Lee Flaherty, Fordhouses, Wolverhampton

ning so fast |
think my head
is turning into

SEAL:It's a well-known fact that Tim is
the Street Fighter whipping boy. In fact,
when one of the team is feeling down in

back as he tripped over a platform. |
was still ribbing about it when | spotted
Tim Boone. | followed the athletic chap

Randy couldn't explain Gary's
absence, but informed me, 'He's
weird, he is'. By now | was feeling

a helicopter - (maybe not noticeable from his pretty confident about conversing the dumps, we all take it in turns to

come up with physique) as he hopped over the fan with you dudes, so | challenged Tim score perfects against him! Also, a valid

2::“"; oL barriers at the NMS tent. | went for his Boone to a game of Street Fighter 1. point at GamesMaster Live was that the
clusive priceless (valueless?) signature. Well His excuse was that the machine crowds of people around our Street

P':'ﬂﬂf and equipped with stickers | approached was knackered, which was feeble Fighter machines made it impossible to

L:I’_" we |l him for his autograph. When | came to enough to disgrace the whole NMS get a game, and we were too busy being
ieve you. Rad he wrote ‘you're a smart bloke and  team. The machine was on and mega-stars year to queue up. Doh!
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BOYS IN
BLUE

Dear SEAL
Can | have a cyber-razor cul?
Well that's what it says on that
crap Sega adveri. What has
lhat got to do with computers
and games? Well, all the
advert shows is a fat jabbering
git of a barber doing an opera-
tion on another man's arm. Can you
imagine going into my local hairdresser
in Tredegar where you've got Stan
‘snip, snip, snip, finished’ the Man?
He'd rip your blinking arm off with a
scalpel! It's not just that, but now
they've got a new one titled ‘The
Barber where the fat git i1s saying over
and over again, “if you wanna be a
Sega nut, you'd better get yourself a
cyber-razor cut”. You've got to be a sad
low-lite vegetable to appear in a com-
mercial and do that, Not just that, on
Game Boy ads they have some sort of
rave music. | don't like blinking rave
music because it's by a bunch of sad
people on electronickeyboards. I'd
rather have music like Pearl Jam or
Nirvana which has a bit of originality.
it's not that | don't ike consoles — l've
got a Super NES with three brilliant
games. S0 why don’t companies show
what they've got to offer, than do crap-
py commercials?
Mojo Rising, Tredegar, Gwent
SEAL:Admittedly, the first Game Boy
ads were naffer than pinstriped jeans
and Smurf T-shirts, but you have to
admit the Wario one was good. As
for the Cyber Razor Cut, if it makes
you look like that daft blue hedge-
hog, they can stuff it.

OCCIFER

Dear SEAL

| would like to voice my opinions on all of
these ‘'killer console’ stories going around the
papers these days. | have been playing video

games since | was six and | have never

DRINKSTABLE

Dear SEAL - _
| recently noticed in issue 1 the Mario Kart review X —
says that Koopa Trooper is the fastest by far, but i
actually it i1s Bowser and and Kong Jr who are the
fastest. | do hope you will correct this.
Chnistopher Carter, Birmingham
SEAL:We stand corrected.

¥ Lordy! | hope we don't get too
many letters about this sick effort
from the twisted mind of Beck.

£ S -~

COPPERS

Dear SEAL

| have every issue of Mean Machines
and NMS, and take a special interest
in the Fanzine column. I'm making
one called Top Action, for the Super
NES, but | was put off sending it in
when Matthew Goughan sent in
Nintendo Crazy (issue 3) and was
criticised for looking for a free game. |
am making my fanzine without the aid
of a computer - just pencil, paper and
reviews from NMS and other mags. |
think the column should be split up
into age groups because we cannol
malch the work of a sixteen year old
with a computer and software to pro-
duce a mag. Give us all a chance.
Ryan O'Neill, Magherafelt, Derry, NI
SEAL:A lot of the fanzines we
receive are put together purely to
try and grab a fee game - that’s not
what fanzines are all about. A
fanzine is a magazine written on a
regular basis by fans of the
machines for fans of the ' machines.
Anyone who puts regular effort
into such a ‘zine will be duly
rewarded, but we're not giving
away games for someone’s one-off
which nobody else will ever see.

Dear SEAL

My brother and | were browsing through your write up of F-
Zero in the October edition. Frankly, | was shocked! We are
both quite proficient at F-Zero (I can do Queen League al
Master level and King League at Expert level) and
yet your times to beat are all vastly better than
ours, by 50 seconds lo a minute. | can only con-
clude two possibilities:

1. You are phenomenally skilled drivers and would
no doubt shame Nigel Mansell at F1.

2. There are more cheats that we don't know aboult.
Or most probably,

3. Your claims are exagerated. This would explain
why you conveniently placed numbers over the
record time display on each of the screenshols

They say to parents that these consoles
are potentially lethal, and yet it seems
perfectly acceplable to go out and spend
their money on cigarettes. They should
be thanklul if their kids only play games

expenenced any problems withumy health.
People may hate me for saying this, but you
can't blame Sega or Nintendo for any sick-
ness experienced while playing. There are
warnings supplied in the manuals for every
game |'ve seen, and they clearly state that
anyone who is photosensitive should avoid
extended play on the machine. The media
seem to be trying to squeeze as much ‘juice’
as they can out of a few selected incidents.
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inslead of taking drugs, getting drunk and
smoking their way to lung cancer.
Matthew Fisher, Moseley, Birmingham
SEAL:The whole epilepsy story has

" been massively blown out of all pro-
portion in an attempt to milk as big a
story as possible from it. Check out
this month’s news for more details.

crafty one!

Do put us straight

PS | am a certified racing driver, so please don'l
attempt to patronise me '

Palnck and Edward MacMasler, Tnmpley, Wores
SEAL:Patronise? Us? Don't be so silly. Go and
have a sit down, and come back when you're
not so flustered. Seriously, the F-Zero scores
were a mistake on our part, and the person
responsible has been shot (again).



WHISTLE-BLOWERS

Dear SEAL

My friend tells me that Final Fight is Streetfighter |, and
he said it's called Streetfighter the Final Fight. He said
that the only Streetfighter Il person that is in
Streetfighter | is Sagat. Is this true?

Vincent Robinson, London

SEAL:Put these letter together B...U...M... That's
what your mate is talking out of. Ryu, Ken, and
Sagat all appeared in the first Street Fighter, and the
only thing Final Fight has in common with the Street
Fighter series, is Capcom. You now have our per-
mission to mock and deride your friend for ever

FLAT-
FOOTS

Dear SEAL

After reading the last issue and
the editonial, | decided to voice my
opinions on NMS. Before the
famous split, | read and enjoyed
Mean Machines on a monthly
basis. | loved the witty humour,
informative sections and the com-
prehensive reviews, and found the
general quality of the magazine
was unrivalled.And then...

MEAN MACHINES IS DEAD,
LONG LIVE MEAN MACHINES
| could not believe what | was
reading. It was the end of an era. |
was extremely skeptical because:
1) Mean Machines provided cov-
erage of both systems, so we
could keep tabs on our rnivals. 2)
The price of Mean Machines
(£1.75-£2.25) was brilliant value
for money. There were no free
gifts. Two magazines of roughly
the same size was bound to cost
more if the reader wanted to keep
tabs on both worlds, but the aver-
age 12-14 year old would have to
drop one magazine. For the first
month | attempted to buy both,
getting a very impressive NMS for
£2.95. | left the newsagent
shocked at the sudden price
increase. | put it down to the ‘free’
gift, and prayed the price would
return to normal next month, | was
wrong and | want to know why?
The next week | popped into the
shop and saw Mean Machines
Sega on sale for £3.95. It had a
video with it, and that meant | had
spent a wopping £6.90 for the
same amount of literature in the
MMS Christmas Special. Why
not write a double-sized issue if
you want double the money?
After all the screenshots, expla-
nations and comments who
needs snazzy 'free’ gifts any-
way? | think the NMS interac-
tion mailbag is an improve-
ment over Yob in terms of
information, but | do feel envi-
ous that the great ball of pus
1S only in MMS. Without him
NMS lacks that comical side
of things.Anyway, thanks for
listening to my suggestions,
keep as close to the Mean
Machines formula as pos-
sible and we will continue
o devote our readership
o the mag.
Anthony Segal, Edgeware
SEAL:Doh! The two mags now
offer double the information
per system, with more time
spent on each system’s pre-
views, news, and playing
guides. In addition, the videos
and such aren’t always appro-
priate to the other systems, but
we feel we can do better justice
to each one by targeting it at its
main user base,

mnre-'l L

UPHOLDERS OF
DEMOCRACY

Dear SEAL

| think your mag is great,
and I'm a regular buyer.
Unfortunately, I've found
one small snag —
there's just too many
advertisements in NMS.
In the last issue | found
36 pages of ads. This is
really bad because that
made the mag only 90
pages. This is made
worse by the fact that in
one of your old issues
you said Mean
Machines would never
become a sub-one hun-
dred page mag. Sorry if
you think I'm criticising

mag.

Sussex

bozo.

- AKeith's son, G Harris
sent in this oddly realis-
| tic piccy of Rad.

Dear SEAL

| am a proud owner of a Super
NES and I'm writing in about
Krusty's Fun House, which you
reviewed a few months ago. | was
astonished to find out that it was a
souped-up version of Rat Trap on
the Amiga. The only difference is

your mag because on
the whole it great. One
last thing, will NMS
always be £2.507 if so |
think this would be
slightly over-priced. I'd
be willing to pay up to
£2.10 for my favourite

John Hales, West

SEAL:Wrrrrrrronnnnng
gggggg! We have
never released an
issue with less than
100 pages in it. 116-
132 is our norm, and
we're never likely to
shrink below this.
Back to the calculator,

Dear SEAL
I've read in the
Sun’s
Megaguide sec-
tion for ages now
about the hidden
97th room on the
classic Super
Mario World. To get it you
have to go in the sunken
ghost ship, and on the sec-
tion near the end where you
are falling you must collect all
five Yoshi coins on yourway
down. When you reach the
bottom don't collect the crystal
ball, fall into the water and sink
to the bottom. If you are dead
spawny you will fall through a
tiny hole and emerge in a little
room with a goal post. Now, for
the cheat to work, you've got to
hit the bar, scoring the same
number as the last two digits of
the timer. Then you are zapped
back to Yoshi's house, and all the
levels you haven't finished yet are
opened. As | haven't managed it
yet, | wondered if it was as ficti-

PEELERS

the main character, Krusty in the
Fun House, and a bloke with pink
hair in the Rat Trap. The
machines which dispose ol the
critters are almost identical to the
Amiga. What's going on?

Now, either send me flive top qual-
ity games or | will inject a toxic

A making his second appearance this month,
Glenn Harris treats us to his vision of how the
NMS covers should be. Watch out Gary!

Perhaps?

THE BILL

tious as the rest of the stuff in the
Sun. Can anyone else do it?
Finally, on Streetfighter |1, | know
everyone has the right to their
own opinion, but | could not
believe what Max and Jam from
Fordhouses were saying. In my
opinion, | find it better than the
coin-op in many ways, the speech
sounds much clearer. Only an
idiot couldn’t finish it on level 0
within an hour as it's simply a
practice level. | wonder if either
Max or Jam has finished it on
level 7 without losing a round for
the spectacular ending? Thought
not. The harder you work, the bet-
ter the ending.

Simon Franklin, Cross Gates,
Leeds

SEAL:We've never managed to
reach the mystical 97th stage,
and we're rather dubious as to
whether it exists or not -
nobody at Nintendo seems to
know of it. Still, The Sun’s
guide is called the No-Hoper, so
perhaps that explains it.

substance into the covers of your
magazine. It'll cause itching and
nasty green spots ( may also lead
to death)

Monkey Haynes, Bristol
SEAL:Monkey by name, mon-
key by nature...
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SUPER l NDO

WIN A SEGA
MEGA DRIVE °r NiNTe
CAL- o  PLUS £200 oLy 8

WORTH OF GAMES! 0839 .
CALL 0839 36 38 09

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



NINTENDOD PREVIEW SYSTEN
SPECIAL REPORT FROM

t's got to be the greatest games show on Earth, and NMS was there to bring you
news on all the hottest carts for the year ahead! If you want to know what’s hot
on Nintendo, this is the place to be - wnh ALL the big names and great games
Previewed on these pages. With everything from Stnr Fox, Turbo Street Fighter 2
and official Final Fi ﬁt 2 through to Zelda on the Game Boy all the hot hlts are
here laid out for all to see. We’ll be bringing you more news on all the games list-
ed here in future issues, but these are the outstanding highlights of the show. NMS
boyo TIM BOONE braved airline food, slot machines and a dose of Vegas flu to
compile this pullout guide, so the very least you can do is sit back and enjoy!

MORTAL
KOMBAT
KICKS IN

It‘s the biggest arcade license of the year,
and Acclaim were showing off a playable
demo of arcade smash Mortal Kombat on
SNES. For sad people in the dark, Mortal
Kombat is a Streetfighter 2 clone featuring
digitised graphics nnd sound and some well
gruesome effects.

Acclaim hm mppod 12 the ﬂnnhtl tn,ull

-console :nnﬂrﬂn_nl,
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NINTENDOD PREVIEW SYSTEN
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STEALS
THE SHO we

ndoubtedly THE event of

the show, Star Fox is
hailed as the future of console
gaming, and with the first SFX
chip as nifty as this it's almost
impossible to argue! To show
off the all-singing, all-dancing
cart in all its glory, Nintendo
went the whole hog and
showed off the Star Fox Dome
- an incredible laser light fes- |_.
tival with the game showed off

SHIELD
on an enormous flat screen. |

Normally any game given
this sort of attention fails to live up to
the hype, but Star Fox was a glorious
exception - the game real
and if you haven’t checked out the
incredible NMS World Exclusive 8-page
Review then do so this instant! Already
the Star Fox merchandising machine is
gathering speed, with comic books and
other game-related spinoffs in the
pipeline. This furry star fighter is almost
certain to become one of hottest games
characters around, with no limits to the

heights he's capable of.

Nintendo have revealed that Star
Fox is just the first in a long-line of top
titles which will feature the Super FX
chip, but were keeping tight-lipped on
further details. However, I'd guess that
a sequel is certain, alongside a 3D rac-
ing game to pit the SNES head-first
against any arcade-based system which
might see the light of day.

The word at the show was that a
game as amazing as Star Fox only
scratches the surface of the SFX chip's
capabilities, so prepare for the next
generation of video games throughout
1993 and watch NMS for more Star Fox
and SFX-related Exclusives and 3D won-
derment.
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ly is that good,

TURBO STREET-
FIGHTER

thout doubt one of the
highlights of the show
was the official debut of
Capcom’s Turbo Edition Street
Fighter 2 - complete with
faster gameplay and new
moves for many of the char-
acters! The arcade game, offi-
cially entitled (deep breath)
Turbo Streetfighter 2
Champion Edition Hyper
Fighting, was on show for the
first time in the world, drop-
ping jaws left, right and cen-

REVEALED?!

tre with its fast action and
finely tuned playability.

This is Capcom’s official fol-
low-up to the Champion
Edition - but NOT to be con-
fused with Streetfighter 3,
which NMS can Exclusively
reveal is DEFINITELY in pro-
duction, albeit at an early
stage. Hyper Fighting features
a load of improvements over
the original Champion Edition,
most notably some spectacular




new moves for some of the
characters.

Dhalsim has been signifi-
cantly upgraded, and now has
the most stunning Special
Move of them all! It's now
possible to make him DISAP-
PEAR and reappear else-
where on the screen, even
behind your opponent! The
old Indian’s a lot stronger
too, able to withstand a lot
more punishment,

Chun Li features high in
the upgrade stakes too, with
the long-overdue ability to
throw fireballs, whilst
Blanka’s Ca nnonball Attack
has now been upgraded so
that he can do VERTICAL dives
as well! A few of the charac-
ters have been downgraded,

most notably Sagat, and Guile
has been given a new throw
so difficult to pull off nobody
could do it at the show!
Graphics have been tweaked,
along with the colour scheme
of the game, and the whole
machine now looks incredibly
slick.

A Capcom spokesman pre-
sent at the stand proceded to
lose Round One against me
before paying attention, beat-
ing me black and blue and
telling me the following about
SF3: “1 don’t think it's any big
secret to say we're working
on Streetfighter 3 right now.
We've started work on it, but
many of the ideas are still in
our heads because we want it
to be something very special.
We've been listening to what

NINTENDD PREVIEW SYSTEM

people have been say-
ing and all | can tell you
is that the concepts
we're working on are
very special indeed.”

He declined to
answer whether
Champion Edition would
appear on the Super
NES, but rumours say
that there WILL be an
vpgrade. More news the
moment we get it. By the
time you read this, the
coin-op should have
appeared in a few
arcades in America, and
should be meandering
to these very shores
soon. Get your silver
ready, because this
game is going to guzzle
it
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SUNSOFT SHINES

tars of the show were Sunsoft, with a ton

of top titles set for release this year.
Superman could prove a monster hit. It's a
rock-hard beater~-come-shoot ‘em up fea-
turing fab graphics and great gameplay as
you guide the Man Of Steel through
level after level of mayhem. The
game looks absolutely superb,
and NMS will be bringing you
the full lowdown soon.

W Sunsoft's firey new
super-hero bot!
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A Thupfering thuppertasch! Itth Duck
aUp obove the seats __ Dodgerth!
and browsers, Aero fly-

ing high.
¥ Aero literally

explodes with excife-
ment|

One of the biggest hits on
Sega smacks his way onto
the SNES as TazMania hits
its way onto the machine -
and it's a completely differ-
ent game to the original.
Instead of the scrnlling plat-
form romp we're treated to @
3D thumper in which Taz
races along the winding road
devouring everything unfortu-
nate to come within his reach.
The game looks a right old laugh,
and moves at a fair old lick too. It's
due later this year and we’ll have more
then.

40K Taz we'll play your game as long as you
promise not fo eaf our TV screen, mon!

e i [

Still with Sunsoft, they’'re set to unleash But the bi

g one(!) from Sunsoft is Aero The
Daffy Duck onto the SNES, a scrolling plat-  acohat Sunsoft's f-i!rul to Mario and Sonic.
form romp featuring villains and power-up a4 cyite a lad he is too. Aero is capable of

death ond destruction, Hey! What's so funny?!

:hEk"kE of which we’ve never seen! Daffy some quite astonishing feats, and he has to be
ooks even more annoyed than usual as he ;- 4e great-looking scrolling romp which fea-

ly useless little gun which, luckily, you can $ d off b : : ’ A AT ) ;

: . 3 opped off by spiffy graphics and sound. We're “ “ »'9
beef up with the pick-ups found around his going to be taking a much closer look at Aero el
iti 1

can watch it in future issues of NMS! il ol g he unktarve Yed i

CAPCOM'S ZELDA H 4
Hund-held fans starved of one of the
DEL’G" ' s greatest RPG romps ever need wait no
Zelda is coming to the Game Boy. The

SI.lpar softco Capcom are going from Legend Of Zelda: Link’s Awakening is the

lined up for more cartoon-related japery. ond to none,

Goof Troop stars the one and only Goofy in

quite a lot to Zelda and looks like being series (the games have sold over 8 million W Link peruses the puff-pastry phantoms of

the business. Also at the show the company worldwide) each is a humungously vast chal-

the game proves —— — and intelligence is what gets you through.

anything like - '

film is lining up bR ARde s = version of the SNES version but a completely

to be this could Gl e el rewritten game, complete with its own map,

great SNES L ) take months to complete and we’re drooling
games of the e T | at the prospect of Link laughs on the train.

stomps about the screen armed with a fair- 4 o oo wholly original gameplay elements : » y‘ N’ ,‘ |

world. Definitely one to watch for, and you soon, because this boy could be BIG! a Hosuik ol Sou el Sucaran Bivaithe
DISNEY GAME BOY

more, because runaway Nintendo megahit
strength to strength, and now they've biggest Game Boy challenge ever, a 4- Il“lﬂ“ﬂmll@wwmmm

got a whole hatful of Disney characters megabit battery-backed exploration fest sec- UL

a scrolling exploration game which owes For anyone unfamiliar with the Zelda

announced its license for Aladdin, and if lenge where a combination of gaming skills

the hot thingthe | v The game is not simply a downgraded

be one of the E RS | challenges and special features. It's going to

year!
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Buﬂlaluuds fans looking forward to more
amphibious heroics are in for a double
dose uf goodies when Tradewest release the

game on SNES and unveil an incredible
sounding sequel on the 8-bit machines.
Battletoads In Battlemaniacs (new name)
should be hitting the SNES fairly soon, fea-
turing huge sprites, plenty of beat ‘em up
action and the option for two players to fight
each other. But if that's not enough, the NES
follow-up is Battletoads Double Dragon: The
Ultimate Team! That's right, the toads team
up with the Double Dragon boys to take on,
well, everything which reckons it's hard.
Details were'scarce on this white hot little
number, but word reaches us that we’ll be
able to take a look at the game soon. Stay
funed, because NMS gets EVERYTHING first!

A Yet another ghostly

W The heroic Link strikes
his fomiliar pose and for-
gels, yet ogoin, fo cover
those embarassing ears of
his. Poor shame.

ghoul sporting o rather ¢

disconcerting smile. /
Perhaps they l:nur;_ =R
thing we don't! l g

)

BATTLETOADS
BRILLIANCE

-Jr+ —

S'LOTS OF FUN'

ni better place to show off gambling
gnmes than Las Vegas? Everyone who
attended the CES got heartily sick of gam-
bling, but if throwing away your hard-earned
holds that special attraction then check out
Nintendo’s Vegas Stakes on the SNES.

The cart turns your Super Nintendo into a
casino, with Blackjack, Slots, Roulette, Seven
Card Stud or Craps to choose from. As a simu-
lation of gambling, it’s superb - with every
variation of the games catered for and every
gambling detail correct.

But there are two drawbacks - gambling
games have never been able to recreate the
excitement of chucking away real money or,
more importantly, managed to simulate those
distracting cocktail waitresses who do such a
fine job putting you off the game...
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ALIENS Vv
EDATOR

Twn of the biggest monster
hit movies ever take on
each other head to head in
Activision’s SNES beat em up
featuring, erm, an Alien and
a Predator! The concept of
these two alien vltra nasties
beating the hell out of each
other sounds like a lot of fun,
and from the demo on show
at CES it looks a lot of fun as
well. How the gameplay mea-
sures up we don’t yet know,
but we’ll have more details
next month.

ANYONE FOR

f ycu thought

Tennis on the
Game Buy was the
ultimalte in on-court
hand-held gaming,
Ninte.do have got news
for you they're about to
releasc fup Rank Tennis
on the Gume Boy, set to
elevate the portable sport
to new heights.

Any wmber of players
up to foeui (using an adap-
tor) car. lake part in the
Super Teunis-style sim
which . uves just as tricky
as the Super Nintendo
classic. With singles or
dﬂ“hlL.‘:_ ranked or
unrankc d, there are
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TENN

NIS?

options galore in this glori-
ous-looking sim.

At first sight the game
looks similar to Super Tennis,
and there’s a very steep
learning curve to keep skill
levels high. How the game
will compete against its
aging predecessor remains to
be seen, but NMS has
already booked Centre Court.

]

nificantly improved from the Game Boy ver-
sion - which is saying something - and that
Kirby has new powers to use in his quest
to restore the Foutain of Dreams.
Graphics look fab, with enormous
colourful sprites and smooth ani-
mation throughout.

In case you don’t know, and
there’s no reason why you should, Kirby was
designed by the man behind all the
Mario games, which explains why
this cart is so eagerly awaited. Watch NMS for
the Exclusive Review real soon!

HOW THE
COOKIE
CRUMBLES

before later levels became a
tad tougher. The game is
squarely aimed at younger
puzzlers, and should keep
youngsters occupied while
everybody else pits their wits
against Tetris 2. The game
will be released across all
Nintendo formats, so more
news soon.

Thnl man Mario gets every-
where! Not one to hang
around, he’s got together
with his dinosaur pal for
Yoshi‘s Cookie, the latest puz-
zler from Nintendo. Again the
game can be played by up to
four players using an adap-
tor, and the result is said to
even rival Tetris in the addic-
tivity stakes.

At first sight the game
looks similar to Columns
(the colour sorting
shapes game) but the
switch here is that ran-
dom icons appear from
both the top and side
of the screen and it's
the pile itself you con-
trol as the player
attempts to shif! the
shapes into order and elimi-
nate them.

It's a sort of Tetris on two
sides, and at first glance the
game did look a little easy
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H:r: it is - the complete list of ALL the Nintendo games you'll be playing this year, and some

ich you

won't see until 1994! These are the games unveiled at the show, some of which

you'll have heard of before, some of which you’'ll be itching to see and some of which may

never see the light of day! All the big name games are in here, and this is the stuff we're
going to be writing about in future issues.

Acclaim World Cup Soccer -
Acclaim

Aerobiz - Koei Corporation
Aero The Acrobat - Sunsoft
Aladdin - Capcom

Alien 3 - Acclaim/LIN

Aliens v Predator - Activision
Amazing Tennis - Absolute
Entertainment

American Gladiators - Gametek
Aquatic Games - Seika
Corporation

Arcus Odyssey - Renovation
Products

Barbie Fashion - Hi Tech
Batman Returns - Konami
Battle Bloze - American Sammy
Battle Grand Prix - Hudson Soft
Battletoads in Battlemaniacs -
Tradewest

Bazooka Blitzkrieg (Super Scope)
- Bandai America

Bebe's Kids - American Softworks
Bionic Yolleyball - McO'River
B.O.B. - Electronic Arts

Brawl Brothers - Jaleco

Bubsy The Bobcat - Accolade
Cacoma Knight - Seta USA
Capcom’s MVP Football -
Capcom

Captain Novolin - Raya Systems
Claymates - Interplay

Clue - Parker Brothers

Congo’s Caper - Data East
Cool World - Ocean

Cyber Spin - Takara USA
Dominus - Asciiware
Doomsday Warrior - Renovation
Products

Dracula - Sony Imagesoft
Dream Probe - Renovation
Products

Dream TV - Triffix Entertainment
Daffy Duck: Duck Dodgers -
Sunsoft

Dungeon Master - JVC

Equinox - Sony Imagesoft
E.V.O. - Enix America

Extra Innings - Sony Imagesoft
F1 Grand Prix - McO'River

F1 Roc Il - Seta USA

Fatal Fury - Takara USA

Final Fantasy Mystic Quest -
Square Soft

Final Fight 2 - Capcom

Fire Power 2000 - Sunsoft

Fist Of The North Star - Electro
Brain

Football Fury - American Sammy
Full Metal Planet - Electro Brain
Future Zone - Electro Brain
Generation 2 - Kemco

Gods - Mindscape

Goof Troop - Capcom

Harley's Humongous Adventure -
Hi Tech

Hit The Ice - Taito America
Home Alone 2 - THQ Software
Imperium - Vic Tokai

Incredible Crash Dummies -
Acclaim/LIN

Inindo: Way Of The Ninja - Koei
Corporation

Jaguar - JVC

James Pond Il - Ama"icun
Softworks

Jennifer Capriati Tennis -
Renovation Products

Jeopardy! - Gametek

Joe And Mac 2 - Data East
Kawasaki Caribbean Challenge -
Gametek

Kid Klown - Kemco

King Arthur’s World - Jaleco
King Of Rally - American Technos
Lagoon - Seika Corporation
Lamborghini's American
Challenge

Legends Of The Ring - Electro
Brain

Lord Of The Rings - Interplay
Lost Mission - Vic Toka
Mao-Kendo - Seta USA

Mario Is Missing - Mindscape
Max Mania - lrem

Mechwarrior - Activision
Megarobot Golf - Toho Co
Metal Jack - Atlus Software
Metal Marines - Namco

Metal Masters - Electro Brain
Might and Magic Il - American
Sammy

Might and Magic lll - American

Sammy

Monday Night Football - Data
East

Monopoly - Parker Brothers
Mortal Kombat - Acclaim
Musya: The Classic Japanese
Tale Of Horror

NFL Football - Konami

NFL Quarterback Club -
Acclaim/LIN

Nolan Ryan's Baseball - Romstar
Outlander - Mindscape

Pacific Theater Of Operations -
Koei Corporation

Phalanx - Kemco

Pocky And Rocky - Natsume
Power League Baseball - Hudson
Soft

Power League Volleyball -
Hudson Soft

Power Moves - Kaneko

Power Spikes - McO'River

Pro Quarterback - Tradewest
Ren And Stimpy - THQ Software
Rock And Roll Racing - Interplay
Rocky And Bullwinkle - THQ
Software

Rocky Rodent - Irem

SD Great Battle - Bandai
America

Sengoku - Data Eost

Shadow Run - Data East
Shanghai Il - Activision

Sim Earth - FCI

Skuljagger: Revolt of the
Westicans - American Softworks
Skull Keep - IVC

Smart Ball - Sony Imagesoft
Sonic Blastman - Taito America
Space Foothall (One On One) -
Triffix Entertainment

Speed Metal - Virgin

Spellcraft - Asciiware

Street Combat - Irem

Strike Gunner STG - NTVIC
Super Barbarian - Titus Software
Super Batter Up - Namco

Super Bases Loaded 2 - Jaleco
Super Battletank - Absolute
Entertainment

Super Black Bass - Hot-B

Super Bomberman - Hudson Soft
Super Conflict - Vic Tokai

Super Dodgeball - American
Technos

Super Empire Strikes Back - JVC
Super High Impact - Acclaim
Superman - Sunsoft

Super Ninjg Boy - Culture Brain
Super Off Road Bajo - Tradewest
Super Shadow Of The Beast - IGS
Super Slam Dunk - Virgin
Super Slap Shot - Virgin

Super Strike Eagle - Microprose
Super Troll Land - American
Softworks

Super Turrican - Seika
Corporation

Super Valis IV - Atlus Software
Super Widget - Atlus

Swamp Thing - THQ Software
Syvallion - JVC

T2: The Arcade Game (Super
Scope) - Acclaim/LIN

Tozmania - Sunsoft

Tecmo Super NBA Basketball -
Tecmo

Terminator - Mindscape
Terminator 2: Judgement Day -
Acclaim/LIN

The Black Bass - Hot-B

The Blue Marlin - Hot-B

The First Samurai - Kemco

The Great Waldo Search

The Humans - Gametek

The Hunt For Red October (Super
Scope) - Hi Tech

The Lost Vikings - Interplay
Thomas The Tank Engine - THQ
Software

Tiny Toon Adventures: Buster
Busts Loose - Konami

TKO Super Championship Boxing
- Sofel Corporation

Tom And lerry - Hi Tech

Tom And lerry The Movie - Hi
Tech

Top Gear 2 - Kemco

Toxic Crusaders - Bandai America
Toys - Absolute

Troddlers - Seika Corporation
Ultima: The False Prophet - FCI
Ultimate Fighter - Culture Brain
Unchartered Waters - Koei
Corporation

Universal Soldier - Accolade
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Utopia - Jaleco

Wayne's World - THQ Software
Warpspeed - Accolade

We're Back - Hi Tech

Wheel Of Fortune - Gametek
Where In The Werld Is Carmen
Sandiego? - Hi Tech

Where In Time Is Carmen
Sandiego? - Hi Tech

Wings 2 - Aces High - Namco
Wizard Of Oz - Seta USA

Wolf Child - Virgin

World League Soccer -
Mindscope

WWF Super Wrestlemania 2 -
Konami

X-Zone (Super Scope) - Kemco
Yoshi's Cookie - Bullet-Proof
Software

GAME BOY

4-In-1 Funpack Vol 2 - Interplay
Adventure Island Il - Hudson Soft
Avenging Spirit - Jaleco

Barbie Fashion - Hi Tech
Batman: The Animated Series -
Konami

Battle Ping Pong - American
Sammy

Battletoods Sequel - Tradewest
Beach Volley - Taito

Best Of The Best Championship
Karate - Electro Brain

Bionic Battler - Electro Brain
Black Baoss Lure Fishing - Hot-B
Bogge - Parker Brothers

Bo Jackson - THQ

Boxxle Il - FCI

Buster Bros - Hudson Soft
Championship Fighter - Konami
Chuck Rock - Sony Imagesoft
Cool Ball - Takaro

Cool World - Ocean

Crash ‘N’ The Boys Street
Challenge - American Technos
Darkwing Duck - Capcom
Dodgeball - American Technos
Double Dragon Il - Acclaim
Dracula - Sony Imagesoft

Duck Tales - Capcom

F-15 Strike Eagle - Microprose
Felix The Cat - Hudson Soft
Final Fantasy Legend Il - Square
Soft

George Foreman’s KO Boxing -
Accloim

Ghostbusters Il - Activision
Goall - Jaleco

Great Greed - Namco
Hammenrin' Harry - Irem
Heavyweight Championship
Boxing - Activision

High Stakes Gambling - Electro
Brain

Home Alone 2: Lost In New York
- THQ

James Pond Il - American
Softworks

Jeopardy! - Gametek

Jimmy Connors’ Pro Tennis Tour
- Ubisoft

Jurassic Park - Ocean

Kid Draculo - Konami
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Kingdom Crusade - Electro Brain
Krusty's Fun House - Acclaim
Lazlo’s Leap - DTMC

Legend Of Zod - Vic Tokai
Lethal Weapon - Ocean

Little Mermaid - Capcom
Looney Tunes - Sunsoft
Malibu Beach Volleyball -
Activision

Megalit - Takara

Metal Masters - Electro Brain
Milon's Secret Castle - Hudson
Soft

Mousetrap Hotel - Electro Brain
Ninja Boy Il - Culture Brain
Ninja Gaiden Shadow - Tecmo
Ninja Taro - American Sammy
Omar Sharif On Bridge -
Interplay

Out Of Gas - FCI

Panel Action Bingo - FCI
Pinocchio - Electro Brain

Pit Fighter - THQ

Power Mission - NTVIC
Prophecy: Viking Child -
Gametek

Pugsley’'s Scavenger Hunt -
Ocean

Pyramids Of Ra - Matchbox Toys
Race Drivin’ - THQ

Rampart - Jaleco

Ren and Stimpy 2 - THQ

Ring Rage - Taito

Robin Hood - Virgin Games
Rocky And Bullwinkle - THQ
Rolan’s Curse Il - American
Sammy

R-Type Il - Irem

Simpsons: Bartman Meets
Radioactive Man - Acclaim
Smash TV - Acclaim

Spanky’s Quest - Natsume
Spiderman 3 - LIN

Spot: The Cool Adventure -
Virgin Games

Square Deal - DTMC

Star Hawk - Accolade

Star Trek: The Next Generation -
Absolute Entertainment

Sumo Fighter - DTMC

Swamp Thing - THQ

Sword Of Hope 2 - Kemco
America i
Talespin - Capcom

Tecmo Bowl - Tecmo

The Chessmaster: Special Edition
- Hi Tech

The Empire Strikes Back -
Capcom

The Flash - THQ

The Flintstones - Taito

The Legend Of Zelda: Link's
Awakening - Nintendo

Top Gun: Guts And Glory -
Konami

Top Rank Tennis - Nintendo
Toxic Crusaders - Bandoi
America

Tumblepop - Data East

Turn And Burn - Absolute
Entertainment

Ultima: Runes Of Virtue - FCI
Wayne's World - THQ

We're Back - Hi Tech

Wheel Of Fortune - Gametek
Who Framed Roger Rabbit -
Capcom

Wordtris - Spectrum Holobyte
Wordzap - Jaleco

Yoshi's Cookie - Nintendo

Zen Intergalactic Ninja - Konami
Ace Harding: Lost In Las Vegas -
Kemco America

AD&D Hillstar - FCI

Adventure Island Ill - Hudson
Soft
Alien 3 - LIN

American Gladiators - Gametek
Bandit Kings Of Ancient China -
Koei Corp

Barbie Fashion - Hi Tech
Baseball Simulator 1000 -
Culture Brain

Bases Loaded 3 - Jaleco

Bases Loaded 4 - Jaleco

Bebe's Kids - American Softworks
Best Of The Best Championship
Karate - Electro Brain
Bomberman Il - Hudson Soft
Erapldima: The National Pool
Tour - FCI

Caesar’s Palace - Virgin Games
Casino Kid Il - Sofel Corp

Cool World - Ocean

Crash ‘N’ The Boys: Ice
Challenge - American Technos
Crash ‘N’ The Boys: Soccer
Challenge - American Technos
Crash ‘N’ The Boys: Street
Challenge - American Technos
Cyber Stadium Series - Base
Wars

Danny Sullivan’s Indy Heat -
Tradewest

Darkwing Duck - Capcom
Dracula - Sony Imagesoft
Dragon Warrior IV - Enix America
Duck Tales Il - Capcom *

Eon Man - Taito

F-117A Stealth Fighter -
Microprose

Fighting Simulator: World
Champ - Culture Brain

Final Fight - Capcom

Fire ‘N’ Ice - Tecmo

Fisher-Price Firehouse Rescue -
Gametek

Flight Of The Intruder -
Mindscape

Formula One: Built To Win - Seta
Ghoul School - Electro Brain

Gl Joe: The Atlantis Factor -
Capcom

Goal 2 - Joleco

Gold Medal Challenge - Capcom
Happily Ever After - Sofel Corp
Harlem Globetrotters - Gametek
Hit The Ice - Taito

Home Alone 2 - THQ

Incredible Crash Dummies - LIN
Jomes Bond Jr - THQ

James Pond Il - American
Softworks

Jimmy Connors’ Pro Tennis Tour

- Ubisoft

Joe And Mac - Data East
Jurassic Park - Ocean

Kid Klown Nightmare World -
Kemco America

Kirby’'s Adventure - Nintendo
Legend Of The Ghost Lion -
Kemco Americo

Legends Of The Diamond -
Bandai America

L'Empereur - Koei Corp

Lethal Weapon - Ocean

Little Samson - Taito

Magic Candle World - American
Sammy

Metalstorm - lIrem

Mickey's Safari In Letterland - Hi
Tech

Motorcity Patrol - Matchbox Toys
Natsume Championship
Wrestling - Notsume

Noah's Ark - Matchbox Toys
Ninja Gaiden lll - Tecmo
Overlord - Virgin Games
Paperboy 2 - Mindscape
Pugsley's Scavenger Hunt -
Ocean

Race America - Absolute
Entertainment

Ren And Stimpy - THQ
Rocketeer - Bandai America
Rock ‘N’ Ball - NTVIC

Rocky And Bullwinkle - THQ
Rollerblade Racer - Hi Tech
Romance Of-The Three Kingdoms
Il - Koei Corp

Roundball - Mindscape
Shatterhand - Jaleco

Space Shuttle Project - Absolute
Entertainment

Spiderman: Return Of The
Sinister 6 - LIN

Stanley: The Search For Dr
Livingstone - Electro Brah
Super Pitfall - Activision

Super Troll Land - American
Softworks

Swamp Thing - THQ

Tecmo Cup Soccer - Tecmo

The Black Bass - Hot-B

The Blue Marlin - Hot-B

The Great Waldo Search - TH
The Immortal - Electronic Arts
The Jetsons - NES

Thomas The Tank Engine - THQ
Tiny Toon Adventures: Trouble In
Wackyland - Konami

Tiny Toon Adventures Cartoon
Workshop - Konami **

Tom And Jerry The Movie - Hi
Tech

Toxic Crusaders - Bandai
America

Turtles Arcade Game - Konami
Ultimate Journey - Bandai
America

Wayne's World - THQ

We're Back - Hi Tech

Widget - Atlus Software

Wizard Of Oz - Seta

Wizardry ll: Knight Of Diamonds
- Asciiware

Yoshi's Cookie - Nintendo

Zen Intergalactic Ninja - Konami
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WELCOME!

[his month- We have had a donaion from RID
[HE GAME-LAME - @ charify sef up for sad
gamers everywhere. s a resulf we are able
[0 bring you another instalment of our Zelda
quide and. what is Mis?, more Streel fighter
codes? Quick Doctor, theyre going info Spasm!

——— NINTENDO HELP SYSTEM

GENERAL INVENTO

Items of the greatest power and
esteem within Hyrule.

MAIL

There are two other pieces of
armour, both in the Dark World.
1 e Blue Mail is found in the ice

dungeon. It decreases battle
damage.

2. Red Mail comes from

Ganon's Tower, the most
resilient form of protection.

MIRROR
SHIELD

An extremely powerful magi-

cal item, which deflects other

magic. Found low down in
Turtle Rock.

BOMBOS
MEDALLION

This talisman is found on a
cliff near the desert, encased
in @ monolith. Use the Book of
Mudora to free it. When used,
it surrounds the user in @ ring
of magic fire, which kills most
enemies. Use Bombos to
break the ice around
Kholdstare.

SUPER BOMB

An experimental weapon, the
bomb is sold by a bomb seller,
who lives at the centre of the
Dark World. It has the power to
breach even walls as thick as
those of the Pyramid of Power.
The design for the Super Bomb is
only complete after the seventh
crystal is recovered. Very timely.

MAGIC CAPE

Located behind the headstone
furthest to the east in the
Graveyard. A running attack
reveals an entrance to the
Cape’s chamber. When worn,
the user is made invisible and

is unharmed by enemy attacks.

Only the shadow of the user is
visible.

SHOVEL

An artifact with limited use,
owned by the piping boy of
the Dark World. Digging with
it in the Light World unearths
the useful flute.

HOOKSHOT

A peculiar item, doubling as
weapon and tool. The

MEDALLION

Once lost in the murky waters ot
the Lake of lll Omen in the far
north of the Dark World. It may
be retrieved from the circle of
stakes by throwing a rock in. On
use, it creates a mini earthquake
in the area. The Quake should
be used on top of Turtle Rock to
break the seal on the entrance.

Hookshot extends until it reaches an object, and

then either pulls the user to the object or vice

versa. Use it to cross chasms and rickety bridges, <
and defeat Arrghus. Found in Watergate b

Dungeon.

Stuck in a Nintendeo game? Call the official hints and tips Hotline on 0703 652222
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FIRE ROD
A magical rod which ejects SOMAR'A

blasts of fire. Found in a chest
in the Skull Palace. Uses a lot
of magical energy.

THE BESTIARY

An amazing conjuror’'s wand,
which grants the bearer the
power to make blocks from mid-
air. The wand forms blocks,
which may be pushed or deto-
nated, or platforms which may
be ridden upon. Another advan-

tage is its economical use of '‘Herein lies accounts of dﬂ&ﬂl‘lll, old

;ﬂnasﬂl Fileth This Cﬂr‘"-; s beyond reckoning, powerful beyond imag-
in the Misery Mi -

Sl R ining. Learn well the secrets of their

geon, and is vital to hold down |
switches there, and create plat- destruction.

forms in the Turtle Rock

labyrinth. DARK PALACE -

HELMASAUR PSR
CANE OF oo !

BYR"A The Helmasaur King has a I

This fascinating article originates _ strong defence, ﬂ{'ld o dev- I
from the Land of Byrna, where it astating attack. His steel | I

CONTINUES

was tashioned by powerful magi- mask protects him from all

cians. The cane swings in a cir- | | weapons apart from the |
cle, protecting the possessor hammer and bombs. The

from attack from all . bEEf‘ method is to lay bombs

directions.lt’s power lasts as long in his path, 'he;:' retreat. L e S I
as there is magic energy. The When you see his tail

Cane is located in o cave r’TA"'s M' ' vibrate quickly, hide in the furthest corner of the screen before he
reached by dropping off Death

i : swings it. After the mask falls, direct arrows at the exposed gem on
: The Mitt is an improved ver-
Mountain.

sion of the Power Glove. With
it, even o small person is able

to lift the largest and densest WATERGATE ﬂUHGEQH -
rocks. The Mitt is held in @ ARRG""S

chest deep in the Gargoyle's
Lair, in the village of Qutcasts. Arrghus must be fought in the knee-deep water of the swamp dun-
geon. The hookshot is the only effective weapon. Use it to pull one
i s B s of ihe swarming Arrghi off
r -1 their parent, and then use
your sword to kill it. Watch
I for a colour change, and
retreat to o sofe distance
} I whilst the Arrghi swarm
outwards. Continue picking
I them off until only the eye-
ball is left. Keep moving, as
I he drops from the ceiling.
Use arrows or spin ottacks

L J to end the baottle.
sy woms e U SEDUN

his fore-head.

Shuck in a Nintends aaome? Call the aticial hints and tines Hetline on 0703 65227222
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THE BESTIARY CONTINUES

SKULL PALACE - AT
MOTHULA D US4 U3 Py
By the time any adventurer reaches here, they Ri_i st n
surely have the Fire Rod, which is the only really
effective weapon to use on Mothula. The creature’s
own attack comes in the form of three energy
beams. To avoid them, stay in a position just to the
right or left of Mothula, as far down the screen as
possible. The other hazard is presented by spikes
lining the walls. Be alert for spikes suddenly sliding
across the floor to the opposite side.

rt-j-ﬂ,?—ur—.r == N T ey

C

L T ICE LAKE

y uuuvu;ii" DUNGEON -
KHOLDSTARE
When you find this icy fiend
he's enclosed in ice. Use your
Bombos medallion to break
the coating. Kholdstare splits
into three parts. Concentrate
on killing each part separate-
ly. Using sword attacks is the
safest method to success. But
watch out for the ice cubes
which fall constantly from the
ceiling, keep on moving. The

Ice Boss shouldn't pose too
many problems.
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i MISERY MIRE -
=S ] VITREOUS

i
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Probably the most gruesome boss, Vitreous attacks from his pool of
slime. He has lots of little eyeball minions who come out one by
one. Retreat into the corner
and use lots of little sword
strokes to fend them off.
However, avoid Vitreous'
lightning blasts, which come

-
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—
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wmew el ngcoes T Beees W

gtk } " gt , as - down the centre of the screen,
: -* T N < "-'-' = by keeping to the side. Once
ot | -;:+-G¢---='m 016 ;,',f-"r"-"il;;'!ff all the little eyes are dealt
GARGOYLE'S DOMAIN - s - ' ﬂﬁﬂ {:‘*S"t’f LA with, prepare for Vitreous to
BLIND e L come out himself. Fire arrows
Blind may evade you even after you explore his £ o oo, . AT 'r"_-'.l-t"' ' &) dz'.::::;uuﬁ:lah::'; h'::;;“
entire dungeon. To find him you must place a > __l . _:-" e 2 ; '

bomb in the room with the sunlit window — at the | i
point where the light hits the floor. Then find the B R =
girl in the dungeon, and toke her to the room
below the sunlit one. Take her into the light to
reveal...Blind! His attack pattern is basic, from top
to bottom as he floats across the screen. Just keep

aiming for his body, even when his head comes
off. Dodge the heads and keep using arrows until TURTLE ROCK - r ;—h—ﬂ:- _'.*- Al LS S,

he gives up the ghost for the final time. TRINEXX l U[‘:‘.}&d # 10 3D
"

This last boss before Ganon’s bt ™ Rt
Tower demands immense : A ’:-“-""* i
reserves of magical power fo I = '
defeat. Do not approach him s =
without some bottled foeries I y

and magic potions. Trinexx

comes in three parts: an ice I

head, a hot head and a mid-
section. Sensibly enough, the I
Fire Rod works best against

the ice head, and the lce Rod I a s .
is best against the Fire Rod. A . > '
blast of magic is enough to L ISR SR W S L T S J
freeze o head for a while, so O S SPON Nt SN D S

nip in and use your sword. When only the mid-section is left, it trans-

forms into @ massive worm, skating everywhere across the screen.

The vulnerable part is the middle of the abdomen, and the best tech-

nique is a full spin attack.

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

A guide to all the secret hearts,
which nourish and strengthen
the fighters of Hyrule.

I. THE LOST
WooDS

North of the
Fortune Teller's
Hut, there is a
clump of nine
bushes, hiding a hole. At the
bottom of the hole is a piece of
neart.

2. BIIND’S HIDEOUT

In the basement of the house in
the village is a cache behind o
cracked wall, hiding o heart.

3. KAKARIKO CAVE

In the North-West corner of the
village. Fall down the hole to get
the heart.

4. 15 SEC-
OND GAME

See Zelda

Guide part |
(issue 3) to find
the way to the

15 second game.

5. SWAMP ENTRANCE

A piece of heart is hidden in the
depths of the water pool. Enter
the watergate and pull the right
lever to drain the pool.

6. NORTH-EAST DESERT
CAVE

In the top corner of the desert

lies a cave. In the room where

the wise-man lives, a heart lies
hidden in the bottom wall.

7. WEST OF
THE
SANCTUARY

A pfamof rocks
hided@in
entrarice to a heart-bearing

cave. Use your running attack to
break open the entrance.

8. SOUTH-WEST CORNER
OF THE DESERT

This piece is only obtainable by
going through the first level of
the Desert Palace. When you
emerge onto the plateau, walk
south to the container.

9. SOUTH-WEST OF ZORA

A tricky piece to find. After leav-
ing Zora go south, and go over
the tirst waterfall. Then turn
smartly west and walk up the
grassy slope to find a fenced-in
piece of heart.

10. BELOW
SPECTACLE
ROCK

There are two
secret caves
reached by jumping off the cliff
at Spectacle Rock. The one on
the right hand side holds anoth-
er heart container.

11. SPECTACLE ROCK

An easily located heart, lying on
top of the odd-shaped rock.

12. THE
WOoOoD-
MEN’S TREE

Near the
Woods, two
men work in vain to fell a tree.
After Agahnim is defeated for
the first time, they go home and
you may return to find a cave,
and heart there, entered from
the tree.

13. PYRAMID OF POWER

A heart container is within easy
reach, tucked round the right
side of the first level of the pyra-
mid.

14. LAKE HYLIA, STONE
CIRCLE

A piece of heart lies under the
lake, in the Light World.

However, it must be approached
from the Dark World by warping
from the circle stones.

15. HAUNTED GROVE

In the Dark World, just south of
the Haunted Grove, is a clump
of bushes. Stand in the centre of
these and warp to the Light
World. Now you are on a small
plateau with a cave to find the
heart.

16. THE DIG

The location
equal to the 15
second game Iin
the Dark World
is a chance to
find a buried piece of heart,
though each try costs 80 rupees.
The prize is worth quite a few
attempts.

17. NORTH OF THE
GRAVEYARD

In the Dark World, there is o
small ladder and plateau to the
north of the Graveyard. Climb
this and then warp to the Light
World, to reveal a cave hiding a
heart.

18. CAPE OF
GOOD
HEART

In the Dark
World, in the
foothills of the mountains is a
sign “I'll give a piece of heart to
the person who wears the cape”.
This is a clue for the cape bearer
to go past the bumper, which is
normally impassable. A heart
piece lies beyond.

19. THE CHEST GAME

In the Village of Outcasts there
is a game of chance. Open
many chests to reveal the single
hidden heart container.

20. SMITHIES’ STAKES

In the Dark World, near the

Blacksmith’s, there is an odd
array of purple stakes. Beat
every last one with the hammer,
to transform the tree stump into
a cave entrance.

21. MISERY
MIRE

The west cave
entrance in the
Misery Mire
leads to o
chamber with a heart, kept in @
chest.

22. NORTH-EAST OF MIS-
ERY MIRE

Go to the cul-de-sac found in the
top corner of Misery Mire. Warp
to the Light World to find anoth-
er isolated cave, covered by @
stone. A heart lies beyond.

23. DEATH
MOUNTAIN

Travel west from
Turtle Rock. Lift
the heavy rock
to reveal a cave
filled with chests and skulls.
There is an invisible bridge which
may be crossed by using the
Cane of Somaria as a guide. A
heart is the reward for explo-
ration.

24. NAR-
ROW LEDGE

On Death
Mountain there
is a long narrow
ledge, across
the bridge. At the right hand end
warp using the mirror. The heart
is nearby in a cave.

NEXT MONTH

The final part, the final
secrets of Zelda are revealed,
in a Q&A session, and a
guide to Ganon. Don't miss
it!
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UPER NES

BART'S NIGHTMARE

This game could do with some extra life in most places, let alone
hiding the same from devoted gomesplayers. However James
Digby from Long Bennington claims that there are many 1-UPs for
the taking, with a maximum of four, by getting the fire extinguisher
during the ltchy and Scratchy stage then shooting the light-bulbs.

SUPER STAR WARS

~!' e screen start the game as

' vel: Hold down the Y, B, X and
ress START. Listen to a few tunes
essing START again. Repeat the
d test. Notice that the words
different! Keep returning to the

Slack-bag thi

To access this secret, sper:
usual then do this on the §i
A buttons simultaneously or 4
then go back to the game by ;
trick and go back into the s¢
beneath SOUND TEST are n
game and repeating this ch: ot until the messages beneath
SOUND TEST dispose two o0 of codes.

The first of the codes allow- ' ke to continue five times and this
is done by pressing X, B, B, A Y. To get the Light Sabre straight
away the code is Y, Y, X, X, A B, X, A. These codes only work if
you switch off the Super NES ond then turn it back on first. Do
this and input the codes when the START GAME and OPTION
MENU box is on screen, listening out for a Jawa's squeak that
indicates success. Please note that simply resetting the machine
after accessing the secret scre~n does not work - switch the
machine OFF then ON ogain qot it! Thanks to Donald Poland
of Dumfries in Scotland for tl1.

SUPER MARIO KART

Bonnie young Clyde Vaughan wrote in with this tip to access the
Special Cup course in Super Maorio Kart without having won all the
others first. Select the time-trial option then move the cursor to the
Mushroom Cup at the top, left-hand side. By pressing
L.R,LR.LLR,R then A it is then possible to choose the five new
courses,

! Cries of “I can't do it!” and “It's impo &
we Frere ? This is a job for # yer
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PUSHOVER-

Richard Langdon and Ellery
Russel have together compiled
this huge list of codes for

Pushover:
Level One: 00512

Level Two: 01536

Level Three: 01024

Level Four: 03072

Level Five: 03584

Level Six: 02560

Level Seven: 02048

Level Eight: 06144

Level Nine: 06656

Level Ten: 07680

Level Eleven: 07168
Level Twelve: 05122
Level Thirteen: 05634
Level Fourteen: 04610
Level Fifteen: 04098
Level Sixteen: 12290
Level Seventeen: 12802
Level Eighteen: 13826
Level Nineteen: 13314
Level Twenty: 15362
Level Twenty-one: 15878
Level Twenty-two: 14854
Level Twenty-three: 14342
Level Twenty-four: 10246
Level Twenty-five: 10758
Level Twenty-six: 11782
Level Twenty-seven: 11270
Level Twenty-eight: 09222
Level Twenty-nine: 09734
Level Thirty: 08718

Level Thirty-one: 08206
Level Thirty-two: 24590
Level Thirty-three: 25102
Level Thirty-four: 26126
Level Thirty-five: 25614
Level Thirty-six: 27662
Level Thirty-seven: 28174
Level Thirty-eight: 27150
Level Thirty-nine: 26638
Level Forty: 30734

Level Forty-one: 31246
Level Forty-two: 32270
Level Forty-three: 31758
Level Forty-four: 29726
Level Forty-five: 30238
Level Forty-six: 29214
Level Forty-seven: 28702

Level Forty-eight: 20510
Level Forty-nine: 21022
Level Fifty: 22046

Level Fifty-one: 21534
Level Fifty-two: 23582
Level Fifty-three: 24094
Level Fifty-four: 23070
Level Fifty-five: 22558
Level Fifty-six: 18494
Level Fifty-seven: 19006
Level Fifty-eight: 20030
Level Fifty-nine: 19518
Level Sixty: 17470

Level Sixty-one: 17982
Level Sixty-two: 16958
Level Sixty-three: 16510
Level Sixty-four: 16511
Level Sixty-five: 17023
Level Sixty-six: 18047
Level Sixty-seven: 17535
Level Sixty-eight: 19583
Level Sixty-nine: 20095
Level Seventy: 19071
Level Seventy-one: 18559
Level Seventy-two: 22655
Level Seventy-three: 23167
Level Seventy-four: 24191
Level Seventy-tive: 23679
Level Seventy-six: 21631
Level Seventy-seven: 22143
Level Seventy-eight: 21247
Level Seventy-nine: 20735
Level Eighty: 28927

Level Eighty-one: 29439
Level Eighty-two: 30463
Level Eighty-three: 29951
Level Eighty-four: 31999
Level Eighty-five: 32511
Level Eighty-six: 31487
Level Eighty-seven: 30975
Level Eighty-eight: 26879
Level Eighty-nine: 27647
Level Ninety: 28671

Level Ninety-one: 28159
Level Ninety-two: 26111
Level Ninety-three 26623
Level Ninety-four: 25599
Level Ninety-tive: 25087
Level Ninety-six: 08703
Level Ninety-seven: 09215
Level Ninety-eight: 10239
Level Ninety-nine: 09727
Level One Hundred: 44543
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BLAZING SKIES

For a speedy progression through the ranks in Namco's Blazing
Skies, WWI flight sim/ shot-em-up here’'s a list of codes compiled

during our review:
Level One: FGYHMBL!nG!xF!

Level Two: rSxKDJC2pf!V

Level Three: HCcMJG6R!brGlv!
Level Four: Vi BPWPBHvw!2
Level Five: TILRLRIwWBBF!B!
Level Six: [D1TXGdtGB!r

Level Seven: sB7QOwWWYGED
Level Eight: CG!YPDM413!Zh!
Level Nine: hBWOJGJ4BH!Q
Level Ten: !7zGILR6xwWw2
Level Eleven: blls!TWMAINPG!IGv
Level Twelve: G!!dNNG1BQKDé6

PHALANX

We have a little tip of our own
tor this complete banjo of a
shoot-em-up on the Super NES,
but it isn’t fit to print. Should you
wish to take Matt Wilkin and
Simon Morton-Mason'’s advice
then try this on the second,
water level stage: Fly the ship
across the water until a yellow
square with an E on it arrives on
screen. Direct the ship towards
this and just behind it, push and
hold UP to enter a secret level.
This also transports the ship to a
later part of the same
level.Gosh!

SUPER STAR WARS

Stephen Messenger relayed this miniature guide to JVC's mas-

terpiece Super Star Wars.
On the first level at the point where the Womp Rats attack with

the skeleton in the background, remaining in the same position
and continuously blasting away reveals two-hearts and o
blaster power-up. The Landspeeder sections, both level two and
six, are simplified by ignoring the rockets and just shifting from
side to side - only use the rockets to speed towards the next
stage.

For an extra 1-UP on the first half of the Sand Crawler stage,
before Luke jumps into the Crawler itself, shoot above the exit
then jump down. Another 1-UP and other goodies are available
if, on stage four, the player continues past the grey guns and
jumps across the first, and most obvious exit. This is because
there is a secret room awaiting on the other side of the wall. In
all there are three hearts, two power-ups and one exira life.
Cheers chief!

LEMMINGS

Apparently the codes we print-
ed for Super NES Lemmings
only work on the American
version. So, for those who
desperately need them, here
are four codes that allow the
player to access all the FUN,
TRICKY, TAXING and MAY-
HEM skill levels:

FUN: WBZWWCB

TRICKY: SKKWSZD
TAXING: MGVIBKZ
MAYHEM: CQLRCHF
Dominic Greensmith, you
saved our lives.

TMNT IV

The snide Clyde of the Yaughan clan has also let us into the secret
of a boss select on the fourth Turtles’ game. Using controller Two
on the title screen press UP, UP, UP, DOWN, DOWN, DOWN, B, A,
8 then start the game from the select screen. Along with this the
man Yaughan also provided us with a way to see the end sequence
to the game. Again using the second controller press X, Y, B, A, UP,
LEFT, DOWN, RIGHT, R AND THEN L. Start the game using
Controller two. Now, to select the starting level, use controller two
on the title screen and press LEFT, RIGHT, LEFT, RIGHT, L, R and
start the game with controller two.
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GAMEBOY

SUPER MARIO BROS I

Daniel Alterman, having taken time out from his job at the
church, has found a cheat for Super Mario Land Il. Go to the
hippo and get the bubble allowing Mario to float across the top
of the screen. This takes moustache man to a bonus stage where
Mario gains an extra life. By returning to the map and repeating
this routine over and over again Mario stocks up on a ton of lives
and thus makes the game easier to beat.

SUPER MARIO LAND I

Stuart Whitehall has alse discovered a way to stock up on infinite
lives in Super Mario Land I, even though they're not at all neces-
saryl Whenever Mario loses a life quickly reset the Game Boy
before the game restarts itself. As the game is saved from the last
bell Mario rang he starts from this point without losing the life!
Stuart advises that this is especially useful in Wario's castle as
this cheat can be carried off as many times as a player likes with-
out losing a life or any of the coins.

GAME GENIE CODES

TINY TOONS ADVENTURE

YYNSKXLU: Slow down the timer.
YPNSKXLU: Speed up the timer.

SZNOUNVK: Infinite lives.
SZOOSVVK: Infinite energy after picking up a heart, except on spikes.

BATMAN: RETURN OF THE JOKER

SZXZONSE: Gives protection from enemy bullets.
SZSZKXSE: Gives protection from collisions.

SXSATXSE: Gives protection from electric grids.

GVXILGZA: Start with one hundred lives!

AAKOPIZA: Makes Batman invincible until the next stage.
AAVXVLZE: To moke each Backpack Energy Capsule count as four.

SUPER NES STREET FIGHTER 11
GAME GENIE BOSS CODES??!

Before the tidal wave of disappointment hits every non-Game
Genie owner every where we must state that there are no possi-
ble methods at all to access this cheat any other way. The reason
for this is that the game itself simply does not include the means
to provide this end without assistance. At the time of going to
press the use of a Game Genie is the only way to achieve this

exciting result.
Input these two codes: 10A4 - 0767 then: FOAE - 6D04 and go

to the VS mode. With both controllers plugged in choose both

" Ryu and Ken and press START for each character. This brings the

normal stage selection screen up. Player-one chooses the loca-
tion of the boss that you wish to play and, lo and behold, player-
two is in full control of that boss! Our source of information
advises that this cheat does go wrong from time to time but
then....but then SO WHAT! Get to it!




BUT, QUICKLY BECAME AN
OBGESSION. il
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BITCH THROUGH MAZES,
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SKILL LEVELS
I

RESPONSIVENESS
GOSH DARNED GOOD

1ST DAY SCORE
N/A
ORIGIN

Sequel to that classic NES title
RC Pro Am, ond programmed by
the same team no less

NINTENDO 72

magine if you will the thrill of the Formula 1 racing. The screech of burning

tyres against tarmac, the roar of powerful engines and the high-speed danger
lurking around every corner. Now imagine a bunch of spotty Herberts trying to
recreate all this in the school sports hall during lunch hour with their Monsta
Racing Carz Co. radio-controlled jalopies which fall apart every five minutes. Yes,
you're experiencing the world of radio-controlled car racing, and it is to the prac-
titioners of this hobby that Rare’s latest work is dedicated.

Yes, the world of standing there freezing cold twiddling a couple of sticks and
watching as your car is constantly lapped by all the smart ones the rich kids with
team sponsorship bought and all the vehicles coming to pieces when

bump over a particle of gravel is now yours for the ask-
ing in the comfort of your own home. Well, nearly.
The cars in this version are more in the
league of those nippy beasts
the wealthy tykes had, and
the courses are ramp-

laden zipper rail-filled

USE YOUR
ZIPPER AND
SHOOT

Radio-controlled cars are
nippy little beasts, but
there are times when
they could do with just a
little bit of extra speed.
At these times the laws
of physics come to the
rescue. For littered
around every tracks are
various zipper rails.
These rails

catapult the

car forwards

using a com-

plex magnet-

IC process

unfath-

omable to

the layman

and far too

drawn-out to

explain here,

but needless to say it
concerns reversing the
polarity. The upshot of
these zipper rails is a
massive acceleration
boost and temporarily
increased speed.
However, handling tends
to suffer as a result,
leading to much career-
ing and possible crashes.
Proper zipper rail control
is essential, though, as
every computer oppo-
nent is already versed in
such matters and use the
rails whenever possible.
However, should you be
inept enough as to miss
every zipper rail and find
yourself lagging behind,
some kindly sort has left
nitro boosts dotted
around the track - yours
tor the taking, unless you
really are that hopeless!

Some tracks are more complex than others.

It doesn't require o genius to learn this one!



STICKY PATCHES ON THE COURSE

There's more lying around the track in  r5ad in front this isnt so bad, but
Pro-Am 2 than helpful zipper ruils_. The  should this skid smash your car into
course is also decqruiad with horrible another vehicle or the roadside, crash-
hazards. Puddles of water slow the ing and exploding is a sure bet. The
cars down, so not only does the player  final danger comes in the form of

lose speed, but all the tricky business deadly radio-controlled bomber

of accelerating back to maximum ‘planes. Some kid with more mon It’s been a while since
speed has to be performed all over iﬁnn morals has purchased one ofw any Four Score Adaptor
again. There’s also water-filled ditches  these outrageously expensive machines games have materialised
which are completely unavoidable and is now using it to dive-bomb cer- on the NES, and it's good
(unlike the puddles) without a nitro tain sections of the course (obviously to to see such a trusted
hmmf. Thﬂﬂi ﬂliﬂ Iurks a d.ﬂd'i"f tnunlll lﬂ"e "mmnh" who maml‘y pns., name as m wnﬂ
hazard - oil slicks. These friction- sess RC cars). Avoid these bombs, ad the peripheral. 5till, what
impairing pools send any car which the subsequent hails of shrapnel, or other improvements have
drives over to them info an uncontrol- face a fiery doom and a setback of sev- been made over the orig-

lable slidey spin. If there's a straight eral seconds.

m inal? Well, the graphics
are a lot better for
starters, the sprites are far more
detailed and bounce along merrily. The
music’s pretty good too, although effects,
as in most race games, are a little thin
on the ground. There’s loads of bonuses
to distract you from the racing as well,
and that's not just the ones for sale in
the shop, there's roll-cage shields, cash
and nitros all over the place. The courses
themselves range from very simple to
fairly complex, but the main challenge
always comes from the other drivers. The
controls are very responsive and it
doesn’t take long ot all to become
acquainted with the control method.
However, there are a couple of flies in
the ointment. The first is the prices in the
shop. Unless you have four players and
you keep racing for years you’'ll never
have enough to afford any of the decent
pieces of kit, meaning you're almost
always restricted to the bottom couple of
options in any category. The other prob-
lem is that whilst the original was a one-
off first-of-it's-kind affair, RC Pro-Am has
been superseded. If you really want a
four-player game, or if shop options
much to ot the

_.-! I I n-| i
L o B e BT S
. e !

How To Control ;¢ 4 ioypad fo rotate
your car left and right in o

steering fashion to race around the courses
and beat the other drivers.

0

s Pause/unpause the game —

Use your joypad skills to _
How To Plﬂy manoeuvre your car around %.
the variety of eight-way 'CG:
scrolling isometric view tracks, thrashing the S
opposing drivers and using cash earned from #':_':.. :

races to customise and improve your vee-
hickle.

0K lads. Today we're moking o sel squore.
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HELLO JOHN,
GOT A NEW
MOTOR?

As you are probably aware, school playgrounds
are not the cleanest places around. This one is
certainly no exception. In fact some kid has left
a load of letters lying around. However, tidy-
minded souls who collect enough of these to
spell the words “RC PRO AM II” twice are
rewarded, by a grateful caretaker no doubt, by
having thein bog-standard car upgraded to a
super-swish racing type vehicle that's speedy
enough to thrash even the richest kid’s motor.
Hoorah!

A cash prize is awarded every time you finish in
the top three. Also, cash is found lying around
on the track, and driving over these swells your
coffers further. However, you can't spend all this
on sweets or software, this is used exclusively to
modify your car in the between-race shop. It
sells these:

® ENGINE Increases the speed and accelera-
tion of your car. Start at around $4000 and end
at about $70000! Which, when you think about
it, is a bit too much to spend on a toy car.

® TYRES There's nobbly tyres tor rough, off-
road courses and slicks for smooth roads.
Tailoring your tyres to the upcoming race costs
quite a bit of cash as your old tyres are thrown
out as soon as a new set are purchased.

® WEAPONS There are o host of weapons
available, from buckshot right the way through
to heat-seeking missiles of mass destruction at
a considerably higher price.

® EXTRAS This is the place to buy more ammu-
nition, oil slicks, nitros and credits, along with
other sundries. More of a bargain basement
than anything and a favourite haunt of the
hard-up driver,

ND SHOOT

Radio-controlled cars are nippy little beasts,
but there are times when they could do with
just a little bit of extra speed.However, lit-
tered around each track are various zipper
rails. The upshot of these zipper rails is o
massive acceleration boost and temporarily
increased speed. However, handling tends to
suffer as o result, leading to much careering
and possible crashes. Proper zipper rail con-
trol is essential as every computer opponent
is already versed in such matters. However,
should you be inept enough os to miss every
rail, some kindly sort has left nitro boosts dot-
ted around - yours for the taking!

BRERA00[

but nobody
here’
PAUL mpicin-

ing! Even for a solo play-
er there is enough depth
of gameplay to keep an
avid racer going for
weeks. Invite some
friends along for some
slick racing action and
there’s only Micro
Machines to stand in the
way of this title being the
best racer on any con-
sole. The feeling of speed
when the cars pass over
zipper-rails is as fun as it
is exhilarating and once
the bomber planes start
flying over it's a real
scream frenzy!
Admittedly the visits to
the shop are often disap-
pointing but the racing
action’s where it's at and
here there is nothing
obvious to fault at all,
especially when most of
the useful stuff is lying
around the courses any-

way. This is the perfect
vehicle for fast, four-

. RACE RESULTS
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A Nico title screen and build ups to every race.
Not really much else 1o speak of presento-
tion-wise.

4 Small but detailed and colowrtul sprites and
good animation.
The backgrounds do tend fo lack colour

4 The music is of a high standard throughout
the game.

The effects are limited to the uswal engine
drones and crosh noises.

ABILITY

4 Fost and responsive, easy 1o get the hang of
and greu! hen to play.
Mayhap o little lacking in voriety methinks.

ABILITY

A I's certainly not easy 1o beal.
It con actually get o bit unfair of times. Why
those no-good cheating computer opponents!

Definitely a great game, but
there are greater. If you really
have to have a four-player game,
get this. Otherwise take a look at
the others.




GALLING ALL
COMPUTER
WHIZZ KIDS...

GET THE LOWDOWN ON ALL THE LATEST SIMULATED SOCGER
ACTION IN MATCH - THE UK’S NO. 1 FOOTBALL MAGAZINE.

MATCH IS CONSOLE-CRAZY
WITH A WEEKLY HINTS, TIPS
AND GHEATS FEATURE FOR
SOCCER GAMES AS WELL AS
SONIC AND STREETFIGHER 2.

IT'S ALSO PACKED WITH
GREAT ACTION POSTERS OF
TODAY'S BIG NAME STARS
ALONG WITH FACTS, FUN,
FEATURES, PUZZLES,
PRIZES AND PREVIEWS.

NOWONSALE -
EVERYTUESDAY = 0 o0
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PRICE:£24.99
BY: GAMETEK/
MIRAGE

RELEASE
TBA '

CONTROL
JOYPAD

GAME DIFFICULTY
MEDIUM

CONTINUES
ALTERS FOR EACH LEVEL

SKILL LEVELS
3

RESPONSIVENESS
OKAY

1ST DAY SCORE
Reach level eight
ORIGIN
Humans is a conversion of the
Amiga game of the same name.
It's nearest comparison lies with
those world-famous suicide
merchants, the Lemmings.

NINTENDO 76

#fWhat a
plece of
work Is a man”
exclaimed the
noble Hamlet in
Shakespeare’s great play. The
observation may have lacked
such enthusiasm if old Shaky had
witnessed Humankind in its
infancy, though. In fact, it may
have led him to wonder how we
ever managed to get anywherel
Looking at our Neanderthal
ancestors has a similar quality te
looking at photos of yourself dug
up from five years ago: the
viclous side parting, the tight,
grey-flecked slacks, the tasselled
:I'I‘z-::' ::"n:;‘:::“l::‘;::';:'ﬂ is A Stond on your tellow Mon!
cusable embarrassment! But now, Game Boy owners have
the opportunity to wipe the ancestral blush from their faces
by giving the Human race an evolutionary kick-start,
Guide the tribe across the rocky firmament, in a strug-
gle with the hostile and unpredictable elements,
dinosaurs who have somehow managed to defy extinc-
tion, seemingly impassable chasms, rivers of treacherous
lava and, of course, their own uncompromising stupidity.
The player has the unique chance to teach the lovable
savages some civilised techniques in the art of
wielding spears, torches, ropes and wheels. _ : = 2SS
If this just isn’t enough, there’s still the P e ol s o s TG ey
chance to call on the witch doctor and - NOW 10 LONMTol used to move
exchange a dimwitted tribesman for a far SELS L S [ GC0SS 1116 O
more useful item. sk LT AR
Players have a limited time in which to e i a2
achieve the mission on any one level and If O T N
a mistake results in a tribesman’s death,
the number of fur clad substitutes available
is limited. If a player realises they've made
an irreversible mistake an options exists to
abort and restart, but this also costs them
one of their tribesmen. The varying difficul-
ty levels mean that as a player gets
smarter, they test their mefttle against more
complicated puzzles. Everyone from
Shakespeare to Darwin is depending on
you to prove that man
is iIndeed a rather
nifty piece of
work. Thinking
caps on,
kids!

A Prepore to bend over. Wahey!

:%:1'.:':';—1-%-}3'—7:: :." - :1 ' : -

8

o B
A See this multi-toothed,
terocious Tyrannosourus Rex.
He's mine, he is




\

taxing levels, where the clock’s
king presence means that hesi-
d deliberation lead to disas-
{ere’s a guide to what's available:

back to his brain dead
. ~ chums for them to use.
TesS Or _n

ies or_g
o

e the ancie which has the same
effect as using the

spear, or, if the path is

blocked by any vegeta-

tion, it should be used
to ignite it and burn the
obstacle down. It is also
possible to throw the

_ torch so the others may

YEEOM. . THIS
HOT

.

burn their pinkies
wielding it.

FOUND THE ROPE.

jse it as transport by climbing aboard
heel and moving about on it.

ing down a hill the wheel naturally

ars speed. If the driver should go

-

r the edge of o ramp, using the B
o fli'iﬂkﬂ him jump and allow him
erse vast canyons.

A Put your hands in the air and wave 'em like you
just don't care.
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| _':_':a up to the
ite 'mﬂnhully
ess 'l'lrd all action is

Sur ;p'lons nb[ec’rs
pirit world which
U "n’ful or even

PRESENTATION

l:| with

% Simple title screen, wselul password system.
No infro sequence.

GRAPHICS

e 4. Nicely drown ond animated sprites.
e ::Eeil:‘:;: Maonotonous and blend backdrops.

isposal
ey need to

bt | F
,:-I-.-_,i ;Ivn but may souun
‘al any given

pli ihﬂiuskut

A Cute tunes that are inritatingly catchy.
Hardly any sound effects 1o speak of.

T

t enough men |
ete, the level it is
guever, o LASTABILITY

& Plonty of levels ond three difficulty settings

should keep you rocking your brains.
The slow noture of progress gets very frus-

trating.

PLAYABILITY

ygethe A Controls are easy to get the hang ol.
-rnuk& do with- The game moves in a slothful fashion.
it

il oyl

-ﬂ{' tools ni
A game that succeeds in most
departments but fails to capture

|: .' a sense of speed and excitement.
[
YEAR

spport 'nn}r to Major puzzle fans should enjoy it,
Lz‘,":' _ 1'lrn It is possi- but it's certainly no Lemmings.

LONG-TERM INTEREST

3 Human ladder

Y b I
DA WEEK Jh :';: | '-hlgh |9dgﬂ5
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than yowu
can

handle?

THE IDEAL You want to see all the best in games hardware

ELECTRONIC and software?
GAMES SHOW You want to try out all the latest games for

25-28 MARCH
EARLS COURT 2 computers, consoles and hand-helds?

You want to know what's happening in the games market?

You want to be at the Ideal Electronic Games Show, Earls Court,
March 25th - 28th. The most exciting games in Britain’s most exciting
venue. And if you want to be sure of getting tickets and beating the
queves, all you have to do is post the coupon or telephone the credit
card hotline on 0733 890155.

The Ideal Electronic Games Show. What more do you want?

/\n Daily . WMail
20

i fom]

1deal home plus

FPARILI.S COUR'L, LONDON
I3 MARCEH -12 APRILI. 1993

IDATLY MAITL IDEAL HOME EXHIBITION

>
o
CL
.
M
(¥, ]
[ #5]

Number of tickets required ...........................
Ticket prices - £7.00 adults, £4.00 under 16, £4.00

senior citizens.

Please make cheques payable to Angex Limited and
crossed “& Co”,

Send fo: Ideal Electronic Games Show Tickets, 9 Flag
Business Exchange, Peterborough PE1 5TX.
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“The Fontastic and Mystica
REVI Ew «One Girl and Hutcnnn”,iumm
>st of Magic Raccoons justso | | |

o § Wi o B TR W e
i Knlnl I.lternlly 1rnnslnlad it nﬂm _ "
5
W ’
uncanny bec that's whmhgne is all - |
nl;oul Thq\ril alchemist Danie s has qﬁ e
| : d | rs nions to cut dowmevery tree in n '
:- p can experimenPwith his | |
3ir formute for follicle o
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'I'IHII:'.I"H" PUSH BUTTOMN |
g cmma .

RELEASE
TBA

CONTROL
JOYPAD

GAME DIFFICULTY
FLIPPIN' TOUGHO

CONTINUES

INFINITE
SKILL LEVELS
3 ~
HESPGNSIVENESS How To Control The joypad is used to actually pilot the plane across the dangerous 3D land- ”
REALLY REALLY GOOD scupasﬁlTha usual eight dirledigns come in;E:- plnin:hﬁn banking the plane and
h tering i t alti . VOl .
1s-|- DAY scone when altering its current altitude - or avoilding obstacies
REACH END OF LEVEL 3 pe
ORIGIN Rapid fire

Brand new all-original itle
which don’t owe nothing to

nobody nor not nothing never. B ive speed slido

START: Pauses/unpauses the game

Fire bombs SELECT: Nothing

How To Pfuy Guide Moonbeam and Rover across the eight-way scrolling landscape of death,
blasting anything and everything in your path. Each character has three lives, and

four energy hearts to the life. More energy is collected, but energy and lives are lost by contact with

enemies and bosses or allowing the timer to tick down to nought.

LA 0 B I i TINE pda
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REVIEW

Soﬁ,-dcf?pca Is an important thing to learn when
you're living In an environment as volatile (and
< Ehﬁ:a fo an evil sorcerer’s abode) as the There are
e # ' Enchanted Forest of Magic Raccoons. To this end many par-

Moonbeam and Rover have tooled themselves up
~ with some top-quality magical weaponry. Both
w  Characters start the game with a rapid-firing mag-
~ ical leaf attack. Through collecting power-ups this
A Tis expanded to a formidable three-way firing leaf
__‘...{ 7 ‘c?s U) cast of doom. However, collecting the red icons
found ever-so-occasionally bestows the gift of fire
bombs upon our cutesy chums, allowing them to
fire streams of flaming death ot their opponents.
This may also be powered up by repeated icon

allells

B between Ki
LAY Ki Katal

g and the
Megadrive
game
Twinkle
Tale. The
plethora of

e T e 5P = . | ' cutesome characters and
g s T SR :ﬂ':;ﬂ;‘;’s the shots becoming bigger and more enemies for one thing, and
— " 'y - opposed fo fanning out. The pair also the varied multi-direction-

have another line of defence in their limi -
ply of leaf bombs. These magical Of;:s"snpl::: :uu'f:
extra-strength leaves which annihilate anything
on screen. However, they are in very limited sup-

ply, available only as power-ups from th
hampers spread around each Eul e

o —

ally scrolling action for
another, There’'s also the
mega-rock difficulty level
which both games share

4 too. This is actuvally no bad
| thing, since Twinkle Tale
was utterly fab, and
indeed, so is Ki Ki Katai.
The graphics are superb,
with splendid backgrounds
and utterly spiffing sprites
and animation. The charac-
terisation of all the sprites
is excellent, and the story-
line intermissions set the
scene perfectly. Not only
this, but Ki Ki Katai is
packed to the gills with
playability. There's always
loads of stuff of screen and
there’s more to the action
than simply shooting,
there’s chasms and earth-
quakes and even rafting
levels to negotiate! This
and the simultaneous two-
player option make it
smarter than the average
shoot ‘em up. However,

Yo e GLAWER

: T * Oops! L
:%.;ﬁﬁ? :fb-“ bﬁ M2 o Lﬁ‘d do the yrick.

il

¥ despite it being enormous
- fun, it lacks a certain some-
& . e e TR thing to get you really excit-
X ﬁ 3 ed about it. That said, this

is still a fantastic game with

the sort of challenge which
has been sl lacking on
the SNES recently.

A
L |
2 4
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ICON-OCMSTIC JAPES

lcons. Yes, everyone's favourite method of powering up, the collecting of icons, is
back with a vengeance. For there's not one but two different ways to collect your
icons in Ki Ki Katai. For starters there are hampers littered around the landscape,
each of which contains a specific item, whether it be power-up, fireballs, extra ener-
gy, extra lives, a smart bomb, a 3-hit shield, extra points or a concealed enemy. The
item in each hamper is consistently the same from gome to gome. However, there's
also an exciting, mystery method to power-up joys. Every so often you may spy a frog
calmly sitting on a lilly-pad out of the way of danger, or perhaps an €agle sunning
itself. Shoot either of these enough times and the spirit of a genie, fairy godmother, ™
Buddha or other such generous mystical figure is released. These kindly types then
reward you by spreading a surfeit of icons about the place. There is also a new item
which only these powerful magicians have the power to dispense - Barky the Dog.
Barky is an invincible canine big enough for either character to ride. Whilst it's impos- g
i sible to fire whilst riding Barky, you are granted invincibility whilst on his furry back. |

*Curse this wretched weather!1 wish I'd brought me brolly!

M B8 SHlo&K

—— e e —

Huw can they make a game
that’'s so attractive act so
tough? Playing this game is
like asking Winona Ryder
out to lunch only to discover
that she eats with her fin-
gers, spits at the ceiling

., gWes and times how long it takes
- " to fall back onto her . Fow,
PAUL :ﬁ::f:??::“fﬂ::;;is Being small and cute doesn’t Y ':‘-::

’ top either of th : xS0 : = 1
unbelievably challenging even on EASY f;ﬂii; E ht:s b ; r?; r:::: o |
level. A daunting thought, perhaps, but blinking hard. As well as their M = |

ww = ] never a problem because the desire to dis- impressive arsenal of long- -
cover each new level is so strong that it B (ange attacks Rover and .- T
. ! becomes irresistable. The gameplay R R T N e ' !""
| remains basically the same throughout but training in close-quarters
~ | this doesn’t result in boredom at any step :
| combat. These attacks, whilst
- | of the way. In each location a player’s skills e s e ” -
| is tested more and more, especially the Py P 9 . TME 430 asnssanwOKE
den I ’ lar shots, have a double use. el ,
| protective deflection technique. Sometimes N Mot qnly'um they good for .._...f-'.. -ﬂ "m_.—- m TR
-‘ there is barely time to think as your chosen | - b e hnsa i A R RS 0
! character dashes and slides about the Spangng enovios gl e il Ao
£8 S th way across the screen, but o s T
- screen doing their best to take out the - rif'

either Moonbeam’s taper- : X el | .
opposing forces! Having a partner tagging : : : ! | & L o o - :
along also makes the going more fun with Whip.or Rover's;wagging.tol e ' 5 \ b d

|
co-operation playing a big part if the two also deflect enemy fire!

Nas Needless to say, this sort of "L.:.“'..;' e .
I players wish to see the end of their quest. vy & acsantial fo TP
g from occasi weds progress -
I. Apl:rl’l du::r ﬁhﬁ:r:il’l?md Y- I-‘hls in the game and saves many I .
' shouldn't fecl cheated after parti T it S snergy bor o fopic | , # I -
' ihllr cash for this = depletion. i
. ' - @ I W, e
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™ Although Moonbeam ond

* Rover might be able to “mix it

a bit" there are still times

"W vhen they face overwhelming l

odds and need to run away.

Fortunately both of T:Tm h::u

cted a very nea

. ‘::::nnuwu which consists of

Ihiﬂing the floor and sliding
about half the length af_ screen
before standing up again. This

‘ls highly useful for dodging

" Drat! | can'tbeliave Mum's given me Kit Kots o

":l.'.

I:mgwlmbla when standing
up, a process which may only
take a split second, but which I
leaves your character open to
ottack. Ergo, it's not a particu- |

larly good idea to use this

move in the middle of l

_ B screen jom-packed with ene-

TRESETATON

£ Yes indeed, there ore options aplenty along
with lengthy story intermissions (which you can
skip), and generally grea! presentation all

=T -1::tl' I{ . ? " F : . ..r'fi ':"u | H“"
i .8 o ISR . -
I e e 1 £ EA N 4 Smoll but perfectly formed sprites, greal use
o . J"’..}".:J:I;I;khk:f{‘f ; ~ of colour and very detuiled backgrounds.
'- & - : ' "‘--“- I - L |
s o " - | g H-H"'\. T
. ool e - |
- % e - - w
v E, R . . JORE... FRRE _ TOEY
- 4. Lovely resonant effects accompany your
: 3 avery octivity,
- _ | The music is pretty good, but it is a little bit
In IMMHMWM@ o PR & rew - '
finds time T0PWaving to her fons, Meanwhilethe -~ = n—
B 4 s g oy
' : 'l"' 'l i . [ . - . *‘-I'
< 21 Very responsive with loads of variety and
mot enough spoce 1o breathe.

& It is, @3 you might say, ulire mega rock hard,
even on EASY, ond it’'s still fun once you've fin-

19

An exceptional which everyone

should buy, but which somehow
isn't quite a classic.

|
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RELEASE
MARCH

CONTROL
| OR 2 JOYPADS

GAME DIFFICULTY
MEDIUM

CONTINUES
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RESPONSIVENESS
GOOD

1ST DAY SCORE
WORLD RANKING 10

ORIGIN

Pro Tennis Tour is licensed
around the crumbly famous
tennis star Jimmy Connors. The
viewpoint and gomeplay
resemble Super Tennis quite
closely.
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illie Jean King, Arthur Ashe, Virginia

Wade and llle Nastase. Most of
these names probably mean little to you.
They were all, believe it or not, tennis
stars of the 70s. Now, while you may well
doubt whether they could run after the
ball without tripping over their tlares,

was just spawny in 1977).

they were all pretty skillful at the game
of bat and ball (apart from ‘Ginny who

And? Well most have long since taken
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the spare balls out their trouser pockets
and retired to sunnier climes, apart from
the old dog Jimmy Connors - a veteran of
inveterate proportions, a veritable Gary
Glitter of world tennis. Now he is ready to
give you the benefit of his numerous come-
backs by taking you on his Pro Tennis Tour,
a whirlwind worldwide tournament - and
that includes the polar regions! Happily,
you're spared the press conferences, and
all that tiresome real prize-money.

HOLD YOUR FIRE (|

Every tournament player has a world
ranking. Rank is based on points, and

points are gained by winning an event, or
reaching later rounds. Big events, called
'‘Grandslam’ tournaments earn you the
most points, but more players are attract-

ed fo enter these, so you'll probably have
to play more rounds to succeed.

A wealth ot multiplay options. Singles games with one or two-players, or Doubles
where human players may oppose each other or work on the same team against
computer-controlled players
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The main screen shows a forced perspective tennis court. Force your opponent to
hit the ball out of the court or let it bounce twice - general Tennis rules, really. Play
individual matches or take part in an ongoing world tournament.
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The full range of shots on Jimmy though.
Connors allows you to experiment

with tennis tactics — at the net

.

S DROPSHOT ! }

and from the baseline. Here's a Best used at the net, this light £
l . quick guide to using your shots: shot fades quickly and forces LCONNORS O
your opponent to the net. l‘ P’Z"HEA o a
T LIGHT VOLLEY
o The standard return shot for base- 6 PASSING SHOT 6
| line play, to return balls when This siro;g; low volie'f IS
under pressure. designed to wrong foot your
Y FC:-EHJHH AMENT : ﬂppgnen‘r and paaer the ball ' :f" :'ﬁ"f
2 TOPSPIN VOLLEY past them.
waltl oo Hetam s

A hard shot which forces a strong
pace and keeps your opponent
away from the net.

FiiE WimNEE M

OSAKA

The best tennis tactics involve
forcing your way to the net and

F

| returning shots on the volley = N L5.m1
' L g : - 4
OS .ELI-{A e | LOH. | (without bouncing). The net [1 £
ANDUDE U4 LKL TR A slow, high shot which should offers more control over play, Soaae it PRRRAY

but you have to win the shot
quickly to avoid being passed.

pass over a net player’'s head. It's
possible to smash these back,

Ly yiy

COMMENT

The early pre-production | ; \
version of Pro Tennis Tour i : A \
| saw several months ago 4 5 :

7, promised a fast-moving
»" and realistic simulation. [ | \ \
' ,‘ The final version, though, ~CONNORS O l_ \
E‘m seems to suffer from poor, BARNABY % 2' 11

Sl e ugilngl.limmfs tired legs,
and plays at too sedate a
STEVE pace to be really interest-
ing. Full marks go to UBI Soft for trying
to add a little variety to the tennis theme
- especially the serving system which |
think works extremely well - but the
addition of rather pointless ideas such as
snowy and desert surfaces fails to cover
over the rather dull on-court action.
Whilst every effort has been made to
make Pro Tennis as realistic as possible,
play is fiddly and the control is system is
often frustrating and annoying during
the heat of a rally. Although by no
means awful, the likes of Super Tennis
and David Crane’s Amazing Tennis still
ace Jimmy Connors’ Pro Tennis Tour on
virtually every count, leaving UBI Soft's
effort seeded third.

AT YOUR RANK TO YOUR

SERVICE HEART'S CONTENT
The serving function is different to
other Super NES tennis games. Serving
s controlled with either A, B or X. B is
the easiest to use, but produces the
slowest ball. By holding the button
down @ Cursor appears in your oppo-
nent’s half. Use the joypad to move
this to the desired position, and release
the button, which hits the ball. It's not
as easy as it sounds, especially with the
A and X buttons, when the marker
resists your movements strongly.

Another play feature of Jimmy
Connors is the variation in play
speed. When a button is held, the
backswing for the shot is taken. The

shot won't be played until the button
is released. The longer the button is
held, the harder and faster the shot
is played. However, while the button
is being held a player can’t move. So
you must get into position beftore
planning a big return.
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A It's 50 cold, me ball's frozen into me Perry's

PERSONAL
TRAINER

A novel feature of the Pro
Tennis Tour is the tutorial
option provided on the title
screen. The five available
trainers fire balls across the
court for you to practice
with, giving you snippets of
wisdom at the same time.
The trainer’s advice spans
elementary shots and also
more advanced tactics.

SURFACE
TENSION

There are six playing sur-
faces on offer for exhibition
matches, each having dif-
ferent play characteristics.
The first four are fairly stan-
dard, internationally recog-
nised courts — hard, grass,
clay and indoor. Hard and
indoor are artificial and
concrete-based, giving high
bounce and suiting back-
court play. Grass is a fast
surface, because the ball
hardly bounces and most
shots need to be played on
the volley. Clay is a slow
surface, because the soft-
ness of the surface reduces
the ball's speed. The last
options are snow and
desert!

COMMENT

Yet another tennis out-
ing on the Super NES,
and at least this tries to
be innovative with some
of the play techniques.
Frankly, this is the sort
of game you need one
good version of, and
then don’t have to look
at another, and Super
Tennis already has o
well-deserved reputa-
tion. Pro Tennis Tour looks much the
same as Super Tennis on court, with
slightly better graphics. It also tries to
provide even more play options and
stats, with the doubles games, trainers
and expanded tournament option.
Generally the presentation is excellent,
with some digitised pics and Mode 7
scaling. However, it is on the court
where the game counts most, and here
Pro Tennis Tour lets itself down a bit. It
plays slower than Super Tennis and the
strange ball movement makes play
often unpredictable and frustrating.
The ball can literally float across the
net, then power back on the return in a
very unrealistic way. Gaps between
points are also annoying. It's not a bad
game, and merits consideration, but I'd
say it's 6-4, 6-3 to Super Tennis.

MANDU, MERTON...

When you're tired of knocking balls in your
own back yard, take Jimmy's hand and fly, fly
across the globe to events in exotic locations.
The tournament spans all twelve months of
the year, with a short break for summer hols
midway. You must opt to play o tournament
each month, by moving the tennis ball mark- |}
er around the globe. The number of rounds
for each event depends on the number of
other players entering. Quarter and Semi
finals start as best of three sets, finals
become five set contests.
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RESENTATION

A Lots of touches, including a five troiner tuto-
rial, scaling global mops ond o vital possword

oplion.
The gops botween points slows down the

/. bood onimation on the players, and nice
colowrs wsed on court surfoces. A decently
drown crowd for once.

Same ugly touches, thaugh minar - like the
sefvice spol markor.

“Sounn

2 A full range of speech from the umpire, and

soma mealy music.
The speech is slow ond the sound FX of the

ball hitting the racquet are oll wrong.

PLAYABILITY

:

; It's quite easy 1o hit the boll, ond serve, and
1.] the ronge of shots allows breadth of play,

' The shrange changes in speed make the

1-|j game a chore at times.

-

LR

B astapuy

4

L The tourmament option offers o massive

challenge. The doubles and two-player options
increase the losting value.
i loses it's appeal for theill merchants who

wonl @ lester, less tactical fennis game.

VERALL

An average to good sporis sim,

~ that suffers from some peculiar
aspects of play and doesn’t
maich Super Tennis, the game it
imitates.

j




SUPER
TENNIS

BY:NINTENDO

PRICE:
£39.99

JIMMY

CONNORS’
PRO TENNIS
TOUR
BY:UBI SOFT

PRICE:TBA
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AMAZING
TENNIS
BY:
ACTIVISION
PRICE:
TBA

Now with three major tennis games on the Super NES, each commendable in
their own ways, it’s about time they were ushered into the Centre court and had
a gentlemanly battie to see who's top of the tennis stakes...

FIRST SET -
PRESENTATION

® SUPER TENNIS has quite an

impressive array of options, allow-
ing you to play a single match or o
large tournament made up of vari-
ous events. There's a range of sur-
faces, and a password system that

SECOND SET -
GRAPHICS

® SUPER TENNIS opts for a car-
toony look to its graphics and it
works well. The sprites are chunky
but crisp and the background
colours make playing clear. There
are some nice fouches like the

THIRD SET -
SHOTS

® SUPER TENNIS has four shots,
using the four colour buttons. It is
easy enough to master both ser-
vices, and the joypad allows you
infinite ways of placing service. The
top two buttons add spin to some

FINAL SET —
PLAYABILITY

® SUPER TENNIS is a great game
to play, due to the minimal fuss
and tons of action. Many of the
computer players are quite tough,
and the pace is always fast. Super
Tennis is a reflex-orientated sports

allows you to return to your posi-
tion.

® AMAZING TENNIS hasn't got a
great wealth of ploy options, and
little in the way of fancy presenta-
tion. It has fewer players than the
other two, and a limited tourna-
ment option. Worst of all, there is
no way to alter set length. The only

speech bubbles and ball boys. The
emphasis is on simple but effective
graphics.

® AMAZING TENNIS hos an eye-
catching new perspective to its
graphics. The action is viewed from
just behind the player, rendering
the game in forced 3-D. The players
animation is superb, and the ball

shots. The only niggle is the lob,
which often goes too far.

® AMAZING TENNIS offers the
same four shots and two services,
but the hard service is much harder
to master than Super Tennis. The
lob is less likely to go out, but the
drop shot has to be played too
close to the net. It is also very hard

game, with that mysterious quality
that belongs to classic games only.
® AMAZING TENNIS has a lot of
novelty value, but also offers a
mean game of tennis. The view
makes it hard to pick up, but you
get a lot of satisfaction playing o
tough ball down the line. There is @
strong sense of realism here, which

special feature is a replay option at
the end of each set.

® JIMMY CONNORS’ provides the
best presentation of the three, with
it's impressive full length tourna-
ment and diversions like the train-
ing mode and antarctic match. It
also has the choice of tull or partial
control.

movement is fast and realistic.

® JIMMY CONNORS’ features
more realistic on-court graphics
than Super Tennis, but adopts the
same viewpoint, Player animation is
good, but the speed of the ball is
strange and unreclistic. The front
end of the game features some nice
graphics.

to smash.

® JIMMY CONNORS’ uses all six
joypad buttons. The player seems
to use these more accurately than
the other two games, apart from
the passing shot, which often goes
long or hits the net. The service
method is totally new, making
every service a challenge.

may attract 'serious’ tennis fans.

® JIMMY CONNORS’ is a slower-
paced game than the other two,
ond that may cost it some fans.
There is an attraction in being able
to control the ball so much, but teo
many slow returns makes you
impatient, Satisfying to get to grips
with, but gives no adrenalin rush.

UMPIRE'S DECISION:

UMPIRE'S DECISION:

UMPIRE'S DECISION:

UMPIRE'S DECISION:




e may be ‘too cool to fool’ but

Chester Cheetah’s Super NES
debut has dumped him in a real prob-
lematic situation - he’s been locked in
a Zoo, destined to remain gawped at
by spotty kids and old ladies for the
rest of his days! An unfair gesture by
all accounts, especially since Chester
has just treated himself to a spanking
new motorbike and was looking for-
ward to taking it out for a whizz.

As if being locked up isn‘t enough,
Mean Eugene, keeper of the Four
Corners Zoo, has dismantled Chester's
two-wheeled pride and joy and scat-
tered the parts about the park’s
grounds. What’s more, he’s doing his
very best to make sure the cool cat
stays put by patrolling the sprawling
area! Chester’s task is to find all the
missingcomponents and make a
speedy escape.

Guiding Chester in his search for
the missing pieces, the player steers
the cheery cheetah across a series of
platform-based stages, hopefully
ensuring that he avoids the zoo's
many inmates and makes the most of
the goodies which have been conve-
niently left for him. Making the most
of these and Chester’s cat-like capa-
bilities could be the only way he’ll
ever get to put his shattered bike
back together and eventually escape
from his confinement.

. In much the same way that a hundred or so 1
packets of your favourite corn or potato
RELEASE snack may earn a free badge or some similar
goody, Chester collects badges to obtain an
extra credit. For every 100 badges the feline

GOHTHOL : '- s A hero collects, he receives an extra credit - lit-
JOYPAD - erally a great credit to our hero.

GAME DIFFICULTY

EASY

CONTINUES

Pressing LEFT and RIGHT on the D-pad makes Chester walk in those directions.
THREE, BUT SUBJECT TO SCORE How To Control ‘Push DOWN to make him crouch and DOWN plus LEFT or RIGHT to have him
SK"-L I.EVE'.S crawl in those directions. Pressing UP allows Chester to climb.
ONE
HESPOHSIVEHESS x BUTTON: No function’
POOR
15T DAY SCORE
11310

BUTTON: No function

BUTTON: Jump.

ORIGIN

Chester Cheetah is the face
found peering out from packets
of Cheetos - those cheese
flavoured snacks similar to
Wotsits. Frito-Lay, the chaps
behind the cheesy snacks, and
developers Kaneko have teamed
up fo create o game starring the
cool cat, and this is the result...

| |

L BUTTON: No function.R BUT-

TON: Run - if trainers are worn.

BUTTON: Pause’

How To Pluy Help Chester find the missing parts of his motorbike by exploring six stages of
platform-laden locations in the city zoo. He relies on friends to help him out of
certain situations but the majority of the work is performed by his trustee, namely you.




A Chester performs his magic 'Sirm Dog in o Boot' song with
ing results,

outsto

To further his funky feline
standings, Chester has
devoted a little time while
inside to practice playing
the guitar. For some
unknown reason, several

guitars have been left

Iymg around the Zoo and
Chester wastes no time
picking them up to show
off his new-found talent.
He rocks and he rolls
much to the displeasure of
the Zoo's inhabitants,
killing anyone who dares
much him as he plays.
Watch out for the guitar in
Gator Allw, however, as it

is located in a rather pre-

carious position and caus-
es Chester to dance him-
self to destruction.

Eppa o

What are we to
expect next?
Voyage beyond the
Space Raiders?
Shadow of the
Ringo’s? Monster
Munch Madness?!
Using a hip,
Californian

rhyming style,
ROB Chester Cheetah is

allegedly ‘To cool to
fool’ - despite the zoo keepers’
desire to ‘nail his tail without fail’.
The latest in a seemingly endless
stream of games with a Californian
flavour, this one is symptomatic of
the fact that the whole affair is
wearing a bit thin. If you're looking
for something new and original, |
suggest you look elsewhere.
Looking at the screen shots you'll
notice that the colour and graphics
are both of a standard you would
expect of the Super NES. And yes,
the cartoon style is a success, but
there are plenty of titles around
with similarly cute visuals. The ani-
mation (which the pictures naturally
fail to convey), while not bad, cer-
tainly isn’t good either. At times the
characters shuffle around like card-
board cut outs, and although there
are some nice touches to Chester he
lacks real fluidity when he moves,
climbs a rope or performs some
other task. Similarly, the speed of
the game is also stricken, and the
game moves far too slowly. The
programmers seem to have taken
the West Coast ethic too far, with
Chester strolling around so laid
back you wonder if he's ever gonna
get there. This lack of speed means
that there is a lack of thrills, and it
makes mistakes all the more irri-
tating. Most people will find the
charade is over quite quickly
because there is no real challenge,
making it a breeze for anyone
familiar with such a game. My com-
ments might make Chester Cheetah
sound like a complete disaster, and
it isn’t. However, everything seen
here has been seen before, and, in
most :usas, wus a great deal better.

hip ¢ '_ f
is ‘keep




What an untidy Zoo ‘Four
Corners’ is! Here are
three other items which
the goodly cheetah recy-
cles to good effect:
Cheetah Paw: The dan-
gers in the Zoo are
many, with countless
marauding wild animals
out to sap Chester's
energy. The Cheetah
Paws restores lost power.

B
B  coMMENT
[ i

Although Chester is a
cool cat, such hipness
gives him no excuse to
shuffle about in such an

arthritic fashion. First
impressions of a game
as polished as this are
bound to be favourable,
but the many shortcom-
ings become blindingly
obvious in a short space of time - so
blinding that even Chester’s shades
cannot save him. Despite the vibrant
colours and humorous sprites swan-
ning about to quality tunes and effects,
Chester’'s game suffers terribly because

Sneakers: Invaluable to
Chester if he is to escape.
By wearing these sneak-
ers, the wily wild one is
given access to incredible
speed powers.
Skateboard: If found,
the Skateboard rewards

it isn’t fun to play. Chester’s guitar
playing antics may raise a few laughs
at first but they are more of a hin-
drance than a help. Basically the whole
game, as Rob suggests, blags far too
much from other successful platform
games and offers absolutely nothing
new to save its face. Once again, it
Chester with a special should be pointed out that there are
bonus screen at the end already a huge selection of quality

of the stage. platiormers out there for Super NES
owners to choose from and this isn’t
one of them.

ESENTATION

~ A humorous title screen introduces Chester
a3 he uaveils the game's options.
The storyboard Intermission screeny are bor-

Vory striking, Colourful sprites with o groat
deal of attention given to the animation of
Chester, producing some entertaining results.
Al times there is a distinct lack of action and
the game soon gets dull

- W's funky Coribbean tune time, folks! Such
merriment is mixed with some entertaining

eHects.
Some ol us are getting sick to death of those

aribbean tunes! NO MORE!!

PLAYABILITY

" Chester funclions quite well os on uninspir-
Ing, Morio-inllvenced hero.
However, be is doesn’) quite respond the
way he should, resulting in frustration.

LASTABILITY

Play it through once, then consign it 1o the
back of the cupboard. It doesn’t toke long to

complete, either,

A Can't see a thing! A Wheels don't foil me now

q

& You lookin' ot me?

HIDE BEHIND MY GLASSES

The essential accessory for all potential cool dudes is a pair of

shades. Chester has a more practical use than most for these -
visionary fashion statements, though. Because, on wearing Ll VL_ =
them, Chester’'s specs reveal previously invisible goodies just ripe |-
for the taking - until the shades’ magical powers start o wane, .~ _T 22X

that is. L-
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A dull character in a dull environ-
ment. Beneath the colourful and
gaudy presentation is an
extremely slow and monotonous
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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.
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FLYING HERO
BY:SOFEL
PRICE:ETBA

Mentioned in last issue’s news
pages, the everyday story of o
tlying tennis ball against an evil
army of flying monkeys and
assorted wildlife has arrived -
and it's very average indeed.
Controlling the winged spheroid
- the Flying Hero of the title - the
player pits their wits against an
evil Fairy who has cast a spell on
the forest’'s normally placid resi-
dents, recruiting them to aid her
attempt at world domination.
With a cluster of smart bombs
and a number of other weapons
to collect along the way, the ball
simply flies up the vertically-
scrolling sereen with the nasties
appearing from all sides ond
armed to the teeth, With the
exception of the odd scenario
and sprites, Flying Hero is about

e BTN
I NEN .ol W apEw
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Ex _NERYE

A Hmm, that bat's been at the Vick's again.

as original as a remake of
Casablanca. Graphically its twee,
but although there's the odd
neat Mode 7 eftect, there's noth-
ing to make you gasping in
admiration. In fact, the word
average sums up every dspect of
Flying Hero: its presentafion, its
sound, and its playability. If
familiarity breeds contempt, after

prolonged play Flying Hero could
be as popular as Gary Harrod ot
a Mr Universe competition.

PRESENTATION 87%
GRAPHICS 69%
SOUND 59%
PLAYABILITY 73%
LASTABILITY 41%
OVERALL 64%

SNEaEs asn SFanan

A Dragon World! Fun for all the family! Water slides and fun rides!
NINTENDO 92

SYVALION
BY:JVC
PRICE:£44.95

Although JVC claim that Syvalion
is a coin-op conversion, all | can
say i1s that | am glad that | never
had the misfortune of stuffing a
few ten pences into it!
Reminiscent of the Saint Dragon
and Dragon Breed arcode
games, Syvalion puts the player
in control of a snake-like space-
ship. Using the craft’s lasers, the
aim of the game is to blast a
path through o series of levels
within a fime-limit.

Apparently, as the player winds
their weary past a series of hard
to hit nosties and dull bosses,
Syvalion offers a number of sce-
narios which constantly change
the path of the ship's travels

through the labyrinthian base. If
only that were so. Although the
dragon is responsive to control,
there is no variety in the action
and, consequently, the desire to
explore the game’s later levels
disappears quicker than the
Syvalion ship’s energy supply in
a tight, alien-filled corridor.
Indeed, as the third or fourth
guardian is reached, the game
seems to Dragon and on and on,
and the compuision to play this
tired and repetitive effort will
have long since disappeared. A
very weak shoot ‘em up and a
massive let-down after JVC's bril-
liant Super Star Wars.

PRESENTATION 63%
GRAPHICS 48%
SOUND 43%
PLAYABILITY 55%
LASTABILITY 34%
OVERALL 41%



WORDTRIS
BY:SPECTRUM
HOLOBYTE
PRICE:TBA

don’t know about you, but to
the NMS crew a word-associated
game is only worth playing if it
nllows the player to use rude and
offensive words to score points.
Well, that theory has now gone
out of the window as Spectrum
Holobyte finally get round to
releasing Wordtris in the UK.
magine the usual empty Tetris-
style collection screen, only with
a line running across the screen,
dividing it into two halves. Then,
‘rom the top of the screen, let-
‘ered blocks appear one at a
fime and, steered by the player,
are lett to sit on this dividing line.
8y moving the letters so they
combine to make three-letter or
more words along a vertical or
horizontal axis, the player is
rewarded with paints galore. In
addition, shown at the top of the
screen is a five or six-letter word,
and successfully copying this
rewards the player with an even
\arger bonus.
In addition to the stream of let-
ters which drop into play, bombs,
bottles of acid and dynamite also
falls into play, and are used to
fake out any unwanted letters to
a varying degree of effectiveness.
For what seems initially as a very
dull idea, Wordtris in fact proves

A B BN BN BN B BN A BN B B BN BN BN BN AN BN N N BN BN BN BN BN BN BN BN BN

THE
COMBATRIBES
BY:TECHNOS
PRICE:TBA

Yawn. Here we go again as once
more we are invited to don a
/Us-style sleeveless denim jacket
and matching frousers, before
engaging in a variety of scrapes
agoinst a series of punks and

- .-
BERSERIER
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extremely playable. Like
Tetris, the urge to improve
your score is always there,
as is the challenge of see-
ing just how many words
the Super NES under-
stands! My main criticism
of Wordtris, though, is i
can’t really warrant
spectrum Holobyte expect-
ing people to pay forty
quid for it plus the fact that
| also got big points for the
word “melps” - 12, With
Mario Kart selling for the
same price, the most I'd
pay is thirty. Still, parents
should love it, so see if
they’ll buy it for you!

A "Him, 1 onlyieed't B for fkjhgbkihad" thought Tom.

PRESENTATION 60%
GRAPHICS 58%
SOUND 73%
PLAYABILITY 85%
LASTABILITY 83%
OVERALL 79%

assorted street trash. Granted,
Combatribes’ baddies are differ-
ent from the usual Double
Dragon hoodlums - for instance,
killer clowns and rollerskating
rave-boys are thrown at the play-
er - but even these cannot help
this tedious drivel escape from
the realms of impending obscuri-
ty. One or two players are able
to join in the so-called ‘fun’, and
a secondary one-on-one beat
‘em up has also been included to
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& Whee! Ooh, me next, mistert @h; | think I'm going to be sick!
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liven up the action and add
slightly more value for money
Compared to, say, Final Fight
and even a weaker title like
Sonic Blastmon, Combatribes
favours badly. The moves are
slugaish ond it neyer reclly feels
as if you are in full'control of
your chosen character. In addi-
tion, the levels are ridiculously
short with the obligatory bosses
making an appearance as soon
as ten or more minions have
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been seen off. In short,
Combaftribes is a badly executed
beat ‘em up offering absolutely
no enjoyment ond is consequent-
ly best left for people with long
barge poles.

PRESENTATION 63%
GRAPHICS 61%
SOUND 83%
PLAYABILITY 48%
LASTABILITY 33%
OVERALL 46%
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ALIENS VS
PREDATOR
BY:1GS

PRICE:TBA

Quite easily two of the cinema'’s
greatest ever creature creations,
the acid-blooded Aliens prepare
to do battle with the heavily-
armed chameleonesque
Predators on the Super NES.
However, any ideas of a poten-
tially brilliant game featuring
loads of acid blood flying all over
the shop as the invisible Predator
blasts the Aliens and
Facehuggers is best forgotten
because IGS have created what
is surely the greatest waste of o
licence ever.

Donning the dreadlocks and
body armour of the Predator, the
player is charged with guiding
the intergalactic hunter through
a series of scrolling stages, tak-
ing on the piston-jawed Aliens as
they appear - yes, it's another

beat ‘em up! Set on a distant
mining planet, the Predator has
stumbled across a huge Alien-
infested base - just ripe for o
hunting expedition. However,
unusual for such a technologi-
cially-advanced creature, the
Predator starts the hunt unarmed
with assorted lasers and invisibil-
ity shields left scattered through-
out the base. As we wanders
through the bland levels, the
Aliens attack in groups of two
from either side of the screen.
Unfortunately, and bearing in
mind the beat ‘'em up stance the

programmers have opted for,
control over the Predator is limit-
ed to a small number of offen-
sive moves, none of which are
particularly impressive or origi-
nal. As a result, the action never
really gets off the ground and
boredom soon sets in as one
grey metallic cell is followed by
another.

It’s criminal to see such a licence
go to waste. When you consider
the quality of the films these
extra terrestrials came from. It's
appalling that so liftle thought

A Eek! Eek! It's a mousie!
Eevurgh! | want my mummy! Help!

has gone into the game’s design.
Graphically, everything is tickety-
boo, but that is the only aspect of
the cart worth recommending.
Even massive fans of the films
are going to be disgusted by this,
and the people responsible
should be hunted down and left
in a room full of Facehugger
eggs as a punishment.

PRESENTATION 61%
GRAPHICS 81%
SOUND 66%
PLAYABILITY 40%
LASTABILITY 34%
OVERALL 49%
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CONGO’'S
CAPER

BY:
PRICE:TBA

If this isn’t a tribute to Elite’s Joe
And Mac, I'll eat my dandruff!
Starring a very Joe-like
Neanderthal sprite, Congo’s
Caper is a veritable grab-bag of
clubbing and jumping action, as
the titular Congo makes his way
through a series of scrolling
stages. Armed with a club and
his incredible jumping prowess,
the basic aim of the game is to
avoid harm at the hands of scaly
feet of the numerous cavemen
and dinosaurs whilst simultane-
ously scavenging as many gems
and goodies as possible on your
way to the level’s exit.

The greatest problem with
Caveman Ninja was that the
action was too limited, but
Congo easily swerves any such
problem. As our hero wends his
way across the numerous land-

NINTENDO 94
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scapes, dozens of different ideas
are gradually added to the
gameplay - for instance, special
snakes wind a path across huge
chasms, allowing Congo to climb
across their bocks to get across.
In addition, the first major boss is
a large dinesaur, but before
Congo tackles it he has to

HIJHMHLL
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escape its clutches by pegging it
through a series of caves and
tunnels. In terms of graphics and
sound, Congo’s Caper hardly
breaks any new ground and,
despite the aforementioned
additions to the platform theme,
it's still far from a classic. Even
so, though, Congo offers a few

< Soon, Tom
Guise out of
Megatech was to
curse his lack of
observation.

hours’ fun, but don't expect any
long-term lasting appeal.

PRESENTATION 74%
GRAPHICS 82%
SOUND 73%
PLAYABILITY 73%
LASTABILITY 79%
OVERALL 75%



JEOPARDY
BY:GAMETEK
PRICE:TBA

For those of you whose happy
lives mean they never encounter
the banalities of daytime TV,
Jeopardy is one of the many low-

IS=

budget quiz shows you'll find on
before Richard and Judy ease
viewers towards lunch. That's
right, having stayed tuned
through Keynotes and Lucky
Ladders, Jeopardy differs from
those by giving the contestants
the answers and expecting them
to work out the questions - gosh,

ANDY PANDaA
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what innovation...

Gametek's version of Jeopardy is
based on the US's larger cousin,
and this Super NES game even
features the show's host who
has been digitised in all his
glory. Basically, Jeopardy is
played across a grid-like board,
which is broken up into cate-
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gories. Each of these is disployed
in a line along the top of the
grid, and is then divided into @
further five boxes, which detail
the value of each successfully-
answered question. Played
against two other players (either
computer-controlled or mates -
if you could find two mates who
would play Jeopardy, that is), the
basic aim of the game is to pro-
vide the questions to the
answers given and eventually
win more cash than your oppo-
nents. A cursor system is used to
piece together your answers and
whilst this is a serviceable
enough system, the problem
with jeopardy is that it is just so
dull. The number of categories is
also a little obscure, and | really
cannot envisage too many peo-
ple spending, say, forty-odd quid
on this and going away happy.
Avoid now, and thank me later...

PRESENTATION 67%
GRAPHICS 38%
SOUND 32%
PLAYABILITY 1%
LASTABILITY 40%
OVERALL 52%

TETRIS 2
BY:BULLET
PROOF
PRICE:TBA

For moon dwellers yet to have
met Tetris, it's a legendary com-
puter game, classic in its simplici-
ty and addictiveness. Versions of
the game have been firm
favourites on the Game Boy and
NES, and Bullet Proof have wisely
decided not to tamper with the
format too much for their new
super NES conversion.
The basic action invelves stacking
coloured blocks in a neat pile at
the bottom of the screen. Make
an unbroken line of blocks and
they disappear, prolonging the
game, which ends when the pile
reaches the ceiling. The single
player option lets you do this on
o series of pleasant backdrops,
ﬂﬂd offers lots of different diffi-
culty levels. High scores for all
the game variations are saved on
s bottery back-up. But it'Sthe’
‘--rovp!ﬂyer game that really
maokes this cart - it turns Tetris

into a combat sport! As lines dis-
appear from one player’s pile,
they stack up the opponent’s pile
- propelling him to a quicker
doom! The other variation is
called Bombliss, where stacking
red blocks produces massive
explosions. Although it initially
looks like a poor imitation, it
soon reveals its own subtleties
and requires a totally new strate-
gy to master. Tetris 2 doesn't
look brilliant, and sounds only
average, but what can you do
with Tetris after all? Suffice fo
say, it is one of the hottest games
in the office at the.moment, with
the worst culprits spending liter-
ally hours at a time on it. EVERY
Super NES owner would be a
mug not to have a copy.

PRESENTATION 86%
GRAPHICS 50%
SOUND 57%
PLAYABILITY 90%
LASTABILITY 88%
OVERALL 21%

]

'“

e

Gl - S

Lt BT

- - ey

T

-y

dﬂﬂﬂﬂjﬂJﬂJJUJJdﬂJuiﬁdJ

F

| =
—
-
_—
=:
T
=
ET
[
r"
-
| =)
[ ]
[ ot
=
rT

N ——————
irnunannﬂ1nnﬂn111111ﬁ11.

BT~ e )
I | 1__

‘"_"f s 1—:’._‘;.“_-_-“?*
SRR T O

AR RRELEREYERE

2R3E%NTD

O NINTENDO



o
H
host to a's of ingeni

these 100 [ orove | tardo
. romeo 5l'tecl

- detailed using some rat

nation.

plan to release Bob s
fich/April, so a revie
N the next two issue

A Mind the osmium bow orrangement, Morlon.

® PRICE: TBA
® BY: EA

® PLAYERS: 1
® MEGS: 4

A Bob regretted troding in his C5 for the new Messerschmidt bubble cor. Curse the lack of reverse geors!
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 refugee camp of Bassett's Mly Babies, lmnh*hif-
| hurm ,?Zr nc i peace in their little settlement.

T [ s all shattered when a pushy witch moves
_into the adjacent volcano and starts customising
: f_f': pe into a snow kingdom. Loving hus-
| ra, with jelly wife and baby, has no
» grab his pitchfork and chase the
orf his laaaand’.

ng the witch proves far from easy.
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Yet another Formula One motor-
racing game, this time from the
Varie Corporation. F1 Hero carries
a rather heavy license from FUJI
Television in Japan, no less, and
looks as though it may even beat
MAN grand Prix to the prize for
‘in-game features. A more
onal Grand Prix, cock-pit
ation style is adopted here
WMode 7 capabilities of the
iare put to use in the
ore convincing
e experience.
or difference between
srand Prix titles pre-
2 is the two-player

make, thwgh there are plenty of
dire one-player racers back-firing
on the console circuit too! Is this a
winner or is it the pits? Find out
&) soon whenwe hope to bring you
the full story...

An unusual new motor racing

game is revving up for release

on the Super NES courtesy of
HUMAN, the team responsible for
iy Super Soccer amongst other
acclaimed sports simulations for
other systems. HUMAN Grand Prix
o is a two- pluﬂn lpm-m affair
that incorporates some marked

differences to the usual mqut;i‘-}-'-;‘;‘;.'

oy

fo such games, mlulﬂ_y thl*m

ing system. Rather than mm
accepted '"WIWM“ oe :
wheel first person b g R

« Overtake the purple cor in front af top speed whilst

keeping on eye on the gear chonge necessary for the
upcoming chicane thus allowing you fo foka pole pesi-
tion and win the race, overtake the purple car in front

o fop speed whilst keeping an eye on the gear change

- necessary for the upcoming chicone thus allowing you !

take pole position and win the race you fool!

- PRI(E 'I'Bﬁ
® BY: VARIE CORP.
® PLAYERS: |
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'i PRICE: TBA
© BY: HUMAN
& PLAYERS: 2
& MEGS: 4
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Well, alright, maybe we are a teeny bit

influenced, but let's face it, what other

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?
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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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® Sales figures are fine - if you're a market researcher, but
what you, the reader, really wants to know is what games

are currentily sending us NM5S-types into spasms. To this end,
we have compiled for your viewing edification, the first offi-
cial NMS staff chart. Get your reading gear round this, then...

NVIS STAFF CHART

STARFOX (SNES)

You won't be able to play it for ages, but we’re so hard that we’ve had
it in the office for yonks! A splendid title which gets its first review in
this very ish. You lucky people!

STREETFIGHTER 2 (SNES)

What else needs to be said? Near-perfect conversion of the coin-op and
all round good time guaranteed for all. Absolutely essential, and if you
don't know that by now we're not going to bother telling you again.

CYBERNATOR (SNES)

Packed with detail and ultra-vioclence, this is the game that puts the
“wet” in mass destruction. Devastating!

SUPER TETRIS (SNES)

Not much to look at but BIG in the playability department. In particu-
lar, Bombliss has gone down a riot in the NMS office, and we're play-
ing much more of the game than we should.

SUPER STAR WARS (SNES)

Perhaps the greatest and best-looking platform/arcade adventure yet
with music and effects worth the price of the cart alone! We’'ve had it
for ages and we still play it - high recommendation indeed!

KIRBY’S DREAMLAND (GAME BOY)

Perennial office favourite, and one title that never fails to bring a EA “
smile to Paul’'s normally stony features. One of the best platform ' -

ames for the Game Boy. From the same lot that gave you Mario. : L PAEREASEA
9 y ™ ot 2, S PO TR

TINY TOONS (SNES) e

Eeh, it's just like an interactive cartoon! A fine game with enough vari-

S
Y .
L

ety to keep even the most hardened platformer interested. The only |
game we've ever come across with a skipping level! 1? =

This one’s a little further down the chart than usval thanks to people ﬁg _ " @
borrowing the cart and not bringing it back for days, but still played - '
lots when it is here.

KI KI KATAI (SNES)

A fab game that is set to appear on these shores as the appallingly-

titled Pocky and Rocky. One which breathes new life into the shoot ‘em
genre - and you get to play a raccoon as well!

ALFRED CHICKEN (GAME BOY)
A bit long-winded but still great. Once again, given the NMS treatment
elsewhere in this here very magazine.

AT LIRSl s



NINTENDO MAGAZINE SYSTEM

GAME INDEX

This is the NINTENDO
MAGAZINE SYSTEM
Game Index. Each
month, you’'ll find a
comprehensive guide
fo just about every
game available for
each Nintendo sys-
tem, be it Game Boy,
Super NES or NES.
Each month we’ll be
vpdating the Game
Index, adding in
every game
released. If ever you
want the impartial
lowdown to any
Nintendo game, you
know where to come!

8-BIT

ADDAMS FAMILY
Quite o jolly little platform game, but the prob-
lem is that it offers very little in the way of new
or exciting ideas, There are plenty of games of
this ilk, so shop around before making a pur-
chosing decision.

OVERALL 71%

ADVENTURE

ISLAND 11

The NES answer fo Wonderboy, Adventure
Island Il is a jolly, but ultimately unrewarding
scrolling arcode plattorm gome in which you
guide the hero across a variety of hazard-
pocked londscapes.

OVERALL 71 %

ADVENTURES OF

LOLO

Intriguing puzzle game which certdinly packs o
chulFunge ﬁ:t doesn't feature much in the way
of achon and vanety. Definitely one for those
who like the poce of their gomes sedate.

OVERALL 74%

AIRWOLF

Take control of Stringtellow Hawke's as-seen-
on-TV attack helicopter, and zip around the
skies, trashing airborne enemies, There's not o
greot deal fo this game, but the graphics and
sound are okay and the gomeplay, though not

particularly original, should prove enjoyable for
tans of the TV show.

OVERALL 75%

BAD DUDES

Hopeless conversion of the beat ‘em up coin-op
befter known in this country os Drogon Ninja.
Dreadfully flickery graphics and a low challenge
level hammer the noils into this one’s coffin.

OVERALL 39%
BALLOON FIGHT

The aim of Balloon Fight is simplicity itself!
Boasting gomeplay similor to the classic Joust
arcade game, it's your job to fly around the
screen descending on enemy sprifes and bursi-
ing their balloons, while guarding your own
trom attack. Even though there's simultoneous
two-player action, it all grow dull very quickly

OVERALL 74%

BATMAN

The Joker is causing frouble in Gothom City,
and there's only one body-stocking wearer who
i5 superhero enough 1o stop him - the Batman,
There are 20 plotfarm levels to beat, ond
though the initial difficulty level is set quite
high, the gameplay is oddictive enough o keep
you coming back. All in oll, o first class game.

OVERALL 92%

BATMAN Ili:
RETURN OF THE

JOKER

Superb-looking ond greot-sounding platform
gome which completely foils to offer anything
new ond so renders itself redundant in the foce
of ;Iussi_ci like Super Mario 3 and the Megaman
series,

OVERALL 78%

BATMAN RETURNS
NEW

He thinks nobody's noticed yet, but Batman's
incrcusing presence on the NES is becoming
more and more obvious! The Dark Knight just
about gets away with it this time around with
another platform romp through Gatham City.
The attrocious graphics are mode up for with

ood ployability ond some difficult odversaries
gter on.

OVERALL74%

BATTLE OF
OLYMPUS

Run around the horizontally scrolling levels thot
aré Ancient Greece, solving vanious puzzles and
beating up mythological beasts in this worth-
while RPG, The only gripe we have with this is
that it's a bit lacking in the action department,
making Zelda Il the definite RPG to go for.

OVERALL 79%

Nintendo Baseball has a number of faulls in the

gomeploy department. The actual pace of the
game is relatively slow ond a tod unresponsive.
The graphics are cack too. Not recommended.

OVERALL 60%

BEAYOU BILLY

Unusual mix of gome types which also features
a light gun sequence as you drive, run and
shoot your way through a vanety of different
screens, Fun, but not an essential purchase.

OVERALL 79%

BIONIC

COMMANDO

Super Joe Crock, the stor of Commando
[Copcom’s old coin-op hit} has been coptured
behind enemy lines, and only the Bionic
Commando can save him by fighting through
many platform end shoot ‘em up levels. This
gome octually has levels that weren't in the
coin-op, but the high difficulty level could put
some ployers off

OVERALL 81%

BLACK MANTA

A mysterious bunch of criminals malodepts
have kidnopped o load of kids for some reason,
and your mission in this game is to foke on the
mantle of the Block Monto and dust some mon-
key ass! The gomeplay is varied and fun, but
the graphics just really aren't up to scratch.

OVERALL 80%
BLADES OF STEEL

Don't be misled by the title - this is an lce
Hockey simulation with a mini beot ‘em up
included when things gef rough on the pifch!
Multiple skill levels nng different options keep
things interesting for solo ployers, but the
excitement is of maximum with two ployers of
the controls. Overall on excellent sports gome.

OVERALL 85%

BLASTER MASTER

Serolling mazes and scrolling shoot ‘em up sky-
larking meet head on in this completely fobu-

toad) has fallen down o big hole, so you've
decided to follow him in o quest info the
unknown. Bloster Master has loads of different
levels fo explore, olong with highly addictive
action, making for yet another essentiol
Nintendo purchase

OVERALL 21%

BATTLETOADS

Join Rash, Zitz and Pimple - the Battletoods!
These dudes ore ouf fo smash the evil Dark
Queen over o number of beat 'em up and
shoo! ‘em up levels, Battletoads is a truly out-
standing piece of software, with brilliant groph-
ics, stomping sounds ond ulira-oddictive game-
ploy. Rare come up trumps AGAIN with another
essential Nintendo game!

OVERALL 91%

BASEBALL

One of the most popular sports of the United
States hits the NES! All of the fun and excite-
ment of Baseboll is here, but unfortunately,

BLUES BROTHERS
Grotty platform gome in which you guide the
Brothers around the landscope avoiding things.
It's boring, inane and the grophics aren’t much
cop.

OVERALL 40%

BLUE SHADOW
Excellent plotform gome with Ninja combat-
style overtones. Great graphics and plenty of
action make this one thai combat fans should
look out for.

OVERALL 88

BOULDERDASH
Join the little miner known as Rockford who's
stumbled on a number of diemond-crammed,
scrolling m*;_lr::'i;l;ﬂs, He needs your fiL’:Ip o
hole us stages, collecti
Mnnd Fhﬂm:‘ullim;[ rocks. s
Boulderdash is a fab, faxing and eriginal gome
thot's destined fo become o Nintendo classic.

OVERALL 90%

lous cart. Your best friend (that hoppens to be o

A BOY AND HIS

?’B!-ﬁ% whase blob-like pal can ¢h
ou're ob-like pal can change
into o number of interesting shapes and objects
ust by feeding him jellybeans {I). This comes in
L{: for solving the many plotform-relafed
yzzles that foce the boy as he attempls fo save
Einh-kirﬂ from an evil dictator. Fast, tun, ongi-
nal and foxing, A Boy And His Blob is skilll

OVERALL 91%

BUBBLE BOBBLE

Bub ond Bob, the bubble-blowing dinosours are
tropped in 100 meanie-filled platform levels.
Luckily, the lads can neutralise the beasts by
copturing them in bubbles then pup?ing them
to turn them into fruity bonus points! The
graphics are a bit flickery, but the skill gome-
ploy mores than maokes up for it. A superb coin-
0p conversion.

OVERALL 89%

BUCKY O HARE

Poor old Bucky, for his gome is a sad case of
mediocre everything in the way of
platform/shoot em ups everwhere. When you
consider the massive range of similar titles
avoilable for Nintendo's wonder machine this
isn't a tempting enough carrof, or letuce for
thot matter, to warrant purchase.

OVERALLT72%

BUGS BUNNY'S
BIRTHDAY

BLOW-OUT

The 50-year-old cortoon rabbit crops up on the
NES in 0 game where he collects tons of carrots
and traverses platform levels in order to reach
his birthday blow-out. This game has all the
Loony Tunes villains, but untortunately the
childish graphics, jerky scrolling and simplistic
gameplay do this game no favours.

OVERALL 35%

BURAI FIGHTER

It's fime 1o jet off into deep space and foce
those evil oliens on their home grounds, This
horizontally scrolling shoot “em up is a good
challenge, with plenty of destruction to spice up
the gameploy. It could prove o bit hard for
novice players, although the majority of you
should find this fo be o decent bloster well
worth considering.

OVERALL 79%

CALIFORNIA

GAMES
Make the siors of Beverly Hills 90210 look like
anorak-clod troinspotters by toking part in the
ﬂhmiﬂ GumE;ﬁHu!f I::dpun,f , Flying
isk, Footbog, ng o r Skahing ore
the events included in this skillful Nintendo
package. Great fo play with friends, Colifornia
Games is an essential buy,

OVERALL 21%

—— -

CAPTAIN PLANET
Don the dounting mantle of the environmental
saviour of the world, as he bottles to save the
warld from environmental pellution, while res-
cuing o few seals and elephants info the bar-
gain. The sub-levels of this game are a mixed
bag. The shoot ‘em up levels ore for o difficult
while the scrolling explorafion bits ore a doddle.
The pockage as o whole is unremarkable.

OVERALL 56%

ﬁ



NINTENDO MAGAZINE SYSTEM

GCAME INDEX

jr CAPTAIN SKY-
HAWK

om the us Coptain as he flies around
sectically scr shooting levels and

 ABerburner-style st is is another skillful

Rare game that ﬂma:f. appeol fo Husiing_ fons,
=hough shoot ‘em up experts may find i o tod
ec3Y,

OVERALL 90%

CASTLEVANIA

smon Belmont is on the trail of Count Dracula,
“ne gome ifself tokes the form of a vast plat-
wrm odventure set inside Drac's costle which
=mon explores, punishing any undead types
with his trusty whip. The audio-visvals aren't
sunning, but the action is obsorbing for a long
wmuie. Try oul the sequel first though.

OVERALL 80%

CLU-CLU LAND

One of Nintenda's early efforts, Clu-Clu Lond is
2 sort of PacMan clone set in grids of dots.
=owever, unlike in PacMan, the idea in Clu-Cly
.ond is fo direct your fish f} between the dots,
and thus reveal lines which make up o sort of
wwoist join-the-dots picture. The simplistic
gomeplay is fun, but soon grows quite boring

OVERALL 62%

COBRA TRIANGLE

E ke ﬂ'i&:ﬁ'leelg?: sur wmd_ i ond ?EE
pour rough 23 roces of isometric
Iﬂb“rwhm‘ each with o different challenge.
Cabra Triangle hos it all. Grnm'?ruplncs, ecent

. und, but above oll amazing playability,
4rother classic from Rare that deserves to end

9 I your collection.

"OVERALL 94%

CRACKOUT

JHerly dire Breakout clone which fectures
screens ond screens of tedious bat 'n’ ball
‘action”. The graphics and sound are both

poor, but it's the utterly boring gomeplay mokes
*us one fo avoid ol oll costs,

OVERALL 21%

DAYS OF
THUNDER

Jump into your NASCAR racer and burn around
2 series of tracks with no right turns whatsoever
n this NES  conversion of the embarrassingly
awhul Tom Cruise movie. The grophics are okay
out there's no real variety in them ot oll. The
gome iself is slow, tedious, annoying and frus.
srating.

OVERALL 39%

DEFENDER OF THE
CROWN

Take o fime warp to medioeval England ond
sttempt to become king by toking over various
sernifories in this strategy game with arcade
wib-levels. The problem here is that the strategy
game isn't involving enough and the arcade
s just don't cut the mustard of oll. Leave this
on the shelf in the software shop, where if
2elongs.

OVERALL 59%

DEFENDERS OF
DYNATRON CITY

NEW

what o weird and wonderful game this license
would have made. Sadly the reality is the com-
plete opposite: A dreadfully dull half shopping
seree/half shoot em up making a mockery of
tharocters that, however foolish, didn’t deserve

this treatment.

OVERALL36%

PIGGER T ROCK

Al first glance, this gome looks like being o
thinly disquised Boulder Dash clone, but on
closer examination if turns oul to be an action-
packed arcade puzzler that's highly recom-
mended, Excellent graphics and swingsome
sound ore the icing on the cake,

OVERALL 89%

DONKEY KONG
Oh no! Manio's girfnend has been kidnopped
by o crozed gorillo! It's up to the Halion

lumber fo conquer four different leve's of plat-
orm oction. Donkey Kong 15n't o bad coin-op
conversion, but the original itself is yeors old
and four screens of arcode action simply isn't
enough to warrant the price fog

OVERALL 45%

DONKEY KONG
JUNIOR

Donkey Kong Junior's out to rescue his Dad
from Manio's clutches in another four-screen

latform romp, this time set in the jungle. Just
ike it's predecessor, Donkey Kong Jnr isn't o
bad conversion with o bit more vanety than the
onginal game. Unfortunotely, Four screens’
worth of achion just isn't enough to give the
player value for money.

OVERALL 46%

DOUBLE DRAGON
Your girltriend's been kidnopped by Mr Big -
the evil crime boss| It's down o you lo kick the
excrement of his cronies and then foce up to the
boss in the final confrontation. This gome isn't o
bad conversion, but the sequel has superior
graphics ond gameplay.

OVERALL 75%

DOUBLE
DRAGON 11

Deor oh dear. Your girlfriend has been gunned
down by o revenge-crazed Mr Big, Therefore,
it's down to the Double Dragons to go ond kick
some ass again. This conversion is a 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

Accloim's third Double Drogon gome contoins
oll the scrolling beat ‘em up mayhem you'd
expect, along with more characters fo control
and lorger levels. Unfortunately, the gome is
just too difficult to be worthwhile and the plod-
ding response fime doesn't help matters much
gither.

OVERALL 65%

POUBLE DRIBBLE
Mediocre basketball game which just about
supplies enough slomdunking thrills and spills
to please ardent basketball fans.

OVERALL 70%

DRAGON'S LAIR

Dirk the Daring's darling Daphne hos been kid-
napped by a big dragon and faken to his lairl
Pausing only 1o grab his doggers, Dirk gives
chase by entering the side-on scrolling costle -
but many frops and meanies owail. Drogon's
Lair has excellent grophics, but the remarkobly
slow, plodding gameplay and unresponsive

controls make this one to ovoid.

OVERALL 21%
DR MARIO

Mario's bock in o Tetris-inspired puzzle gome
which sees him chucking different proteins info
a beaker in order to make all the nasty viruses
disappear. This is quite easy fo begin with, the
oction gets meaner as you progress making for
a truly exciting test of your reflexes and broin
power. One of the best puzzle games for the
NES.

OVERALL 88%
DROP ZONE

This 15 o reol classic! 's o solid blast that owes
much of its gomeplay to the equally brilliont
Deftender. You can’t get the latter on the NES
but you'd be fools !D?ﬂt this one foll through
your grasp!

OVERALLEBT%

DUCK HUNT

There's not much you con say about this game
Dust off your Zapper gun and plug this cart in
and you'll be cunmmled by wave upon wave of
ducks, just wuilin% to be blown owoy with your
hne Zopper gun. The grophics are quite cute,
but just shooting off with your photon firearm
isn't fun or voried enough fo be worthwhile

OVERALL 57%

OVERALL 58%

FAXANADU

Fairly involved RPG/platform gome which cer-
tainly offers plenty of depth but doesn't feature
much action and excitement. Try it out if you're
ofter something different.

OVERALL:OVERALL 79%

FOUR-PLAYER
TENNIS

Great tennis game which, as the fitle suggests,
allows up to four ployers to simultoneously par-
ticipate (os long as you have the Four Score
adaplor). Well worth checking out if you own
such a device.

OVERALL 85%

GALAXY 5000

Speed around pine different isometric 3D trocks
in this mege-fast, highly thrilling road race of
the future. The graphics ond sound are both
fop-nofch, ond although the scrolling's jerky
you don't nofice it in the thick of the action.
Simullaneous two-player thrills are the icing on
the superlotive confechion-reloted item,

OVERALL 91 %

DUCK TALES
Guide Serooge McDuck through many scrolling
Ehﬁﬂl‘m levels in o bid to save his massive

ank balance from a fate worse than Gary
Harrod's financial offairs. This gome features

excellent carfoon graphics ond very enjoyable
gomeplay. Once ogain, the NES comes up
trumps with o skill plotferm gome. Hurrohl

OVERALL 207%

GAUNTLET 1}

Guide your medioeval charocler through the
hozard-ridden scrolling mazes, dishing out
death to the legions of evil minions that attock
you, With oll the graphics, aameplay, sound
ond speech of the coin-op, this release is o fab
arcode conversion well worth investing in.

OVERALL 90%

ELITE

o =

Fobulous, sprowling 30 spoce froding gome
has liferally months of play in it - if you enjoy
this sort.of thing. A brilliant release that must
be looked of

OVERALL 921%

EXCITEBIKE

Vroom! Get your leathers on ond ge! ready o
burn down one of fne bumpiest motorcydle roce
tracks in history! The honizontal frack scrolling is
very nippy, providing o good feel of speed, but
Excitebike’s grophics ond sound ore o bit wob-
ply. However, these inodeguoces only serve to
make the whole game more of a lough! very
.:hgim-ng ng and well worth o 'II']".

OVERALL 84%

FELIX THE CAT

Felix is cursed with that dreaded platformitis
disease and discovers himselt as the star of yel
another plotform game on the NES. Rather than
base the gome on Felix's original black and
while cortoons Hudson have developed the
gome from the recent feature length hilm. The
game is imoginotive ond funny but ulfimately
shortlived as it is very easy.

OVERALLZ71 %
FESTER'S QUEST

The Addams Family has seen something of o
revival lately, and this NES gome stars the tal-
ented Uncle Fester on o scroll-around quest to
save the Earth. The graphics are samey and
functional, but the sound is ace with a groovy
remix of the Addams Family tune. The game-
ploy though, verges on the tedious after only o
couple of sessions

GHOSTBUSTERS I}

Once agoin, it's ime to bust those ghosts in o
series of sub-levels inspired by the spooky, and
yet voguely amusing film. The problem here is
that the graphics are a mite cacky, ond eoch
mini-level does nothing lo recreate the atmos-
phere of the film on your NES. All in all, o vopid
gome that's only fun for a very shorl while.

OVERALL 57%

GHOSTS “N”
GOBLINS

Sir Arthur was enjoying the canoodling compo-
ny of his Princess when suddenly an evil devil
kidnapped herl So he's got to run along
wrolling levels, dusting undead sprites in
preparation for the final conflici! This conver-
sion boasts limp graphics and sound. The
response is dodgy and the gomeplay frustrat-
ing. Leave this well alone.

OVERALL 55%

GOAL!?

The curse thot hits NES soccer games claims
another victim with the shambling debacle that
is Jaleco's Goall Featuring an ineffective iso-
metric viewpoint, stick-men sprites and
extremely annoying action, Goall is best left
alone.

OVERALL 33%

GODIILLA

What could have been a brilliont monster-
based game of destruction and moyhem is in
fact a ghastly scrolling plodalong which suffers
dreadful flicker and frustratingly owkward
gameplay.

OVERALL 41%

GOLF

As for as Golf games go, this Nintendo effort
offers no surpnses. Simply foke your golfer
around the video course, select your club, judge




NINTENDO MAGAZINE SYSTEM

GCGAME INDEX

your shot and try to hole the ball. The graphics
and sound aren’t exactly spectacular, but this
cort offers a very challenging, ployable round of

golf. Recommended to golfing fans.
OVERALL 76%

GRADIUS
mmﬁ Mm?ﬂi:nmﬂully
ng ‘'em power-y
and levels of the ogeing b cﬁop.ﬁndlusﬁs
1 fun fo rum:l ranks as one the greatest
availoble for the Nintendo ulﬂqg’ﬂ‘lih its
sequel, Life Force, If you're an NES laser-death
fanatic, seek out Grodius immediatelyl

OVERALL 20%

GREMLINS 11

Take a trip info the scroll-olong blasting zone,
this fime accomponied by those irrepressible
Gremlins. Progrommed by Sunsof, this
Gremlins-inspired blasting game is packed with

decent ?mphbﬁ, awgsome sound ond 1 -nr.ﬂ:h
ployability. Yet another good exomple
Nintendo shoot ‘em up.

OVERALL 87 %
GUMSHOE

Play a privote eye (complete with trilby and
trenchcoat) in this platform-based crime buster.
Gumshoe has to cross numerous Mario-esque

levels to track down the villoin of the piece. This
Lopper gun gome has excellent grophics and
some jaunty tunes bocking the oction, but the
simple achion grows dull very quickly.

OVERALL 68%

GUNSMOKE

There are some no-good outlaws in fown, so
you're going fo march around the vertically
scrolling orea blowing away all sorts of mean
hombres, The coin-op was pretty mediacre, but
this NES conversion is quite good fun. It's get-
h'n? on a bit though, so blasting fons would do
well to check out @ more recent shoot ‘em up.

OVERALL 69%

HIGH SPEED

Great conversion of the Willioms pinball table
olong similar lines to Pinbot. Worth a look if
you're a pinball fan. If not, you might find the
oction o fod repetitive.

OVERALL B82%

HOGAN'S ALLEY
Plug in the Zopper gun and get ready to pump
some villains full of pholons. This target-shoot-
1ngg|:|m-u s you at one end of a shooting
criminal cut-outs spinning around
r.ﬂ 1he other end. Though this is graphically
quite nice, Hogan's Alley’s gnm&pkuy i§ very
limited and most of the gome's options seem fo
be exhousted after o few sessions’ ploy.

OVERALL 60%

HOOK
Unoriginal platform 1; @ which sports nice
ics but is sodly let down by lack of oction

large areas in which there's very little to
do.

OVERALL 62%

THE HUNT FOR
RED OCTOBER

The fabulous Sean Connery movie surfoces on
the NES os o horizontally scrolling shoot ‘em
up. The gome itself is fun 1o ploy with o
nice sense of inerho on the sub. The problem is
that the graphics look rather miunhle ond the
soundtrack is one of the most discordant, jar-
ring monstrosities ever lo plogue the Hmtandn

Bear with it though, and there's a foirly decent
game to be uncovered.

OVERALL 64%

HYPER SOCCER

A reasonable football game, which although
nowhere near as bad os the grotty Goal and
the noff Nintendo World Cup still fails to gener-
ate much in the way of soccer excitement.

OVERALL 62%

ICE CLIMBER

Ice Climber is o pretty basic gome, the object
being fo control your Eskimo to the top of each
vertically scrolling level while keeping an e

oul for enemy sprites. This was one of the first
NES releases ond has primitive grophics, sound
ond gomeplay. Even the simulfoneous two-play-
er oction 't stave off the tedium.

OVERALL 58%

IKARI WARRIORS
Armed with just their machine guns ond o stosh
of grenodes, the ployers must guide their on-
screen heroes through vertically scrolling enemy
sirongholds and blow everything up. This con-
version has crap graphics and poor scrolling.
The response is poor and the gameplay frustrot-
:.Eg. Even lkari fons will be disappointed with
15.

OVERALL 48%

IRONSWORD
This follow-up o Wizards and Warriors is simi-
lar to its predecessor, with plenty of platform
action and sword-slashing thrills. The main
probiarn with this game is that the gomeplay is
h, ond coupled with the rather inspir-
mg gru ics, there's not much of an urge fo see
the next level. Ironsword is above average, but
not totally amazing.

OVERALL 77%

ISOLATED WAR-

RIOR

Become the lsolated Warrior as he runs up the
isometrically scrolling 3D bockgrounds, blasting
enemy sprites with his multi-purpose weapon.
Isolated Warrior is o great shoot ‘em up pocked
with top-nolch shooting excitement,
Unfortunately, this is marred by the fact that it's
very easy fo complete.

OVERALL 80%

KICK OFF

Once ogain, the evil hex that plogues NES soc-
cer simulations strikes agoin in this conversion
of the greatest computer football gome ever.
Kick Off retains all the brilliant options of the
Amiga version, but the game logic is sadly lack-
ing and there’s plenty of minor bugs conspining
fo ruin the game f0o. A great shome ond o
major disappointment.

OVERALL 36%

look at some of the more modern plotform
gomes around, this doesn't compare too well.

OVERALL 68%

JACKIE CHAN'S

m” KUNG-FU
(s foremast martiol arfs expert fokes

Iulhe Sin o dgnﬁmmdhtsnher

m

This is @ great scrolling
beat ‘em mmn and rousing
tunes. I's extremely f em-nwﬂhmw
levels o conquer. BM]'

OVERALL l-:l %

JACK NICKLAUS
GOLF

The immorial Jack Nicklous hos endorsed whal
turns out o be a 3D golfing simulation thot
slow, jerky and bug-ndden. Add these incredi-

bly annoying factors with the ;I:mhehc graphics
and miserable sound and we have a golf simu-
lotion that's even over-shodowed by the ancient
Nintendo Golf!

OVERALL 48%
KICKLE CUBICLE

This game is rather similar fo Adventures of
Lolo, in that you run around a single-screen
maze pushing blocks and squashing meanies.
Kickle Cubicle would be on excellent puzzle
cum oction game, but it's jus! too easy 1o com-
plete.

OVERALL 72%

KUNG-FU

This game weighs in as a conversion of that
ogeing Dofo East coin-op, Kung-Fu Master
[remember that?). There are four levels of hon-
zontally scrolling baddie-bashing included in
this Nintendo translation. This might not sound
a lot, but the tough, challenging gameploy |
quite o lough. Worth a look tor beat ‘em fans.

OVERALL 72%

LAFE FORCE
o e A
A vert an
:ulmg action. It :ﬁ just the smart scenery
aliens that set Life Force apart

and amazing

from other Nintende blasts. With its amazingly
oddiclive destruchive uc‘-ll-::n AND fwa-
action, this is one ace ‘n’ skill shoot ‘em up!

OVERALL 92%

Kabuki's oriental hoi |
mh:?:um% hu;;rﬁr]wfhﬁd;:

OVERALL lﬂ% _

KIiD ICARUS
It's cutey platform gome fime as you guide Kid

lcarus against an army of baddies whu are tﬂ!
dying to clip his wings. lt's prety gn-ud fun,
the graphics are rather dated, and when you

LEGEND OF ZELDA
This was Nintendo's first RPG, but its simple for-
mat mokes it far more occessible than most
games of this type. With its battery back-up, this
game should provide hours of enjoyment for
anybody, so even though it's one of the more
expensive carts, it's well worth a look

OVERALL 86%

LEMMINGS

The 16-bit masterpiece of mind melding mion-
ders over lo the NES. Lemmings has o reputo-
tion to uphold and Nintendo’s 8-bitter does it
much justice. It's not the best conversion avail-
able 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
welr Iumhcll'-und w::rﬂ;‘?un but offers noth-
ing that hasn't already been seen in o plotform
game of this type.

OVERALL 79%

LOW-G MAN

Once ogain, we're oll oboard the last train to
Plotform Central, with Low-G Man (so called,
because he can jump incredibly high). This
gome has jerky grophics and wobbly sound, but
somehow the urge fo see the next level is very
high indeed. Although not an essential pur-
chase, give Low-G Mon a good, hard look.

OVERALL 84%

LUNAR POOL

An enlertaining ideo - funny shoped pool tables
- and it's certoinly fun for o while. But af the
end of the day, pool is pool und unless you're o
big fon of eightball, this one's novelty will even-
tuolly wear ?I

OVERALL 75%
MACH RIDER

This is an early Rood Blasters clone, in which
you have to drive your motorcycle down numer-
ous strefches of highway, zopping any of the
other aggressive drivers who ge? In your way.
The nl‘h-:ml NES Road Blasters conversion isn't
really up to much but this lookalike is even
worse, The graphies ore loughable and the
gomeplay extremely dull. Leave this well alone.

OVERALL 36%

MANIAC
MANSION

Lucashilm’s first icon-driven adventure is a real
clossic. It's got great graphics, extremely involy-
ing gameplay and logical puzzles - things which
its competitor, Shadowgate woetully locks.

Manioc Mansion is a worthy NES rchus.e but
the high price log (oround ES-D.'I]'D} is a bit of 0
bum rap.

OVERALL 89%
MARBLE MADNESS

In this Rare conversion of the brlliont Atari
coin-op, you guide o marble around six differ-
ent isometrically scrolling courses, dodging
many bizorre hozards. The programmers have
produced o coin-op conversion thot's as close o
the original as is possible with the Nintendo.
Only the lack of levels is the slight downer.

OVERALL 85%

MARIO BROTHERS
In this single-screen plotform game, Mario and

Luigi (this is o one or two-ployer game| huue to
run around punching the gantries under th
critters 1o knock them on their bocks, and 1h=-n
jump up to the some level and boot them off-
screen. It's a nice, cule, simple gome, but only
truly worthwhile in two-player mode.

OVERALL 83%

Mlﬁl““

1's down to ﬂ'l'qu.lgh six levels

of incredibly addictive nm g platform action,

hlu:th'-g meonies. Each level is guarded by o
fobotic end-of-level boss. Mego Man

s ong of the mosd difficult, and yet shill reward-

ing platform games availoble for the NES.

OVERALL 922%

#:ﬂ?wa back !‘:r. ll'llﬁ:’!f slo
¢ is pping at
the hands of the world’s grecfest hero,
Nm&lnl This boils down fo more in :redlhl
Hﬂmillng orm achion. Although |1 5
not as hiti:m le os M prequel, bﬂ i
boasts f mes
u:I the same m mmmﬂm p?l:.
chose.

OVERALL 93%

_
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METAL GEAR
e grophics and ulfra-violent gameploy make
s an inferesting game fo play, but only for a
g Iliun'tsnultnbernureniugiunimme
game than a shoot ‘em up, ond the unchanging
wanery of tanks and buildings makes one
smwen look pretty much like another. Not o
game to put high on your shopping list,
OVERALL 52%

METROID

wetroid 15 a graphically impressive, very cleverly
at-together arcade odventure with lots of
wsuol features fo keep things interesting. f's
2 bugl'il und ardent platform/odventure
=T

OFEHAII 80%

OVERALL 45%

PINBOT

Rore’s conversion of the Iﬁ' Williams pinball
'"mu mﬁm}ﬁn b?"x:r hng

n 'ﬂ 0 na it
:a:n:ulﬂli p-lﬁﬂ.,mhlmmm along
with hn'ﬁuﬂ playability, this is one fobbo game!

OVERALL 90%

MIKE TYSON'S

PUNCH-OUT!!!
'ﬁ ifs gl“parh grq;-iub: and playability, Punch

ng game i seen on
-5 W

ihon to your

v which
* mght we mmdaﬂng ppened fo
wikg..,

OVERALL 94%
MISSION:
IMPOSSIBLE

" viewed-from-obove maze game with espi-
smoge overlones costs you as a secrel agent,
2wt fo overthrow o subversive world-threatening
srganisation. The graphics and sound ore both
wry effective, and the gomeploy itself is oddic-
s and whole lot of fun. Highly recommended
OVERALL 86%

NEW ZEALAND

STORY

*20r old Tiki - all of his kiwi chums have been
sdnapped by o bloated Walrus! So, Tiki needs
wsur help in running around the platform levels,
#eofing meanies and rescuing kiwis! This con-
wersion 15 visually very similar fo the Taifo coin-
= and the sound is actually better!
fortunately, the gome is just too easy fo com-
e

OVERALL 79%

NINTENDO

WORLD CUP

“here's something of a curse on the poor old
Nfendo when it comes to soccer games.
Setendo World Cup is a dire shambles, with
weod, flickery grophics, warbling sounds and
wry imp gomeplay. Even when ploying with
=ur player with the Four Score odoptor,
Ssrtendo World Cup is o sod digitol interpreta-
an of soccer.

OVERALL 33%

PAPERBOY

wade your paperboy through seven levels of
x=ailing isometric moyhem in this conversion of
®= pensionable Aton coin-op. Paperboy
“Seasts” reforded, infontile graphics, grotesque
=sour schemes, a booming cocophony of
wunds and l'n.rsrmﬂng gomeplay. The awful
msponsiveness is yet another nail in the MFI-
ity coffin. Avoid!

OVERALL 30%

PINBALL
" 5 0 real Nintendo oldie, and hos been
mmpletely eclipsed by the immeasurably supe-
war Finbot, which is based on a real pinball
mme. Unless you're after o particularly substan-
s pinball game for your Nintendo, avoid.

This conversion is a good translafion of the
original coin-op, but it's the coin-op's simplicity
that severely limits Popeye's of lastabili-
ty. It'll keep you busy for a while, but unfortu-
nately, the novelly soon wears off.

OVERALL 67%

POWERBLADE

I's o return fo Platformsville, Arizona in this
scrolling gome with shoot 'em up elements,
Although Puwerhlude is exceptionally unorigi-
nul the gr wﬂuncs and sound are fine for this sori
{ really gives Powerblade ifs
rtspedubln mark is its fun and chollenging
gameplay
OVERALL 88%

PRINCE OF PERSIA

Great platform adventure game which features
o superbly onimated main sprife. It's quite tricky
getting fo gnps with the comprehensive control
method, but once mastered, the challeng:
and obsorbing gomeplay will keep you
for oges.

OVERALL 87%

I
aying

PROBOTECTOR

Don't be fooled by the name - this is the official
NES version of Gryzor, the great horizontally
scrolling shoot ‘em up. All the levels of the coin-
op are here and the blasting action is fast and
furious. A great NES blast.

OVERALL 81%

PRO WRESTLING

Pro Wrestiing isn't quite os excifing os the reol
sport. The grophics are loughable with pathetic
sprites and background visuals, ond the sound
i5n't really any better either, sporting very weak
spot effects. Our advice is to go for Tecmo
World Wrestling. It's got better graphics, better
sound and o huge amount of moves on offer.

OVERALL 45%

RAD RACER

This is quite a few yeors old now, and surpns-
ingly, it's still the only Out Run-style game
available on the NES. Actually, any new one

would have a hard time beating Rad Racer in
the ployability stokes. The smart 3D graphics
make this look good and play good, so if dri-
ving games are your bag, this 1s o must,

OVERALL 80%

RAD GRAVITY

Strut around the universe with the coolest inter-

galactic hero of them all, Rad Gravity. It's up to
Rad to run around plotform levels looking for
co-ordinates for new planets to visit. Rad
Gravity is a cool platform game, with nice blast-

ing elements in for good measure.
Recommended for platform fons ofter o chal-
lenge.

OVERALL 82%

ISLANDS

Oh no! The Rainbow Islands have been occu-
pied by the Boss of Shadow, Baron von Blubba
and his nosty litthe minions. It's up to Bub ond
his power of the roinbow fo put o sfop fo
Blubba's skylarking over seven levels of vertical-
ly scrolling plathorm action. This is o good con-
version of the Taito coin-op, ruined by slow
gomeplay and poor response.
OVERALL 67%

RC PRO-AM

RC Pro-AMis one of the most ployable NES

titles oround. Both the graphics ond sound are

spoi-on uﬂﬂm plenty of ( adtion 1o I:Hp
3gm you race 0

rutﬁo mmll around 0 senes n'F very

tight fracks ogainst mad compuler drivers. A

must]

OVERALL 90%

RESCUE

Based on the French mmr-.r!er gome, Hostoges,
this s o multi-level assoult game, casting you os
lender of o bunch of SAS guys out fo ruin some
terronists’ plans for world domination and res-
cue (hence the title) some hostages. The graph-
ics and sound are poor, but the real prOb?

with Rescue is that each sub-level is very dull
ond oo easy to complete,

OVERALL 41%

RESCUE RANGERS
Those cheeky chipmunks, Chip 'n’ Dale hit the
Nintendo in o plotform gome of their very own,
programmed by coin-op giants, Capcom. With
one or simultaneous two-player ophions, Rescue
Rongers is fast, smooth, cute and ployable. A
very good gome thot should appeal fo platform
fans.

OVERALL 88%

ROAD BLASTERS

if you were o fon of arcade Rood Blasters this
convarsion may come as o disappointment. The

raphics and sound are fairly well reproduced,
Eui it cerfainly doesn't play Jne same. It's just
far too easy, ond any competent ployer should
get through oll 50 levels in o few games. Once
completed, Road Blosters doesn’t have much to
attroct you back for more.

OVERALL 48%
ROAD FIGHTER

Brace yourself tor what must rank as the worst
console game EVER! Road Fighter is a vertically
scrolling road race gome o little like Spy

Hunter, but without the exira weapons, decent
graphics or ggmeploy. Indeed, the scabrous,
retorded game we have here is devoid of all fun
and excitement-inducing qualities and is a com-
plete woste of money.

OVERALL 9%

ROBOCOP

The film's great, but this gome is sad. Rubbish
graphics, dire sound, sluggish controls and very
repetitive gomeplay don’t makes things much
fun in this platform game. Considering the all-
action movie, a lot more should have

mode 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 gomeploy feotures.
There are tons of games like this, so shop
around before you buy.

OVERALL 76%

ROLLERGAMES

- Fairly jolly, but rother rﬁmma future sports

simulotion which could do with better visuals.
OVERALL 76%

ROBO WARRIOR

An onginal, but uviimately dull gome in which
you bomb your way through o series of boddie-
packed screens. It sounds more exciting than it
is because the action is so limited and slow.

OVERALL 51°%

RODLAND

A bit of a sticky one this. Most of the time the
me is simple and enterfaining platform affair

ngmr it is o routine thot switches between

this and ¢ it h bosses. Still, if

gomes like Rainbow Islonds and Bubble Bobble

are your thing then Rodland is likely to please.

OVERALL 79%

RUSH “IN* ATTACK
Otherwise known as Green Beret, this is o fairly
5imEIisii~t but very compulsive beat ‘em u
pocked with senseless violence. The graphics
and sound are adequate rather than outstond-
ing, but they do the job and help make this o
bloody, enjoyoble rough-house romp.
OVERALL 83%

RYGAR
The grophics in this beat ‘em up are okey-
dokey and the gameploy is fuinff interestin

(thanks to the nice weapons), but on the whole,
Rygor is pmhahl‘r 0 J:ndh buying if you

remember enjoying

OVERALL 70%

SECTION X

If you've ever wished for a Side Arms-type
Trna for the NES, this is probably the nearest
thing to if, though don't take that as o recom-
mendation, The game is severely lacking in
excitement just because if's so repetifive and
the weapons are completely weedy. Sove your
money ond your sanity.

OVERALL 46%

720 DEGREES

This is o uwwcmmufﬂunldmﬂﬁ
skateboardin plenty of
challenge unﬂ wnery A musi fons of the
coin-op and skateboarders in general.

OVERALL 84%

SHADOWGATE
Shodowgate is an icon-driven odventure game
crammed with frustrafing puzzles and thou-
sands of unfoir sudden death scenarios. The
solutions 1o each are completely illogical
(OPEN a skull to find a key? We think nof),
making for an annoying odventure with crappy
grophics and nauseating sound fo boot.

OVERALL 26%
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SHADOW

WARRIOR

Join Ryu as he runs around the serolling plat-
forms |evels, mefing out ninja deoth fo the evil
minions of the Overlord. Converted from the
coin-op, this a greot slash ‘em up thot's well-
presented with greovy grophics and sound. This
is challenging and superb fun and well worth
your pounds sterling.

OVERALL 20%

SILENT SERVICE

A submanne simulation? On the NES? Yes
indeed, and while it might sound boring, it's
not, I's addictive and invelved and is o must for
those who wont 1o use their Nintendo to ploy
meore than just plotform gomes and shoot ‘em
ups

OVERALL 87%

SIMON’'S QUEST

On the surfoces Simon’s Quest isn’t much more
than an extended version of the originol with o
few oddifions fo the gameplay. Having soid
that, the onginol was pretty good, so the fol-
low-up can only be even beter. There's not o
lot of variety, but hardened orcade adventure
tans should find the gloomy atmosphere is most
engrossing.

OVERALL 85%

SIMPSONS: BART
VS THE SPACE
MUTANTS

Enjoyable game-of-the-telly-show in which you
guide Bart around the horizontally scrolling
town solving puzzles and avoiding the boddies
in an oftempt fo thwart the intentions of the
marauding space aliens. Not exoctly achion-
pocked, but tun nonetheless,

OVERALL 88%

SKATE OR DIE

Skate or Die is divided into tive different sec-
tions: the downhill race, freestyle on o half-
pipe, downhill jom where you figh! on oppo-
nent, half-pipe high jump and pool joust where
you battle other p?uyﬂrﬁ. It's o mo gome with
great graphics ond is highly recommended fo
board thrashers

OVERALL 82%

slow, unrewording and fedious.

OVERALL 49%

SOCCER

The action in this football game is a little slow,
and the graphics are only odequofe but it plays
guife while ond that's what counts. And even
though il's positively ancient, it's still miles bet.
ter than all the newer Nintendo football games.

OVERALL 83%

SOLAR JETMAN

The action is very similor to the old coin-ap
Gravitor, but there’s much more to Solar
Jetman as you explore a series of plonets look-
ing for pieces of TEHJ Golden Warpship. The
playability is superiative, the graphics are great
and the sound i1s similarly excellent. Put all
those tactors together and you've got o simply
brilliont Nintendo title which is on essentiol pari
of your collection.

OVERALL 95%
SOLOMON’S KEY

This is on excellent conversion of the Dota Eost
coin-0p, which is one of the best orcode puzzle
gomes out, If you're ofter some mental stimulo-
tion from your Nintende this has got to be
somewhere on the shopping list

OVERALL 83%

This is a superb follow-up to Super Mario
Brothers, with lerrific grophics, great music ond
super addictive platform gameplay. An utter
must - along with all the other Mario games

OVERALL 96%

SUPER MARIO

BROTHERS 1l

Mario and Luigi return for their last 8:bit outing
- and it's one of the finest video games ever
devised. Featuring almost-perfect ployabilify,
excellent grophics ond sound along with @ mas-
sive challenge, Super Mario Bros |1l is THE
essenfial cart to buy for your Nintendo. ..
OVERALL 928%

SOLSTICE

This is the first gome from Enalish firm,

Software Creations, and it's o goodiel Guide
our little man around the forced perspective

rops, solving puzzles and blatting mean-

ies, With its excellent grophics, omozing sound

and involving gameplay, Solstica is an essentiol

purchase. :

OVERALL 90%

SUPER OFF-ROAD

Ivan “lronman” Stewart’s Super Off-Road is ¢
superior Super Spnint-style NES gome, that's
great fun when playing with the four-player
Four Score odaplor. It's yet another skill Rore
game, and o very close coin-op conversion. The
repetitive nature of the gome may put some
people off, especially when played in one-play-

er mode.

OVERALL 81 %

SUPER SPIKE VOL-
LEYBALL

Visit the beaches of Americo to participate in o
series of Yolleyball motches in this cool sports
simulation. With its Four Score compatibility
allowing up to four ployers to toke part, Super
Spike Yolleyball is o great gome that should
appeal fo maost sports fans.

OVERALL 83%

The grophics aren’t the greatest and there's
much sound 1o speak of, but Nintendo Tenn
quite playable. It's the only Tennis gome ave
able on the NES anyway, so if you want to b
Wimbledon indoors next year, it's either this
nothing.

OVERALL 75%

TEN-YARD FIGHT

A conversion of the old Irem coin-op, this is
of the only arcade-style American football
gomes availoble on any machine. It's simple
but fun and is worth looking of if you're new
American football and wont fo learn more
about the sport.

OVERALL 76%
TERMINATOR 11

One of the greatest movies of all time could’
been an NES gome fo end them all.
Unfortunotely, what you get are five limited |
els, most of which ore set around o tedious
platform environment. The game isn't awful
it's just dull and very uneriginal. For die-har
movie fans only.

OVERALL 72%

TETRIS

This block-based mind-teaser is the grectest
puzzle gome ever witlen. I looks naff, soun
naff... butplay it and you'll be instantly hook
OVERALL 21%

Williams' o shoo

jams' omazing shoot! ‘em up coin-op, based
on the classic Robotron 2084, 1s one of the
most violent games in historyl This NES conver-
sion is a technical miracle with loads of sprites
nrll-ﬁun ot once! The gome also incorporates
all the speech and power-ups of the coin-op
too, One of the best Nintendo shooters avail-
ablel

OVERALL 90%

SNAKE, RATTLE
‘N* ROLL
E‘I:::f your 5nul;lmmndb'llhu f::;:jdﬂ back-

. eafing nibbley eys ging o
number of bizarre :prﬁ Rore strike agoin with
an exiremely , fechnicolly omazi
Nintendo gome that simply demands purchese!

OVERALL 924%

SPY VS SPY

Based on the MAD magazine comic strips, Spy
vs Spy Is one of the finest two-player games
gver, just because of the vast potential for play-
INg super-sneaky tricks on your compuler, of
better still, human opponent. It doesn’t have
the best graphics and sound in the world, but if
you have another gamer at hand willing to play
you, this 1s o mus

OVERALL 84%
STAR WARS

A brilliont game which follows the plot of the
film very closely through o whole variety of
challenging ond oddictive scenes. With ifs
superb grophics, sound and gomeplay, this is
one of t?m est games-of-the-film areund

OVERALL 95%

STEALTH ATF

A promising-sounding but uitimately dull cenal
combat game in which you guide the fighter of
the title ogoinst the morouding enemy hordes.

OVERALL 54%

STAR WARS
One of the greatest sci-fi movies EVER hits the
Ninfendo in o lruly spectacular foshion! Stor
Wars features mony different gome styles (3D
blosting, platiorm and scrolling blasting oction)

Craghine gcalog o e (o0
Star Wars remains the best :rn'ﬁg since Mario |ll,
OVERALL 95%

SNAKE'S REVENGE
Snake (the hero of Metal Geor) is back, and this
time he's vowed fo desiroy a jungle-based
legion of enemies. This generally involved run-
ning around the jungle [for jungle, read maze|,
blowing away enemies and rescuing hostages
Snoke’s Revenge is extremely difficult fo play,

al HF h Nintendo

iginally this was fhe gome Ninfendo gove
EE fru'r'\iilhﬂ'uch ing «.and what o terrific
hl;inl_ It's a truly classic platform game thot's
just so skillfully put fogether and i s0 much fun
that once you ve starled playing it's impossible
to stop, One of the best games anywhere, ever.
OVERALL 95%

SUPER MARIO
BROTHERS 11

SERPENTS

Big role playing gome very similor fo the Bord's
T:ﬁe computer game senes. Short on achon, bul
long on depth, this is one that adventure and
role-ploying fons will go bonkers aver

OVERALL 81%

TEENAGE MUTANT
HERO TURTLES

Although they're now trogicolly uncool, Turtles
is 0 fun gome that provides plenty of beat “em
up action, @ hint of exploration and faxes your
brains 100 os you rescue April O'Neil. Warth
checking oul

OVERALL 86%

TEENAGE MUTANT
NINJA TURTLES:
THE ARCADE
GAME

Toke control of the bygone heroes in a half-
shell in this ssmultoneous two-player gome
based on one of the most populor coin-ops
ever. Turtles Il is o very close conversion, but
when it comes down to it, there isn't much in
the gome and the repetitive aclion soon grows
stale.

OVERALL 64%

TENNIS

TIGER HELI]

This is a foirly stroightforword up-the-screen
blast in which the ployer pilots a heavily-arm

combat chopper. The graphics are prefty san
throughout the entire game, the sound is eq
ly bland and the gameplay s only averoge. |
the greatest of shoot ‘em ups.

OVERALL 65%

TINY TUNES

Yet another NES plotform game, this fime sic
ring baby versions of famous cartoon charac
ters. The graphics and sound ore great, ond
gameplay fun enough to keep you of it for
yonks.

OVERALL 86%

TIME LORD

This game has o great idea and plot, but the
overall execution 15 o tad locking and the gar
itself lacks the kind of exciterent we'd come
expect from an MB Games cariridge.

OVERALL 60%

TOM AND JERRY
With all the potential fun and frolics of o Ton
and Jerry game, it's a shame fo see them
reduced to starring in yel another unonginol
platform game. Yes, it's fun. Bul there are lo
ot betler gomes of this sort already availoble
What a waste...

OVERALL 78%
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TOP GUN

“hough this wouldn't take onyone's breath
sway, the 3D combat is quite exciting, ond
moures o fair bit of joypod skill, The grophics
wwn't bad of all, and on the whole, this is o
smert gome. If you yearn for something flight
w=udator-ish on your Nintendo, check this one
Y

OVERALL 79%

TOP GUN 11

"au ARE Maverick - the Top Gun of the title,
= 's your aim fo foke fo the skies, complete
% sumber of missions and blow up oll the MiGs
wou can in the process. Top Gun Il is not rec-
s=mended because the graphics are extremely
a=*yl and the gomeplay 15 very dull indeed.
iy the one-on-one two-player mode is o
good lough.

OVERALL 51%

TOTALLY RAD

S=mising sounding plotform game sodly let
Sown in ifs execution, It's just not fun enough
= i it out of the veritable sea of platform
games available on the NES,

OVERALL 74%

TO THE EARTH

"% 1 the most recent of the Zopper gun fitles,
== if's probably the best of the lot. Very nice
gmphics ond plenty of other neat presentotion
motures set this oport from the other IiEht gun
games, so if you've got o Zopper, check it out

OVERALL 80%

TURBO RACING

e NES is not-well cotered for when it comes
= rood racers, so it's nice fo see a good, fost
ason-filled effort like Turbo Racing. Although
®= graphics are a bit rough, this is more than
mace up for by the exciting gameplay. Check it
Lﬂ

CYERALL 80%

TRACK AND FIELD

il
Ssetuning o mossive 15 events (hurdles, pole
st hammer throw, archery, clay pigeon, pis-
1l shooting, canoeing, hmn-glidin';,
mundo;:&uinqg arm wresi |Hr1|gj, &ﬁ:; i5
#ashically and sonically superb, With muli-
:‘-‘mﬂhr:]h?_m ::-fiiﬂu 11 u]ﬂ challeng-
=g button-bashin eplay, this isa s
w=ulation no bﬁm owner should mgh

OVERALL 920%

TROG

g is 0 PacMan-style coin-op (two girls are
soying it in the orcode scene in Terminator 1ll)
»uch depicts you os o caveman out fo save his
soas ($22) from vorious prehistonic terrors. The
gaphics are well-animated and very cute, but
= amount of presentation can disquise the
smplistic gomeplay.

OYERALL 70%

TROJAN

"% 1 quite o decent beat ‘em up, (converted
*am o populor coin-op of yesteryear) but
Sough the graphics ore fine, the gomeploy is o
» 2ull, A few more powerful weapons would
we helped maoke this above-average quality
e into something quite special.

OVERALL 72%

URBAN
CHAMPION

Urban Champion is o fairly ordinary beot ‘em
up in which you fight a variety of foes. The
?ruphics are rather dull, and it doesn't toke
ong before this four-year-old game gets rather
boring. If you're ofter o good beat ‘em up,
check out something like Double Drogon
instead,

OVERALL 54%

WILD GUNMAN

if you've got o zopper gun, stick it into your hol-

ster and nide into town and battle o bunch of
merciless hoodlums who've been whoaopin' it
up ond scann’ oll the townsfolk. The grophics
are colourful and bright, and the aim is to sim-
ply blost oway as many bod dude cowboys as
possible. It's quite good fun, but gefs o bit bor-
ing affer o while.

OVERALL 67%

WIZARDS AND

WARRIORS

This is o smari-looking, but simplistic platform
game which reguires an awlul lot of jumping
skills and little else which all gets o bit monoto-
nous after a while. There are severol superior
plotform games ovailable on the NES, the
Mario games for example, and the Megaman
wenes

OVERALL 72%

WORLD
WRESTLING

This has got well-onimated graphics, plenty of
moves and enjoyable gameplay, and while it

doesn't feature the characters from 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 drawn ond
the soundtracks are superb, making this plat-
torm hommer ‘em up a freat to play. it's not
easy, and there are loods of screens and even o
designer option if you want lo try and make
your own!

OVERALL 81%

WWF SUPERSTARS

OF WRESTLING

Leop 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 a while, but
it's o tod easy and only the two-player option
really gives you great value for money
OVERALL 80%

XEVIOUS

The onginol coin-op's best feature was its pretty
grophics, and these haven't been translated foo
well to the comparatively chunky-pixelled NES,
so all you're left with is a possable, but herdly
exciting up-the-screen blost.

OVERALL 65%

Highly recommended.
OVERALL 91%

BATTLETOADS

Guﬁ The evil Dark Queen has kidna two

of the mighty Battletoads! You, as the third
Zifz, must now lounch a rescue bid in

thigbatiem up with plotformavedones.
ARG Qe oy B aatigroo
gﬁm?d'__‘_ ony self respecting beot “em up fan
SMOL) |

OVERALL 90%

ALIEN I

Con't be doing with Aliens, us! Especially when
they star.in multi-million dollar, mind numbing
movie sequels. Thankfully their infestafion of
the Game Boy in this fitle is eosily forgivable
becouse it is excellent! You confrol Ripley os

she carries out her mission fo destroy
much everything in sight. With some explo-

ration and puzzie ¢lements sidling in fo join the
fun this fs more than the overoge thoof em up
and comes highly recemmended from 'usl
OVERALLY0%

ZELDA 1il: ADVEN -

TURE OF LINK

This RPG-style game is absolutely vast= much
bigger than the onginal - and if's grophicolly
supenior 00. The gomeplay is also beefed up
with magic ond beat ‘em e swordplay,
and ogain, the corfridge comes with a battery
gome-save system. This is the Nintendo's fop
RPG, and one of the most enjoyable on any sys-
tem. Moke sure you give i o try,
OVERALL 94%

ALLEYWAY

A sad version of the ancient gome, Breokout,
this is one of the most simplistic, tedious ond
unchallenging gomes availoble on the
Gomeboy and should only be bought by sim-
pering buffoons with more maney than sense.

OVERALL 27%

BALLOON KID
Become o balloon’s best fnend in this rather
weird Hoating collect ‘em up. Not only is it

sirange, but it's also very dull. Things get repet-

rive very soon and the unresponsive controls
don’t do this cart any fovours either.

OVERALL 51%

BART SIMPSON'S
ESCAPE FROM

CAMP DEADLY

Bart's been packed off to summer comp and
he's not oo happy obout it. Help him escope in
this multi-level plotform game, throwing fruit,
dodging other campers ond generally having
quite a smart fime. An enjoyable if not overly
original fitle which will foke some beating.

OVERALL 85%

BART VS THE

JUGGERNAUTS

Not the best Simpsons game in the world but
cerfainly the most inferesting. A sorf of
Simpsons meets the Glodiators thot pits the
hopless Bariman against some burly competi-
tion in a series of vaguely athletic events, it's
tough, perhops foo tough, but gets better os
the game goes on. If you con get that for!

OVERALLZ7 1%

BASEBALL
With its two-ployer link-up option ond oddictive
?umepiuhﬁusabull is recommended 1o sports

ans on the move.

OVERALL 75%

BATMAN

With small, but nicely detailed grophics and
excellent sound, Batman is one of the most
addictive Gameboy platform gomes around.

BEST OF THE BEST
The Game Boy makes o colliflower ear of an
excellent beot ‘'em up with indistinct graphics
ond weedy opponents! One of the better Game
Boy beat "em ups but certainly not the best.

OVERALLGS%

BIONIC
COMMANDO
NEW

Rad enjoys o new lease on life in Capcom's
revival of the arcade classic. The hero's singing
style may seem strange of first but the rewards
for sticking it out are many. With superb pre-
sentation and o cool foctor of ten, this plotform
adventure is one fo look out forl

OVERALLBA4%

BLADES OF STEEL
Plenty of Ice Hockey style action as two teams
compete on a horizontally scrolling rink. The
action is fast and addictive and should appeal
fo anyone after a decent sports sim.

OVERALL 82%

BLUES BROS

NEW
Yet another attempt ot the Blues Brothers
theme from Titus who obviously keep missing
the point with irrelevant platformers, Collect
bonus items just for hording's sake and have
fun counting os many abstract characters as
gg:s'rbla. just don’t send in your high scores
ouse there isn't enough room fo print them.,
OVERALLS3%

BOME JACK

Hit the road Jock! This is o tiresome conversion
of o hoory old coin-op that is obout as explosive
s a soggy maich. t's boring, simplistic and
repetitive, Give it a miss.

OVERALLG68%

BOULDERDASH

Take the mantle of Rockiord, dioamond miner
exiroordinaire in this conversion of the age-old
coin-op. Stll, the ga 18 just os fresh os
the doy it was conceived, with many levels of
dge the boulders and find your way 1o the
axit without blocking yourself in. A challenging
ﬂunhmﬁﬂlm&} while away the
OVERALL 90%

ﬂ'ﬂ:’ you fry fo grab the jewels ond

BOXXLE

Boxxle is o highly original puzzle gome which is
recom fo people who like o use their
brains rather than their joysticks.

OVERALL 83%

BUBBLE BOEBBLE
Bob and Bub take a trip into scrolling platform
lond. Their mission: to bubble up the inhabi-
tants of each realm, burst the bubbles, kill the
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meanies and move on fo the next screen,
Bubble Bobble is fast, fun and very addictive.
Highly recommended!

OVERALL 920%

BUBBLE GHOST

This game, originally by Infogrammes for the
Amigo, puts the player in the role of a Ghost
out 1o guide o bubble around an environment
fraught with danger. This is o highly original,
fun title well worth taking o look at.
OVERALL 81%

BURAI! FIGHTER
DELUXE

Tulu;l'rc- 1I:E::iaﬂ once more in i'hiif horizontally-
scrolling t ‘em up story of o mego-
powerful robot and hismi ogainst injushice.
The gr;;;{:’hici are prefty good, there's always
lots to do and the action is pretty fast paced. A
decent quality shoot 'em up and no mistake.

OVERALL 83%

BURGERTIME
DELUXE

Burgertime must rank as the world's first fost
food creation simulator. Now the coin-op of
yesteryeor has returned, and it's ideal Gomeboy
matenal. The idea is to drop burger ingredients
info @ dish from some platforms by running
over them [not very hygienic), to make your job
harder you are chased my monstrous pickles
and hot dogs. Low on graphics but high on
ployability, Burgertime is o real lough, oithough
}édﬂs get very repetitive after the hirst few lev-
5.

OVERALL 78%
CASTLEVANIA

Take control of Simon, o whip-wielding hero
and bottle your way through four large scrolling
platform landscopes. The gomeplay is oddictive,
and keeps you going for quite a while - but be
prepared for some annoyance, becouse there
are some nasty hidden surprises thal don't
make themselves opparent until it's foo late fo
do anything about them.

OVERALL 79%
CHASE HQ

Oh dear, converting this coin-op to the
Gomeboy wasn't reolly o very good ideo wos it2
Try as it might, the Gomeboy just con't cope
with the necessary fo make this gome
really thrilling. The result is slow, sluggish and
particularly tedious.

OVERALL 42%

One of the most unlikely concepts for a game
but one that works extremely welll The crash
Dummies ski, drive and dive their way to
destruction but all in the best possible taste,
opart from the dreadful sense of humour that
runs throughout! This varied gome has much to
offer everyone who likes their oction wild and
crozy!

OVERALLBG%

DIG DUG
NEW

Some consoles hove all the luck! Gome Boy Dig
Dug takes place underground where o miner
named Diai:ry literally blows-up Pookas and
ars with a hand purn[;:- Bizarre! Of course!
e gameplay doesn't alter much but with the
new improved Dig Dug included as on extra
incentive, who con possibly refuse?

OVERALLBA%

DR FRANKEN

Frankie's. guest loshnd thewarious parts of his
Pirlin’md_ looks, sounds and ploys magnificent-
y. Whot's more the job af hand is huge! The
possword system ond the game's logistics make
i o winner, If helping o pal geffo with his
girl friend’s bits is your forte, get @ hold of this!
OVERALL®S 2%

CHESSMASTER
This chess sim hos red.on loads of for-
mats, but this is the best version to dote. The

game is hard but logicol and all the rules of
chess are accounted for. The difficulty levels ore
well sef, so beginners can pick it up shraight
away ond grond masters won 't find the goi
nidiculously eosy, Best of oll, of :m;ﬁiﬁ ly
portable o you can exercise your brain ot any
time you like.

OVERALL 96%

CHOPLIFTER I}

Bnlliont! Guide o d'nﬁr around serolling

landscopes, rescuing hestages and blowing up

anything fhat gets in your waty. A highly ool
ame \‘ﬂﬂ'l'l'l'lﬂiil'l'l‘ diction ﬂl'_ﬂ:ﬂﬂibﬁnﬁnf
oclors! |

OVERALL 92%

CRASH DUMMIES

DROP ZONE
NEW

Drop Zone is o foirly simplistic, side scrolling

blaster where the pilot is required to prevent

the abduction of his fellow men at the tentocles

of alien invaders. Return them to home base,

the Drop Zone, and repeat the process. In spite

of it's ngc hidden beneath the humble simplis-
ode

tic focade is o superb and thoroughly enjoyable
game.
OVERALLBG6%

DOUBLE DRAGON

With great graphics and sound, Double Dragon
is an excellent mini-replico of the classic arcode
gome, featuring oll the original’s thrills and
spills. There's even a two-player link-up option
for simultaneous vigilante antics! A must for
beat 'em up fons.

OVERALL 83%

DOUBLE DRAGON
]

Improves on the original with better gmphif;s.
and gameplay. Some might find if a bit oo sim-
ilor fo the first, but beat ‘em up fans will love it!

OVERALL 88%
DR MARIO

Nintendo’s own Tetns clone makes it to the
Gameboy, and it's great. Highly recommended
to puzzle fans.

OVERALL 87%

DUCK TALES

Although there are loads of other plotform
games on the Gameboy, this one has unmis-
tokable Disney graphical fouch and codles of
Elﬂ}’ﬂhrlll‘f. The problem is that it's not very
ard, so expert gomers should give it o miss.

OVERALL 78%
DYNA BLASTER

This puzzle gome coused something of a stir on
the PC Engine (that version waos colled Bomber
Man] - and the Gomeboy version is just as
good! You must place strategic bombs in an
attempt fo clear each screen of boddies before
advoncing onto the nex, harder screen. Simple

but very oddictive, and the second (slightly dif-
ferent) version of the game included on the car-
tridge makes it great volue.

OVERALL 88%

F1 RACE

The hrst four-player Gameboy game is here -
and it even comes with a free four-way adap-
torl The game itself is an excellent OutRun-view
race, with whot must be some of the fastest
scrolling seen on o Gomeboy! Great fun ond
excellent value for money.

OVERALL 88%

F-15 STRIKE

EAGLE

Whilst graphically and sonically o dismal offair
Microprose's aging flight simulotor makes the
conversion over to the Gameboy quite well. A
thinking man's Afterburner, if you fancy a chal-
lenge and more than a touch of variation to
your shoot em ups then toke o strike ot this

OVERALLB3%

FERRARI

Slickly programmed racing gome sodly let down
by its laughably low difficulty setting. Even the
most inept of players won't get more than a day
or s0's play out of this.

OVERALL 37%

FOOTBALL

INTERNATIONAL
Put simply, this is a hopelessly dull football
game. Get Kick Off instead - it's miles better.

OVERALL 41%

FORTRESS OF

FEAR

A sort of medioeval Double Dragon. The graph-
ics and sound are good and the playability is
solid enough fo keep you coming back.

OVERALL 80%

GARGOYLE’S

QUEST

Some pretty good gomesplaying skills ore
rec}uimn' to make your woy around this gome’s
untriendly platform environment, but it's all
very oddictive, and should be checked out by

hardened plotform fons.

OVERALL 80%

GAUNTLET 1l

A perfect mini-replico of the classic coin-op that
contains all the graphics (in black ‘n” white),
speech and playability of the coin-op. There's
even a skill two-player mode. A must for
Gountlet fons

OVERALL 88%

GB KID

Bonking choy! The PC Kid is re-chnstened the
GB kid and trounces the life out of his prehis-
toric foes in his first quality adventure. He's styl-
ish and often hilarious, the only problem is that
the gome’s simple fo complete!

OVERALLZ®%
GHOSTBUSTERS 11

With humorous graphics and some quite decent
tunes, Ghostbusters || manages to both enter-
tain and challenge, with six ﬂiﬁemni missions fo
test your broins ond reflexes. Well worth toking
o look at,

OVERALL 81%

GOLF
This is o great golf gome that plays o great
game of golf. Need we say more

OVERALL 88%
GREMLINS 11

Once more it's plotforms o go-go with Gremlis
Il. As the Mogwai it's your job fo rid the world
of those trnmmu Gremlins utilising the
many traps and weapons littered around the
londscape. Gremlins Il is cerfainly thnlimging
ond it has some wonderful grophics and music

OVERALL 80%

HOME ALONE

Take control of o digitised Macauley Culkin, as
he runs around his mansion collecting goodies
ond locking them up in his safe. At the same
hime, he must watch out for the many burglors
who've enfered his home. Home Alone is a so
dull, boring gome with mournful graphics, for-
lorn sound and awtul playability. Avoid il

OVERALL 38%

In this version of the Spielberg movie, you guic
Peter Pan around the eight-way scrolling levels
of Never Land, dishing out dagger justice to
Hook's minions and completing various mini-
tasks with the oid of the lovable Tinkerbell.
Hook is quite entertaining for a while, but ther
just ;:lnasn“i seem fo be that much to do in eac
evel.

OVERALL 66%

HUNT FOR RED

' of the Sean C
4y e

gt """'imefs'nfew-w_

lingocten Al bl gore v
an amazing od ftwo-player mode where
second ployer fakes control of an entire fleet
chtl'.ilrg with destroying the Red October!
Brilliand.

OVERALL 92%

HYPER LODERUN-

If you enjoy a really tough challenge, this plot-
torm game is highly recommended. Normal
players, however, might find themselves wonti.
ng Yo smash the cariridge up after a couple of
goes - it’s that hard!

OVERALL 71%

KIiD ICARUS

Fairly jolly adaptation of the NES platform
game provides the fun, but is now getting
rather long in the tooth,

OVERALL 71%

KIRBY’'S

DREAM LAND

A highly enginal, amazingly playable gome
frml,?.ﬂ;_ﬁun#m of Mario. If this one doesn’t
grab you then nothing willl Kirby is @ superb
charocter and his game is one of the mos

I ; )

alive platformers ovailable on o
hine. The delightful wind-bag's wandering
are simple enough of first, but the second secre

questis very fough.
OVERALL 94%

KUNG-FU MASTER
This loose tronslation of the ogeing Irem coin-
op is very dull indeed with mournful graphics
and sound along with tedious um;ﬂur. The
last nail in the coffin is the pnllE

etic difficulty
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wel. One go is oll thot's required fo beat this
wpd effort of o gome.

OVERALL 17%
KWIRK

s 15 0 IF;’aunlﬂ gome where your fomato (/)
must shift oddly shaped blocks into goping
ot fo fraverse mazes and reach IEa exit, It's
ey o sort of Soko Ban clone - but o lof more
o

OVERALL 85%
LEMMINGS

sort ond sweet: Lemmings on the Gameboy is
= grect conversion of o dassic game. Prevent
sordes of Lemmings from meeting with cerlain
ssom in on olmost endless collection of brain-

meng sCreens.
OYERALLBE%

8y Tunes star in an axciting and varied
lection of shoat em ups and plat-
tli‘nialld hilarity. Tweety-pie, Sylvester,

3“%:!“ wait for you to join their
0?'.“"' %

MARBLE MAD-
NESS

Ssce your mnrhiu around o number of

w‘g gs!nlnm slopes, featuring
meny pittolls such as acid pools, giant vacuums
e even killer black marbles! This is one of
Sese gomes which is perfecily suited to the
semeboy, ond although it's short on levels, it's
ang on playability.

OYERALL 87%

MININEAD:NEW

& sendard fore, fost food adventure into
mDoncidlond. Though it's hardly likely to
meke onyone's hour, let alone day, there is
=me enyoyment ’euriang in this be-plotformed
puce even # 1 is comporatively bland to the
st tostey stuff olready ovailable for this
mocrne

OVERALL7S%

MERCENARY
FORCE

=ary Sull ochon gome whach fails 1o supply the
mosgsory ingredients io moke it o worthwhile
JrTCSe

CVYERALLG2%

METROID 11

5g ond obsorbing orcode adventure/plotiorm
game hat's well worth chedlang out o you're
mo somes of this fype

OVYERALL 81%

MOTOCROSS
MANIACS

Wetecress has never been ony weirder thon in
s of-ro0d biking gome! it's tricky, but is
g fun - especiolly ogoinst o computer Oppo-
Wt - o°d provides p’-!ﬂhy of amusement for o
-

OVERALL 76%
MR DO!

Mgimgr e montle of Mr Do ond run around o
Smulerioch-style screen loyout dropping mas-
e neces of fruit on morouding enemy sprites!
WSouch not entirely farthful to the coin-op, Mr
3= = = ¢ neghly ployoble conversion well
- I O0K

OVERALL 86%

NAVY SEALS

This plottorm shoot ‘em up 1s omazingly super
hord. If you think you can ignore the lack of
onginality ond you're o good enough gomes-
player not to get foo frustrated, Navy Seals s
well worth a look.

OVERALL 80%
NEMESIS

A great conversion based on the classic coin-
op. The graphics are quite nicely drawn, and
the achon is clear and easy-to-see. It's not sim-
ple, ond shoot ‘em up fans should really get
into the adtion. Go for il

OVERALL 88%

NINTENDO
WORLD CUP

This is o shambolic mockery of a ::Inr)ped-e:uf
soccer gome. There's no real control over your

players, the computer has no knowledge of fac-

tics and the responsiveness and collision detec-
hion are sadness incornate.

OVERALL 31%
OTHELLO

Although it mightn't look or sound it, Othello is
on addictive and enjoyable board gome which
you'll go back fo time ond time again.

OVERALL 89%

PACMAN

PacMan is as PacMan does, and this is os flaw-
less o conversion of the crumbly arcode game
as you will find. This will moke some players
leap for joy, others will find it enjoyable for o
quick go now and then. Give it 0 go if you're o

Poctan.
OVERALL 80%

PAPERBOY

Ultra-blurry graphics, rubbish bike handling
and dodgy collision detection are the three
main flaws present in this disoppointing con-
version thot will appeal to arcode fans only.

OVERALL 67%
PINBALL

Pinball features a three-screen-high flick-
screen foble which is complete with bumpers,
Hippers, drop targets and even hidden bonus
screens! If's pretty tricky fo play, but the boll
movement is so realistic you find yourself filting
your Gome bor oround 1o try ond influence
where the ball goes! It's all jolly fun and should
go down well with the pinball wizards amongst
Us.

OVERALL 79%

inhabitants for superniorty. It is an interesting
concept but is neither impressive grophically
nor m-depth enough fo warrant prionty pur-

chase
OVERALLGS %

(9] T™H
Looking like o cross between Tetris and Space

1nvnﬂnﬂ Quorth s an enjoyable end addictive

little game wi'n:h offers plenty of challenge and

Imhn?ﬂ TI';I it oul |f you're offer some-
thing di

ﬂl"lllll 0%

Qaix

Qix is o very stronge gome, but is nevertheless
addictive. If it hod been enhanced rather like
PC Engine Volfied # would hove been o reol
stunner. As it stands it's just on enterigining
game which has plenty of long-lasting appeal.

OVERALL 81 %
RADAR MISSION

Mediocre action game in which (uu guide your
ship ogainst enemy forces. Fun for a bit, but
soon gets dull.

OVERALL 64%

RAMPARTS
NEW

With o complete grophical makeover for the
wors! and suffering gomeploy to maich this is o
rather insubstantial and disoppointing conver-
sion of the popular arcode strategic blost

OVERALLSE%

RESCUE OF
PRINCESS
BLOBETTE

NES Boy ond His Blob wos quite o lough, so
Lord knows where the progrommers went
wrong with this one. The puzzling jelly bean
action would be fun, but there's oo many wide
open spaces where nothing happens. A shame.

OVERALL 68%

IIIVINGI OF THE

GATOR
At hﬁ’"‘lﬂl 50 ’I‘Iﬂl pinball gameon the
Gameboy, full o s, bumpers, multi-balls,
h-umw:u'ldnl'l'thl froppings you'd expect
from o four-screen foble. Pinball fons wii relish
it

OVERALL 91%

PERSI

'E“mnk*:mlﬂi the ,ﬁ!ﬂ plotform

gemes of oll fime, and its co
Iﬁnﬂm]‘e& and pinpoint plotform udm-n
cerioinly moke thig version d winner.Add to

thot ¥he same spadiaculor onimafion and you

hove adefinite IilllHIU? corfridge.

OVERALL 92%

PRINCE VALIANT
NEW

Ocean have chosen o more strategic element
for this title wnereb-,r Prince Vaoliont attempts to
become ruler of the realms as far as his eye
can see, chosing o ploce that he desires fo
resige next and then battling with the present

ROBIN HOOD

An onginal opproach to a film license. The
game Is pocked with puzzies and RPG over-
tones thot add up to a lorge ond interesting
gome. Definitely worth a look.

OVERALLBE
ROBOCOP

This ronks os one of the most successful gomes
of oll time and wos converted to almost every
format known o man. This version is pn

good, but the small grophics make things like
the targetting and face matching sections very
difficult, which is o shome becouse otherwise
wauld be great

OVERALL 72%
RODLAND

Tom and Rit toke their sticks fo the hides of o
variely of cutesy platform types in this shightly
repetitive Gome Boy excursion info Rodland. All
the intermission screens ond bonus stoges of
the coin-op ore present but the interest level

doesn't last long.

OVERALL74%

R-TYPE

The Gun‘mbﬂr now plays host to one of the best
known shoot ‘em ups ever. Use your top flying
skills to survive in this pretty fough conversion
of the coin-op. The graphics are pretty good
and it's highly playable, although the small
screen can make thlngs a bit fi 3di1_.r.

OVERALL 82%

- SIDE POCKET

Side Pocket is o pool simulation in the best tra-
dition. Hnwmiﬁ a matier of plotting ball angles
and lopping the ball with the correct force
required. Master ballistics professors will love
this one, although anyone else’s inferest may
wane prefty quickly.

OVERALL 73%

SKATE OR DIE
(TOUR DE

THRASH)

Whilst this has a promising fitle and looks like it
might be fun, the implementation is poor. The
main game is a just a viewed from behind
showjumping variant. The bonus half-pipe
event is quite enferfoining but doesn't justify the
price fog of oll

OVERALL 63%

SKATE OR DIE 1!
RAD “IN* BAD)
ate or Die Il is an entirely different game
from the original. It's a super-speedy platform
skate game with lots of montoya skate-style
action to be had. If your inferest in conventional
platform gomes is waning, fry this for size.

OVERALL 81%

SNEAKY SNAKES
Those wicked repfiles who appeared in the bril-
liont NES gome Snoke, Rottle 'n’ Roll are back
again in this superb Gameboy arcade game. An
absolute must.

OVERALL 89%

SNOOPY’'S MAGIC

SHOW

The plodding platform gameplay belies the

tricky puzzle oction in this thoroughly enjoyoble
ome. It's not particularly fough, but while it
asts it's very oddictive.

OVERALL 84%
IGLAII STRIKER

Afer o couple of % oes this up-the-screen shoot-
er soon becomes boring. t's all right, but there
are no real surprises fo keep you going back fo
it.

OVERALL 69%

SOLOMO l'l' S KEY
Good odoptation of the coin-op platform/puz-

zle gome. The gameplay is oddictive, and the
only gripe is thot sometimes the fitchy grophics
make it difficult to see what's going on.

OVERALL 82%

SPEEDBALL 11

Not so much Speedball as blurred ball, the
Game Boy's tiny screen cannot cope with the
intensity of this future sport. If you've never
experienced the game on any other system then
the action is just far foo confusing.

OVERALLGS %
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Spider-Man is a thoroughly enjoyable beat ‘em
wp which has some um-um? graphics and plen-
ty of variety. A must for wall-crawlers every-
where,

OVERALL 85%

SPY vs SPY
NEW

?QOdI"mnluughwﬂhhwnpln]r&r!
lhuu ikely to lack the some appeal with one.

"H'nud be secret agents search for attache cases
ond secret documents in a variety of mazes.
Things get more inferesting os trops are loid
and a time limit dictates the pace.

OVERALLB2%

STAR WARS

The first of this epic saga, Star Wars on the
Game Boy is every bit os as the NES ver-
sion. Enj !Lw the top closs plattorm action as the
plot of the film unfolds.

SUPER
HUNCHBACK

Jolly platform game starring everyone
Inmurrl& s deformed character. There are loads
of secret screens ond the action is challenging
enough 1o keep platform fons happy for quite
some fime

OVERALL 81%

TENNIS

One of the best Tennis games ovailable on any
sysiem, this is challenging, addictive, and lets
you play virtually any shot you could normally
do with a racket. Highly recommended.

OVERALL 86%

TERMINATOR 2
As ﬁlmhenses pthis mustronk a§ one of the

Jis I:|-u’f
m”q:-; Thnmnnlrﬁn vels,

of
ph?nmr;%* ?ﬂﬁnﬂ along

with mphcsmﬂ sound m’t jake foo
Iungmm bt it's still @ fob game.
OVERALL 90%

TETRIS
meﬂnﬂn ulharsimdﬂu Gomeboy, this
me is absolutely termific ond urlhEhE"-’
NE&J s incredibly egsy lo get into
un is one of the best Gameboy gomes yet
seen.

OVERALL 95%

DESERT STRIKE

Nothing whatsoever to do with posponing
sweets ofter o meal for o week Eul plenty in
common with the trogic Gulf War. Desert Strike
15 likley to satisly everyone with o thirst for her
ism ond presents a novel twist fo the usual
shoot-em-up format.

OVERALL 83%

i“'!“ KICK OFF
greates! football game gver is now on the
nﬁ?und it's as o8 could possibly be
e smoll, monochrome
m:rﬂn :T Pres&rﬂhﬂf;u&'l hln:;lns but 'rlll-ne
speed pioyo gf the'or ore sh
there. Easily the best sports gut;lewﬂ'i the
Gomeboy. _
OVERALL 93%

Alth this brilliant gome doesn't take long
to finish, there are mﬁ of secret ﬂmgs to

me‘i'ﬂi* gi Thbnck et l-ln y's 80 rtc: F!Iusi
eep on going it A must of
form everywhere o™

OVERALL 90%

Those Rare guys are al it ogain - converting one
of their fab NES corls to the Gomeboy. This time
it's of the isometric-view radio mnhurlad car
rocing gome. The body shoE odds mnwrhmg to
the game and it's cerfainly
evenrfndu-essuﬁerﬁamuhdnfulu{kafmn
efy.

OVERALL 87%

TEENAGE MUTANT

NINJA TURTLES

A decent beat * ﬂi& w’;’ﬂi‘ﬁaﬂﬁ'{' ufrud::? and
5ome 1o drool aver. Turt

are hﬁwigrgﬂm over this. S

OVERALL 90%

TEENAGE MUTANT
NINJA TURTLES 11

It's more of the same down in Turlle land.
Another beat ‘'em up with large, clear and well-
animated sprites along with a smidgen of plat-
forming. It's harder thon the onginal and
there's also some sompled speech. Once ogoin,
Turtle fons will love this.

OVERALL 85%

TITUS THE FOX

A platform game thot stars a leather clod fox
who is out to rescue his similarly foshion con-
scious vixen may sound a bit dull and tedioius.
As a matter of foct i is just that. The fox sucks!

OVERALLAS%

TRACK MEET

This thoroughly enjoyable Trock ond Field-type
sports simulation features great graphics and
some superb presentation points. if's brlliant
fun at first, but the rather samey nature of the
gameplay means it does get quI after o while -
and the bution-pounding action cerfainly fokes
it out of the Game Boy.

OVERALL 75%

TRAX

Snooze-inducing driving-type game which lacks
the pace and excitement to get the adrenalin
flowing.

OVERALL 59%

WIZARDS AND
WARRIORS

Quite o jolly plotform game, but unfortunately
gomes like this are ten-a-penny, ond while it's
nol o bod gome, there are loods of better ones
lo look aut for.

OVERALL 78%

WWF SUPERSTARS

Get into the ring with famous nomes such os
Hulk Hogan and the Ultimate Warrior, ond then
promptly get thrown back out, WWF has great
graphics and loads of moves but the fourna-
ment is for too easy fo win. If you have a sec-
ond player around often, though, it's o great
link-up gome.

OVERALL 85%

MI NG TENNIS
h not os instinctive os the incredible
per Tennis, Amazing Tennis is just thot! The
gonwlurm 1 50 immediate, thl behind-the-
ned view is alitile dumﬂmg atfirst, ond it is
qlii!'hm confrol. However these problems
5001 {nr.ll into insignificance with proctice ond
ng Tennis aslounds with greal graphics
ond snmds Despife the robotic suundlm

umpire. Ad-van-tage re-cei-ver. .

OVERALL 21%

corclin: O P
opcom 0 ueing fine
Super NES games, and Final Fight is no exce
tion. It's very close to the coin-op original wni
one level, one choracter and the

mode removed. Beal ‘em up fons will ptnﬁ-uhl‘_r
explode with excitement when they ploy this.

OVERALL 92%

F-ZERO

This 15 one of Nintendo s flogship gomes for th
Super NES, mdﬂ'!nﬂss.n IF‘BG;.'I.IHHI] i'
super amaozing 3D graphics, along wit
high-speed acfion os you zoom around 15 dif-
ferent tracks, F-Zeto i on essential purchase.

OVERALL 90%

BLAZING SKIES

What o spectacular load of old tosh this is! An
excellent example of the lesson that wamns us
never fo judge a book by its cover. The attrac-
tive grophics ore poorly animated ond the game
plays like @ .... like o .... infoct it doesn’t ploy of
alll K's o 5Teaming wreck and no mistake.

OVERALL 49%

BLUES BEROTHERS
Hardly following the plot of the film and a for
cry from being o good gome either! Irrelevance
to the classic John LIJF'II?IS film aside, the Blues
Brothers is a very poor platform charade full of
bod programming and brain numbing monoio-
ny. It's very frustrating tool

OVERALL 47%

CHUCK ROCK

With his stupendous, Dinosaur domoging stom-
ach the infamous Chuck Rock flobbles his way
to success on the Super NES. Core's prehistonic
platform adventurer has far more on offer than
Joe & Mac in that there is far more depth o his
gameplay and o wilder sense of humour sur-
rounds him on the mission to rescue his wife,
He is the captain caveman!

OVERALL 89%

GODS

Hardly a deity when compared to the best
Super NES platform games in existence but an
inferesting excursion into the realms of the ?od
all the same. The awkward contral method

the game down and the machine's capabilities
are almost completely ignored. Some new idec
and a high level of challenge are enough to
roise it most.

OVERALL 85%

GUN FORCE
NEW

Gun Farce more like! Don't be swoyed by the
striking screen shots becouse the bespectacled
adventures of the useless brothers plays like
treacle ond is an embarrassment to both the
machine and lrem who progrommed if. A poor
reflechon on the hard hitting blast-em-up achio
that the coin-op provided.

OVERALL 29%

LEMMINGS

Save these broinless, suicide- motivated

Lemmings from on death in this brilliont, fun
ame. The grophics and sound are but it's the

?rﬁ.h oniginol gomeploy that makes this the

superb that i is.

OVERALL 92%

CONTRA SPIRITS
The finest. ] 6-bitgonsole shoot ‘emup money
can buyl Contra Spirits hos oll the blosting
you'll re from o gome along with incredi-
bla or goundtrocks
End’;:ﬂlﬁ- oddidive gualitiesl An essential
uy!
OVERALL 95%

CYBERNATOR

T m—p—
sstunni 0 =em-y tur-
ni':w mhn?lgsw clad hero batling
ﬂgﬂmiﬂfar:ﬁ.fhll‘#ﬂ most nofoble
un the exiremely versatile
ﬂ e excessive presentafion.
urmlr m fail to i mr.ﬁ the lat-
ier may frustrate some atever the
m;ilﬂ'plrs shill among bﬂiluf5UPI‘HES
tifles Yo dote.

OVERALL 94%

LETHAL WEAPON
NEW

Ocean present o standard, almost formula,
answer to this film license with officers Riggs
and Murtaugh left to shoot and kick their way
around plattorm central. However the gome is
still good fun and each mission is large enough
to guaraniee o greal deal of crook busting
excifement.

OVERALL 81%

THE LOST
VIKINGS
NEW

Erik, Olaf ond Baleog, oka The lost Vikings,
need finding - misploced, as they ore, in a suc-
cession of strange environments. As with most
puzzle games recently the going is irhmadthE
tedious of first but the action does look up. Eac
of the vikings have endearing charactenshics
that make for some amusing situations omid
the puzzles later on. Cerfainly one o check out
but mind the frustrotion facior Marlon!

OVERALL 80%



NINTENDO MAGAZINE SYSTEM

GCAME INDEX -

MARIO PAINT

S Souch fus may be, of first, the novelhes
s wecr off. Both the ort and music designers
= seoeesly imited ond foil to function as
e asiucotional tools, though theyre OK for o
B The swot the fly coffee break feoture is
B iy aspect of the pockoge that closses as a
gmme vt s hordly woth sidy noles despite
e scuson of the rather excellent mouse

SYERALL 65%

THE MAGICAL
QUEST STARRING
MICKEY MOUSE

e work their magic on the Super NES
e mers with their first Disney license
ey 5 guest is full of surprises ond s pocked
W gergeous grophics ond enchonting music,
e gmme sees Mickey 0s o Fireman, o0 moun-
=~ even a mighty little sorcerer oll of
whe mee themselves fo some intersting twisls
e gomeplay. If only it wosn't so goddam

- W b

SYERALL 84%

ON THE BALL

IE\A

—
e 2 cwerse title which is olways welcome,
smmceily when the cort is of this quality, the
mae sfrachon lies with the dizzying Mode 7
e Some of the early stoges are o chore fo
e St $he password system ollows the more
mEeeenced players 10 carry on from where they
= 5= Thes s also o gome for two players
s acds more long-lasting appeal.

SYERALL 82%
PAPERBOY 11

Smertoy returns in this multi-directionally
iing effort. The aim is to deliver popers fo
= s subscribers whilst avoiding enemy
e The graphics are little better than the
seer System version, and the extra directions
s z=n go odd nothing fo the gomeplay. Like
Smersoy himselt, this ultimately fails to deliver

SYERALL 41%

" PILOTWINGS

‘e ginip fo the Pilotwings academy for

wwaeed flying in this visually stunning game
ding, jel-pocking, parachuting and
fying are all here o be enjoyed.

«=zugh the novelty does weor off affer o

wie. Pilotwings still ranks os a highly playable,

=L gome,

SYERALL 90%

PUSHOVER

= Ant rearranges dominoes in order fo
sgress through the levels in this entertaining
suzzie gome from Oceon. Pushover may not
s the same excitement as Lemmings, the
puzzies are not festing enough, but still rates as
2 %n kind of strategy gome

OVERALL 78%

Q*BERT I

e foul mouthed, ultra-cool minor hero of the
setes mokes his second come back! The
puohics are super psychedelic, the music ond
wund effects are beyond description except to
= *hot they are equally as for out. Q*Bert may
% 2 fired old character but NTVIC have revived
ad revamped him back 1o life. The only prob-
wm s that the tedium overtakes the compulsion
=% 0 while leaving poor old Q*Bert facing the
puspects of eternal shelfdom. Check it out,
wwever, if you feel the need for o change.

SVERALL 70%

RIVAL TURF

Although it features o simultoneous two-player
mode, this is very much a poor man's Final
Fight. The action simply isn't exciting or varied
enough fo be werth getfing. Check out Final
Fight instead.

OVERALL 48%

SIM CITY

In this highly original game, you creale ond
nurture your gwn city, dﬂnh:'lg with all the usual
problems of aver-crowding, pollution ond vari-
ous njhﬂ' anvironmentel disasters, Thismight
sound boring, but Sim Cily is actully very deep
and involving ond hours Iiterollyfly buy when
you play il: A truly classic cart.

OVERALL 93%

SKINS
NEW

Infinitely more ottractive and slick than PGA
tour golf but a litile locking in depth. lrem's
Skins game come from the orcodes and is
gesigned tor the less serious player who just
fancies o few holes before tes

OVERALL 76%

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 corl
plays identicolly 1o Wonderboy but with
enhanced graphics and omazing music 10 beet
up the proceedings. It's good fun, but i con be
completed prefty quickly.

OVERALL 78%

CASTLEVANIA

Siman Belmon! is back! Onge agoin, Droc is
causing him @ bit af@ggro, So Simes fracks
across the platform kingdominto Drag's costle
and o to dustthe Big D himself Super
Costlevania hos truly excellent grophics, sound
and gameplay, bul it o bit easy to complete
for expenienced players.

OVERALL 91%

SUPER GHOULS

‘N GHOSTS

Once again, Sir Adhur's back fo sove his girl-
friend from the perverse clilches of Lucifer in
some more scrolling platform fomfoclery. Super
Ghouls ‘n’ Ghosts has it ¢! - brilliont grophics
omazing sound, awesome gomeplay nann
really tough chollenge. An essantiol buy for
your Super NES

SUPER MARIO
BROTHERS 1V

The mon with the meonest dungorees in Jown i
back tor some more multi-directionally scrolling
shenamgans o3 he offempts fo save the
Mushroom Worlds trom the twisted Koopo
Boasting cool grophics, super sounds and
AMALING gomepiay, Super Mano Brothers [V &5
probobly the best video game in The wonagd

OVERALL 98%

SUPER TENNIS

The SupenNES' spin. a' scroll grophics chips are
used fo creale o fast, smooth third person per-
spective tennis court, populated by cute sprites
that swear a lot (on ih:ﬁ'lpumt version),
Super Tennis is the best tennis game ever pro-
duced. s playability is unrivolled ond as o two-
player game, it's the fops!
OVERALL 94%

SUPER MARIO
MART

Nol particulorly outstandingen younown, but

with two .18 this racing game is the
absolute busi Featuring brilliam graphics
and 8 vonely of différent play modes, there ore

even some secrel shorlcuts to discover, We
haven'! slopped playing it sinca ! come into the
office!

OVERALL 92%

| as techmcally omazing as Contra

UN SQUADRON
Known.asiArea 88 inJapon, this sideson
scrolling shoot ‘em Up €oin-op conversion isn't
irits, but it's
ust o pl ond even moie lastoble. The
grophics are stunning, the sound decent ond
the gameplay highly exciting. Another Capcom

WINNET,

OVERALL 94%

SUPER NBA
NEW

Echos of Bulls vs Lakers sound'on the court of
Tecmo's axcelient basketball game, On the
whole this plays twice os fostas ils EA counter-
oart but it's the on-court oction that ¢ounts and
Super NBA'K o dead cert for mich shooking
and scaning oction

OVERALL 91%

OVERALL 94%

SUPER GOAL
NEW

Right up there with the best of the soccer fifles
on the Super NES, It's just o shome tha! soid
fitles are so completely dire! Another one to
avoid like an onceming, high speed, sopping,
leather-bound football to the features! B-bil
slandard graphics and similarly outlondish
sounds do nothing fo save this bog of balls

OVERALL 60%
SUPER KICK OFF

Well, was this game worth the hype or whaté
The answer is probably no, unforunately. The
gomeplay is nowhere near as good as in the
original 16-bif versions and so it looks like
another long wait for something better. Sensible
Soccer perhaps? Save your cash!

OVERALL 73%

SUPER R-TYPE

Toke on the might of the Bydo empire in this
souped-up version of the classic honzonially
scrolling coin-op. Super R-Type is greot fun fo
play and hos some great graphics. The problem
is that the game slows down a lot and it's very
gasy fo complete, with nothing more fo see on
the higher dificulty levels

OVERALL 82%
SUPER SOCCER

Soccer 15 soccer, only this fime it's played out on
a third person perspective spin ‘n’ scroll pitch,
Although it's a treat 10 look af, there isn't much
of the pilch viewed at once, making passing
very dithicult. The ball movement is also quite
unreolistic, Technicolly polished, but lacking in
the playobility department Super Soccer is only
really recommended to die-hard footboll fans

OVERALL 79%

SUPER STAR WARS

NEW _
Castlevonio IV may have won awords for its
amazing musicol score but the orchegiration
thot is heard on SuPISIBF Wors i the obsolute
business! If goes without soying that the game
s beautifully :ruHe-drEq, inferspe awg-
Inspirig Mode 7 Land er and X-Wi
sequences with equally shunning side-serolling
lotform levels. An instant clossic, just like the

im.

OVERALL 923%

WING
COMMANDER

An outstonding game on the PC, Wing
Commander doesn’t have the necessary excite-
men! and outstonding gomeploy o uphold s
reputation on the Super NES, With too much
atfention ploced on the presentation, which isn't
all that good either, and not enough fo the
gameplay Wing Commander is best left alone.

OVERALL 2%

ZELDA 11

Link redurns in this viewed- from-obove scrolling
ques! with thousands of screens, loads of puz-
zles and some great graphics and sound. This is
the definitive ure game for the Super
NES; bul be sure o buy the American version of
the gome becouse the Japanese impon version
has lols and lofs of indecipherable toreign text.

OVERALL 953%

EDITORIAL OFFICES: Priory Court, 30-32
Farringdon Lane, London, ECIR 3AU
PHONE: 071 972 6700
FAX: 071972 6703
PRINTED BY: HUNTERPRINT
COLOUR: COLOUR TECH
DISTRIBUTED BY: BBC FRONTLINE

(C) EMAFP IMAGES 1992
H|"|r"i=|}ll |:|"I l'-'.”'l"!'ll.l;ur int. ond i1s pusoaoled (om
ponies are the owners of the copyright in certain of

yraclers, ortwork, logos, saripds, trodemarn
wed in this publicanion. T
ré unger lience 1o EMAP Imoges Limited
(C)1992 Nintendo of Amerita Inc. Al right
resarved
NINTENDO NINTENDO ENTERTAINMENT 5YS
TEM, NES, GAME BOY, SUPER NINTENDO ENTER
TAINMENT SYSTEM. SUPER NES and SUPER NIN

EURN CPRADE s I il sl
Tt?il._.ll.,.f sLOPE o _.1 ooemarks !1' iy k

i P |. F gl § . A [
AITEr D L O 0  DSS0CHTeD [OMLC L iy

Nintendo Mogazine System is Copyright EMAP

Images. Any duplication, transmission or use of
'|||r' .1 e 1'.'" T i:'“.'“" {1l ||'..:|I‘I ] '|'|"-.||I" Inets
on of the publisher



vu.ﬂneymmeﬂewedinlutm&'s
editorial, but next month you can get the
FULL lowdown on this latest essential
Nintendo add-on. Of course, there'll be an
in-depth look at a certain long-awaited
Game Boy debut, a special big secret game
which should have you rushing for your
spare Mario pants in udhmcnt. the usual
gaggle of unprecedented _
Reviews, Previews of extraor-
dinary vision and news so Ilot'
you'll burn your eyes out lf1%

_

~

you read it too fast... |
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activity and
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TRINMENT
YSTEM

% mus-evel shoot 'em up based on aspects of all three LETHAL WEAPON
TOMES -"-u:andmsetobeeMeroneoftheMoh \ firerpower cops...
=2 "=~ individual strengths - and weaknesses! Thele are many

TKonanen o fl, tthefSUI'[
ac avesl of dnugs runners, finding and arresting a police murderer, plus |
mamy more You choose the level to suit your objectives wjtTn the game-play.
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PRO TENNIS TOUR

o IR

51 Kl IFI | i
“Thisis u IJILE'E??%JI Is!”

Jimmy Connors, ranked Number 1 for 159 weeks, holder of EIGHT Grand Slam titles and a
record 109 single titles - more than any other male player in history - is the GREATEST tennis
champion ever! Now YOU'RE Jimmy Connors, battling your way to the Number 1 spot. Past
sixteen professional opponents. On center court of the most prestigious tournaments on the
world circuit.

Put a topspin on your serve and smash it past your opponent. Ace! Learn the strengths and
weaknesses of each player as you climb the ranks to the top.

Work with five professional coaches to hone your shots-lob, volley, forehand, backhand, net and serve. Play one or
two player against one, two or three computer opponents. Realistic graphics and awesome sound. This is
professional tennis at its very best!

¢ Choose three play levels: Amateur, Intermediate or Professional
¢ Choose two control modes: Full or Easy Control

¢ Play singles or doubles

¢ Play on grass, clay, hard, indoor, Antartic or desert courts

¢ Password feature lets you continue the game at a later time.

LICENSED BY

UBI SOFT Lid.

Finchley House 707 High Road
North Finchley London N12 OBT
Tel : 081 343 9055 Fax : 081 343 8544

Mintendo =, Super Nintendo Emertainment System™ |, the Nintendo Product Seals and other marks designated as "TM" are trademarks of Nintendo. © 1993 UBI SOFT
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WE ARE A GROUP OF PEOPLE DEDICATED TO PRESERVING A PART
OF CLASSIC GAMING THAT SEEMS TO BE OVERLOOKED MOST OF THE TIME.
NAMELY CLASSIC VIDEO GAME MAGAZINES.

OUR GOAL IS TO PRESERVE THESE MAGAZINES BY DIGITIZING THEM
BEFORE THEY ARE LOST FOREVER.
BESIDES LETTING PEOPLE ENJOY THE ARTICLES DIRECTLY THROUGH THE SITE, ==t W S
WE ALSO CREATE CBZ FILES CONTAINING THE COMPLETE MAGAZINES [ 5% e
FROM START TO FINISH, WHICH GIVE US THE BENEFIT OF CREATING
MUCH HIGHER QUALITY VERSION THAN WHAT'S FEASIBLE ON A WEBSITE.
THIS WAY ANYONE WHO IS BUT A MOUSE CLICKAWAY WILL BE ABLE

TO ENJOY THEM ONCE MORE.

WE DO HOWEVER ONLY SEEK OUT MAGAZINES WHICH ARE PUBLISHED PRIOR
TO THE YEAR 2000,

UNLESS PERMISSION HAS BEEN GRANTED BY THE SP PUBLISHER

IN QUESTION TO DO OTHERWISE.

THE ONLY EXCEPTION TO THIS RULE ARE DREAMCAST EXCLUSIVE MAGAZINES,
DUE TO THE NATURE AND CIRCUMSTANCES Mo%p THE SYSTEM:
REPRINTS AND RE-ISSUED CLASSIC MAGAZINES IN ANY SHAPE OR FORM
(DIGITAL VERSIONS INCLUDED) WILL BE TREATED un&m MAGAZINES.

WHICH MEANS WE WON'T BE SCANNING THEM.

THE REASON FOR RESTRICTING OURSELVES TO mem'-_\ PUBLISHED
BEFORE A CERTAIN DATE, IS TO GIVE PUBLISHERS ENOUGH BREATHING ROOM
TO SELL REPRINTS OR DIGITAL VERSIONS OF THEIR OLD MAGAZINES:

THESE ARE HARD ENOUGH TIMES AS IT IS FOR H% THE LAST THING
WE WOULD WANT IS TO HAVE ANY KIND OF NEGATI “ECT.

‘Nintend

A'es I WAG N

WE HAVE NO INTENT NOR DESIRE TO PROFIT FROM THESE MAGAZINES

IN ANY WAY, SHAPE OR FORM. NOR DO WE HAVE ANY DESIRE TO FINANCIALLY
HARM ANY PUBLISHER, EDITOR, WRITER OR PERSON INVOLVED IN CREATING
THESE, OR ANY OTHER MAGAZINES FOR THAT MATTER.

WE ARE NOT HERE TO DO HARM, BUT TO HELP PROTECT; THEIR LEGACY.
THAT IS WHY THE PRE-2000 DATE IS IN PLACE:
TO PROTECT THEIR BUSINESS AND LIVELY-HOOD, AND TO MAKE SURE THAT WE
WILL BE ABLE TO KEEP ENJOYING THEIR MAEAME@ MANY YEARS TO COME.

DJECT POSSIBLE.

N
[

WE WOULD LIKE TO THANK EVERYONE WHO MAKES THIS)]
FROM THE ORIGINAL WRITERS, EDITORS AND PUBLISHERS,
TO EVERYONE INVOLVED IN ACQUIRING, DIGITIZING, PRESERVING
AND RELEASING THESE MAGAZINES.

FOR PEOPLE WHO ARE LOOKING TO HELP US OUT, IN WHICHEVER WAY POSSIBLE,
BE IT BY DONATING MAGAZINES, SCANNING OR EDITIN
PLEASE JOIN US ON THE FORUMS.

ONE LAST THING:
IF YOU COME ACROSS PEOPLE TRYING TO SELL ANY OF OUR RELEASES,
PLEASE DO NOT SUPPORT THEM!

S - VISIT US AT
WWW.OUTOFPRINTARCHIVE.COM

THESE SCANS HAVE BEEN KINDLY DONATED
BY MORT OVER AT



