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It's scrap central again at NMS

as we unvei| three of the most ,
eagerly-awaited Super NES beat =
‘em ups in all their glory. SF2:

Turbo and Mortal Kombat are
vnveiled in our preview section,

and there's a full review of Final

Fight 2 on page 36.
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We've been taking a lot of flak from |

NES owners recently about the lack of SPIDERMAN 3 42
reviews for their machine, so this month FELIX THE CAT 42
we malke it up to them by reviewing Alien DR FRANKEN 2 792
3 and Megaman 4 - among others. In TOP RANK TENNIS 73

addition, Game Boy owners can feast their
eyes on the likes of Spiderman 3, Populous,
and Dr Franken 2.
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AD MANAGER Hello, welcome, top issue, stuffed full, time next year, Turbo has got to be the biggest

LIZA HAWKES Exclusives and all that, First of all I've got to be news for the Super NES in a long time, and quite
SALES EXEC honest and tell you I'd rather not be here. I've possibly even bigger than all the SFX goodies com
MARIE LAWLOR got much better things to do, namely: playing ing our way in the very near future. Time will tell,
PRODUCT MANAGER the Streetfighter Turbo arcade machine we're and from the looks of things that time won’t be
SARAH EWING giving away in quite possibly the Greatest long coming. Right now Captain Corporate is at the
MARKETING EXECUTIVES:FIONA MALLOCH Competition Of All Time. If you haven't already  controls of the NMS private Cesna, standing by af
NICOLA BENTLEY fired off your entry card 1I'd suggest you do so White Waltham Airfield and ready to whisk us awoy
PUBLISHING DIRECTOR right now. Don't worry, well still be here when to the Consumer Electronic Show in Chicago,

DAVID KELLY you get back. As | write this, Sadshake Harrod is  where hundreds of new games will be revealed for
E;i?fl NMS: THANKS 1O: TOMCOR, GUS SWAN AND FRIGER glued to the machine playing Winner Stays On,  the first time. All the manufacturers are keeping

which means we'll probably get him off some- their cards very close to their chests, but Nintendo
Once upon o time The Thres Bears deaded fo set up o mogazing
colled NMS. They knew they needed o ploce 1o live, so they squat-

ted in Emop Towers ond set up their EDITORIAL OFFICES ot PRIO-
RY COURT, 30-32 FARRINGDON LANE, LONDON ECIR 3AU. A few
doys lter they wondered why it was so quiel, 5o they set up o

PHONE: 071 972 6700 ond becouse they hod o bit of bother
understanding some of the gorbled bonter hurled ot them, decid- - _ 'ﬁ%
ol el - THE NMS GIRLS ‘

tomfoolary was o fine old lough, entil they got bored with some of

the calls and set up o special line for SUBSCRIPTION AND BACK It you're '5"-" and fired of staring of W, . Brmﬂm lpm

ISSUE ENQUIRIES: 0733 61146, Evarytng vos going swinming- [ L Akl Y. Thegids orein early m we've ll gone on Tho NS boyscall i ﬁ
ly until they realised they'd better get the mog PRINTED BY we change the scenery this mﬁllhﬁ!i: et fﬂ'ﬁ Il'lﬂﬂllﬁlﬂ Mkm w" gotte  fram Dadgy Dave's

HUNTERPRINT or nobody would hawe anything to buy. Luckily focus on the NMS girly ing, those inferng- : ﬂ = ﬂﬂﬂhiﬂl  mogazine out before m&a 0 i fosd

they had o couple of fine pals who were prepared fo do the tional jetsetters wurkllq tiglasslyinthe & mmﬂm i 1o toke o crash ront Empori d

COLOUR: COLOUR-TECH and PREPRESS, and once the mag got background to m I { f-'.'- .1'.:'.:"h=.~'-i ihﬂﬂnrﬂiluﬂa niq v, encompassing the M on

printed it wos DISTRIBUTED BY BBC FRONTLINE. Now big old the streets Inuﬁuﬁmm A e years of e : and lin- on the progress of |2

Lord EMAP decided that every issse hod to let the readers know it e '_ m the issve. lnu workis ”

was PRINTED IN THE UK and © COPYRIGHT EMAP IMAGES S L pbﬁmnmm ot pﬁ%ﬂﬂ “‘rﬁ'ﬁ“ b

1993, and 50 that's exadly what they did. Yery proud of wha! r — w! market. This Hﬂl’ﬂﬂlﬂj‘ anﬂmly awore that

they'd dane, the bears weni out for o walk before some dumb Sl ! h‘-lh‘- olr presence is not ocually

blonde turned up, sot in their chairs, ate oll their porridge ond Raeh 7 ' i sbuich 1IN required of all,

slepl in their beds. So, o hoppy ending ofter all, AN L " ¥ <9} ’ :

BARGAIN BASEMENT SUBSCRIPTION RATES (12 ISSUES) Mg f | SES

United Kingdom: £25.95 el * ; j | ) Bxp Time and Mofions

Europe [Air Mail): £30.00 s o : ._ i i B, 0U  Execufive Rodion. ﬂlﬂ‘ﬁm , K

Reest of the World (Airmail, Zones 1 and 2): £49.99 1 B vy, o leaves the beach ond stoges ' o i
Rest of the World (Surfoce Mail): £35.00 et " lightning roid an the ulﬁtutulnsm Ilmrl '. s

girls hove their noses to the 358

Nintendo Co, Lid. Is the owner of the copyright ond trodemark e 0y '_ : S bonbarib il < K-
rights in certain of the charocters, artwork, logos od represento- et ' [t 3
tions wsed in this publicotion. These are under licence 1o EMAP
Imoges Limited. PS This month's Mogic Word compo has been
tempararily POSTPONED because Rod is sick of 1aking oll the
calls...

{c) 1993 Nintendo. All rights reserved

NINTENDO, NINTENDO ENTERTAINMENT SYSTEM, NES, GAME
BOY, SUPER NES ond NINTENDO SUPER SCOPE are trodemarks
of Nintendo Co. Lid

NINTENDO MAGAZINE SYSTEM is the topyright of EMAP Images.
Any duplication, transmission or use of ony of the text or pictures
contained within these poges without prior permission of the pub-
lishers will result in legol action, and il you've never seen o grown
man cry just you wail until he's been worked over by Uncle EMAP
ond his Low Lords of Doom

COMPETITION RULES

EMAP Imoges employees and their immediate family aren’t
ollowed to enter ony competitions. There will be no cosh olterno-
tive o the prize on olfer ond anyone who phones up to find out
how they're doing gets disquolified on the spot. Other than that,
you can enfer our fabulous giveoway compos - excep! for Dwoyne
Minton of West Wormwood, berause he eats his own ear wox ond

his dod drives o Soob.

FINAL BIT _ : to get all the Reviews
Well, here | om working permemenon, permemna, pnm, warking . 'n'l‘T!IE‘H Ifl'|n' lunchtime

full-time on NMS forever, and not on that other mag ever ogain. 4’ look
Haorah for Morio! And John Modden! Cowabungo dudes! RAD XX ana Iv's iooking
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ﬁ"ullwﬂulllmmonth:momll-
ty profiles is dreams. And what
weird dreams they are. So weird, in
fact, that we’ve decided fo get ina
dream psychologist to analyse our
:Irnmomdumuli:ﬂulm g
Professor Bendank East
thmmmm-
A ion hias kindly o
mﬁummmﬁ-“
r’h',ﬂhunrﬂllem

L

have some MASSIVE titles lined ﬂdm;:?mmﬁrund.
up and we'll be telling you all _ ﬂ% m
) going quite fnsluluﬂlulu 1ift 1
about them in the very next mlegiupundrnﬂﬂw.ﬁ 22 .‘i’
Issue as nnIrINMS can. So until absolutely amazi ;ﬂﬂlw*ﬂ“mﬂﬂ ‘s
then, ENJOY! to the office and tﬁmmnli mao ¥ 3
P p— world-dass hurdler ond long | Iu:ﬁier::t
sight this seems o simple flight of fancy. However, there is an inner con-
flict here. Perhaps our subject can persve o freelance career winning
gold medols and flogging Lucozode.
CURRENT FAVE GAMES: STREETFIGHTER TURBO
F TIM BOONE .
i “Last week | dreomed | was lying in bed
I, grindstone. His and woke up to find o wosp buzzifig

detoiled report
highlights their
pundciuality,
enthusiasm
@ commitment
M ond reliability
A - which means
he's mode
the fatal
mistake of
telling the

around right in fronbolimy foce. | was so

spooked | woke up, only tofind o wasp

buzzing oround in Mnl‘m Jocal I've

\never moved so fost in my ﬁum! it was

at least 24 hours he{m | went back into
the room. Weird, eh?”

;&1

Ah! A simple cose of subconciouscoi=

-.-W! The subject dearly has trouble d|5lmgm5hmghﬂm from
reality, and this condition can only be desciibed as ridiculous,

~ CURRENT FAVE GAMES: mnmnm TUFF E

¢ truth and NUFF e il

’ I5 instruc- A ;

| ed 1o . ﬂmm‘“

Y write if ~ "lused to live.in o sod place colled

| again Southbourne and | had this recurring T

| . dream thot there was this stone robot =0
C - 5 m knocking down oll the houses on our ’ 1D l@

They've dm#l'!hnhishm estote except mine and the next door '

w“”“ﬂm 1he entire issue of neighbours’. | saw the stone mon slomp-
NMS! All thot remoins is for us to stroll in of the ing up the street and ran out the house to s

lost minuta and steal ofl the credit while 172 find o plunger stuck .
nger to the rood | pulled it up ond w robot
ﬁk@ﬂn?ﬁﬂmﬂmﬂhmlhp stopped. When | stuck it down agoin, ikaiffied on. '_,j,.:,_ “ ';'._f_i_,l
building. Hoaray plunger (the robot sTup d). d 0k it dow :_ e council where we'
burned it ond Lwa  give big fin of Quolity Street for soving

condHSIoﬂ 5 : -."'::"""-"" H-1 o 3 .. .-:L.' I
So there you have it - another shred of evidence ‘ < QA P
b le'm"m""’ﬂﬂ"m""wt - gsumilirorr Arare -.'J-.'_s-' his subiect hos no rewards in

hanmﬁmeﬁen'gt - ke, und:: S (lcarly rollect fhis. Pe ops the less said obout the
funger the belter,

olled machine. Then ogain, maybe not 9 ater,

GARY HARROD
(Winner) “I'm in the first flogr of this
house and there’s no groind ‘ﬂoor and
the room next 1o me ii“' of these giont
sia-foot babies ond | keep frying to go

 downstairs fo fill up my hot watet bottle
but these bobies won't et me and there's
nostoirs onyway.”

63

This cose will keep me in mﬁl v
years. The complexity and pemmtrﬂﬂ#lhﬂm hmnnhlﬂk,

and my anolysis of it conniol bq printed in.
dmurhm mndusiuﬂ. A

_DAVE KELSALL
" *| keep dreaming that I m in this bed and

H_

PEOPLE SYST

ANDY MCVITTIE
“I once hod this dream that | looked after oll 4

these canories and budgies for o pal of ming,
ond fed them ulunﬁfh b iistoke.
Th Wmmuum the
canories died. | came bock mhlhmnnd
they were ol loid out on this baking tray
Hmmﬁllm
gsted whnlhunﬁuur that g was o vegelorion. Give woy lo your cor-
niverous inner cra nﬂﬁﬂﬂh well,
mnwmmm, mum
KIRBY T

RADION AUTOMATIC

“1 was lying in this hotel bathroom-ofd | was
in agony. | got out of the bothiand!
down and there were these ¢ork
ing out of my stomach and needles
toming out of my arms and legs.

bly says sumelhmg deep und d :

_\_‘1“-."

Hi

L

*| hod this recurring dre T pher

my orms and legs chopped off

dipped in o vot of salt and, er, rhnl < .
A dlossic case

ot Wolkers Syndrome: the dreams of o crisp

(he subject dearlydias roublescoming o

terms with he mony ond varied stimuli of

‘?

everyday life. Either that or he’s round the twist.
mﬂ? 7173 Mﬂlﬂ:ﬂm STARWING, SUPER MARIO

i
o -'._
Y L
o
_‘_. A W
i 1 . I
5
i
. o
L] FI'

room is full of all lhesa :
loads of them and
and | ‘I move.
nol ve

| mmml The

nightmar rio of falling osleep ot the A
office. Perhaps the problem could be alleviated if the subject changed his
underpants more offen.

CURRENT FAVE GAMES:TINY TOONS, MARIO KART, STAR-

WING
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WITH THE ACTION REPLAY GARTRIDGE YOUCAN  Somas
NOW PLAY YOUR FAVOURITE GAMES TO DESTRUCTION!!

Just imagine, infinite lives, unlimited energy,.
special effecits, extra Tuel/ammo or play omn any
level. Become invincible with the Action Replay
Cartridge for youwr SUPER NES™V, NES™ and
GAME BOY ™"V Console.
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f this unigue feature you have the ability to W 50000 ¥ 00000 W
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Y Jyo other product can offer this! -
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If you thought you'd seen the last of the Evil Bydo
Empire you're wrong. Just because you blew their
backsides off in Super R-Type doesn’t mean they're
going to pack it all in and become trappist monks now,
does it? These Bydos were born bad, which is why
they've spent the last couple of years rebuilding that,
er, Evil Empire and spreading badness, foul play and
general nastiness throughout the galaxy. And so the
scene is set for R-Type Ill, a 16MEG monster which hits
the Super NES from out of nowhere, courtesy of Irem.
The world and his uncle played Super R-Type, based
on the coin-guzzling arcade machine and which set
new standards for scrolling shoot ‘em ups a few moons
ago. Then they played R-Type IlI, which made it onto
Game Boy in fine style and remains one of the best
blasters on the hand-held. However, this third instal-
ment of the Bydo legend has been specifically written
for the machine and you won’t find the game lin an
arcade anywhere. So here are a few screenshols to
salivate over while we get down to the business of
telling you a bit more about the game.

Bydo, Bydo, it's off to work we go...

NINTENDO 10



BAD DLD BYDOS

Like it or not, the Bydos are back in
business and they're looking for a bit
of revenge. Last time you met them
they got a fairly good kicking, unless
you're a bit of a Bydo saddo and didn’t
manage fo finish the game. Now
you've got another six levels of alien

horrors to hlug% Yo )

e =

~ Boss Bydo, and whetk
Bydo boyo as you s¢

ing we're not yet ab
the stages you’ll fine
are the Body Of Life
The Bydo, but all si;
thing in common -
larly pleasant pla¢

i
Ly 1
e

1]

Y THOSE BYDOS

Facing the perils of the Bydo Empire, you need some
serious weaponry if you're going to avoid, er, getting
killed. Luckily, help is at hand in the shape of more hi-
tech killing gear than any sensible maniac could hope
for. Among the arsenal are shells, laser beams, beam
wave cannon and missiles. As an added bonus, you get
to play around with a mysteriously entitled “Force”
which, if handled properly, seems capable of firing
multiple weapons at once! This little beaut is actually
an upgrade of the ship’s bolt-on featured in R-Type 1,
only this time round it has three methods of attack -
even if they will take quite a while to master.

171 NINTENDO



SNNN NINTENDO NEWS NETWORK
BEAM ME UP

St fter years of developing for other people

3 . on the NES and Game Boy, Australian

developers Beam are set to go it alone in the

UK - under the name of LaserBeam. Leading

' the way is a Game Boy platformer starring

== ™ BBC TV's Edd The Duck, which endows the little
' yellow glove puppet with Sonic-style speed

and jumping prowess as he makes his way
across a series of nasty-filled stages.

Following Edd’s lead is a Super NES-based
adventure based on the popular FASA paper-
based RPGs in the US. Shadowrun stars an ex-
con who was apparently assassinated by a
rival gang. Starting in a morgue, the player
sees the shot con as he awakes from his
‘death’, and the aim is then to solve the mys-
tery surrounding what happened in a series of
chapters. Shadowrun uses a ‘point’'n’click’
interface to allow the player to explore the
surrounding area, and the many people who
inhabit the grimy city the game is set in can
also be spoken to in this way. The game is
going down a bit of a storm in the States, and
we’ll be bringing you more on this one soon.

Following on from these two titles,
LaserBeam are also working on an vpdated

"[“s IIM'A Super NES version of the old Broderbund clas-
sic blaster, Choplifter. It's called, wait for it,

Super Choplifter. Meanwhile Melbourne
- IE' ‘i.!s 1 House's crusty Spectrum Scramble clone,
Penetrator, is also being updated for the

— . l': lll[.ﬂl" Game Boy. In addition, their IFlsl two !iiles are

pencilled in as Super International Cricket for
.lll I'..l'l's the Super NES, and a version of the Solitaire
boardgame for the same machine. More news -

— and Previews as soon as there’s more to see.

ith Striker finished and on its way,
Liverpudlian developers Rage are busy { / 7
on their next Super NES title - and NMS has J jJ J

seen it first. Written by veteran Rage coder

Joffa Smith (the guy behind such Spectrum — . o “3 =
classics as Cobra and Batman: The Caped . ' s
Crusader) Rage have opted to go back to _ e _ ' .:‘ -
basics with a fast-paced blaster which is cur- 3 - ' -
rently called Cluster Buster - although this will

almost certainly change. Drawing ideas from

classic coin-ops such as Defender and

Asteroids, Cluster Buster gives the player con-

trol over a small spaceship which is used to

clear each screen of the assorted objects clut-

tering the screen. These objects can be plan-

ets, pieces of alien machinery

or whatever, and are e ; _

destroyed using your ship’s - ; | e T Vi

cannons and any bombs you : N : ! NEWS DATA

may find. Of course, this all o . | AT &

sounds very simple, but each | o R o . IE' ‘l.[
planet is guarded by swarms - ' ' ’ > ' |

of alien ships and these prove C | ; e ' A .": Il‘i

extremely hazardous to your

h:}-uhh.hs of yet the game is o ;B : PR > .SIIPE. II'I[.."

without a publisher, but we’ll
keep you posted.
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This Aint No Game
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S/NINN NINTENDD NEWS NETWORK

esembling Probotector with stetsons, Konami’s Megadrive

blaster Sunset Riders is currently undergoing a Super NES
conversion. Cast as a cowboy (never!), the player wanders
across the game’s rootin’-tootin’ scrolling stages, picking off
baddies and collecting all manner of power-ups. In all, there

cult hero in Japan, Doraemon are four stages to complete, starting in a town qnd eventually
The Cat is ready to invade moving on to the back of a train for an all-action shoot-out -
your Super NES. Never heard | before eventually reaching the rustler responsible for

of him? Well, that's hardly stirring up the violence in the first place.

surprising as he has yet to
be launched over here,
but basically Doraemon
is a cat with loads of
friends and is...

well, very

Japanese - in

other words, he’s

very hard to

describe. Still, he's
popular enough for
Kemco to develop a
game, which will be
available in the UK
imminently. A plat-
form affair,,
Doraemon’s mates

have been kid-

napped by an evil
geezer, so it is up to the
earless moggy to rescue
them by making his way
past wave after wave of
alien-filled platformed levels.

A

e A . NEWS DATA
review .IE. ‘l.l
B NEW GAME e

ow, 50 stay B KONAMI

. i tuned for A Ny God! This
"Ili.l. more dEfﬂilS b cot has no eors [.::.,:;_;p .s.’t. .III!I..

on this weird A toin Beronko quick!

BUSUPER NINTENDA |vicence.
ust when you think the last SF toys have

THU GET GARNAG

few months back, we ran a story stat- cnme and gone, Hasbro releases a wave of

ing that it SEE“‘Ed.E*kEI? that Acclmm -* SF 'inspired’ toys. However, it would be fair to
had snapped up the rights to Total T meeme 2ok ay that Hasbro’s toys have very little to
Carnage. However, since then it seems do with the characters in the

that it will be THQ who will be bringing : | Capcom game. For instance, each of
us the conversion of this ~ @ e the eight characters now comes armed with
excellent follow-up to Jp— . ' mega-firepower in the shape of a huge laser
Smash TV. What's - cannon, and they also take to the streets in
more, THQ tell us J 4 their specially-

that Starwing . created Street H[ws DATA

coders Argonaut e . D

are doing the con- e, .II. ‘l.l :E:::‘nng lT::iilf' .I."

version for them. b4 you have to own
e U MTHY retmea. oot |IMHASBRG
I -
ks S SRR MU SUPER NINTENDD B i o [mHOUT SDON!

mad to us...
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POV IN TO YOUR EAST ENERGY BAR.

E PLAGUED BY KILLER MUSHROOMS!

CHECK YOURSELF INTO WOOLWORTHS

All the latest cures for hard and software addicts, currently available on prescription at every branch.
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FUITE - HRST SHOTS

t's hard defining what makes a e

game worthy of classic status, but
one which creates as much interest
today as it did when it was originally
released ten years ago must surely
count. Well, after appearing on virtu-
ally every format known to man, Elite
is finally set to dock on the Super NES
- in what could be the ultimate ver-
sion. Created by veteran development
team, Hybrid, Super NES Elite con- BB BB ER TS vy v Y)Y
tains all the features which made the - — - —— '
original BBC micro version so popular - -

o

SIS fufﬂh

whilst making the most of the con- :,;_" | ¢ B . .
sole’s superior capabilities to expand &:5'; B, S, - i _ Ry S v _._-/
the'ght:: : ;? :::::h::::::zz? WaY. A Bloomin’ joyriders, and | tlmughl Hmr were just o 20th :anmqr A Excuse me, Sir, but have o seen o rother large bit of Toblerone
Exclusive news story regarding the fod. Honestly, what is the golaxy coming fo... around here. Oh, don't worry, there it is.

conversion a few months back, will no
doubt have been drooling over the
thought of Super NES Elite and its use
of the SFX chip. Well, NMS has had
hands-on experience of the game and
it seems that the game runs at its
extremely fast and smooth pace WITH-
OUT the new Nintendo chip! Indeed,
as we watched numerous asteroids
and ships whiz by in formation in a
game which uses both Mode 7 AND
Mode 6 simultaneously, it was hard to
imagine the wonder chip not being
used! If you have never played Elite
before, the game is a massive space
opera which involves space dogfights, ; :
trading, gun-running and virtually A Hr.y, wow, Planet thu-uﬂ Elﬂn on the Super NES details the
every aspect of space travel you can ' dangers of tie and die planets.

imagine. As you work your way from a

humble ‘Harmless’ rating through to
‘Dangerous’, ‘Deadly’ and, finally, ‘Elite’,
numerous missions await you.

Super NES Elite has also had numerous
ideas attached to the basic gameplay, and
these include a ‘Planet Buster’ bomb which is
added to your already-impressive collection of
lasers, ECMs and assorted weaponry. In addi-
tion, if pirates are giving you grief, simply jet-
tison a little of your cargo to get them off your
tail. As of yet, no publisher has been signed
for the conversion, but as soon as word gets
round of this brilliant conversion, it's odds-on
we’ll have more news soon.

S~ SN~ S~ D~ -~~~ - - -
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IN SUPER NINTENDD!

I'LL JUST GET ME SUITCASE FROM THE VAN...

As with the original game, Super NES Elite starts the player on
the trading colony of Lave. From here, the quest begins with
the player buying whatever they can to take elsewhere and sell
for exorbitant profit. For instance, agricultural planets could
probably do with some machinery, whilst technically-advanced
planets could probably use some of the greenery you bought
cheaply from the aforementioned farmers. Using your ship’s
computer to keep you briefed on the main attributes of each
planet, it's easy to build up a large cash base and start to add
items to your ship. It's not all plain sailing, though, and pirates
float within the space lanes looking for easy pickings such as
yourself, whilst the Police will be after you if you resort to sell-
ing narcotics or alcohol for a quick buck. It's certainly not easy
being an inter-galactic Arfur Daley...

MY G0D, IT'S FULL OF STARS

As you would expect, Super NES Elite is the most impressive-
looking version of the game yet. As the many ships, spacesta-
tions and traders float by in detailed 3D, fully-shaded planets
drift by in the background and suns shimmer and throw out the
odd arc of fire. In addition, the trading scenes have also been
touched up, and the Mode 6 control panels are clearer than
before, with all the info you need regarding your status imme-
diately available.

vzzah! Mario is back,

but rather than return-
ing in an all-new Mario
World, instead Nintendo
have revamped the original
NES Mario Bros game to
take advantage of the Super
NES’ better capabilities. In
all, this means there are
four bouts of Mario lunacy
on the one cart, ranging
from the original Super
Mario Bros to the previously-
unreleased Mario Bros 2
(the NES game released
here as Mario 2 was actually
an existing platformer which
had the Mario and Princess
sprites dropped in).
Hopefully, a full review
should follow next issue.

MARITO
062950

IHMOR LD

NEWS DATA
B NEW GAME

N By
‘I‘

LR e
1 il=.3 2 68

B NEW GAME
B NINTENDO
B SUPER NINTENDI
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he latest Manga releases

include the stunning
Legend Of The Demon Womb,
which is the 18 certificate
sequel to the equally-grisly
Legend of The Overfiend, and
Lensman which is a PG affair.
Demon Womb is a rather
grim horror tale of a young
man’s struggle to come to
grips with his newly-inherited
demonic side, whilst Lensman
is about a young farmer who
is given the task of looking
after a small lens which con-
tains essential battle details
of a massive space fleet. Both
are out now and retail for a
very reasonable £12.99, and
true to form Blagman’s got
hold of a load to giveaway
this issue!

Fun:r_dnnnlng the combat fatigues of a top-notch commando as he is
= dropped into a series of dangerous scenarios? No? Oh well, Airborne
" Ranger won’t be for you then. For the rest of us, though, Microprose’s arcade-
cum-strategy romp could be just the thing for all you one-man armies out
there. Played over a scrolling 3D play area, Airborne Ranger allows the play-
er to pick up a certain weight of weapons before embarking on a number of
missions. These range from freeing hostages to completely destroying a base,
and the weapons you select should be chosen accordingly. In its original C64
form, Airborne Ranger won a smattering of applause, but only time will tell
how good this new, improved Super NES version will be. Stay tuned.

Going even further back in computer game history, Microprose have
announced a conyersion of the classic C64 platformer Impossible Mission!
Ranking alongside Elite and Dropzone in all-time classic status, Impossible
Mission follows the fortunes of Agent 4124 as he battles through the multi-
roomed domain of evil genius Elvin Atombender.
© Elvin is currently holding the world to ransom with NEWS DATA
a huge bomb, but it is known that the deactivation
sequence has been left in puzzle form around the
madman’s lair. Avoiding the many robots within . "[' Elﬂ“
each room, Agent 4124 is set the task of retrieving

the pieces and using them against Atombender. The - n': ulsn'PnnSE

Super NES conversion is at a very early stage at the

time of writing, but a full - Exclusive - preview is on . BH.IASE-]"A

its way.
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. TITUS REV UP

: Bused on their Crazy Cars Ill Amiga
game, Titus are currently working
on Lamborghini American Challenge
for the Game Boy and Super NES. A
race through America’s many states,
the Game Boy version is basically a
i Pole Position-style affair, whilst the
Super NES game is set to boast a
split-screen two-player mode, and
. will also be Super Nintendo Scope
-, compatible - just don’t ask us how
the Scope comes into play in a rac-
ing game. A November date has
been set, but we'll keep you up to
date on its progress.

NEWS DATA

B NEW GAME
MBY:TITUS

B RELEASE:NOV

pace, the final frontier... To celebrate the recent sell-thru
release of Star Trek VI: The Undiscovered Country, CIC Video
are generously giving
away five copies of
the film and five T-
shirts to NMS read-
ers. Billed as the best
of the Star Trek
films, The
Undiscovered
Country sees Kirk
framed for the mur-
der of a Klingon
peace party, and co-
stars the likes of
Iman, Christian
Slater and the rest
of the Star Trek
posse. To win one
of the vids or T-
shirts, simply
answer the follow-
ing - oh-so-easy -
question:

What's the
name of the
Enterprise’s engi-
neer? Is it: a)
Scotty b) Snotty c) Botty. Send
your entry to OOH ME KLIN-
GONS COMP, NMS, EMAP

imaces, 30-32 FARRINGDON | RGOMPETITION

LANE, IiUHDﬂH, EIC'I 3AU. ;
N . 4
o Votcan nock grip tinay aces. |MMBY: GIG VIDED

out fo anyone cheating... | S pEVENGE-NUT NOW
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verybody knows
E educational soft-

ware’s boring, right?
Mindscape, however,
have different ideas.
Combining key elements
from Super Mario World,
Mindscape’s Mario Is
Missing could be a
refreshing change from
the dull educational
packages released in the
past. As the title implies,
Mario has gone AWOL,
and Bowser is the baddy
behind his disappear-
ance. So, with Mario
missing, it's up to Luigi to
rescue him.
Luigi’s task takes him
across five of the world’s
cities - including Moscow

THE GANG'S ALL HERE

With Luigi obviously taking the starring role (well,
. Mario IS Missing, after all!}, he's ably assisted by
g him to Mario. As old faves such as Daisy, an army of Koopas, and
R e < his way | Yoshi. Daisy - and what appears to be a series of
R, et clones - has found employment as a receptionist
at the Sistine Chapel and other important land-
marks, whilst Yoshi is used to collect Luigi by mov-
ing the green lizard across the map until he
locates Luigi’'s whereabouts - a section which also
improves the user’s geography.

.

T

rough the five areas, it
becomes appare i

et . 1.I.I
‘Bowser has been m:

AERY
L

' i by leaping o
shelled foes in cus-
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2
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s

NINTENDO 20
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. IVPETHINGS |

Luigi’'s task is aided by a handy computer he car-

ries. Accessed via the Select button, the computer

screen appears detailing its options. These include

a chance to peruse the pictures he is given after

an item is successfully returned, a database of

who he has spoken to, a map of the city he is cur-

rently in, and the oddly-named Globulator which

summons Yoshi to collect him.
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rem are busy putting
the finishing touches to
Rocky Rodent, whose
debut takes the shape of
an 8MEG platformer set
across the city of
Metronome. A Mafia boss
has kidnapped the
daughter of a
local restauran-
teur, and has
promised Rocky
as much food as
he could possibly
eat if he can
refrieve her. Thus,
initially armed,
Rocky sets off on
his six-stage
mission to
rescue her
from the
evil gang-
.I'EH'-
unarmed,
“that is, apart
the dead-
series of hair-

=g & r’s
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HAIR TODAY...

There have been some unusual armaments on
the Super NES before, but we have never seen
o hair-based weapon. Well, Rocky is armed
with four different quiff styles - which are
detailed here:

A
) sl SPIKE HAIR: A can of hair sproy appears
= T a creating o red peak of hair. This is then used
J — = ﬁ . S} to gore any oncoming nasties and is also used
to spike platforms from below and swing Rocky
4 { ] up to the higher levels.

- | . MOHAWNK: After a razor has done its stuff,
2 | s IR oy it (i % B mt ¥ | 4 Rocky’s hair doubles as both a deadly
3 | boomerang and o platform. This is also on of
the strongest styles there is so hang on fo if.

BRAIDED: Resembling o Scorpion’s tail,
Rocky’'s freshly-plaited hair is a useful long-
range weapon, Whenever the firebutton is
pressed, Rocky lowers his head and the tail-
like pigtail swishes out to kill anything in its
|y goivg W —— way.

M

e i e i ke Do

—— pumphins 10 o8

" i ||..|'|d ..|,,"|1.II.I'Fr'b,
by lh"--l.""-l' '-.','.l.ﬂ“ LAY
1 | |.| | LRNL

_ y Vw1 N T1LRLLLY in

day | will roturm. ine SO} & | SPRING: This is the best hair for reaching
™ | the higher areas of the screen. It is also partic-
vlarly good ot driving foes back.
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| METRODOME '

Rocky’s chasing of the Mafia boss takes him
across the sprawling city of Metronome. _
Starting on a building site where all manner of § ; - i
girders and dangers await him, he then pegs it | e
along a main rood whilst % ' s
avoiding the traffic -
which has a nosty habit
of catching up with and
flattening our little
hero. Following this, o
large haunied house -
complete with an
assortment of ghoul-
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before Rocky makes L bolow could b ﬂ‘:‘d Al you try Sl options oy /
his way to the final {‘ n his somadh Wert ) oA
showdown with the dlrl].r Don himself, \ L —— -
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BY: INTERPLAY PRICE: TBA MEG: 8

MUSIC MAESTRO PUR-LEASE!

Why Rock'n’Roll Racing? Well, trucking is always
associated with loud rock music, and Interplay
have ensured their future vision is similarly well
equipped in the tune stakes. ‘Born To be Wild’ by
SteppenWolf, Deep Purple’s ‘Highway Star’, and
Henry Mancini’s ‘Peter Gunn' blast out as the
trucks do their thing, and some of the tunes had
the NMS rock fans fair creaming their slacks as '*‘1.1::
they scooted around the track. !

ruck racing is a pecu-
liar thing. Populated
almost entirely by men
with large moustaches
and dodgy 70s+style hair-
cuts, they spend their life
traversing numerous dirt
tracks in search of huge
cash rewards with which
to fund their next race.
The strange thing is, these
refugees from The Jason
King (ask your Dad) seem
fo grow in popularity
every yedr, even manag-
ing to infiltrate lunchtime
TV every Bank Holiday
Monday. In fact, Interplay
are so confident of their
growing prestige, they
have gone to the trouble
of taking a peek into the
truck races of the future «
_Rock’n’Roll Racing.
: ""'i‘ Fans of Super Off-Road
‘Racer will be instantly ot
‘home with Interplay’s

¢ n e. II‘ uses the sume r .i
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IT'S YOUR BIG END, JOHN

Each player is given a limited amount of cash
with which to buy a car and the odd bolt-on
enhancement. However, if o player is to serious-
ly make an impact on the race meetings, they
are going to need to beef up their vehicle. Every
time a racer is one of the first three past the
post, they are awarded with a sum of money.
Obviously, the better the position, the more
cash is awarded, and this can then be taken to
the auto shop where a wide range of add-ons
await. From here, better tyres, suspension and
the like can be added to your mean machine,
although certain courses feoture specific hoz-
ards such as icy patches meaning a little fore-
sight is also required.
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t's hotter than hot and
it's coming to a Super
NES near you soon! After
last month’s NMS World
Exclusive on the sequel to
the Greatest Console
Game Of All Time, we've
got more details on the
beat ‘em up event of the
year. First up, the big
news is that this will be
the first ever 20-MEG cart,
and already it looks as if
every aspect of the Turbo
coin-op has been recreat-
ed, from the game’s
enhanced speed to the
many new moves. In
addition, for those of you
constantly demanding
Action Replay codes so
you can play as Balrog,
Bison and the other boss-
_ es, they too are available
-fmmnnirnl - and any two
aracters may be con-

IEd at the same time,

ku \fs Blanka, for

ot |.

Tt bo Edition, Cup:
_;r jin aim wasd

- suli erec once |
iredi
tn-rnnroflhe screen

pﬂﬂy much deg

(20 NE NOY

NINTENDO 26

en putting togethgr

A Seeing double! The Dhalsim on the left ovoids the oncoming fireball
with his fontastic new Teleport skillst
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ON THE MOVE

Forget the Championship Edition,

SF2 Turbo carries all that game's
features and more! With the excep-
tion of Guile, each of the characters

has been beefed up slightly, and
here's a quick guide as to who
should now be capable of what:

DHALSIM: o rubber

legs behaves pretty much the
same as before, but his yoga
powers now allow him to disap-
pear out of harm's way and
reposition himself elsewhere

on the screen.
CHUN LI: chun-Li now

benefits from two news

moves. The first is basically

just @ higher Spinning Bird
Kick, whilst the second is far move impres-

sive - Chunners now has Ryu-style fireballs!

BLANKA: \n oddition to his usual Cannonball Roll, Blanka has
now added another to his inventory. When activated, he flies upward as
he spins, allowing him to pass over his opponent whilst still inflicting

damage.
ZANGIEF: Wahey! Russia’s finest how boasts an
even better Lariat move. Whilst he's performing this

_ i 1 | -*'r.' e ;

- gt SRR | e ST et T _ move, it's impossible for the opponent to escape!
A Ken's new improved Hurricone kicks com- . | \ @‘t KEN: oOurman in the red |im-jams was already
bined "f’"h E‘_“ E"_E_“d"-'d Dragon Punch from , _ | } one of the best all-rounders, but he has now had
Championship edifion Moke him the strongest R | ™ higher Hurricane Kicks added to his repertoire.

World Warrior of present pE >5 ' These are activated midjump, and only last a short

| | : B time.

' - A RYWU: The same as Ken, but in a white pair of

' i . . | : . “
PN & ' & - SN
e I N . } ' P Y [immy-|ams.
a - . il
4 - ' _ 9 . GUILE: Guile was one of SF's strongest
fighters, and consequently he has been left as
he was - which meas he's as hard as ever but
everyone else has a will have o chance now.

E. HONDA: ra boy was always easy pick-

ings, but Capcom have gone to great lengths to toughen him up. As
with the Championship Edition, Honda is now movable as he uses his
Hundred Hand Slap, but his enormous gut also comes into play - in the

form of o huge, energy-sapping belly flop!
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S0 WHAT FISE IS NEW?

:';,' Turbo Edition is a completely revamped
i ‘remix’, and should play a lot better for
g the tweaks, The game is estimated to run
g approximately 30% faster than than the

original Super NES game. This makes for a
more action-packed fight - and is particu-
larly impressive when you get the likes of
Vega leaping around the screen. In addi-
tion, so that the fights don’t end too quick-
ly with this new speed, the characters are

Lo ';\ : .\ . slightly more resilient when it comes to )
. i\ taking punches, and it also takes a more

Sl 2 B

-

N )
I:-* i . e N

X EEtead af | : impressive series of combination punches
et 5o . and kicks before your opponent is

THE PLANE BOSS, B
THE PLANF

. | e . Also available to control

: - - are the original Street Fighter
II's quartet of bosses: Vega,
Balrog, Sagat, and M. Bison.
Here's what you can expect
from each of them:

' |
A Balrog's heoding Tor trouble as Chun Li blosts o
fireboll in his diredtion
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A Chun Li can execute her Spinning Bird Kick at o greater height than
before, but this manuever can only be performed when jumping off the walls.

- Y -
C -

T B e comwe mea soow.

For those of you too dim to enter out
incredible cover-mounted compo to win a
Turbo coin-op, the next chance you’ll get
to cop hold of a version of the game will
be in August when the game is released in
japan. However, Nintendo themselves
have already snapped up the game for «
UK release and the game should be offi-
cially available around September. There's
no price as yet, but it will certainly be
cheaper than the £1004 which most
importers will be asking, More NMS Turbo

goodies soon!
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PGs have yet to win
themselves a legion
of fans among the
Super NES-owning frater-
nity, but Imagineer are
set to import a game they
feel will change all that.
Ogre Battle is a massive
. adventure set in a war-
ring kingdom inhabited
by the usual ogres, wiz-
ards and RPG-associated
characters. Cast as the
leader of a small band of
“warriors, the player is
given the task of making
their way through the
kingdom, snlvmg puzzles
and generally seeing off
“th- bad guys. However,
“rather than opting for dull
3D graphics as seen in
Dllngenn Master, Ogre

"1*»,

e 7 map to i.mlnllrit.
ftle s&quences com-
th large represens
the enemy. '
EI’ Imagineer haw

inselul.ll{r
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BY: IMAGINEER PRICE: TBA MEG: 8
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Night sets in the magical kigdom. Well, | don't know what's going on.. At last, aiter years of woiting, Mystic Meg mokes her Super NES debut
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This is uliifigied=nnis!

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.
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UBI SOFT Lid.

Finchley House 707 High Road

North Finchley London N12 OBT
Tel : 081 343 9055 Fax : 081 343 8544




any years ago,
MSmtﬁghtﬂr 2
changed the face

of video gaming forever.
Not only did it make
Capcom an obscene
amount of money, it also
spawned a number of
imitations. From Fatal
Fury to World Heroes,
arcades all over the plan-
et were swamped with
‘one-on-one fighting
ms full of oddball

L cters and special
mﬂ Probably the most

bat. It mixed digi-

live-action graphics
itll'l'l plenty of special

‘hﬂi und hu:kal'i nf |

g QI
per NES, nndm
loy.

Kombat m - '.

1as seven cha
to choose from
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For the Mortal conversion, the Super NES joy-

pad is once again used to full effect, with the X
and Y buttons producing heavy punches and
kicks whilst the A and B buttons are used for
lighter, more rapid attacks. The top L and R but-
tons are used to make your character block,
allowing you to move freely around the screen
(unless blocking). And complex combinations of
joypad commands, such as any Streetfighter fan
should be used to, pull off the special moves

s '\ particular to each charater.
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A Welcome'ta month twof of the NMS “Spot The Ball® competition.

GO ON, “IT “IM.
FINISH “IM ORF...

One of the main attractions of Mortal Kombat is
the “Death Move"” each character has. Get
someone down to a low enough energy rating
and the message “Finish Him" (or Her) oppears
on screen. Execute a complex series of joypad
jerks, and your character then slaughters the
loser in one of the most gruesome ways imagin-
able. Spines are ripped out, heads explode,
bodies plunge down sheer drops onto six-foot
stakes. Truly, the gore is quite incredible. Being
a bit on the sensitive side, Midway put a mess
control switch in the arcode cabinet, so arcade
owners could censor the proceedings as much
or as little as they liked. However, Acclaim are
nowhere near so sensitive and all the glop has
been left in.

A We're singing o song, the buycket of walér song...
33 NINTENDO




A Tickle, tickle, tickle. Dooh, stop it, I'll mesealf. No
don’l, pléase...

A Try os Raymond might, and even ofter months of intensive prdice, he never did quite gel
the hang of Sebastion’s unique sond danting skills.

A Hoving being cbandoned by @ thoughtless GMTV crew,

The Green Goddess strimps fo make a living working the
bodies of men in shorts. Of something.

- NINTENDO 34
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PUD ‘EM UP, PUD ‘EM UP...

There are seven characters to play in Mortal
Kombat, all of whom have perfected their own
style. Chop-socky action is the order of the day
tor Shoa Lin’s own Livu Kang. He's a bit of a
Bruce Lee and his special moves are a rather
nifty rocket kick and a plasma ball projectile
attack. Next, is Hollywood's Johnny Cage who's
a bit of a film star in the vein of Mr Van
Damme. His most favouritest move is the deadly
(and graphically impressive) shadow kick, and it
must be siad it is a bit tasty. Kano is the cyborg
renegade criminal mercenary hoodlum gangster
with a line in headbuts and spinning cannon-
ball attacks. He's alse going a bit thin on top, so
he probably just goes en about how virile he is
all the time. Sonya Blade is the goody-goody
special police chick. Her Sonic Ray is a pretty
good form of offence, despite it looking like o
superheated Slinky Spring. Raiden, the Thunder
God has adopted a human form to enter the
challenge and show how ace he is. Which is o
bit daft really. He should just be a cloud and
lightning everyone to death. Still, his flying
doom charge is quite lethal in itself. Finally,
there's the ninja brothers, Sub Zero and
Scorpion. Sub Zero has a handy freeze ray
which incapacitates enemies for a few seconds,
and Scorpion has a big nasty barbed spear
which he takes great delight in ramming
through people. How quaint.

L

i
Hindill

P“"ii

T
1|

TS
il

!

T
1|

L Y
L IR

L}
I~ T
[Freis
!"'H..:-
= .

|'

" Yuk! Don't put it on your head! it's unfiygenic. Go on, give me my rice
s bowl back. It'll have nits in it now. Mum, el him!

35 NINTENDO




Punr old Mr Haggar. He’s knock-
ing on a bit, and thought he’'d
hung up his punching hat after the
first Hnnl Fight coin-op. Sadly, the
old chap :un't help but get into
fights all the time. You’d have
thought that, as mayor of Metro City,
fisticuffs opportunities would be few T TR
and far between. Wrong. First of all, o
the Mad Gear Gang kidnapped his ' b8 . e T A 1;- '
daughter Jessica and he had to el i Ll Y
traipse across town to rescue her NN
from some fat old bald bloke in a ' Qr A
wheelchair. And now, with Jessica
safely back in his arms the newly-
reformed Absolutely Stark Raving
Bonkers Gear Gang have decided to
cause him more grief.
It's all down to a by-law Haggar passed as
a supplement to the Gratuitous Violence act of
1433, stating that no vicar should be roughed
up and/or mugged on a Sunday. All well und
good in the eyes of the genarul puhllc may-
haps, but the Absolutely Stark Raving Bonkers
Gear Gang happened to like their Sunday
pastime of ‘phoning vicars with invitations to
tea parties, and then giving them all the
wrong directions. Also, if by any chance a man
of the cloth did make make it round to the A Hey, these inflatable hoodlums are really ife=
house, they'd give him a Chinese burn and
steal his dinner money. Only
Haggar can stop
this evil-doing,
and does so by
recruiting his
mates Carlos
the Spaniard
and Maki the
I:nkan female,
' efore wander-
':m DIFFICULTY: ing around the
: /A P
Basy world hitting all
gl A | _ the members of
: the Absolutely
Stark Raving
Bonkers Gear
Gang.
Oh yes, Final
Fight 2 is a return to
good old horizontally scrolling beat ‘em up.
The screen is sort of psuedo-3D in order to
give the action “depth”, and the enemies pile
on to duff up our heroes. That's it, really.

like. Now where's the nozzle...

/ I ] ; ¥, !
- 142 J -y -n!
The single most important addition to Final
Fight 2 is the two-player option which was
greatly missed in the original. However, it has
its price. While it's possible to have two -
ers on screen simulta
I‘m means thasl::uofihaspﬁlu
e 1 has had to be scaled down a |
bit to compensate. Also, as in A Welcome to the Breakdance Competition.
the first game there are only
ever three enemy sprites on
S the screen at any one time,
Lt because of the sprite handling
capabilities
of the machine K
being a bit stretched. It
also makes the game
far easier in two-

player mode.

- iy *Piru

A No, no, no. Step 1, 2, 3 jump..




SUMEY ! MULTIDIRECTIONALL

Whilst the original Final Fight was yer omery
horizontally-scrolling beat ‘em up, its off-
spring scrolls all over the placel At certain
points in the game, arrows indi-
cate for the player to guide
their character up or down the
play mnmm Hnwwar, W As Hoggor made his woy across Europe, he

 foundpuncing spccbodies made her -

REVIEW

Final Fight 2 must be one
of the most eagerly-await-
. ed games ever, and
| expectations were running
high, especially thanks to
the loads of smart-looking
early screenshots we saw. |
So imagine our dismay |
when we got it in and dis- |
covered it was abolutely |
pants. What went wrong?
Well, to start the obituary,

whilst the graphics look great-
iiiiiii "4 ' Uiive e in stills, once they start mov-
: hewnt * ‘ ing they ruin it all. The ani-

mation is crap, the scrolling
isn’t too hot and the sprites

¥ are prone to flicker when
- lhmgs get busy. Gameplay-
- wise there's one huge com-

f ..r--"""‘"""‘ pluinl - it's far too easy. E

ary and | completed it on

:' / % . NGHMAL on our first go. In
.‘$ o *t - one-player mode it's not i

o sOonTen 0 much harder, merely a |
‘______,.—,-"“‘" case of standing in one cor-

ner and pressing the punch button

repeatedly. That's the other real problem,
the element of strategy that was present
in the first game has disappeared. Final
Fight 1 had herds of different enemies, %
each with their own moves and attack ]
patterns. Final Fight 2 has one enemy with
one attack pattern and loads of different
faces. What this leads to is Dull

- - ‘,;L & J | Repetitiveness City. The new characters

U RLLARA S

S

ot ~ R don’t add anything because they're exact-
o, [~ | ly the same as the last ones, with the
M N . same moves and even similar appear-

. ances. Capcom have really let everybody
down with this one, so if you're looking
for two-player beat “em up thrills go for
Brawl Brothers instead.

i et " B e o e
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REVIEW [P VPN sy 1

Roll up, roll up. Pick one of these luvverly
chaps fo fight ocross Europe. They're greatl

| i L= | K= VW =

HMaGGEaEY Mak | Cawl OS

d
:l‘
o
-

A look ot me! I'm Hocksow Jim Duggan! Ho!

| !

ALy 44l
PUNCH: Press the B button to
make Haggar punch
FLYING KICK: Jump in a direction
and press the attack button for this.
Doesn’t do much damage but
knocks the recipient onto the floor.
FLYING CHEST DROP: Press down
whilst executing a flying kick to do
this one. Mind you, it's just the same
as the flying kick. A\ ¥
SPINNING LARIAT: A bit like ’
Zangief's move in SF2. Press
the attack and jump
buttons simultaneously
to pull this one off. Does - B s

heaps of damage, but v- J ﬁ& /

Hoggar loses energy

every time it connects. -I“'" s B
GRAB: Just walk into = t
someone to grab them. ‘. :
From here, a number of .

moves are available...

HEADBUTT: Haggar can

nut someone up to three

times before dropping them.

A good tactic is to headbutt

them twice and then try one

of the throws.

NECKBREAKER: Just press .

the pad in any direction and attack to slam
somebody around a bit. Does a lot of dam-
age. .
CORKSCREW PILEDRIVER: Again, thisis S
just like Zangief's. Best move in the g:lml
does loads and loads of dumuga

NECKBREAKER

HIHTEHDO 38




- SPINNING swmmm:

/
didald

PUNCH: Press the attack button for this

rather ladylike slap.

FLYING KICK: Jump in the air and press

attack to knock your enemies fly-

ing.

ELBOW DROP;: Or it

might be the knee,

although it's hard to see

what bit actually con-

nects. This attack

momentarily stuns the

victim, making it very sim-

ple to follow up with a vol-

ley of punches or a throw.

SPINNING HAMDSTAND

KICK: Maki's special move

is achieved by the simulta-

neous pressing of the atlack

and jump buttens. Maki loses

energy when this connects, so

it's best to save it for tricky sit-

uations.

GRAB: Walk up to an enemy and you should

automatically grab them, allowing you to do

one of these things...

KNEE: Oooh, right in the soft bits. This attack

does a fair bit of damage but after three hits

the foe is dropped.

THROW: Chucks your opponent right across

the screen, damaging them quite severely.

Press any direction plus aftack for this one.

-

PUNCH: Press attack for a backfist.
NICK OF FLYINGNESS: Heyl! It's a flying
kickl Jump and attack to effect this ‘un.
DROP PUNCH: This spanking move stuns
the intended for a second, allowing swift fol-
low-ups of the punch or throw persuasion.
SPINNING SWORDY
THING: Carlos’ special
move performed by press-
ing the attack and jump
buttons together. Hacks
enemies to bits but also
drains Carlos’ energy

reserves.
GRAB: Simply walk into
“a sprite and grabbing is
automatic.
KNEE: Following
Maki’s example, Carlos
knees his foes where it
hurts. Press the attack
button with no direc-
tions held for the
knee attack.
THROW: Quite an athletic springing
thing this, Carlos throws whoever he’'s hold-
ing for much damage.

HIEH KICK

- nughi as
nal Fight
rrived
review.
chance

tﬂ'

. the original wit

ll player mnde add

" loads of new moves.

. Hmmm, shome mishtake

" shurely. Final Fight 2 if

. anything is actually worse

. than the original, and

. whilst it does indeed have

| a two-player mode and

. new characters, the

. downside is that the

. sprites are smaller and
flickery, and the baddies

. remain the same
throughout the game.

. Thus, whilst you kick

- seven shades out of Elick

. and Adores in Blighty, it
soon proves rather |
tedious to have to do it all |

. over again in ltaly. Very
little thought seems to |

' have gone into Final Fight =&
2, and this is a great |
shame as it had the
potential to be one of the
hottest games of the year.
Give me a C, give me an
R, give me an A, give me
a P. What have you got?

. Final Fight 2, that's what.

| Oh yeah, and when was

. Holland hit by a nuclear
dew:erwhit.h nlsn created

ins in ﬂsllfhr- :

}
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REVIEW
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A Well come on then, woman, you wanted fo be in the game.
before he bites my foce off...

There are
a few
things in
life you
just don’t
i do.
" 4 Getting
‘_'.- into o
‘ scrap with
™
braced-up
belly boy who happens to
be Muvur of the city is one
of them. Buying this game
is another. When | first
saw this game a while
ago it looked as if it had
everything players had
been asking for, but what
became obvious on play-
ing the game is that an
awful lot of sacrifices
have been made to deliv-
er two-player action,
including just about
everything that made the
first game such a laugh.
For a start, the graphics
just aren’t up to the mark.
The backgrounds are OK,
with one or two nice ¥ Hello, I'm o man with
touches, but the sprites magic braces who rather fan-
“":—; a "ﬂd 5"':""? ﬂ';‘: ;ﬂ" des o cheek-to-cheek dance
suffer from, horror or- : _ :
rors, screen flicker! At B ' o
first glance the game
looks like a huge chal-
lenge, but it's just way too
easy and there’s just not
enough long-term appeal
to warrant the cost of the
cart. | hate to say this,
and still can’t quite

whlthprm‘ a massive
disappointment. What a

terrible shame.

NINTENDO 40
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Hoggar might be a busy busy man rushing
around the whole world hitting people, but he
still finds time to take a leisurely break.
However, being a bit of a hard-bitten belliger-
ent old git he gets his kicks by, erm, hitting
more things. There are two bonus stages where
Haggar relaxes and earns extra points by bash-

ing stuff.

game, Haggar (and friend) ,

limit in which to smash a yan info su

Extra points are gained for ely destroy-
ing it within the time limit, with more points up
for grabs for every second left on

the clock.

(plus pal) walk along a stretch

of ent punching a load
d!znh oil q._umf.'"sﬁwm
he mis-hit one it explodes,

engulfing him in flame and

yoluable i ﬁr

Boain, dilbnus is Sibil-
able for smashing all the bar-
rels in the allotted time.

" LONG-TERM INTERE

-y SEy Jd w7

BREAKDOWN
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A Good end-of-level bifs and story ¥4
screens and p|!.'nf]’ﬂw!! > go rol

A Splendid backgron

GRAPHIES

Hea: _;.';. milarly samey and dismal.

. '.ﬁﬂf'i like Popcorn Chicken, quite okay

at first, but as you get forther
more and more sick.

LASTABILITY

¥ Six short levels and absolutely no thal-
kmhs’fuh. 4




REVIEW

bly not last - time

Spiderman dusts down
his special yellow and black
Game Boy costume to battle
evil-doers. The miscreants
this time are a bunch of no-
good alien types who have
come to Earth to kill humans.
They’'re not dangerous,
though, and can be killed
with just a few well-placed Spiderman Il is the dodgy con-
kicks. As if this wasn’t enough  trol's, and this be::Nur—
grief, a crime-wave has hit ent as soon as the game SMirts.
the city while all the coppers Most of the time Spidey is
are on their donut break, and required to shoot things, but

Fnr the third - and proba-

THE INVASION OF THE
SPACE SLAYERS

Spidey also has to deal with when you press B while he's
the assorted scum now roam-  still he webs at an angle, so the
ing the streets. Spidey has his  resultant cable whizzes over the
usual bag of tricks, including head of its farget. In addition,
web shooters and several to hit someone, you have to
vicious karate kicks, and can move the joypad in a direction
also climb up walls in certain and press B, which leads to all
stages. He also has a nifty sorts of confusion. Even without
somersault jump which not the disastrous control system,
only allows him to leap out of  this game still lacks the punch
danger’s way, but also gain which made Spidey a hit across
enough height to attatch a so many formats.

web to taller buldings.
The worst failing of

S REVIEW

Pﬁ’::-"ﬁ:' ﬂr'Pﬁ-:-.‘ it
& hetter NES P atfof
Unperturbed,Hodso| _ :
instead converted the'gtime - ’
the Game Boy - a meditm AV 4
which would seem ideally/Suiis

#

ed for his monochromatic £

-

adventures. Game Boy Felix is /& - ‘
identice the NES game with ‘ 4
* :

Felix ty M scrolling stages
in se apaed girl-
frie +f istie

a . .'fl jf";j} o) s
; 4 SR S’

¢t convee St this i"
"

con Yo d-h
ersion scroll®c i

bly sedate pate, ¥
er casually picking oNines
There’s no sense of | "
urgency, and avoid. =
ing the nasties

becomes dull.
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® BY: ACCLAIM
® PRICE: £24.99

©® RELEASE: JULY
® GAME TYPE: PLATFORM
® CART SIXE: | MEG

to a'speeial

These normally, hog
manner of Usgiilfcol -
but some also"Cont@® bosses or

other perilous objects.

- YYVYVYVYeYVYYe

Spidey fests his amozinf Spider-
kee-pads whilst skateboording. Or
something.

AN SRR T e

—m CART SPEC |/
ﬁ

SuwesmaN

PR EYSRRTY AT Ve

® BY: HUDSOMNSOFTI
® PRICE: TBA

Boo! Ho ho ha,
got you. Now see if
yOU Can scare me.

o ® RELEASE: OUT NOW
© GAME TYPE: PLATFORM |
® CART SIZE: | MEG
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PRESENTATION

No options, and precious little else.

GRAPHIGS

Detoiled bosses, but they could have
done with being bigger.

dOUND

A few crummy tunes and spot effects

make o mockery of the Game Boy's speaker.

PLAYABILITY

Good variety of levels and things for

Spidey 1o web.

[ASTABILITY

It's tough and there's a lot of gome in

there.

OVERALL

An extremely poor outing for the web-headed
one. There will no-doubt be more Spidey

games, let’s hope they're better.

RATINGS

PRESENTATION

Everything is dlear and well-defined.

Nowt in the way of options.

GRAPHIGS

Felix looks right ot home on the Game

Boy's monochromatic screen. Very smor

OUND

Competent tune- run throughoul...

...But they're hardly stunning.

PLAYABILITY

It's easy 1o get into, o pleasure to control

and there's absolutely loads to see...

LASTABILITY

. DUt it's oll very samey and there’s no

real danger posed to our hero.

OVERALL

A potentially excellent conversion is all but
killed off by a complete lack of pace and the

relotive ease of the gameplay.




FABUILOUS

OFFER

You can always tell when it is summer in
the NMS office. If it’'s not the knee-deep
piles of Mivvi and Feast sticks which
block up all the fire exits, or the sudden
appearance of lily-white knees, it is the
welcome arrival of those most elegant of
garments - the NMS t-shirt!

S~ — _,..-. _,—. . a— _l,.-. . e — o -~ _a—. —_ . - — - . e . -

Yes indeed, no sooner is the sun shining,
the Mivvis eaten and the knees out, then
all the team are the height of fashion in
thelr stunning Mario-embossed shirts.

— e Fm —_ o i —_— — — ] — — P — — -~ _— o~ — o = e

Available in gorgeous grey or beautiful
black, these are THE fashion accessory
to be seen in. Forget the 70’s retro stuff,
it’s all tish and pish when compared to
these babies. Mind you, not every Tom,
Dick or Harry can get one - and the likes
of Kate Moss and Naomi Campbell can
get stuffed for a start - because only die-
hard NMS fans are invited to get these.

Want one? ‘Course you do! Here’s what
to do ...

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

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

UK ORDERS

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

If you wish to pay by VISA, you can phone
our order hotline on 0858 468 888

EUROPEAN & OVERSEAS ORDERS

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

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

We suggest that overseas readers pay by
International Money Order.

Offer closes 20th September 1993,

Please allow 28 days from receipt of order
for delivery.

Order enquiries, please call 0858 468 811




CHE E N E N NEENENENNEEESEEBENNEESEERENENEREBEERENNEEEEEEDRENENERENR-SE:SEHNZHMEE-BR-BNMNMNI-E-EM;SR-BR;E.
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Send to : NMS T-shirt Offer, Tower House, Sovereign Place, Lathkill Street,
Market Harborough, Leics. LE16 9EF .

| enclose my cheque (address on back) / postal order made payable to
Emap Images Ltd. or please debit my Access/VISA account with the sum of

HIV CREE) DI D BT 15 ccvisisnnssessnvissnsnnasssassanasnarsnnansr rasernsunnes conntosnannpsasisess

Please use block capitals

Card Expiry date ............... /9...

A T R e R R R R S T T e, TR B L S L O N R, sl e

Address ...

lllllllllllllllll

llllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllll

iiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiii

(Please enter quantities required in boxes)

ITEM « SIZE PRICE TOTALE
Grey NMS T-shirt M £6.99
Grey NMS T-shirt XL £6.99
Black NMS T-shirt M £6.99
Black NMS T-shirt XL £6.99
TOTAL sasnesssscanes

Please add 50p per item, postage & packing
(Euro/overseas readers see ‘How To Order’)

Please allow 28 days for delivery



® BY: ACCLAIM
® PRICE: £44.99
'@ RELEASE: JULY
® GAME TYPE: SPORT
© CART SIZE: 16 MEG

GAME INFO

® PLAYERS:

2

® CONTROL:

Joypad

® GAME DIFFICULTY:
Moderate

® CONTINUES:

8

® RESPONSIVENESS:;
Good

® 1ST DAY SCORE:

Win Singles Champlonship
@ GAME ORIGIN:
Acclalm’s secomd WWF
llcence vses more charaocters,

and alse throws In mere
moves and In-game options.

CONTROLS

® HOW TO PLAY:
Guide your chosen wrestier
throegh the maglcal kingdom
of Threngar. Only kidding.
Wrastie [ike the wind, you foels!

B N B e

pERrFEC]
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hey’re big, they're mean, ™S .
they wear tight clothing and | = ‘

they're back on the Super NES.
The Superstars of Wrestling have
returned with new moves, new
competitions and vastly increased
size.

As the name suggésts, this game
is based on thesnnual Royal
Rumble tournament, where the aim
is to be the last one left in the ring.
The onjy way to be eliminated is by
being chuclk®d over the top rope.
Survive this and you'll be declared King
Of The Ring.

Along with the new tournament, sev-
eral wrestlers are also making their Super
NES debut. Now you can battle it out with
the likes of the massive Yokoztina and

wn Michaels: Each wrestler now has his

special movespwhich are guurnnleed to
ruin the day of anyone on the receiving end.

f -
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Hey, | love you mate, Honest, you're just the greatest, Cmere...

MASS BUNDLE

There are several modes of play, all of which
involve beating people up to different degrees.
In addition, they all have two things in com-
mon: brawl mode and fall mode. In fall mode
you merely have to pin your opponent for o
three-count. Brawl mode is far more interesting
as you can't be counted out. This leads to oll
sorts of out-of-the-ring combat involving steel
ring posts, crowd fencing, chairs and every
wrestler who in the vicinity.

e — e - e et et A g g

Gis o kiss you big ope. Mmmm!

—

One-on-one:
Two wrestlers go
head-to-head. Not
. very interesting and
the easiest champi-
onship fo win.

i f‘nﬁéﬁf ,1-'“{“"‘
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Tag-team:
When a wrestler is
out of the ring his
energy replenishes,
so you need to work
fast in order to win.

"
v
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Before they get down to the
business of chucking each
other about, the wrestlers
have to soften each other up
“with barrages of punches
and kicks.These don't inflict
much damage, but four
blows will leave whoever was
on the receiving end flat on
their back. Whun they finally
‘get their hands on each
other a power meter appears
at the top of the screen,
From here, it's a case of
pumping the desired button
as fast as possible. If the bar
moves fully to the side of the
screen your guy executes a
move depending on which -
button you were pressing.

il

>

Three-on-
three: Almost the
same os tag-team
wrestling, but you
have a third wrestler
on your side.

T—'—,_-.'",. -1
.1

’ 4;;1'}:* 1.-

LY gl )
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Royal Rumblie: wih
up to six wrestlers in the
ring, this is busiest of the
lot. The only way to be
eliminated is by being
dumped over the top rope.
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MOVING
G

Each wrestler hos a special
move unigue to them. These
cause massive amounts of
damage, but may only be per-
formed at certain times. Once a
wrestler's energy has dropped
below 50%, he's ripe fo be
- duffed up. Unleush a volley of
kicks and punches ond, should
four connect in quick sucr.aﬂinn, the
recipient will be as stunned as a
clubbed seal. When they're in this
condition simply get in close press the
correct combination of buttons and
depending on your wrestler he either
executes a davusiuimg crushing-type
move or grabs them in a hold which
slowly wears down their energy bar.

Just hold still we'll soon have this out
Hgggnﬁngngnl

S — S e = 1 a—— T i il

Sit on my face...

What's the use of having a tag-team

partner if he plays foir? Well, you

don’t have to worry about that. Your

buddy comes to your aid in a variety of

ways. Firstly, when you've had the

| stuffing knocked ou! of you and aro

d pinned by 20 stone of enemy wrestler,
you're buddy often wanders into the

' ring to give you hand. Should an

opposing wrestler 'q&t.iaa close to your tag team pariner, there’s

o good chance you're buddy will grab him by the throat, giving

you time to dish out a sound kicking. Outside of the ring you can

also expect him to grab the cumenlanﬂr positioned steel chair and

smash it over the head of his rwnl tag-team pnrtnar

RAZ

NINTENDO 438

]



OUT FOR THE
COUNT

One major improvement over the previous
WWF game is that you can now batter the ref.
However, as he takes about thirty seconds to
recover, any pins executed in that time don't
count. On the other hand, you can spend ages
taking your opponent apart outside the ring.
The advantage of this is that you can dole out
additional damage, although if you're in @
good position in the ring it means you have to
wait a while before you can win

the match.

= r
-...‘J.

| don’t know,
what hap-
pened to
good ol’

' days with

" Mick

McManus
and Pat ‘The

Bomber’
g ivs Roach? Now

what do we
get? A bun:h of balding fat

men poured into spunda:

muulds and a rather good

Royal

Rumble’s

graphics

are

absolutely

knockout!

Brilliant

anima-

tion, lots

of detail

and

. superb stills make this a

- visually awesome game.

. The gameplay, though,

. doesn’t quite match up to
the looks. The problem is

. that there aren’t enough
moves and, as a result,

| fights end up becoming

tests of which player can
press the button the
. fastest. Despite that, it's
still fun to play, especially
in ftwo- mode or
fighting on top level
Royal Rumble, and
even though the com-
puter opponents only
an average level
of difficulty - those
who've played WWF
Super Wrestlemania
should be able to master
this game fairly easily -
WWF fans will still love
this.

wrestlers, more moves and
more tournaments fo enter.
One of the failing points of
the first game has also
been rectified, with
wrestlers now having spe-
cial moves. My biggest criti-
cism is that grapples go on
for ages. You can be pump-
ing the buttons for yonks
before anything happens,
by which time your arm has
started to go numb. Also,
the tournaments are easy, |

oy vEy J4'FF

BREAKDOWN

STRATEEY i?
ACTION L L_r_J
CHALLENEE LJ_! I_]_JL |
REFLENES | E'E
ORIGINALITY |

Ful

PRESENTA rm :

A Rother smort intro sureen Mﬂ
images of your iuvwmem D“'

in and out. Cor!

GRAPHICS

A Good nrlllnuhnq,ppﬂﬂlfﬂhn exe-
cuting ipﬂdﬂﬂ'ﬂ(ﬁ_.} { ﬂ

EN GMW some very excellent
ﬁlﬂi{. o -
£

¥ Not w noise during the matches.

PLAYABILITY

A de of dificulty levels let you get
straight into the action.

¥ Does grind on @ bit in one-player mode. 1,,-':

wrestlers to bdlar

¥ Onee Mﬂ completed it rnu iu'! be com-
ing bock for more, [t

Big improvem im the first game,

but becomes dull if you're playing against’

thammpulaf. 2 "
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M Two cover disks
every month
bringing you the

best in PC

entertainment

B The most

in-depth,

up-to-date

reviews in the L R

business Yire .

'.j':? B Extensive

| ML peginners'

M Players R g

guides, tips o Sy guides for

and cheats for all configuring
the top games your PC to
play games

Place an order with your newsagent now



NINTENDOD HELP SYOSTEM

[he Nintendo Help System refurns for more
ailment-relieving remedies fo sooth your
aching gamesplaying. The larest in medical
[echnoloqu 15 used fo provide hrilling freal-
ment for e latest gaming viruses such as
sfarwing and Prince of Persia. All fhis for a
measly £1.35 insurance fee. You lucky
blighters!

a[ARWING

Foxy and his mates make it through to the second
wave, as Andross toughens up for the next bout.
Every aspect of his evil formations is revealed
here, as tare the paths to collecting the much-
needed power-ups scattered through the game.
We also reveal the meaning of life and how to
become an instant millionaire. Actually, that last
bit's a lie, but we do everything else...

PRINCE OF PERSIA R

I' R r a -
-~ F R = ¥
T _._:r % ] %] o l. s

- ar——

-

Alright, so we said that this was going to be the
last installment, but space restrictions mean that
killing Jaffar will have to wait until next month.

Heanibte O Mearsis s A ragisTaran

However, this month we get you even closer to traderart of Braoderbund Sofreare, Iine
. . s BS99 Bereaoder-bagnd SovTTeooare, [,
him. Sorry about the delay for the final moment jor-danMechner. A1l rights reserved.

of glory, but we've got notes from our Mums, and 21992 LS Lorporation.
Lig-gaeye- e rdnd PHig My i SSn T Tiomyeas, e .

our dog is to blame as it ate the other page. Oh, SN2 ¥ ONAM]
and it got left on the bus. Honest. No, really... VILRNIRY Py (ENTERO

TIPS AND THCTICS

Reaarange these words to make a rather famous
NMS phrase: Tips' and 'Small.'! Hmmmm, what
could it be? Ah yes, this is the section where loads
of smaller tippettes are printed for your delecta-
tion as our many readers unveil their knowledge
on all the latest Super NES, NES and Game Boy
cheats and tactics. That's right, the Tips Small’
pages are where you'll find them. Or something.

Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222
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FURTHER TO /AR’ CONSERVATION
Now that piloting the ARWING is second nature and Level
One offers little trouble, i¥'s high time for the acceptance
of a slightly tougher challenge. This month Fox throws cau-
fion to the Cornerian wind and sets out with the aim of sur-
prising Andross via his back door! Before he does, though,
there are five more attack-waves loitering in the wings!

Y BOSS 1 APPROACHING
THEFIRSTMISSION . ™= ' ATTACK CARRIER

This is exactly the some model as found in
level one. This incarnation offers no new

A threat so the tactics mentioned in the first
part of our guide work just fine - destroy
both its missile launcher and air-craft car-
rier units betore concentrating on its mid
section.

Obviously, the tactics learned
trom the level one mission are
still relevant - tlying the ARWING
beneath the arches yields a twin-
blaster behind the moving shield
door, although avoiding collision
with the door by slowing the
ARWING with its retros is wise,
Further into Corneria the use of
retros becomes increasingly more
useful it o perfect score of 100% 1s
your goal - the disposal of the giant
worker droids is made possible by selective
use of the retros, as is look-out tower destruc- :
tion. Runaway Imperial fighters are also W Hey, wotch where you're going, Grandpo. Honestly, they should be

caught unawares by a wily Fox hanging back made fo take o test again when they reach sixty...
and taking them all into account! ETdEMY I =

Return Of The saucer: ..

the first half of the Cornerian raid,

.
make sure of destroying the flying = .
™~

GHIELY

saucer betore it leaves too many nasty
homing-mines. g

Another Nova: ...

yields at least two extra Nova
bombs for use later on. The first
appears courtesy of a
cowardly hover-tank, but
the second is slightly

more elusive. Nested
behind o pair of low
buildings, the only way

of obtaining this second
bomb is by flying on o

wing through the gap
between the two. You = g V. . A Have you noticed that this picture has
are also given permis- |
sion fo boast as much as
you like when this little
manoeuvre is perfected!

[

been given two cpations. So did .

W The second stage's secrel amorphous
jellyfish boss appears. Or something.
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THE SEGOND MISSION

[ ]
[xlra snln- First up, there is

an extra ship awaiting Fox early in
this stage. After the first tunnel of

horizontal pillars, the special triad is e
located in a rather awkward position
- obstructed by a rotating piece of — A

Andross’ space-junk. Once agoin
the ARWING's retros come in useful
for this section.

Armoured Imperial
Hﬂmﬂrs: The armoured fighters use

their heavily-armoured backs as defence until
they are in formation. Only when they turn to
make their attack should Fox pick them oft

Extra Protection:.. . .

shield in Sector X lurks in the mass of
pillars in the approach to the spinning
tunnel of pillars holding the Novo
bomb. Negotiate the solitary spinning
pillar and engage the thrusters if neces-
sary so Fox benetits here

TWISIBI‘: Although the swirling tun-

" :
nel of pillars appears virtually l!115_:-n55nhle, e - Bok. olosk: Pk bes (- b Sac
stay fairly central whilst only making '_M = A Box, plank. Plank, box. Ur-hur-hur-hur
minor adjustments to the left and right. SAELCES
Acquiring the nova bomb nestled in here is | ==
not as much trouble as it initially seems if
this tactic is used.

1

BOSS 2 APPROAGHING
ROGK GCRUSHER

This particular Rock Crusher is modified
for defence purposes. On the whole, the
lumbering machine is just as fallible as its
level one counterpart but the homing-mis-
siles it now has are potentially lethal.
Luckily the same tactics of methodically
removing the !aser cannons before blast-
ing away at the Crusher’s centre aofter it
iettisons it's ram still work. The missiles
are only a problem when the crusher is
still one big unit. Keeping the ARWING
central and barrel-rolling once the ram is
out of the way guarantees Fox's safety.
So, blast those lasers out in double-quick
hime!

EHIELE' m

~«uck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222
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THE THIRD MIS3ION

The secret of this planet with a climate prob-
lem lies with the weather generator. After
navigating the rocky route into the open, Fox
is introduced to the mecha-
crabs which patrol Titania.
Their attack is especially trou-
blesome becouse, should Fox
pass them by, they follow his
progress unfil the ARWING is
out of range! Taking the
mecha-crabs’ legs away from
them gives them something
else to worry about, though,
ond lets Fox carry on with the
job at hand - stop-

ping the blasted bliz- % 3
zard!

Fox now
opproaches three
sliding blast gates
which are opened by :
means of a couple of ‘ A Hey Mote, my cord's bro-
laser shots. ' T - ken. con you fix it. Can yer?
However, try and ) ,ﬂ"ﬁ- ¥ As Foxy entered the
wait until the lost | =
possible moment
before doing so as
the gates aren’t
open for long. The
gate on the far left
reveals nothing.,
Flying through the
central one rewards
Fox with a twin- SHIELD

blaster power-up. : ]

Until Fox passes H“ss 3 Mlpnnnl“""n

through the gate on his right he is returned to A Unloved by the hunt-loving gentry, Fox P ssn E

the point at which he flew into open space found soloce in the local inter-galadtic church m":[ “ “A" AB
repeatedly and is returned over and over to
the group of three gates. He may, of course,
take advantage of this by powering his wing-
mounted cannons to the mox via the middle
gate, but the stage does not progress until the
weather generator beyond the third gate is
destroyed. Once the ARWING passes through
this diomond-shaped placement the planet’s
normal weather conditions are restored, and
Fox is granted access to the second half of the
Titaniaon stage. Here he
finds more

mecha-crabs

and cannon

weather control, the end-ol-
level Michael Fish oppecred
for o final battle in o story to
be continued tommorow

Upon entering Hangar's complex it greets
taunts Fox with a ‘Bye, bye’ flashing
across its YDU! The cheek! Fox's initial
attack scares the Prof, into submission and
the ARWING is left clearing the area of
marine-like fighters. Desperate Professor
Hangar now makes his bid for Fox's life
and releases more giant flying fish.
Great skill is required if Fox's
lasers are at low power and nova
bombs become essential here.
Hangar falls quickly to the devas-
tating twin-cannons of the
ARWING on the other hand. In

placements, _ _ either case it's impossible to
These are > T, ignore the flying fish and so have
4 simple laser _,'*-"'F Fox take care in filleting them as
- fodder, but he wears Hangar down,
. » are prone
P e to joining . .
forces - a " - A ‘
mecho- d '

crab using a can-

non placement for cover, for J'
instance. However, by taking S ' _
out the cannon placement ':‘—*—E“—Eﬁ 9
first, less domage is likely. dGESp %

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

l want mnrﬂ Ii'E!: Level two's

second extra ship is found at the beginning
of Sector Y, and is sandwiched between o
group of space amoebas. Listen to Slippy's
advice as it reveals that amoebas are shak-
en loose by using barrel rolls.

alloot, skate or diel:s.....

making every effort in avoiding the enor-
mous manta-ray, Fox’s problems also take
the form of red skates which smash into the
ARWING, wrecking its shield! These are kept
at bay with a couple of shots to their fins ot
which point they turn blue and swim away. In
fact, the best advice for the whole of Sector Y
is to shoot everything well in advance as the
maijority of life here is irresistibly attracted to
Fox's ARWING!

odve the Fox!:

Throughout Fox’s time in Sector

Y, a school of blue fish are visi-

ble in the distance. After Fox

passes through the half-way- , W

point supply-ring fire repeatedly

into their midst. Eventually, o ‘\ e

whale flies into view, leaving a trail

of power-ups. Nova bombs, a twin- ,
blaster icon, supply rings and a

shield are all left for Fox's use.

Amazing or what! This makes the battle
against Plasma Hydra so much easier.

arIELD

A Hoving wotched countless 70s 'Get Yoursell
Seen' ods, Fox ensured thot his ARWING
wos completely covered in silver tape,
and that his dynama's heodlights were
kept polished ot oll times

e A

A Death came quickly as the entire division of AWRINGs were
devoured by o particularly large Cheesy Wotsit whose mind had
snapped after its loved one hod been whisked awoy for some-
one's lunch box. Or somathing

BOSS 4 APPROAGHING
PLASMA HYDRA

Of all the adversaries in three levels, the
Plasma Hydra proves the most frustrating.
We can outline the tactics here: concen-
trate the ARWING's fire ot Hydra's thrash-
ing arms and use the retros for evading
collision - making sure you stop the mis-
siles before they hit the ARWING - before
punishing Hycra's bulk into submission.
Even so, Plasma Hydra is, still very unpre-
dictable. The only sure Fox-preserving tac-
tic is remembering to steer clear of
Hydra's death throes just before it
explodes - Hydra rushes toward the
ARWING at the very last moment and Fox
needs to steer quickly out of its path.

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



i,

S
Ty

_q.
il

- — ——

¥ I
&
)

= -
r A . AAERENET A

THE FINAL MISSION

SIax Right Where You Are:

As with the Asteroid stages in both levels one
and three, keep the ARWING as central as
possible. After oll there aore no obstacles, just
hordes of Andross’ Imperial craft queuing up
for the slaughter! The point is that, more
often than not, the enemy flies
directly ot Fox so that accounting
tor all of them only requires sim-
ple left and right adjustments

frieght Bait: ... ... p

u El.E-l

NINTENDOD nebrP o¥alEN

a K oTEh. AR MW

the line. Flying to the left of the tunnel prior to
the half-way supply ring triggers this icon’s
appearance.

ngnwa! SIErs: Venom doesn’t hove
ut

road users, it does have road abusers! Fox
fools them all by kicking in the retros and
snecking in on them from behind. The bikers
are real suckers for this tactic.

B0SS 9 APPROAGHING
METAL SMASHER

bling canisters littering this arec v ‘
of space are only hazardous if %y . K As long as Fox remembers his retros here
Fox takes too long in blasting =< 9 e he is in little danger. The big secret is only

them. Unless they are taken out
early, they shatter into danger-
ous fragments! However it is
worth chancing the most clut-
tered path through the canisters | |
because for the twin-blast and —
nova bomb icons found within

Barrlar E”E' In the last moments

before Fox encounters the Metal Smasher, a
formation of Imperial fighters flies into view,
and at their centre is a shield-carrying craft
By concentrating the ARWING's fire directly
achead - ignoring the approaching fighters tor
a few moments, the craft leaves this prize for
Fox's collection. Unfortunately this croft is as
tricky os they come and, even
though Fox might clip its wing, the
awaiting shield is often left posi-
tioned in g hard-to-reach place
Gnnh! Whatever the case, take
out the remaining fighters using
the technique mentioned L 4
above.

ANDROSS' BAGK
DOOR

The best way of tackling this

is by flying constantly on the SMIEL ¢
wing. This way there is less '
danger of wing damage. It

also enables Fox to out-manceuvre the

y

Imperial transport. a

senrat waann“: The means of

obtaining the twin-blast here is often over-
looked. The temptation of frantically avoiding
everything is irresistable at first! Don't!
Instead fly beneath the pillars lining the left-
hand side of the highway for Fox's reward.

A H“"a Bnmn Ther nova bomb avail-

able for Fox uses the same tactics later down

the nght-hand side requires damaging -
once this haolf is wasted, its counterpart
soon crumbles aofter a couple of shots. The
basic tactics amount to continuous retro
abuse when the ARWING is sucked
toward the crusher and being sure to blast
away the canisters it produces. Should the
battle agoinst the Metal Smasher progress
to the point where it sends circular laser
fire ot Fox, don’t panic. Simply remaining
in a central position is the safest bet. The
pod ejected from its remains is the
Galactic Rider - the final boss before
Andross appears.

' A Al

iy, 1 leel absholutely

Hy, Hic!

line to

GALAGTIC RIDER

Rider is proud of its size and uses its bulk
for crushing the ARWING against the
highway boundaries. Also, as this is the
mother of all hatchbacks, from its rear
door scoot pairs of Air-bikers and laser
placements. Rider is vulnerable for as long
as it's rear end is open. Any nova bombs
remaining are best off-loaded in the
Rider’s direction, as they're not much use
against Andross. As long as Fox uses his
retros and skillful manoeuvring to avoid
the crushing attempts, it's the end of the
road for Rider!

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




QUESTIONNAIRE

HERE’S your chance to have your say about the
world’s greatest Nintendo magazine - and help
us keep your favourite mag the runaway winner
it is! This questionnaire gives you the chance to
tell us what YOU think, tell us all about yourself
and suggest ways we can improve the mag. Best
of all, by filling out this questionnaire (it's fun!)
you stand the chance of winning TEN GAMES for
your machine - worth more than FOUR HUNDRED
POUNDS! We'll be pulling one lucky winner out of
the heaving NMS Mailbag, and that lucky so-
and-so walks off with the lot! So what are you
waiting for? Grab that biro, make sure you're sit-
ting comfortably and prepare to give NMS a
piece of your mind!

ABOUT YOU

1. Are you: Male o Female

2. How old are you?

L, m:  ®m m m =
12 HE B = e |
17-19 20-23 24-29 " | |

30 or over

3. What do you do?

Junior School

Secondary School

6th Form/6th Form college
Higher education
(University/Poly/other college)
Full-time employment
Part-time employment

Unemployed
Other:

LI

L[ |

At my friend’s house

4. What do you do in your spare time?¢ Please rate
how keen you are on each of the following
(10 = hyper keen, 1 = couldn’t care less)

Play video games | Play sports e
Watch TV | Watch satellite TV e
Watch videos | Listen to music A
Listen to the radio | Play arcade games

Go to the cinema [e4]

Other:

5. On average how much time do you spend
playing video games every week?

Less than 1 hour __1'1-2 hours s
2-4 hours .| 4-6 hours Ll
6-8 hours ] 8-10 hours =
10-20 hours | More than 20 hours |

6. Where do you normally play your games (tick more
than one box if necessary)?

In my bedroom | In my lounge [

Somewhere else:

7. How do you usually play your games?

T

On my own With another friend [ |
With a group of us |

8. What is your favourite TV programme?

s

57 NINTENDO




9. What is your favourite movie/video?

10. What is your favourite music CD/tape?

11. What is your favourite non-video games

magazine/comic?

12. On average, how much money do you earn/get

given each month?

£0-10 £11-50
£51-100 ] £101-500
£501-1000 ] £1000-1500
Over £1500(!)

13. Which of the following do you regularly buy?

CDs Tapes
Videos Clothes
Shoes/Trainers Sweets
Crisps | Drinks
Takeaway food | | Books
Comics

Something else, namely:

=y,

14. Do you have a bank account?

Yes No

15. Which of the following machines do you (1) own
and do you (2) have access to (perhaps via a

friend)?
(1) Own/Bought

Nintendo NES
Nintendo Super NES
Nintendo Game Boy
Sega Master System
Sega Megadrive
Sega Mega-CD
Sega Game Gear

(2) Access to

Lynx

Amiga

Cé4

PC

Macintosh

Atari ST

PC Engine

PC Engine GT

PC Engine Duo

Neo Geo

16. Which machine do you want to buy next?

Nintendo Super NES
Nintendo NES

Sega Megadrive
Sega Game Gear
Amiga

Macintosh

PC Engine

PC Engine Duo
3DO

EREEEEEEN

Nintendo Game Boy
Sega Master System
Sega Mega-CD

Lynx

PC

Atari ST

PC Engine GT

Neo Geo

17.How many games do you own¥¢

None
2-5

11-25 ==
More than 50 (=]

—
S
—

|
e —

One

- 6-10

26-50

18.0On average how many games do you buy?

Never buy games
A couple every year
One every three months

One every couple of months

One per month
Two per month
Three per month
Four Per month

Five per month

More than five

19.How many games do you get given (as presents

etc)?

None
A couple every year
One every three months

One every couple of months

One per month
Two per month
More than two per month

g
E



20. How many different games do you play in a
month - either of your own, at a friend’s or else-
where?

None 1-5
6-10 11-15
15-20 Over 20

21. How long have you been playing video games?

J—

A month or less 1-3 months

3-6 months 6-12 months
12-18 months [ 18months-2years
2-3 years 3-4 years

Over 4 years

22. How much do you spend on video games on
average in a month?

Nothing Under £10
£10-25 [ 1 £25-50
£50-75 £75-100
£100-150 £150-200
Over £200

23. In order of preference, which of the following
are the most important things that help you decide
which game to buy?

(1 is most important, 8 is least important)

Games mag review
Games mag preview
Recommendation by a friend
Saw an advert in a Games mag
Editorial coverage in
other types of magazine
Sawiton TV

Saw an advert on TV
Shop demonstration
Something else, namely:

J

EER

24 Where do you normally buy your games and
equipment?

Mail order Local computershop |
Dixons Yirgin

Woolworths Argos

Comet Boots

Toys R Us WH Smith i
Microbyte Games Our Price .
HMY i Other:

25. Where do you usually buy your video games
magazines from#?

Local newsagent WH Smith
John Menzies Martins
Fourbuoys Tesco

Somewhere else:

26. Who pays for the magazine?

You Your parents
A friend

=

27. How many other people apart from youself will
see your copy of Nintendo Magazine System?

Nobody else One R}
Two Three

Four Five

More than five

28. How often do you buy or see (perhaps a friend's
copy) Nintendo Magazine System?

Buy See

Every month

Once every couple of months
Once every three months
Less often

29. Please mark whether you think these statements
are true or false:

| expect to get a free gift when | buy a computer
magazine ‘
True False [

| am prepared to pay more for a magazine one
month if the gift is good enough

True False

When I’'m deciding which magazine to buy the qual-
ity of gift is more important than the game on the
cover

True False




30.Would you ever buy a game without seeing a 35. How did you first find out about Nintendo

review in Nintendo Magazine System first? Magazine System?
From a friend
Yes (-] NS | In a newsagent e
From a magazine advertisement =7

32. How do you rate Nintendo Magazine System as  From a leaflet in a Nintendo

a games mag? hardware or software purchase 5]

(10 = brilliant, 1 = crap) At an exhibition 7]
From a TV show £

K B B B - Somewhere else, namely

SR R R @ Wm

36. If you could change one thing about Nintendo

33. What do you think of the different sections of Magazine System to make it better what would it

Nintendo Magazine System? b
Good Average Poor =
Covers ] B8 o
Cover gifts o ; : 37. Any other comments about NMS?
News <] W
Previews Pl i Wt
Reviews ] ] [ ] 3
Competitions il ) .
Cheats and hints i =) et 25
Maps s - = '
That's it! Thanks for your time and your views. We
34. What other mags do you normally buy or see take account of every single questionnaire we get
and how would you rate them out of 10 (where 10  back, and with your help we can make NMS even ,
is brilliant and 1 is rubbish)? better! Now that you've filled everything out, check
that you've included your name and address, pull
Magazine Buy S Rate out these four pages and wang the whole thing off
C&VG & ™ g to: Nintendo Magazine System, Priory Court, 30-32
Mean Machies - :)] Farringdon Lane, London EC1R 3AU. Then sit back
Gamesmaster - —_] e and wait to see whether you've won!
Mega ] 2] Bl
Super Pro = = IF YOU WANT TO BE INCLUDED IN THE PRIZE
Megatech o —_— COMPETITION, MAKE SURE YOU FILL IN THE
Super Action j" j . mm COUPON BELOW:
GB Action ] ] el 2
Bad Influence & [l =% Name:
Console XS 0 b ] =
Sega Zone =] ™) =3 Address:
SMAG ) = = 2
Sega Power [l (7] =] =
Total! ] ] NS
Sega Force = i = b
Game Zone = (=7} E 3 £
Super Play =] [ ]
N-Force = iy 2]
Sega Pro = [ B
Control [ | [ ] =
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1. Thl'i-cnmplax level requires going
Pop the guard into the slicer, then
také a standing jump to get through the
gate. Climbup go right twice, then climb
the chasm (A). At the top, about face and
run across the top level to the right.
h the guard over, then climb down to
Spikes (B), walking right through the
a secrel room.

20 back to the gate tile at the top
of the screen and quickly run left,
ta standing jump from the edge, pull
If up, take a step and another

to slip under the gate. Now, before
up, travel down and left to drop

IS). This tile opens the door on the
and side of the screen, useful when
me round that way.

3. Go up, and left, where you
ounter a screen with a bridge
A guard (C). The first three
ti are traps, so run halfway
3S and perform a swapover.
e guard! Now left, allowing

self to fall off the conveyor,
which leads to another potion.
Escape through the false wall on

NINTENDD HELF avalEN

I chamber of Ja

4. Go left, up and round to arrive back at t
conveyor belt screen. You have to take a runn
jump to make the gap without falling off the belt.
Now right and down, ignoring the potion, then left
into a devilish screen (E), which requires the fol-
lowing pattern:

1. Standing jump to reach tile.

2. Climb up and jump through gate.

3. Step on plate and fall.
4. Right and climb up,
quickly exit screen right.
5. Keep going right to
find the end of level gate.

®L,. . TH

left (D).

LEVEL 15

e Py Sy i

5. Le , up and right
first. Stand on the edge e § e L e | L)
of the gate open tile and rj r-—'-‘J [ --~J r-—-J L -t-:l
jump to skip the close. r:j ,-
pad. Drop down and =51 |
right, and enter teleport D |
1 (A). It's important to go
right and Kill the red
guard before going
through teleport 2.

"

6. Now go left and drop
the tile at (B). ¥
down and right, to end T T e e
up at teleport 1 again.

From the doMgl.md go up, finding yourself at two teleports. In
the right-hand one there's a secret room with a point potion. Get
that, then sta the rightmost point of the teleport ledge (C).
Jump to land on a well-secret-
ed door tile. Now go through the
second teleport, and locate the key

pad within the teleport marked ‘O’.

PASSWORD:

7THIPTHZ

‘ 7. After touching the pad, head
down past the dead guard, to a
newly opened gate. The only
thing to hinder you is Jaffar's
magic. Just head back from the
chasm until you meet your

shadow. Don't fight it; sheathe
your sword and run into him.
You may now cross the gap.

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



nINTENDT HELF oralth

-
. - ' . - -
| ismit difficult, just et ' s
itand arduous - it's - - -

pretty much ]im making your = - = _
way through screen after - - < . 1
screen, knocking out whoever - "3 - - ‘
gets in your way - you know - ; - s . S |
the score. The lesson is, be : f J “N... ~ -

patient and careful, kids.

- —

LEVEL 17

9. A simple, speedy level with
only two notable features. To
get past the rotating logs, hold
down on the joypad and tap it
leftwards at the same time. The
second problem is the boss,
but just keep edging to the
right to avoid his advance and
the falling skulls.

N TEE =
PASSWORD:
GJJSSRP
= == el
T LT : T A
. = - - - - 3 - .
10.. A very tricky level. The 3 : B 5 % 5 :
first problem is (A). Run along s s B : %
the top level, to drfop plates on > . = =
the star traps. Theén, drop down - . -

and seal the gate with the
loose tile. Go bac
level,anddoas
from one step in,

central pillar. From there, make i Pore et .
a small upward jump, and — ﬁ,_ s r P Fﬂ ATy

another standing jump and hold i o ! ! _ i .
o Mol il s = == ol

T'1.. Go up and left. Now follow = g 5 - g . T ey -
a devilish sequence (B). To

reach the

bution for & spiigeconeIIEIIIT ST BN WIS BRE SSES : 2 L i
between each running jump. B& : ml#f
sure to fall past the loose ti . WWWWWWWF e
before grabbing the 'W at t bl ool sl el ool ool ol i mreee
open gate. ' | - '. ' | Trere
12. Go left, up and right - lu@‘ s ;- .f“ Fm mq
ing over the spark and doing 3 & -

running jump. Climb the Iung - ?’ﬂ

shaft (C) to find a key pad. qu:. e
yourself drop down the shaft, =~ ™™™
holding B to break your fall into ol

sections. After a guard chal-
lenge, go right and up to mdl.j ﬂm

..J-"_

PASSWORD:
8Q5N99Y

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

.;
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13. Go left (watc * L; "~ 2
"H'“::: :i; :a:ia!i; - * - Iﬁ
the tile in t - E—%' - i
Go back up BT +%T - G gl
open gate to N ¢ - <2
o T e
14. Jump the gap and goup.™ - = 2 i
There's a gate pad on the bot- ® - el
tom right area of the area. The i ety i A X )
gate is in the room next door =
(B). There's another pad there, E ® _
sealed with a fallen tile. E =
= [ - )
I5. This has opened a gate on ﬁ = ;
the left-hand side of the level. s . |
Find it and go through to drop E s

further tiles (C). Drop down, but
hold B to catch the ledge above
the spikes. Go up again, and
left through gate (D). The level
end is just a couple of dropped
tiles away. Get ready to fight an
onslaught of guards before
meeting Jaffar. Box each foe
into a corner and slaughter to
order.

s v R e = i Heg

o ) % T s

i B } | - L »

- .y Ir I ! §

§ - *,.,} wt ¥ ¥ LIS TLS .
G120 .|
WU A

L e | e —
-

L= T e " T

LEVEL 20

16.. Jaffar forces you through
a short series of corridors
before facing him personally, as
you rush towards the princess’
chamber. He whisks you to his
astrological lab and attacks you
with magic. The first attack is
easily deflected with a parry,
but if it hits you, one of three
things may happen.

- '
B it | 14

3
wl
:J'_

1. You lose one energy point.

2. You levitate then crash down,
losing two points.

3. You levitate and Jaffar
destroys you with a fireboilt.

The lesson clearly is to not rush
at Jaffar when he's about to
fire. The second stage of his
defence is with a plain old
sword. Use the same parry tac-
tics as with other tough foes.
Your way to the Princess now
knows no impediment.

= = ==
- PASSWORD:
HH11VCP

Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222
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ENTERTARINMENT
SYSTEM
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bm 1hut
- " ars in player
 the sprite
f'-'“"“ onal enough.
-_,-J’-“- d from overlay-
‘- um:l
Blunku Sagat is a
. The real bad news
mhus after losing

on hus seriously done o
f-,- gaman |l method! With
es the last character benianp it
anc wrfh how many energy |
i’lus in his possession. Ovar
_ I : Dots represent the number o
’ 1“ : Before the super robot codo#
|, I‘-IPU! the robot codes. Proto # o ; Iso ol bad idea fo try
v.“ 'S thunderstorm or Chun Li's
in both of these codes are pr | T-.;’.‘.; é.',h BRadmits that
:;: of robot codesigy '"‘ i oom ",,'much improvement,
gy o t least!
f Tanks: 0 = C5 Red; 1 = E6 Red;
- B4 Red; 4 = A5 Red; 5 = C1}

i L
ﬂ-\.'

i

"_

L

4 ,ﬂ iﬂ boss cheat that employs @ Game Genie in conj :_T;'r“
"= Cé' R&d E_:_ HF:?dREdBS‘;bI; __-_ __"; _;1“ ridge. Besides being similarly problem ridden fo the on
emini Q '“ 'SuEar NES under a lot of strain. Therefore we m _'-'1"

| J 3 Iihudg;ranil*ui park = 'F" '.e Wi gqgih:ndrads of phone calls telling us that yw mach
* n

ots: Gemini = BS Red e
3 Red; Snake = F6 | _ EB“J ORLD
w F4 Red; Mngnat Seen }33’i.| i mighri be fun to take Yoshi into lhl castl
. Gemini + | OW W " ple of Lemons from Middles >p
}1:' 1at purposs ‘!EDD C!C? Bﬂlhﬂﬂhﬁ
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Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222
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s General Tips: The computer cor d character
y WAL T = - ) when cornered, especially if Ihnphyu* s¢ #1&:.‘ OWing
n all the / Kﬂﬂ short cuts we didn‘t print this  1hey’re worth! Syoh and Zazi are the fl'ﬂiﬂ" 3 11-.*;. s
svi Nische '., ""_"‘uhoui it too. Of course we Vortz and Kotono unfil you know the gar e '.i'i'.",-' '.i-*'ﬁ_ o
- u il A screen is available by pressing SELECT on |

gome it is possible to alter the attack level hlti Al
your character’s ottack strength is de'mlop.:[} o 8s SU
spinning pile-driver are only activated at uﬂﬂtk _ :H o our, |
the game on HARD for the full ending. “h

: as ¢ iscovered this about Super Star Wars on the -
eve ' - ‘-ﬂ'ﬂ lum:l of the Sond People - where there
, instead of walking over the second set

ndﬂlloﬂhe cliff. Nﬂw push left, into The waQ

_guido to this well hard beat ‘em up
1 'Bﬂ the Super NES so far which

0f Streetfighter |l. Before you
wnpplod it and so deserves all

3 yﬂ_ ildhiir F'ﬂlh Upper-cut.
Ut .,f exe it, though, as it
"'-khlhﬂor defence -
' : '_ Ilyu and Ken
For exam-

-q.nwhnn
?lhm

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

Stuck on the penal colony of
Fiorina? Besieged by alien
xenomorphic hordes? Can't do
anything with your hair? Well
you'll just have to hold on 'til
next month when we present for
your edification the definitive
guide to Super NES Alien 3. Also,
we'll be concluding both our
Starwing and Prince of Persia
guides. Just make sure you keep

paying your insurance.

Stuck in a Ninfendo game? Call the official hints and tips Hotline on 0703 652222
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orget Street Fighter Il Turbo edition! Forget

Starwing! Forget just about all the hottest
video-games around! The finest game in our
humble planet is this: take a strand of wool,
find the nearest cat and then wave the wool in
front of its face. The hapless domestic feline is
guaranteed to go completely mad! It's an
excellent game and, what's more, it costs next
to nothing!

Now, there are certain cats that don’t
appreciate this kind of gag. The most obvious
examples of which being lions and tigers.
Bubsy - a Bobcat - is another. When a horde
of wool dangling aliens beam down to earth,
balls of wool in tow, for the odd cat teasing
session, Bubsy reacts very strongly indeed. He
dons a T-shirt - because aliens hate T-shirts -
with an exclomation mark emblazoned on it -
as aliens really detest exclamation marks! -
and determines that the whole planet be rid ;
of the scum before the week is out. By collect-
ing all the reels of wool that the aliens have
left lying about Bubsy is able to put a stop to |
their cat-teasing exploits for something unsavoury
good. Mind you, there are
some tricky platforms for the
negotiating - even for a wild-
cat - so Bubsy’s task isn’t as
easy as it may first appear.

Clavs ENCOWNTER S
sF THL FVEERD pppn

High atop o tree, Bubsy notices he hos trodden in

@ BY: ACCOLADE
® PRICE: TBA
® RELEASE: AUGUST

@ GAME TYPE: PLATFORM Accolade have a hot new B L
® CART SIZE: 16 MEG character on their hands with : o -
' this one, so hot that we've ¥ .
used ashestos gloves to bring 3 4
E‘ ”f ’”f” you this review where we dis- :
-' cover if Bubsy is worth the .
_ hype or not... ot 3 .
" ® PLAYERS: = g

N | f
® CONTROL: : o o
Joypad {7 _ : f?
© GAME DIFFICULTY: = g R .. ' 2
Tough ' : B &. v
® CONTINUES: : L«
Collectable .
® RESPONSIVENESS:
Good

® IST DAY SCORE:
11,350

® GAME ORIGIN:

Bubsy is Accolade’s response
to Mario and ether similar
video-game swper stars.

- CONTROLS et

® HOW TO PLAY: 4 losing one o8 12 0 to
Push left and right on the D- game allows P* t hic bene
pad and Bubsy walks and /' hidden rooms Pk t ime pusﬁihlﬂ rewards
runs in those directions. = stage in the quic 8 time-bonus, whereas
Push UP and Bubsy looks up; _ R L Bubsy with a massive

: instant grati-
' | s contain more ! : ;
D-PWH and he looks d'm. g o sy secretf ;;z:‘nn The quir_kns.i route 15 sel

NO FUNCTION e dom the safest but then 'hT: .
' 7 ' always the excuse i

ration is more fun.
MAKES BUBSY JUMP

NO FUNCTION

MAKES BUBSY RUN

- e e e ——— e —

L: SCROLL LEFT
R: SCROLL RIGNT

e e v e w w A

START: STARTS/PAUSES GAME
SELECT: CONFIGURE GAME . 3 6

@9:38
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Bubsy emulates his porane

hero, Augustas Glop. Or something.

when cantedm

beot can 4O _

bdoucided upon wa-unng'::,& :
irt. In foct ‘Just 17 Et
that this is jus! abov

ame "I'I"I'Ih
b?_ﬂ collecting num-
bered T-shiris
rewards him with
more. A T-shirt w‘_ﬂ‘
a number one on L
pruvidas an extra
one H,"’H Whﬂfﬂ"ﬂi
sniffing out @ 1-
shirt with o number
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REVIEW

to
ubsy's gam v 1'|1fu' the music

t the wo ; :
e i creen action 15 undeniably
enter @ cavern of

of music alters
1Sl basic theme
ng upon the b
pLiﬂflthge stage. Sliding along
a

lippery surfaces and other such :*HE:UG ke
, IF'Ipt in the gnmaplu'f is also m by o
pm?:chunge in the music. C_uns.iaﬁqu il
::l; Iu'::-.e of the ‘musi

daft idea really!

Both creotures and humans olike come from miles and miles around to
witness Bubsy's incredible 'Bozooka Turds

Good morning, this is the Big Breokfast, and
we're osking: 'Where ore you Bubsy?

that runs throug

w
their many .

with

r cease to aMaz< their
s [::i talents - they always furi\llk{::mﬂngsi
?w:“;nd tfweir sense Of bu*?:;?cg rEEY lacks the
A : imal world. Bu

nima

the bes! 1l 'hﬂelZﬁans but has developed sn;'-ne
fhis r his own that easily ou

skills {fhina ose of the domestic

N sy 'k t
_Gliding is his mos
::ﬁEE\L ability but Bubsy

Hello, I'm the supposed to be the new rival it
Mario and Senic, I'm alraid. Sorry.

LS COMMENT
b,ﬁﬁ! |
- o

<™

I know what you're asking
kind of

K

-

yourself... Is Bubsy the
Bobcat any good or what?
Well, graphically it's pretty
good and there are some
nice comic touches on
Bubsy himself. The sound

Iso leaps the
Eaights that would make O

o blush ond he
could outrun @ cheetah w:.:th
his incredible speedf. Tn;;: p
it all off Bubsy dies in the

1 —— ' is also suitably cheesy with 3 lar fashions
Bubsy chipping in the odd e most SPe aring info pieces,
bit of nasal speech. ::Hing . 1o a pool of gloop

o
i

g

| ANDY
. X j'. -

However, | found the

game itself to be a little on the frustrating
- | side. The early

levels are easy enough, but

| later on I found it just too easy to jump or

sail straight into an unseen enemy.
Granted, it's possible to stop and look up
or down, but for a game that boasts speed
to rival that of blue hedgehogs, do you
really want to be stopping every few steps

- 1 to check for baddies? It seems the pro-

- grammers have mistaken this frustration
factor for challenge. Having said all that,
though, | still quite like the game. There’s
loads to see, lots of secret rooms and any

NINTENDO 70
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nd sinking into water wav
?ng a white flag. In keepmius
with his feline roots Bubsy
‘ble ways of dying
for each of his nin®
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- After all
W%, the hype

surround-
-*

ing Bubsy,
especially
the claims
made by
some

".F"_"'
American
PAUL %™
heisa
Street Fighter 1l beater, |
am very disappointed. Of
course Bubsy is a compe-
tent platform character,
but then that's what mar-
ket research is for. One of
game’s big selling faciors
is that the difficulty set-
ting is quite high. Even
better is that there are fif-
teen stages of testing
puzzles for the player’s
exploration - imagine an
entire game that features
similar mindbenders as
the secret Star Worlds
in Super Mario
World and you get
about half the
picture. The
difference is
that it isn’t
half as com-
plex or
'\ nearly so
much fun.
Instead
more time
is spent
thinking
out a way
through the
levels
rather than
the player
truly letting
go and having
a great time,
Quite often
objects or enemy
sprites are placed in
such a way that it is
impossible to know of
their existence until Bubsy
is collapsing into a heap
or concertina-ing off the
screen in defeat. Though
this cart is graphically
rich ,and therefore great
visually, it doesn’t possess
the gameplay to match.
From a programmers
point of view Bubsy is an
outstanding effort.
However gamesplayers
aren’t likely to appreciate
the time spent on produc-
ing a game that is, at
best, average. Rather like
a well written book with a
dull plot or brilliantly

B

Fame! I'm gonna live forever! I'm gonna learn how 1o fly! High!

e
5 |
I.-l"t

3
'|75

g
:
/
;

/| BREAKDOWN

STRATEGY Ej‘-[_
ACTIBN = [
] [_ B

CHALLENEE J
-

-

REFLENES

BRIGINALITY | ._r_l —
[

LONG- I[HM Iﬂffﬂfﬂ

A Witty intermission screens introduce the

fitteen stages and o comprehensive list of
options that is easily altered.

¥ The title screen is a stondard affair ond the
aftract sequence is merely o demo of the gome.

GRAPHICS

A Much effort is obviously devated 1o

making Bubsy look and move in the best

way possible. Each of the fifteen stages are
intensely detoiled and Icoloured. The memory
space is evidently devoted to the smooth anima-
tion seen Htmughﬂl. Visually superb!

A Haoving the music change 1o suit the
action is o novel idea and works very well
indeed. There are loads of amusing spot
effects.

¥ These aren't the best grooves ever to play
on the Super NES.

PLAYABILITY

A A blend of puzzle elements and fast-
paced action prevents the game from being
foo fedious.

¥ On the whole Bubsy has ‘seen it all before’
written all over him.

[ASTABILITY

A Due to the challenge of the gameplay
and the size of the gome there is at least

nine lives worth of platforming potential.
¥ Players moy find the action a little unin-
spiring within o short spoace of time.

OVERALI

A solid effort form Accolade that
looks and sounds impressive but is only
just above average where it matters most,
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- @ BY: ELITE

" @ PRICE: £29.99
" ® RELEASE: JULY
© GAME TYPE: PLATFORM
® CART SIZE: 2 MEG

® PLAYERS:

I

® CONTROL:

Joypad _

® GAME DIFFICULTYY:
Medium '

® CONTINUVES:

Mone

® RESPONSIVENESS:
Average

® IST DAY SCORE:
33% Completed

® GAME ORIGIN:
Surprise, surprise, this is the

follow~wp the moderately
successful Dr Franken.

® HOW TO PLAY:

Franky wanders around,
tracking down specific items
that he gives fo needy peo-
ple in retwrn for help.

e START: Pause game

e SELECT: Options screen

4

I
L

Do

F‘;r‘-_

As if being made out of mouldy old body
parts isn’t bad enough, Franky now has a
new enemy - the electricity board! It seems
that he hasn’t been coughing up his quarterly
whack and they’ve come round to cut him off.

Being of the bolts-in-the-neck persuasion,
Franky needs to plug himself into the mains
every so often to recharge, so without power
his village-terrorising days will be over - and
as the bank don’t allow eight-foot tall walking
corpses to open accounts, he’s squandered all
his money. There is one way he can pay his
bills off, though. Before he died Dr
Frankenstein hid a gold tablet somewhere in
the world. Not put off by having to search sev-
eral million square miles of planet, Franky
embarks on his quest to locate it and hopeful-
ly pay off the LEB before they pull the plug on
him.

@ Oh well ’nere goes then... There's a rat in my kitchen

hot am | gonna do? Sorry!
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HELL

The levelsiare @ mixture of flick-screen
and horizontal scrollers. However,
whilst the latter are straightforward
enough, the flick-screen levels get -
very confusing. To go through exits in 5 S
the background you are required to | ti'*

push UP, while pulling DOWN in HNES
front of and exit sign toakes you
through the doorways nearest the
‘front’ of the play area. The net effect
is a series of screens which are very
difficult to navigate through. There is o
map option whiﬂ‘lF shows you Franky's
cusréni.pesitiony but even this provides
minimal help. The scrolling levels are utterly
simple - just run from left and right blasting
and jumping over whatever is unfortunate
enough to get in the way.
Qccasionally, fhe
screen also serolls
up, ! at which
point you're it

rEEIUifEd to & e e ek _.,t._" o o Py
guide Franky ‘ : >
across ;. a

. W
ey

myriadiof =

tiny plat- -
forms. J« ' a U > 5

Thanks to - o BR et B e T

his amaz- : C w?"i =
ingly big ' .
boots, : -
Franky is ¥ El iT =
capable. of ¢ - e s
wi’rhsi‘nndiné mmm

a massive fall
without incurring

® Ok, I'll give you a tenner for it lsag
any duﬂ‘lﬂgﬂ'-

(ust not much coll for these olg madels no

"u
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® Horribly disfigured by o freak mdinﬁl;n un:-i:lm;;
Itbeduegimﬁmhoﬁmhquihu start!

@ Disfigured ot birth by g -
bizarre fish-shoped scar.

the young Franky was
adopted by a charitoble
fomily of bubbles who took
pify on him. Probably.

never
played the
first game
| didn't
know
what to
expect
here. At

T’M first ‘
Franken 2

looked really promising,

with excellent graphics

TR and varied gameplay. It
—— o soon became apparent
AT IR the game is dead simple

and riddled with frustrat-

ing quirks. What’s espe-

— cially annoying is the way
— there only seems to be

H

one small part of a plat-
form which Franky can
actually stand on. As you
can imagine this leads to
much cursing and calling
of names as Franky plum-
mets through objects time
and time again. Jumping
is also awkward, as
Franky invariable leaps
too far or not far enough,
depending on the situa-
tion. The game’s also
rather easy, and | should
imagine seasoned players
completing it in three or

four days, with everyone
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FLAT BATTERIES

Despite being dead already, Franky can still succumb to the wear
and tear of everyday adventuring. His energy bar is depleted
every time he's hit by o nasty or drops down a hole - ond when it
hits zero he dies again. Thankfully, there is a way to replenish i,
but unfortunately it's not very straightforward. First Franky needs
to locate the broken recharge machine. Thus, the next step is to
track down the componenis needed fo repair the recharger. On

l'lil‘linj”',

TRkt sntinning i

doing so, Franky may then plug himself in and return to full ¥ | das clocking in at about
strength:-To make sure he's never caught sort with low energy, e bne ek i
wowwriwei fhere's a transporter device which is employed to teleport Franky
. - walle: " “straight to the recharger from any location in the goame. '
. . 73 NINTENDO -
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woveneidl || BATINGS g2

wl/
improvement over the first - AFE =3 2
game, but there are some
severe problems with it, Bﬂ[‘”ﬂﬂ”ﬂ
mainly because it's so easy e e ¢ T
to finish. The peculiar plat- | STRATEGY W )
form quirk whereby Franky . ACTION B .

COMMENT

4] ulle

| LS

REVIEW

e

AW seems unable to stand on | '
: all but the centre of one is PRRLIEIRE " - —
ANDY the mostirritating feature REFLEXES ' e
: of all, espe:i_nlly when _ CRIGINALITY R E:J |:|
you've just expended five minutes negoti- S S e S
ating the previous dozen platforms. The Aow | [ fun | [soan ] [mcs

— ——t—

addition of the new locations such as Egypt

and the Ocean help vary the gameplay, lﬂ”ﬂ"[ﬂ” ’”’{ﬂ}sr_

but ultimately you're still doing the same

| .
sort of thing regardless of where you are. HOUR
Franky 2 is a good purchase if you liked . - .- -
the first game, but if didn’t there's plenty bay L -
of better games than this one. WEEK L § ==
WONTH - )

'p ERCICOC
“tow |- s |- cana)-| men

ALL AROUND

FruI?ErEemgn'-RnHLnEmd p”fﬁf” " I’ﬂ”

the Wnrld - ﬂr'ld vnder it. Each ETUQE i - = A Gmd;ﬁiem for g.ﬂiq“h
has ifs own set of nasties and pit- Nk ' i L flick-screen levels.
falls to wipe out our badly sewn- N - ¥ Complicated password system.
togéther hero. Chateau : = -
Frankenstein: Here's where Franky
has to come to recharge his batter-
ies and collect useful items such as
his passport.

ERAPHIES

A lorge, well detalled sprifes, neat and

Village: Rescue the cat the and Rt T e tidy backgrounds and smooth scrolling
old lady will allow you into the vil- e e : T8 work well fogether.

loge, where the haunted house
could spell doom for Franky.

Mines: After you've cleared the
rubble from the entrance you can

explore these treacherous caverns.
A Decent spot effects, but nothing partic-

The Sea: Before you can enter this g L i o o olarly outstanding.
- . - P ol - : : ¥ Grinding music has to be switched off os
section you've got to track down the £ . PR E=Ch 2

scuba gear.

Egypt: If you make it this far you'll
encounter even more undead, this

PLAYABILITY

time in form of mummies. T Yoy £t |
' e 32 e 1| /] A Plonty of variety and lots 1o do, it's
5 | . X St r,' : ===== N also very easy to gef into.

@ Well, those are ghosts, so this must Foe=T :_E""" B Sz e = ¥’ ;I:hdlng your way around the castle is o

be... blimey! It's the Hounted Hall.

m;* Q = gos  JASTABILITY
. £ e e et e
; = R i A It tokes o few hours to learn the maps
ﬁ - - _ - : ﬂ‘:'i::: Lml, fh:;lll'lﬂﬂ are far foo easy fo

HAUMNTED HAoLL 4 complete.

OVERALI

| Looks good, sounds rough, and isn"t
faxing enough fo keep you playing for

YouUu HAVE FDUMND .
BACK DOOR KEY
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And Receive The Only Official
Nintendo Magazine

. .

NMS is The magazine for your

Nintendo System. Endorsed y -;’,j"‘“‘/‘f‘J lql :‘fﬁ
by Nintendo themselves, it is e g D B
the only official Nintendo e
magazine available in the UK - P il

. J EANE Inig B
and offers unrivalled coverage A oS Y :
of what’s what on the Nintendo B3 = === '8 O} /i % , .
scene. NMS features more . N D ST ol : g
exclusive reviews, news and == gl | e £=
previews than any other mag 5 .Li' - 7/ :E;
could hope for. S A o\ ==/
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Put together by the cream of ==
games players, NMS also offers
the ultimate in players guides and tips,
making it the most desirable accessory to
your Super NES, NES or Gameboy you

I-‘-.

could possibly want. - Jt’s official. E;::::ripﬁﬂ"
Subscribe to NMS NOW and receive 12 And it's the best - 12 issues

issues for the price of 11 - that’s one ool United Kingdom £21.40
issue FREE! and that's official! g Europe (AirMai)  £28.00

Rest Of World (Air Mail) £50.00
Subscriptions Enquiries:
Tel. 0858 468 811

ol

® Send to : NMS Subs Offer, Tower House, Sovereign Pface, Lathkill Street, Market
® Harborough, Leics. LE16 9EF

: | would like to subscribe to NMS for 12 issues

®
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® Subs will be processed as quickly as possible, but you should allow 28 days for the order to
® be processed and expect to receive the first available issue after that.
Fulfilment: Tower Publishing, Tower House, Sovereign Place, Lathkill Street, Market Harborough, Leics. LE16 OEF




long, long time ago. In a

galaxy far, far away... No,
that's no it. Er, Space, the
final frontier... nope. Oh
yeah, that's right: the bitch is
back - really summons up
images of what should have
been THE film of 1993,
doesn’t it? As you may have
guessed, the Alien 3 film
came as more than a disappointment to me. Whilst the first
two films rate as two of the best | have seen, the third started
off well and spluttered out as soon as the Alien went on the
rampage. No suspense, no new innovations as far as the alien
went, nowt at all - just Brian Glover to save the day. Acclaim,
however, have managed to create two really stunning licences
with their Game Boy and Super NES licences, and now they
make it a hat-trick with this rather smart NES version.,

The plot and gameplay is pretty much the same as the
Super NES version, with Ripley making her way through the
many tunnels and corridors which make up the planet
Fiorina’s prison complex. With the Aliens cocooning prisoners
left, right and centre, Ripley is charged with clearing the com-
plex using her collection of flame-throwers, pulse rifles and
grenades - but if she fails to complete each task within a set
time-time, the acid-blooded ETs eventually overrun the place.
Although the NES game has been split into definite missions,
the gameplay is every bit as playable as the Super NES ver-
sion. It looks a little rough
graphically in places, but the
prison complex is large and the
Aliens themselves are well
drawn and varied in their
capabilities. An excellent NES
blaster, and a big handshake
to Acclaim for creating a trilogy
of smart tilm licences. If only,
Alien 3's director had done as
good a job...

REVIEW

 Nintendo,

EMNTERTAINMENT
SYSTEM

REVIEW

 Ninfendo,

ECITERTRHRINITIMENMT
SYSTEIT

ALIEN

nly Bart can save the
Simpsons now! Having
moved on to Ren and
Stimpy and the new
wave of hip cartoons,
the world has become
bored of the endless
Simpsons repeats, As
a result angry mobs
of vigilantes roam the
streets searching for any Matt Groening character who
dares to set foot outside of Springfield. Unfortunately,
with characteristic lack of foresight, those wacky
Simpsons just happened to have their round-the-worid
tour booked for this year. As a result the strangely-ani-
mated kinfolk face opposition from the inhabitants of
every country they visit, except for Wales which is four
years behind the times anyway, aided and abetted by
that evil old miser Mr Burns from the Springfield nuclear
power plant. Can Bart overcome the evil influence of Zig
and Zag and the newly re-vamped Flintstones to save
his career in this be-sub-levelled title from Acclaim?
Simpsons fans are really spoilt for choice when it
comes to games featuring their idols. Every Nintendo
console has been swamped by cartoon conversions, with
the NES taking the brunt of the onslaught. With so many -
to choose form, it's difficult to think why anyone would /
buy this latest Simpsons title. The idea of the sub-games
comprising each level is fairly novel, but you
only need to play two or three stages out of
those on offer in order to complete a stage.
However, the real downfall of Bart Vs the World
is the really bad programming. The responsive-
ness is terrible, the collision detection, especial-
ly where platforms are concerned, is likewise
pants and the level layout are so simplistic it
takes all the challenge out of play - apart from
trying to get the controls to work, that is. A very
disappointing title indeed.
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® PRICE: £29.99

® RELEASE: OUT NOW
® GAME TYPE: PLAT
® CART SIXN: 2 MEG
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Witness the Irue horror._..
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..Of indistindt sprites wobbling around.
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/ Whereas Sigourney Weaver legged

e

A Psst! You con buy o gome like this bit for
out 10p down the market,

it through the film with very little other
than a few chosen expletives to use against
the Alien. Conversely, Acclaim’s shaven-head-
ed heroine has a veritable arsenal up her
sleeve - or in her pocket, or wherever she
keeps her weapons. In addition to the fast-fir-
ing pulse rifle, she also carries grenades (both
hand and gun ones) which are useful for drop-
ping into shafts and on to lurking creatures,
and a flame-thrower which produces Fricasse
D'alien.

Sub Game
Malarky Ahoy!

Bart's objective in this game is to grab as many
cheap Krusty collectibles as possible. These items
= are hidden throughout all the levels,
y although a much easier way to pick
them up is through the single-screen
bonus games in every stage. These
games may be accessed at any time,
and be played as many times as you
wish until completed. The games
include slot machines, card matches,
a Simpsons trivia quiz, one of those
horrible sliding puzzles, and mini-
games where Bart has to find a gag-
gle of bats in a coffin, dodge flying
i drinks in Moe’s Tavern or find the
& hidden item under three rapidly
! moving igloos!

PRESENTATION

Plenty of options, ond three modes of

ploy.
GRAPHIGS

Plenty of variety and some nice effects.
A little murky and indistinet in ploces.

oUUND

A little groting to say the least, and very
annoying after a while.

PLAYABILITY

Finding the prisoners is great fun, as is
shooting the eggs and assorted Aliens.

[ASTABILITY

Thesz"s plenty 1o see and shoot.
Bat if's o little repetitive in places.

OVERALIL

A good example of the NES film con-
version. Flowed in ploces, but the con-

PRESENTATION

Again these are of the highest standard,
—but no options to speak of, olas.

GRAPHIES

Yeuch! Small, drab sprites wobble their
way around bland backgrounds.

dOUND

Aieee! The worr! tune in the history of
music provides a painful aural assault.

PLAYABILITY

The cheesy controls and general badness
of play make Bort a chore to get through.

[ASTABILITY

The gume Is easy to complete, and too
boring 1o keep repeating.

OVERALL

A complete crock of irousers which is
also about ten years late for the band-
wagon.
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TOoP RANK ...
TENNIS

® BY: NINTENDO

® PRICE: TBA

® RELEASE: TBA

® GAME TYPE: SPORT SIM
® CART SIXE: 1 MEG

GAME INFO

® PLAYERS:

!-4

® CONTROL:

Joypad

® GAME DIFFICULTYY:
Medium

® CONTINUES:
Infinite

® RESPONSIVENESS:
Slick

® I1ST DAY SCORE:
Win three matches in the
tournament mode.

® GAME ORIGIN: |
Look, i#’s Tennis, right! Don"t
you watch the TV? Honestly,
some pople are so thick.u

CONTROLS

® HOW TO PLAY:
Hmmm, this is fricky. Hit a
small ball with something
called a racquet. If your
opponent misses it lots of
times, you win.

0 Slice shof.

Volley.

SELECT: Lob.

START: Another lobby type
shot (7).

7 UT! - a word that tennis players dread but perhaps
might think more of it now that Top Rank Tennis is out
for the Game Boy - the sequel to the imaginatively titled
‘Tennis’. As the original is still the best portable tennis game
around the pressure is on for Top Rank to make some worth-
while enhancements and, to some extent, this is the case.
Now four players are given the opportunity to compete
alongside and against each other with the aid of the four-
player multitap adaptor. Gameplay is further
improved by making use of all four of the Game 1
Boy's buttons for a wider variety of shots. 1
In keeping with Nintendeo’s winning formu-
la for tennis games Top Rank employs their
popular forced perspective presentation and
builds upon the already superb gameplay of .
the original. One last thihng is that Top Rank — f
Tennis portrays a slightly more serious image
and so, to this end, we promise not to smile
during the review. Not once.

COURT MARSHALLING

When toking a rest from the
pressures of the tournament
mode players may play single
matches against whoever they
please. This is also a good time
tor becoming accustomed to the
various court surfaces encoun-
tered in tournament mode. There
are fourin al and they are clay,
grass, indoor and hard surfaces.
All of these affect the bounce of
the ball - clay, especially, is very
unpredictable whereas the others
affect speed more than anything.

A Fomous Celebrities Playing Tennis - Number 1 in on ongoing series:
Tommy Cooper. “Heh-heh-heh. Ball, rocquet. Rotquet boll. Heh-heh-heh,

just like that...”

COMMENT

Having never played the
original “Tennis’ on the
Game Boy much | can’t
really comment on the less
obvious improvements
~ %> made in Top Rank Tennis.
, ‘ What | can say is that the
A game plays very similarly
WM. ™. to Super tennis on the
Super NES which is a huge
pﬂ"‘ commendation in itself! It
isn’t quite so smooth or instinctive but the
difference is hardly worth complaining
about when you consider the limitations of
the smaller machine. The ball is always
easily followed as it doesn’t blur too badly
and the players respond as you'd expect
them to - there’s no battling against an
awkward control method before coming to
terms with the actual game in this
instance. It's just a straightforward, no
messing about and may the best player
win situation from the start. Having the
use of all four buttons is a superb idea
and gives players much more scope for
setting the opposition up with sneaky
shots and then following through with
more devious returns. Needless to say that
the four player option broadens the
game’s appeal also. single players
needn’t worry either, the computer con-
trolled opposition are every bit as skilled
as most people and they don't fall easily
to the same old shots as in Super Tennis!
All in all this now stands as the definitive
Game Boy tennis title and is highly recom-
mended to anyone.
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A There | wos, oll ready to do this hilarious ‘Femous People’ coption, but
-oh no - 'do this lgcker room shot” said Dave. Grumble, moen..

- EERFE

ANY ONE/ FOUR TENNIS?

=ven Super Tennis for the Super NES only provides,
swo-player matches. Though this becomes more
exciting as players pair up as doubles the matches
are still limited to being against the computer. Top
Rank Tennis, however, allows the compatition of up
to four players at the saume time, which inevitably
means that two pairs of human players may com-
sete in o true doubles match! This is made possible
oy use of the four-player multitap, previously only of
sse with F1 Race and another inferior tennis game
when compared to this.

/f SELECT ¥ OF PLAYERS. \

>1-PLAYER.
Z-PLAYERS.

e

\ PUSH STRARRT /

THE CHANGING ROOM

In ‘tournament’ mode players
may work their way up the seed-
ings in the hope of becoming
number one, and progression is
made by challenging then win-
ning those placed higher in the
ranks. Yet before any of this hap-
pens the character of your cho-
sen player is open for some
alteration. After naming your
player there are two vital attrib-
utes open to change, these being
the type of shot your player uses
and the speed at which he
moves. Though crofting the
fastest, most powerful ployer is
tempting this doesn’t necessarily
moke for easy victorys. Only by
choosing the playing style thot
suits you and e:erc;s ng some
skill is any progress mode

COMMENT

Unlike
Paul |
have
played
the origi-
nal Game
Boy
Tennis
game,
and this is
far better.
It offers more styles of
shot and in this respect it
is on par with Super
Tennis on the Super NES.
In addition, the program-
mers have been very
brave in adding a four-
player mode and this def-
initely adds more lasting
appeal to the game.,
However, that’s not to say
that the game is without
its faults. The opponent
sprite is constantly flicker-
ing, and this proves
rather irritating to say the
least, and it also obscures
the ball at times. Despite
these problems, though, |
still rate Top Rank as the
best Tennis game for the
plucky handheld - mind
you, the competition is
hardly plentiful, so make
of that what you will.
However, for me, this will
definitely do for now.

BREAKDOWN

STRATECY - H)
L ACTION =11 ==
lf‘, CHALLENGE OSSO [
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LONG-TERM INTEREST
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NONTH | i
VEAR -[Z':II'_'ZIIZI

waving thew bocksides cround which ks o dis-
yestehul kind of display in any sitvation!

O music and alright sound effects.
There's o surprising amount of sampled
speech in here too!

¥ Unfortunately the speech is very rough and
not o great feature.

PLAYABILITY

A As playoble os playable can be.
Convincing ball control allows players to
concentrate on developing their skills « not
their excuses.

IASTABILITY

achieving the position of top seed is @ good
| challenge. Of course it is a superh two, three
4 or four-player gome as well!

#

/OVERALL 89

The most complete and playable
4 Tennis game available for the Game Boy.

y




he Game Boy embarks on some ambi-
ou rulaﬂl at times. Now it npr-nrl
lhis tiny unit is getting too big for its
ries, by making a bid for world domi-
on! Thnnkfully it's not our world that the
tyka has in its ROM for the taking, but
- 5000 other worlds in an imaginary universe,
all of which are currently inhabited by I‘ll"“
forces.
Of course nur miniature powermonger is
artificially ir'hsujgam enough to enlist the
P nf a similarly power-crazed human
nitor the progress of
ans in their fight

cations. By successfully guid-

s they ‘go forth and multi-

ition for all followers who aim

leir masters - and eventually

eir wicked adversaries, leaving

J world as their playground.

~Hurrah! However, it's not just evil people

”‘”T spfn causing the problems. The many worlds
’Iﬂd’i have geological tendencies and restric-
tions which impose the progress of our good
® BY: IMAGINEER en. Unperturbed man and micro-machine
® PRICE: £24.99 have the power to make light of all these

® RELEASE: OUT NOW i1 . problems. If you fancy the idea of being a

® GAME TYPE: STRATEGY ﬂ! L '“F""“ﬂ kind °f person, here's your chunul

® CART SIXE: 1 MEG

GANME INFO

® PLAYERS:

!

@ CONTROL:

Joypad

® GAME DIFFICULTY:
Medium/Tough T R s s
® CONTINUES: P

Infinite Bﬂﬂ“ MA H“S
© RESPONSIVENESS: The ‘Book of Worlds' acts as an easy point of refer-
Slow "™ ence to the position of both yours and the enemy’s
@ 15T DAY SCORE: ¢ forces. Both sides are represented by flashing dots.
COMPLETE THREE WORLDS . On the Game Boy’s small screen this has the dan-
® GAME ORIGIN: ger of being unclear but, in fact, works very well.

i ! - . ’ i
ﬂ'rlgfnu.llr prugrﬂmmed hr ' : : - o Si; ‘m !

Buﬂfrgg for the 16-bit comi~ ; o RA’SE INI '
puter market. Populous is | 3 ca MME"T - R A z E ! F

still enjoying success across
- /
other console formats, 1's about time that some- i As the status of the world's o

# _inhabitants relates fo the state of
?;: E:rmu: %:;Pﬁ.f: I:i:i;;: ! their habitats, it helps that there
gameplay is intact and ~  are decent foundations for them.
refined especially for the Land is lowered and raised to
small screen and, on the svit your followers’ needs, but

6”” I””l s whole, it works very well. there are plenty of obstacles to |
S e, Naturally everything is stand in the way of construction. |
® HOW TO PLAY: _ " " minute, but monitoring the ;I:hﬂ rocks and *fﬂ"i"ﬁ may look
Monitor the develpoment of movements of followers is ine ”"d'i;r "3"“'? I‘:“'c'-*'""" : |
your followers’ setlements by usually possible without too stances, but do little to assist the

T
. 'I!l_”lll’ (AL

cuitivating the land - making much trouble. On the down side | found | stability of your average fort. .
things easier for them. Defeat the game slowed down on occasion.OK, so Such items are ecsily uprooted

the evil followers in batile, speed isn’t such a necessity in a strategy E:;::"E‘faeﬂr;he land from

Raise/ Lower an area of ' game but it's always nice to have a quick
land response to the requests of the buttons.
Raising and lowering the land soon

Raise/ Lower a large area becomes laborious under these circum-

of land. stances. Elsewhere the elements that made
this game so appealing about four years
STYART BUTTON: Selects the ago still remain. Like Lemmings, Populous
Icon selection screen. 1 is a classic title and Imagineer's conver-
sion from the larger, 16-bit machines loses

SELECT BUTTON: Selects the| | little of the original qualities in the transi-
‘Book of Woerld”. tion. 9 A
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It never
fails to
amaze
just what
can be
crammed
into the
Game
Boy, and
it was
with some
surprise that | saw
Bullfrog’s classic ‘God
Sim’ make it to the little
handheld. Whilst it's intri-
cate gameplay won't win
it any new fans, Game
Boy owners who fancy
something a little more
demanding will be
extremely pleased with
Imagineer’s conversion.
All the features which
made the original Amiga
game so popular seem to
have survived in some
way or another, and the
deep gameplay - if a little
slower in this version, and
harder on the eyes - is
still as engrossing as
ever. If you're sick of
countless licence and
want fo run amok in the
heavens, this should be

- e a—

E’S YOUR| [

8 has an array of spe-
gl powers to exercise in
ireme cases. The ability to do so
s proportional to the amount of
nhabitants currently enjoying life
under the player's supervision.

Apparently ‘'manna’ is the source of

senefit generated from their wor-

:nip. How touching. Here are a few |

>f these powers:

1. Swamp: Summon one of these
and watch the evil doers” gurgling
demise.

2. Volcano: A mass destruction tac-
ne that throws the enemy’s settle-
ments into total upheaval.
J.Armageddon: If all else fails

shen calling for Armageddon causes |f

both sides to amass into just two
warriors, battling for supremacy in
the centre of the world.

4.Knight: Choose the strongest of
your followers and'transform him
w0 an lvanhoe wanfiabe!

! iy ki

BREAKDOWN |
STRATEGY -
ACTION W
CHALLENGE
REFIENES
ORIGINALITY
ifn i

LONG- TERM IIIHMSI

NOUR
oAy
WEEK
NONTH
YEAR

PIHHM IHM

A Al the game options are dearly loid
¥ There ore o lof of ploin text screens which
sren t i the least bit oftractive.

GRAPHIES

A Populous’ gruphical style Is unique. It
offers an interesting three dimensional

perspective with much atfention to detall.

¥ Though the Game Boy copes very well, the

main sprites are all extremely small and o bit
of @ strain on the eyes af fimes.

¥ _.which usvally means nothing at all
with the odd strange noise. There is an

option available for turning the music off. Take
it

PLAYABILITY

d A The welfare of the player's followers
' almost becomes an obsession.
¥ It takes o while to adjust to the initiol
slow pace, especially if the player’s used to the
Game Boy's :mrf shoot ‘em ups and platiomm
| gomes.

LASTABILITY

A 5000 worlds foke an awful long time in

mastering.

¥ That's if the concept of the gome doesa’t
4 become too fedious too soon.

OVERALL

An inferesting long term challenge in
a classic game, It moves very slowly

along, however as it is a fairly ambitious

fitle for the Game Boy.




4 F7 . B

IH’W[ W

ENTERTARAINMENT
SHJSTEITI'

b S e
\ I
¥
e

o e
MARSL L

i

@ BY: CAPCOM
® PRICE: TBA
® RELEASE: AUGUST
® GAME TYPE: PLATFORM
® CARY SIZE: 4 MEG

GAME INFO

® PLAYERS:

|

® CONTROL:

Joypad

® GAME DIFFICULTY:
Hard >
® CONTINUES:
Password

® RESPONSIVENESS:
Nof Too Bad

® I1ST DAY SCORE:
Complete Three Levels
® GAME ORIGIN:

The latest in the long line of

Capcom platfermers, known
as Rockman in Japan.

CONTROL 5

® HOW TO PLAY: f s
Gulde Megaman through lhl
nine platform environs which
moke up the gome, defeating
the super-villains whe welt at
the end of each one. Bet hey -
keep an eye on his energy bor
and lives meter, yoah.

O Jump ]
0 Fire weapon

o STARY: Call vp options

o SELECT: Nothing

egaman has faced up to some stiff com-
petition before - Bomb Man, Flash Man,
Fire Man, and Whirling Spike Pit Of Bleeding

Man to name but a few. But now comes his

greatest challenge, u'in'-& even our super-
heroic robot pal may blanch at the prospect of

facing - Milk Man. 'l'hl: sick-minded, er, sicko
stalks the streets before anyone awakes,

planting fresh, creamy pintas on the doorsteps
of local residents. After this, he goes home for
a nice cup of tea, and perhaps a bit of hot but-
tered toast if it’s chilly out. This isn"t all
though, as Milk'Man has a dastardly team of
other vile public servants patrolling his
domain. Post Man, deliverer of bills and junk
mail (along with birthday cards, pools win-
nings, etc) and Candy Man (out of Willy
Wonka), purveyor of sweets - obviously a plot
to.rot the teeth of future generations and so
undermine the entire foundations of society,
bringing ifte o new dark age, an anarchic
revolutionary périod of bloodshed and social
collapse.

Of course, there was only one thing
Megaman could do faced with such a brief - ——gf -
go and have a bit of a lie down with a damp - " T _

r *\f‘” i3

cloth on his face. Once he’d recovered suffi- ':""‘_'f i
ciently from the shock of having fresh cow - 413
juice delivered to his house every day, our ‘; *
hero duly sets out to right all ™ i H
wrongs and save civilisation g "
as we know it. Such is the
mission.with which our
chum has been

charged in

Megaman IV,

and it is your job

to help him

through the plat-

form and puzzle- =
charged domains - . ~ -t n g .h e
of his evil arch ——— =

enemies, destroy-

ing them once and

for all.

A Megoman is surprised to meet Glass Bowl ond U

COMMENT

| can’t honestly say I'm the
world’s biggest Megaman
fan. Most of the games
seem to have built their
challenging reputation on
the fact that most of the
puzzles or obstacles are
one long trial-and-error
learning process. However,
this is not the case with
Megaman IV, This title is a
lot more forgiving than its predecessors,
with less of the flick-screen problems
which generally landed the player in hot
water unless they knew where they were
going. The graphics are of the same
impressive standard everyone expects
form a Megaman game, although the
sound is pretty dull - it’s all the same tunes
and effects from the previous titles. This is
pretty true throughout the game, there’s
nothing much in this title which hasn‘t
been done before, Basically, if you're look-
ing for a challenging and excellent-look-
ing platform game, Megaman IV is worth a
look, but if you're not so fussy about the
graphics, there are already better titles out
for less cash.

A Do have o0 macaroon, fair monster.
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ENTERTARAINMENT
SYSTEIM’

GRAB ANOTHER GUY'S WEAPON

Pressing the START buttoniin Megaman 1V doesn’l
just freeze the gome, it'calls up o huge selection
screen. From here, Megaman is able to review his
armoury. This arsenal is built up by defeating the
enemy robots, Every time a boss is defeated thei
main weapon i1s passed on to Megamaon, allowing
him to sélect and use it weapon of any time. Not
onlydhis, but Megaman's sidekick canine chum, pal
and all-round buddy, Rush, also benefits from extra
weaponry left after defeating a boss. Rush makes a
comeo appearance eu‘ery time one

of his falents is selected, teleport-

Ing away from the scene

once nis job is done

H |_:_:- it E:_ ! f:.' r :_ Fabda l.i_;:‘. .: ;: r"_'.-ﬂ n

g i

L]

and Rush have only adimit-
ed number of uses for their
chosen weapons, with an
on-screen energy bor serv-
ing as a constant

reminder to the draining
power of the stolen
hardware

« Argh it s horrible!
Megomaon flees the
horror that is...
Welding Mosk Man!|

and once
more it is
time to
curse his
"~ lack of
STEWVE spreedand
the unfair
nature of the game in
general. You want to lose
energy needlessly when
the things you're shooting
at miraculously avoid
your concentrated fire?
It's here. You want to be
stunned mid-leap by an
unavoidable enemy as
you jump across a large
hole? That's here, too.
Whilst Megaman IV may
indeed offer more to
jump and shoot than its
predecessors, it's tedious
stuff and too derivative of
the past games in the
series. If Megaman is to
make it into a fifth NES
adventure, then | just
hope Capcom completely
rejig the game rather
than simply rehash what
they have here.
Megaman has never
looked so tired, and even
his most die-hard fans
— . - may find their
A Whot do you meon you don't like these macaroons. My Mum mode them stretched too far here.
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REVIEW

ENTERTARAINMENT
SYSTEM

BROTHERHOOD
OF MAN

amon'’s latest outing he
has a large number of deadly
" enemies to deal with. All of these
dastardly opponents are detoiled
here.

1. SKULL MAN This boney chap
has a domain populated entirely
by skeletons and other undead
types. Beware of the deadly bone
collaborations which rebuild
themselves after being destroyed.
2. BRIGHT MAN Bright Man con-
trols all light, and shooting cer-
tain enemies in his stronghold
furns.all the lights off. However,
it's possible to re=install the lumi-
nescence by shooting other ene-
mies, which let off fireworks when
killed.

3. DUST MAN Savagely emptying
your dustbins whilst your back is
turned, DUst Man.. actually,
that's a lie. Although it must be
said Dustman does live in a
fortress created entirely out of
household refuse (and old chain-
saws, funnily enough).

4. DRILL MAN Drill Man inhabits
an old underground mine (as
opposed to an overground mine).
This level is stuffed with drills and
all the other trappings of the min-
ing life.

5. TOAD MAN Toad Man dwells
in an environment where it is
always damp and raining and
there are plenty of sewers and
ditches to retreat into when things
get a bit scary. Unsurprisingly
Toad Man is oneof the softest
enemies.

6. PHARAOH MAN Yes, it's that
Egyptian king robot, dwelling in a
world of pyramids and mummies
which unravel their bandages ond
throw their gnashing heads at
you! Not a level for the faint of
heart.

7. RING MAN This plucky char-
acter has an obsession with all
things circular, and as a result his
hideaway is stuffed with platforms
which dissolve when Megaman
treads on them and wall-mounted
lasers. No, we can’t see the con-
nection either.

8. DIVE MAN Living in an under-
water world, Dive Man's domain
is probably the most difficult to
negotiate of the lot. Flying fish,
Tsunamis ond dangerous currents
are just some of the dangers in
store for our mechanoid chum.

NINTENDO 84
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 STRATEGY
ACTION
CHALLENGE
REFLENES

PRESENTATION

A Smert iatre sequence and excellent in-
game screens ond options.

¥ No set-up options, ond the fitle screen is
g bit dell.

GRAPHIES

A Some smormows sprites, famtostic use

of colour throughout, imaginative design
and some good amimation.
¥ (oold do with more enemies.

SOUND

A Foirly decent sound quality.
¥ However, there's cbsolutely nothing

here which hasa™t been heard before in
other Megamon fitles.

PLAYABILITY

A Pleaty of variety in the challenges
thrown your way.
¥ The responsiveness could be improved.

" LASTABILITY

( | A Nine long levels which get very hard
indeed.
¥ Once you know where everything is most
of the challenge is gone.

JOVERALL

A high quality and very taxing plat-

form game with great graphics, but it's

absolutely noﬁhg new.
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GXsuperbowl takes on Starwing

9 )
STRIKE 1 a TAKE UP THE - 'STRIKE 2

FREE GXSUPBI’ bow! FREE

Ninfendo "\ VERY LATEST compura

GAME ON OUR Frer
DEMONSTRATOR.

PACK.

Bowl on down to your local Tenpin Bowling Centre during
the school holidays and you're sure for a big surprise! The
GXsuperbowl is giving you the chance to 'Strike It Lucky' and play the
hottest game this summer, STARWING™. Not only that, but they're giving
you the chance to win the game as well!

Launched on 5th June 1993, STARWING™ is destined to be the most popular computer game ever.

STARWING™ is unigue. It's the very first game to incorporate a Super FX chip that allows faster image processing and makes three dimensional

animation a reality. Players experience 3D polygon graphics, scaling and fully rotating objects, texture mapping, light source shading. in fact the most advanced

ievel video game play ever for a 16-bit console game.

GXsuperbowl is giving you the opportunity to play this remarkable game for nothing and at the same time enjoy the most up-to-date leisure facilities available.

Their tenpin bowling centres offer computerised scoring, licensed bars, fast food restaurants, and game zones. And you can BOWL FOR FREE if you praesent the

coupon on this page when accompanied by three full paying bowlers.

A STARWING™ game will be installed at every centre during the,.summer and you're invited 1o play for FREE. You can also win the STARWING™ cartridge and

SUPER NES pack in every centre. Just score a strike when bowling and your name will be automatically registered for the great prize draw. And be sure to take

part in the special ‘Mario Strike Zone' bowling sessions held three times a week. You can win STARWING™ baseball caps, badges and posters.

S0 bowl on down to your local GXsuperbowl! and treat yourself to some fun this summer. Who knows, you may even strike it lucky!

swence booking by telephone. Access & Visa walcome.
Open 7 days a week. 10am til late.

msuperb.u wl
e

Sea rules and conditions for lull datails.
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S and Conditlons: - Oaly one coupon par visit = Offer vakd af all times except pm 10 close an Fridays and Saturdays Ir
W epon canndt be used in conjunction with any ofhér promotion or affer » Subjact 10 availabilty » Otler closes 31.08.63 I T A K E U P T H E c H A l l E N G E
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f you think about it, there are mne renlly
crap jobs in this weird and wacky world of
ours, Just think about the poor so-and-so who
has to put labels on big boxes of Duplo bricks -
all day. Or somebody who puts the sticks in
toffee apples - or even the poor people who
test worming tablets. A similarly unenviable
task is performed by Hudsonsoft’s
Bomberman. Whilst the Duple stickers and
wormers get fo go home after a hard day’s
sticking and itching with very little danger of
injury, Bomberman’s daily chores involve
using explosives to-clear his way through o
series of alien-filled mazes.
Yes, indeed, aiBomberman’ s hiar/
is not a happy one. As he mokes
his way fhrnugh maze after
maze, dnﬂruﬁnu n!l ;numr of
:rﬂlluru goes,
Bomberman i‘ lll aé'hd to all
manner of dangers. I.ln:kily,.
though, he’s been doing it since cﬁ%
his ﬂrﬂ Game Boy =
and has also learnt :nme new *:;',. ,-
moves along the way - bootings
@ BY: HUDSONSOFY bombs out of the way, for mslum
@ PRICE: TBA This time, though, things are going to
® RELEASE: SEPTEMBER {4 be harder, as there are more power-
Jl ups to master - oh yes, and the nasties
® GAME TYPE: BLOW EM UP Il .o potential MENSA members in the |
l CART SIZE: 4 MEG intelligence department, too. Uh-oh...

® PLAYERS:

FOUR

® CONTROL:
JOYPAD

® GAME DIFFICULTY:
AVE/HARD

® CONTINUVES:

3

@ RESPONSIVENESS:
EXCELLENT

@ IST D.lfm
BEAT FIRST BOSS

® GAME ORIGIN:
Super Bomberman is an

enhanced version of the Game
Boy title,

A
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® HOW TO PLAY:

Guide Bomberman througha
series of mazxe-like stagos, blow-
Ing up masties and collecting
assorfed power-ups along the
way. Be careful not to be cavght
in the ensving blast, though,

~ Drop Bomb
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START: PAUSES GAME
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- " B L A 'And when the music stops” - the ployer is
a T‘:duumlrm-mill-s.mmhmlh Y ¥ P A ' S invited to play musicol statues. Or something.
aming harmonies of Waldo and his finy chum. k s ' - -
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A ‘Hmmm, well os you con see, lhl;llnmkm-eﬁaﬁmnisﬂm Inﬂhua cor-
1 MORE MONSTERS TOO ridors, but 1o corpet the whole place will cost a bomb...”

W'th Bomberman suitably, fmhd up, i's only foir’
that his numerous enemigs are similarly improved.
As well as the bog-standaord meanies who moon _—
about aimlessly, Super Bomberman now stars infe!- - I love Bomberman! Forget
ligent bombs which iollmu our hero around, waiting / the need for fancy graph-
for the chance to detongie themselves next to him, Iu and over-the-top pre-
and large trundling tanks which shoot fire in every :en'lulinn, Super
direction - even through walls. In addition, these Bamburmun': game-
new foes also boast more strength and intelligence / ay raises it head
and con quite easily withstand several hits from / url-l.'l shoulders above
bombs as they harangue Bomberman into a comnert By its graphically-stun-
In addition, lorger bosses alse.oppear every now \ ning competitors. With
and then, and require loads of hits befose they kick loads of mazes, a good
: : ANDV amount of variety in its
levels and smart bosses, Super
Bomberman offers plenty of challenge
and its immediate playability means that
it's one of the easiest games to get into |
have ever encountered. Basically,
although there are a few examples of
dodgy sprite detection , | cannot fault this
game. In four-player mode it’s Im:rﬂllble
game o and blnwlnn UF -
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Bomberman is best played in o grnup,f 1d
Hudsonsoft have conveniently released a i’uihalﬂ.:
smart adaptor which allows up to four players to
join in the explosive action. The Super Mulhfm,
plugs into the second joypad port and, via airather
bulky grey box, adds a further four ports'to thu.- +_'_
Super NES. A price has yet to be set for the. unit,
but we‘ve had one in the NMS office for a few
weeks now, and no amount of money could ger-
suade us fo part with it and our copy of the game.,

W S5UU

=" ..-5* didn’t rely
on fancy
\gﬂmphiﬁ (]
n you
STEVE ,.%
Hudsonsoft do, and Super
Bomberman is quite simply |
the most addictive game |
have played in absolutely
ages. In four-player mode,
Super Bomberman is a real
hoot and running around
the game’s many mazes as e S
we try to blow each other man os he escaped, liffle ;;_-'
up kept us engrossed for Ir;numng tlml his partner huinn msmddnhm Rl
ages. In addition, the vari-
ety in the mazes is second 0 ] : 29
to none, with tunnels, evil
Bombermen, and conveyor
belts adding to the fun. |
really cannot fault the
game - it's everything a
- | good Super NES blast
- | should be. It's good to look
at - although the graphics
are hardly the most sophis-
ticated to grace the
' machine - but the playabil-
ity is top-notch and earns
Super Bomberman ifs just
place as most-played game

STEDE

op. A classic.
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bamannnl ‘llilli‘

Blusimg certain dre w prlhlocks‘ often rgw.,uls
special icons wf}kh 'i'“"' > particular Hsaful H: our Bﬂﬂ,ﬂﬂ'ﬂ
bomb-happy hero. As well as such
larger bomb rqdlus:‘-ur(dg"'”_ _'q'émrups naw STRATEGY
ideas such os hnnuq_"_ﬁ_‘ yping death heods ond o ACTION
larger capacity for ¢ ‘f“'iwhmul bombs has YALLENEE
been added. By far tﬁamﬁ feresting addifion, k
though, t:s anﬁarm?n:t:,nhﬂltr to I:u:k ;t;ni:d BEFLENES
om sat_.-_gia the way - or towards the
nn::ommg nasties. It olso proves BRIGINALITY {
nespecially useful when a
devious second players

m | dropa S boinb : Iﬂﬂm'

—_— e directly in fnur

-}[—----H}]4j H |

E—

H}[~

PMEMM Hﬂﬂ

A Loods of gome opfions, and an
obsolutely stunning four-player mode.

GRAPHIES

BETTER MAZES A Simple but unclyttered graphics, which

are suitably bright and jolly. The variety is

excellent, too,

Running around the mazes sounds as if it t:nuld lﬂﬁl‘l
get a little dull, but Hudsonsoft have added a v -
{ of features to ensure the player’s interest is kﬂpl' up.
J These include tunnels which are used to roll a bomb
: into and consequently surprise your opponents, convey-
Y or belts which are used to send a bomb ‘elsewhere A Minimal ditties, but good explosions
around the screen, and Chameleon-like creotures who combine fo create o jolly but pulse-racing
turn' into evil Bomberman replicas - meaning you,have to™ | effect.
7 athink twice in case you accidentally blow up your mates,

A Instantly playable, and this playability
doubles with every player that joins in.

A The addition of tunnels, conveyor belts
and the many new icons ensure you'll keep
returning for more bomb-related jopes time
after time.

{ A nothing short of brilliant game. It
plays well, looks mighty fine, and is basi-
cally a ‘must-have’ cart.




B NIGHT OF THE CRAYON PUSHERS N

Here at NMS we take our job very seri-
ously. We take constant care to get the
most accurate possible results in our
reviews and find it our duty to be first with
all the news, Which is why, when given the
opportunity for a sneak preview of
Interplay’s forthcoming Rock ‘n’ Roll
Racing, we decided to turn the whole affair
into an excuse for a big party. Duly, Allison
and, er, Allison from Interplay wended
their way down to Farringdon Lane to our
Second Office, the City Pride public enter-
tainment emporium. The upstairs was
hired out and the teams of NMS and pals
met for an afternoon of serious
drin...gamesplaying. However, little were
we to realise the shocking events which

». ' were about to unfold before us...

;\"oc/’ KO

_-;;1;-,
e, = and man of a million anecdotes. However, the rest M s c HALLEN G E

of the crew were spared “interesting” tales from
the days when all this were fields whilst he got to
" & grips with technology in the form of our Polaroid & = =
. 1 camera and spent the rest of the day taking funny = =~
pictures of himself. !

" STEVE MERRETT: Or Half-Can Dan as he's known
to the rest of the team. No sooner had he wet his
lips with a sip of lemonade than he was stagger-
ing around proclaiming everyone to be his “besht
mate” and singing.

JAZ RIGNALL: The favourite to scoop the prize,
*% anddidn‘t he just flipping know it. The task of
hl squeezing his inflated head through the doors
~ ™" when visiting Mr Riddle was an arduous one for
- ™% the sheep-scoring Managing Ed.

| RICHARD LEADBETTER: Readers of NMS will

- % know very little about Rich. Which is a pretty good
~ thing really. Believe us, you don't really want to

~ know.

i L{ RAD AUTOMATIC: Part of the elite Vidiators team
1-+';‘-. on Sky's Games World programme - and doesn’t
everyone else just know it. The majority of the

", '; players were looking for a loss from Rad to take
& him down a peg or six.

 } PAUL DAVIES: Paul kept quiet before the game,
. only letting out an occasional rendition of his

- | himself luck. Unfortunately, Paul hasn’t got a
. mantra to bring him skill, good looks or friends.

.~ 1 OZ BROWNE: Oz is a sad man who tries hard
4 when it comes to playing gomes. Sadly though,
~ | no-one can try that hard and his efforts are

-] brought to nothing by his crushing ineptitude.

- DAVE KELSALL: What can be said about this grin-
- | ning, drooling monster that hasn’t been said

- | before? His manic obsession with stupid designer
~ | clothes? His complete lack of control over his bod-
- | ily functions? His rather dubious Evian bottle
" escapades? No, we've already said them all.

- ALLISON BEASLEY: Allison only came round to
| show us the game, but she was forced to make up
~ for a last-minute numbers deficit and was roped in
it ;:nli::lj‘lr Still, sha s raully very lovely.
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r RULES

®ock ‘n’ Roll Racing is an isometric persneciwe buggy
racing game full of spikes, bombs, mines, lasers,
wmps and hazards. Four buggies race at any one
~me over four laps of each course. For the first round
everyone’s names were written on scraps of beermat
and drawn out of an empty glass, leaving us with five
" heots. The two players in question then sat at the

. console and played the best of three races, with the
Smishing positions being noted in anticipation of a
se. And the heats went as follows...

.

DZ BROWNE VS JAZ RIGNALL

Oz made a promising start and displayed his full gamesplay-
g skills. Thot's to say he drove the wrong way around the

=nhre course for all three races and generally held everything

wp. Perhaps in no way surprisingly, Joz nabbed an easy victo-

ny.

ANDY MCVITTIE VS ALLISON BEASLEY

MNow here’s a thing. Allison’s had the game for

oges, and it’s her job to show us how greot it is,

nght, and we’ve never even seen it before, right.

- And Andy really isn’t very good at games, right, so
" how did Allison manage to lose? Not just lose,

though, but get completely stufted in such a way

as o moke Oz's dismal failure look like a triumph

B of joypad skill?2 Oh deary dear.

RAD AUTOMATIC VS DAVE KELSALL

A smug smirk infested Rad’s features as he took

the first race in this heat - a simple oval course
. " with not much tricky cornering. However Dave

wwoked Crayola, God of Dosign, made a

Herculean effor in the next two races and won through. A

stunned silence greeted this rise of the normally docile design team.

RICH LEADBETTER V5 STEVE MERRETT

Steve imparted some useful advice to Rich before the start of the

soce. "It'sh you'n me againsht the world.” Richard's witty retort is

sadly unprintable, but suffice is to say that the drubbing he afforded
W the man Merrett over the next three races was revenge enough.

FAUL DAVIES VS TOM COX

Mot just a designer, but one with a broken wrist, too. A sitting duck.
Fodder for the gaming cannon which is the Davies machine. Actually
no. In a spectacular display of ineptitude, Paul managed to lose
every single race in spectacular style, especially thanks to
Tom's liberal use of his lasers. Chalk up another one for the
fingerpaints mob.

Of course, the atmosphere waos eluclﬂc. Hnw
did two members of the potato print fraternity
make it through? Everyone decided to take a
bit of o branihaf and :ulm down. Now the
next round was organised. The five remining
competitors would each play against each
other, winning points according to what posi-
tion in the race they finished. But as this final
round progressed one thing became evident
- Dave and Tom were consistently winning!
Nothing, however, could stand in the waoy
of Jaz, who managed to scoop the top
prize of a radio-controlled car. However,
baboon-faced Dave was more than happy
with his second place and a car which has
a long lead sticking out the front. Rich's
third place also saw him scoop o rather
smart four-wheel thing. Oh yeah, and the
rest of the inept crew all got these funny
":"w little lorries which play o ‘scary’ noise when
gavis? they are pressed. Oh, and Oz got the booby
prize of a Yorkie bar. Tee-ho. ,
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FE SETVEIING

It's a dull but close Thursday in the NMS office. Somewhere in the
office, Andy McVittie and Steve Merrett are whining about feeling
rough, whilst Rad has again gone AWOL. To think these people are
supposed fo be the be-all and end-all on Nintendo games...

Despite such lethargy, there’s still a hush of expectancy in the air. It
can’t be lunchtime as their many desks are still stacked high with
assorted crumbs and wrappers. No, today is challenge day and as our
two sixteen-year-old challengers, Faz and Brian, walk through the
door it's hard not just to give them the trophy and tell them not to

bother.

As the challenge is arranged
and the rules set, ‘Mary’ Merrett
draws the short straw and is

given the job of organising the

rounds and drawing who plays
who. Sitting in the corner of our
games room, you see, is @
rather smart
machine, and this will prove
the hub of the day’s activities.
Each player is given a charac-
ter and must battle it through
to the grand final. Steve
makes the draw and the battle
for office supremacy begins...

ROUNUD 1

Our brave challenger is given
Zangief as he takes on Vega. A
foregone conclusion bearing in
mind Vega's speed? Nope. Using
a succession of spinning punch-
es, Vega is repeatedly felled and
Jaz mutters away to himself, The
first round goes to Faz, but in the
second round, Jaz uses Vega's
throwing skills to the max to
bring Zangief’s health down to o
critical level. Alas, it all goes hor-
ribly wrong, and a Zangiet throw
ends the tournament, and Joz
goes pale as he realises he has

lost 2-0.

Battle of the bulk, as office
champ Gary prepares to destroy
Prod Ed. With 63 seconds on the
clock, Gary whips poor Andy’s
butt with Honda =
barely getting a f
hit in. Even ;
more rolls -
from Gary 'fr
ensure the sec-
ond round is
over equally fnat\
As Gary cheers,
Andy mopes off =
muttering that he didn't

SF2 Turbo = .

want fo play anyway and besides
he's not feeling very well.

It's battle of the bosses as the
two long-haired jessies (honestly,
you can't tell if they're boys or
girls these days) take to the SF2
machine for a battle royale. As
Rad wows us with the most
tedious selection of Flame
Tordedoes Bison has ever per-
formed, Paul reacts with Tigers
and Uppercuts. Ho hum. Because
of his Tiger prowess, Brett from
out of Suede - sorry, Rad - even-
tually loses, but the Senior Staff
Writer returns with more
Torpedoes to make it one apiece.

y: { AT .
bty i WY o
It all rests on the final round with
Rad employing more Torpedoes,
as Paul once again pulls off
Tigers. Still, Paul’'s minimal tac-
fics outweigh Rad’s, and the
Kirby groupie scrapes through to
the next round.

-l'-ﬂ.' E e

‘| hate Balrog’, whines ‘Ferret’
Merreft. As Brian grins confident-
ly at Ken, Merrett leaps in with a
succession of punches which
sap Ken's energy rather quickly.

¥) However, retreating and
# w W #
= unleashing a series of fireballs,

Balrog is eventually stunned and

» @ Dragon Punch puts an end to

%ﬁf‘@*

Merrett's misery. Round two
arrives, with the weasel-faced

Dep moving in close. With 50-

odd seconds left, Merrett makes
things even. More basic tactics
from Merrett mark the start of

the round, but even more
Dragons soon drain

Balrog’s strength. '
Merrett goes on the fﬁ
defensive, but it's __ ;\'\-b' .

all an.lr ?ind 01#' , ﬁ‘»!ﬁkl
Dep shuffles off | {

saying he has k- 1.(‘“'@ J};)
more important w 3
things to do any- |’
way.. y

It's time for the battle of the
Baboons! Tim ‘Ba’ Boone versus
Baboonman himself, Dave
Kelsall. Tim tokes a slight lead
using Dhalsim’s long arms {(and
his own to reach past his bellies
to get to the joystick), and it
doesn’t take long to finish Guile
off. However, it's Sonic Booms
ahoy in the second round, with
Guile cornering Tim's character
and knocking him out. In the
third, Tim seems to lose all his
hand-to-eye coordination and
more Booms from the designer
finish him off. Dave wins and
stomps off to celebrate by swing-
ing from the rafters.

Oh dear, this really is a sad pair-
ing. Mean Machines’ man Oz
can barely hold a pen let alone
use a joystick, whilst Tom Guise
is the comic relief. As Dhalsim,
Guise is sliding a lot, but Oz is
somehow keeping him at bay
with loads of fireballs. After more
of the same, Oz wins the first

CHALLE

round, closely followed by the
second. Obviously Tom's
Streetfighting abilities match up
to his feeble writing “talents”.

With Gus leaving us to move to
Mean Machines, it is ironic the
Editor of that journal is his oppo-
nent. Rich enters the fray moan-
ing about his character and Gus
responds by unleashing Chun-
Li's newly-acquired fireballs until
he wins the first round. To say
Rich is slightly miffed is an
understatement to say the
¥ least, so a rapid succession of
Lariafs placates Witham's wit-
less wonder and grants him the
equaliser. It's on to the third and
final round, where Gus uses
Chun-Li‘s many attacks to win
the game.

One of our contestants dropped
out, so Merrett recruited our
Publishing Director, Dave Kelly.
Drawn against Mean Machines’
girly Dep, Dave felt quietly confi-
dent even though he hasn't
touched a joystick since he left
Sinclair User forty-nine years
ago. Kelly takes the first round in
a battle which is nothing short of
inept, but Lucy equalises. Using
little sweeps, Dave eventually
realises Lucy doesn’t know how
to block and it's all over.




KROUND 2
New characters are given for the

next heats, here's what hap-
pened...

Gary goes into his extremely dull
Dragon-after-Dragon move,
which is thwarted by a Foz leg
sweep. All of a sudden, Gary is
on the ropes, but a swift come-
back wins the first round. For the
second round, Faz and Gary are
level. when all of a sudden o
throw from Gaz sends our plucky
challenger out of the game.

PALL [Bison) Vs Brian
[Zangief)

Paul sends Bison in for the kill -

only to see the Russian fighter :
stop the boss in his tracks.
Yes sirree, whereas Brian
cloims o be hopeless
with Zangief, he
soon has Paul out

of the first round
thanks to his good
use of jumps. The
second round fol-
lows a similar pat-
tern with Paul

using Torpedoes

to no effect, and
Brian using kicks to
sap Bison's strength little by
little. It's all over for dismal
Davies...

Following jeers from
gobby Dave, Oz is
amazed to see a cannon-
ball to the gonads stun
his on-screen alter ego.
Celebrating his minor
victory, Dave - the
1993 Shrewsbury
Gurning Champion -
proceeds to pull his

top lip right over his
head whilst baring

his teeth to put Oz

off - as if he needed

tol Just looking at

him is bad enough!
Following this
japery, in the
second round
Oz is out with

70 seconds L

still on the

clock. Still smiling, he enters the he managed to get that
second round but is white- rather cheeky slap to

washed by our NMS boy. 2-0 to Chun-Li's face in the second
Dave, but that's hardly surprising  round. Mind you, that one small
os Dove and Blanka could quite slap disconcerted Scots relic Gus
easily be twins., more than any of the
Caledonian’s artful combos ever
could. Besides, he was also the
only loser not to teach the rest of
the ensemble new words as he
y  walked away from the machine.

Basically, this was the walk-over
everyone expected. Now, I'm not
saying that David Kelly has a lot
of influence over my journalistic
integrity, but he did play really
well and wasn’t ot all slapped to
bits by Gus's skill. In fact, it is
indeed a credit to Mr Kelly that




SEMI-FINALS

Guess what? Yep, we changed
the characters again.

/

Expecting more Dragons from
Gary, we were rather surprised
when he used fireballs instead -
perhaps he was scared of leting

Brian get too close? Brian second round, Gus goes straight  biggest git offer finishing the
oftempted to send Honda in for for the kill with a series of big rubber-foced Croyolo-pusher off
the kill, but Gary simply punches which leave Guile with another throw.
Dragoned him out of the bout stunned. Dave valiantly fights

with 55 seconds to go. back, but o mossive gut punch

Unperturbed, Brian sends Honda  knocks the Gl into the final

in with his new Bum Bounce round. This next one isn't so

move, but Gary parted his gripping, and Dove’s many Sonic

descending cheeks with another Booms send Gus out of the con-

Dragon. Honda returned with o test with Dave's besticl taunts

neot slap aond Gaz started to echoing behind him.

worry. More Dragons followed,

though, and Honda was felled o= — -

and our last challenger bombed THE FlNAL;
out of the championship.

We decided to dispense with
Merrett, and let Gary and Dove

' choose their characters.

With Dave's animal noises ring-
ing in his ears, Gus is amozed to
see the gibbon-like chop take
the lead with o series of low
sweeps. Speed eventually wins
out with Bolrog copping more
sweeps and
Booms, and
Dave roars
again in
victory. In
the

Well, that's how this month’s contenders fared, think you can do
balhr if so, I!ﬂumdwmmmthmh vs on at, and
mark which person in the NMS team you want to play. Tim, .Iu:
Rad, Simre; Garr, Andy and Duvn all await your chullungu, and if
Gory chose Vega and Dove hod [ Rl il AR el you down the chippie to celebrate.
Bison, and we sat bock to
watch the Art team bottle it | | vireneenss af one of he following:
) out for supremacy. After o lit-
(/,od tie haggling over seats, the
: gome commenced. Vega's
speed gave Gary o slight

advantage os he sent the I realise, though, that if | lose | may be subjected to much 1uunhng
masked warrior leaping and even the odd Chinese burn.
' ~ across the screen, swooping | -t .
ks in for the odd kick or throw. ' Having done in,uhd'ii in, with your name and address, to:
& : Dave eventuclly hit back - - |
R once - but a back throw from COME ON THEN, YOU BIG GIRLS,
: - Gary maokes it 1-0. The sec- SCOREMONITEII! CHALLENGE,
& ond round then follows an NMS,
almost identical pattern and is ' 30~32 I'-‘nnry Court,

almost os much fun to waich os
the Cup Final. Gory takes the
title of best Turbe player end




nrs different.
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can | have
2
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Poo! What's that smell of Scampi Fries that has just
wafted into the NMS office? No, Dave Kelsall is
denying it's him, so it can only be that SEAL has
entered the building for his usual caustic bout of
letter-answering. Thus, with a pen held in his
gnarled flipper, he stands before us whifting of fish
and demanding the respect he is due. Let’s see
what we have for him this month. But, hey!
Remember fish fans - if you have anything you
want to say, send it in to LET'S GO TRASH ANDY'S
NEW FLAT MAILBAG, NINTENDO MAGAZINE SYS-
TEM, Priory Court, 30-32 Farringdon Lane, London,
EC1 3AU. A high fashion NMS T-shirt will wing its
way to the lucky sender of the best letter...

MAGPIE

Dear SEAL,

| think your mag is great, but | am starting to get
slightly ticked off. Can you tell me when Super Star
Wars, Striker and NHLPA Ice Hockey are being
released? Also, when are game prices going 10
come down? By the way, | think that Paul Davies is
the biggest bum stain in the NMS office because he
cocked up the challenge on GamesMaster!

Carl, Anglesey

SEAL:Ooh, ticked off are you? Blimey, get a
sense of proportion or you’ll end up with high
blood pressure! Well, to calm your obviously
fevered brow, the answers you seek are that
Super Star Wars is out in June, Striker in
August, and NHLPA right now. As for Paul
being a bum stain at least he doesn’t cop a
mooey (a Surrey phrase) because the games
he wants aren’t out...

CHEGGERS
PLAYS POP

Dear SEAL,

| am writing to you because | need
to know if | have done the right
thing. My mate went to Woolworths
the other day to nick a Super NES
cart. He managed to get Mario Kart
in his coat, but when he was walking
out of the shop a store detective
stopped him and searched him. He
found the cart, and | am the one who
grassed him. When my mate found
out he lobbed o stone at my head, so
a couple of days later | got my older
brother to punch his head in and tell
him that, if he ever touched me again,
he'd break his neck. Now my mate is
planning on getting someone on my
brother. Was | right to tell on him? |

SCREEN TEST

Dear SEAL,
While in Devon recently | came across two toys in a
nearby shop. “So what?”, | hear you cry. Well, they

were exact copies of Ken and Ryu, and when | say
exact | mean down to the very last detail. The
boxes said ‘Made In China’ on the front, but they
didn’t have a SF2 logo anywhere on them. Instead,
they just had ‘International Karate Championship’
written on them, with a blatant copy of Guile next
to it - complete with hair-do. A rip-off company is
obviously making a few bob on the sly. Have you
seen these at all?
Jakey J, London
SEAL:They sound
like rip-off to us.
However, just think
of the fun you could
have having 5F2
tea parties with
one of those crap-
py plastic market
stalls which have
just about
enough room for
seven liquorice

comfits and a
bit of

it
i

J

Toblerone. )
Then again, ‘" '
perhaps I'm "

just talking &> »
out of my R /
backside. N

A Krusty returns, cour-
tesy of 13-year-old
Simon Grantham from
Rushden

know you'll tell me what to do.
Gurpinder Shoker, Bromwich

at the hands of your mate,
. take solace in the fact that

gh. Actually, we want to

. hear what happened next.

. Did your brother get done

- over? Did he then turn on

~ you and beat you up? Come
on, write in
and let
A Link squats to conquer - us
although the sender forgot to know.

include their name. Doh!

N

e

SEAL:Well, even if you suffered

rov at least gave us a bit of a

TION »

DAL

FREE
TIME

Dear SEAL,
As you probably already know,
the ace game Mortal Kombat
isn’t far from a Super NES
release. However, | have been
told by a reliable source in the
US, that Nintendo are planning
on hacking the death moves out
of this smart beat ‘em up. Don't
Nintendo realise that people
have been playing this game for
months in the arcade now?
We've already seen the
gore, so it's a

' bit late to do

' anything about it
| now.

It's funnyM
anyone at ar -
_ age can ﬂlp
B r.' telly and

e

f Lﬁv.. !--I . :

Oprah W'nfmf | :

views pile sufferers

who walk with ¢ s

' and other strange m-
- plﬂ Hey, but if you

o T “‘ tﬂm it Q'H:

‘why ‘the same
upply to video games?
~In my opinion, it's not

- so much Nintendo not
~wanting to be exposed to
" it, but rather fo avoid any
* bad press. | should imagine
~ that i's mainly due to the

pressure groups who tell us
the World is a mess and how
they intend to fix it (it's also
funny that these p&oi:lle always
look like those you's go out of
your way to avoid). Anyway, they
believe that after a good game
of, say, Splatterhouse, that we’'re
all going to go and buy chain-
saws and hockey masks and go
out killing people. “You're sell-
ing violence,” they cry, and |
guess Nintendo listen to them.
So Nintendo, rather than rocking
the boat in fear of lost revenue,
go along with them | suppose...

My answer is that, bearing in
mind gaming now covers o laige



oge group - say 5-55 - why don't
they rate gomes like they do
movies? Or, better still, produce
separate games: one with the
wolence and another without.
That way, if your Mum doesn’t
want you seeing exploding
heads, you can buy the ‘G’ ver-
won, whilst those of us who think
that's the best part of the game
con buy the ‘R’ version. Simple,
really - perhaps | should apply
for a job!

The point is, linking games to
wiolence is a daft

NOW GET OUT
OF THAT

Dear SEAL,

| am writing this letter to you regarding the CD
Unit and the Colour Game Boy - JUST KIDDING! |
am replying to P Mercer's comment about PCs
already having 64-bit systems and the SFX chip
being not particularly hi-spec and over-priced -
look how much it costs to
get a decent PC system
together! One final point:

thing to do. how could Tim Boone say
I'm pretty that Reservoir Dogs is o
sure most of great film? | went fo see
us realise it and reckon it was the
gomes are biggest waste of £3.30
not real - since | bought my glri
doh! Just friend o Take That sin-
because we gle. | wasn’t the only
threw a fire- person to think this,
ball at Chun- either, as fifteen or so
Li, doesn’t ‘1 people walked out of
mean that the film holfway
Aunty Joan is through.

going to

become a crispy Danny Goodwin,
critter. For those Conglefon

of you who do, 2
though, seek SEAL:Reservoir
psychiatric help Dogs is an excel-
os you're rather lent film, and
up. A anyone who says

N - :Il'rﬁerenﬂy g
Steven Bray, eserves to
Mieldmy 8- tied to a chair

s tll and hl:!\‘"E their
:“Eitﬂ:r:': "':: anuthar CORRIRR iwror we listen to :i:t::::l:e: :H s
Super NES ver- | art.' Golly, | bEtHLEE remixes. Ooh, deary m?!,
sion of Hﬂ:hl . _-__‘Hughes ECIIneS. perhaps the links between
Iomh&i will be Tre— T film and real violence do
lﬂﬂudul. As ';":‘.dﬂﬂ Y happen, after all.
ra
‘games, ‘| don’t think this is
_particularly feasible, as it

unuld involve twice l -
much coding and
the duplication ¢ m -
True, ::,:.rﬂ’
ble in any area, 1
don’t think anyone actu-
ally takes any notice of
the people who think
that playing Mario

prompts the kids of
today - disrespectful lot
they are - to stuff their
faces with mushrooms
and rescue princesses.

THE FLASHING
BLADE

Dear SEAL,

| think NMS is really great and the reviews are
smart, but | have a serious complaint - please
review more games for the NES! In the January
issue you reviewed five games for the NES, but just
recently | have been lucky to see one! Please put at
least four or five in an issue.

Arief Prasetyo, Anglesey

SEAL:Oh, yeah, I'll just go out and whip up a
handful of NES titles shall 1? What do think |
am: Seal - Super Coder or something. Listen,
bozo, this is the last time I’'m going to say this.
We review every NES cart we can get our
sweaty little flippers on. If, however, there
aren’t that many out there, then we can’t
review them. However, rest assured that our
NES hunting is now even more vigilant - as
displayed in our scoop Kirby review last issue.
if it's out there, we'll get it. This
topic is now closed.

A Mario Kart guffaws as
Yoshi goes spinning. Ta,
Dawvid Gentry.

ATOM ANT

Right, I'm off for a " Dear SEAL
quick game of Smash First of all I'd like to say that your mag is brilliant and |
TV and a ram-raiding buy it every month.

session...

Secondly, I'm doing an extremely important newspa-

T

| per project with my school on the making and creating of
a brilliont computer mag like yours. So | don’t suppose
" that you could spare some of your precious time and send

A Howard Johnson me some information on the mnking and creating of your

from Walton did this.
Definitely ‘Pic Of The
. Month' methinks...

_' there.

_ Please reply to this letter as my whole life and future

| career depend on you. If you don't, I'll never read or buy

' your mag again, and I'll get my hard headmaster to come
I round and beat you up.

Steven Hawkes, Bury St Edmunds, Suffolk

SEAL:Hmmm, so your entire future and career depend
on me replying do they? Tough.

97 NINTENDO
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THE RlNGING. ¥ Ken gets a'punch up the LIZZY
SINGING TREE Wil ety .  DRIPPING

Dear SEAL,
The other day | went into my
local gomes store ong @ Mego-
CD was there for people to play
on. As any normal Super NES
owner would, | went to have ¢
go to see whether all the hype
medic onslaught, was true. The game playing waos
throwaway heroes I 5 % g\l N ; g } aroce game collec Joguor
come and go with each e N AP /4 B * '.- O A Lo _ a XJ220 and, whilst it was as
« flick of the fat business- (£ 118 e N\, N I g2 ) good graphically as Lotus on
man's greasy righf-hnnd . e A!“"Iigﬂ quite trankly |
parting. came oway appalled. Ok, so
Who are the losers in the Mego-CD has good speed
society's world of make- and sound, but it wasn't obvi-
believe? The kids? The ous from what | hed seen.
parents? Society as & Also, as it is still only a 16-bit
whole? It's all very well machine, there’'s no real
having an interest in such benefit on the technology
novelty icons in the ‘90s, front either. If it is true
but where is it taking us? about Nintendo releasing o
What is the achievement| 32-bit CD add-on, Sega
for evolution in owning the \ will be left far, far behind.
. book, T-shirt, game, wden : Therefore, in my eyes, the
toy, et al? _ B Mega-CD is o load of tosh and
It's time for ¢ chnnge : ‘ e call for sex=  if you're willing to pay £270 for
Don't give the money-suck- \ e ist comments no motter how something which may aniy last.a
ing corporate vampires the much in jest they are - although Lana Baillie few months, you re either utter-

Dear SEAL,

Batman, Turtles, The
Simpsons, WWF,
Mario: the endless
barrage of money-
spinning kid fodder.
In times of constant

satisfaction warping your does seem to fall under the category of the type ly rich or stupidi'i'm
mind for their own reasons. After all, with the peo- of person | m worried about our kids turning glad I've got
ple currently in power, the chancessarewe'll be into in the main part of my letter that off
seeing ‘Clive: The Cuddly NaziFascist’, ‘Super
Earth Destroyer Man’, and similar ideals of The SEAL:Blimey, deep centrall Well, PP,
Powers Thot Be adopted into kiddy-friendly roles. whilst there’s no doubting that the char-

Let’s get this straight. I’'m not against violence acters you mention do indeed make fat
or the like on the TV or in video games. It's for bet-  wads of cash for loads of people, they
ter for kids to experience this on the small screen do occasionally benefit the software

rather thon in real life. And man needs some place  and entertainment industry. Where
to unleash his dominator, macho tendencies unfor- would TV be without heroes? News

tunately. What | am against is the constant brain- bulletins galore and no fun whatso-
washing ‘of susceptible young people by corpora- ever. Also, thinking that the likes of
tions with no thought for anything but their bulging  Clive and Earth Destroyer are
back pockets and a brainwashed society. going to make an appearance is
Heavy stuff! And nothing really to do with you! being a little over the top, after
But | felt like writing to someone with these all you could hardly call Bart
thoughts. Now I'll go back to growing long hair Simpson the middle ground
and opposing authority, whilst still scaring society between your creations and
in the process. characters such as Felix The
: Cat and Mickey Mouse who
A Phorever Person, Hyperspace started the ‘rot’. Yes, people
who buy games are deemed
PS: Is Blanka o girl. Oh, for God's sake! as impressionable, but |
PPS:Who the hell is that patronising, somewhat don’t think anybody is quite
baggily-dressed kid in the Imagineer ads. Did they  as gullible as you make .
get him straight off the street? | can imagine it out. Lighten up, PP, games | A Mario heads off to his lat- ™
now: “Here, hold this and smile.” are only meant to be fun things est 'Over-eaters Anonymous'

PPPS:Re: ‘Duff Knee’ letter reply. In an already after all. | meeting...
grossly male-dominated magazine, there is little - _



™ chest - over 10 you...
#hew Hall, Falmouth

SEAL:It's certainly true that the Mega-CD
sasn't exactly lived up to expectations. Final
Fght is the only half decent title we have seen
so far, but it to be said that it's early days as
of yet. Still, if the stuff on its way turns out fo
e os limited as the likes of Sewer Shark end
#oad Avenger, | think Mr Nintendo isnt
sweating too much about not having his CD
system out there yet.

POTTY TIME

SEAL:Right, have you
finished? Good, now
shut up while | put you
straight on a few
things. I'm not sure if
your obvious mood has

mdw your judgement,
regarding the poly
bag incidents, hasn’t it
actually occurred to you
that the bags are there to
ensure that the gifts we put
on the front of the mag don't

get nicked. What would
you be more

Dear SEAL,
am writing this letter on behalf
o* oll our NMS readers to expose

e scandal at NMS. Why? Well,
Srstly, | would like to complain
pbout the polythene bag which
seals your mag each month,
These holders con your readers
nto having to buy your maga-
mne as they cannot rip open the
pog fo browse through the mag

- ie. to see if o certain review 1§

n the issue. And what happens if
#he review they want to see

=n't in the issue,

would they have annoyed at: not
still bought the seeing the
mag? No, review you
because Ihis wanted, or
has hap- paying for
pened fo me the mag
enanum- and find-
ber of occa- ¥ ing the
sions, and p. L free book
Imsureit | L L L/ - or video
has hap- | . ' 4 / & missing?
penedto We don't
otner readers, bag every
t0o. Secondly, issue, but
ﬁmonﬂﬁn ST until there is a
m _. . . e hﬂPP}" compro-
you issue o free scratch mise between giving
card which is an mmm to away things on the front of
entice kids that they can win the mag and still allowing the
goodies like holidays, go-karts reader to browse, the bags
which prabubly don't exist. Thus,  will stay - that said, a new
parents end up with mega-high idea is currently being looked
phone bills, HMS raking off  at. Although it doesn’t seem
25% pmﬁﬂor supplying ihe you'll be around to see it,

cards, and the 0898 company
keeping the rest. Yeah, I'm sure
it's an easy way for you to make
money, but it's only a matter of
time before this racket is
exposed ond investigated like
the high prices of carts ot
Nintendo and Sego.

My last complaint is the
debacle concerning your letters
page. You claim the writer of
your star letter wins a T-shirt
[(why not a free game, after all
it's o console mag not o cato-
logue), but you never state which
letter is the letter of the month.
These points make me wonder it
NMS really does supply he
goods. It's a scandal, a con, and
a sad day for NMS readers. | rest
my cose:..

Shame. As for us creaming
25% of the 0898 profits, so
you know this for sure do
you? | take it you have
incredible telepathic
powers which let you
read our obviously-
money-grabbing
minds. Wrong. We
don’t make any cash
from the calls. As for
your final point,
we'll grant you that
one about the let-
ter not beeing
marked. It’ll be
sorted as from
next issuve. |

hope these

have answered
your ‘questions’ and
you now feel that we’re not
all meney-grabbing se-and-
sos. If not, oh well...

Mark Smith, Lancaoster

¥ Ranma, we love you.

Ranma, we do. Even tho' you're
o far away, we think of you.

NOGGIN
THE NOG

ol Dear SEAL
| don't usually write grumbly let-
ters, bit I'm going to do it now.
Starwing Secret Worlds
Sl Revealed” said the cover, thus
amed  implying that the secret worlds
Al were going fo be revealed.But
M no. All you did was tell us they
exist. The Black Hole which
you exclusively revealed is on
the map - | already know it
exists, and | bought the mag
on the strength of this very
ombiguous statement, Of
course the magozine was
cellophone wrapped,
which | think should be
made illegal, so | couldn’t
look at whaot | was buying. To use
the word ‘Exclusive” on something that was
printed in May issues of several other mags is shameful,
as is using o misleading title on the cover to sell @ magazine that
cannot be opened.

Also, why did you you make up the silly “Outlander” story about
betrayal when the proper Outlander story is more feasible. It's still a
crop game, though

Right, the sun’s shining ond | don’t feel grumbly anymore - just
slightly cheated. | think the magic word must be something to do with
Pink Oboe for what it's worth. | don’t really mind if you don’t print my
letter, but | would cpprecicte o reply. Also,
could | have Tuff E Nuff when you've had 53

1 Gﬁ ",

enough of it, thanks
r
0.

Richard Haggis, Bognor Regis, West
Sussex
. Sy
f 5 @
b w.--:q

worlds, and as we were so close
Y

to our deadline we felt it impor= :
tant to cram them in the mag. f,

With regard to the Qutlander E\‘
review intro, the preproduc- e |

tion cart we had didnt have 0 . I
a scenario at the time, hence
the made up one. Still, | ~ N
X7
<

SEAL:At the time of writing, we
were led to believe that there
were in the region of seven secret

*

thought it was quite a
laugh. As for Tuff E nuff -
on your bike, laddy.

A | think the guy who sent
this in is called Beri Johnson, :
but | can't read his writing. -
i 3 ' g

.llu- . = mes — y wilt "'"‘1'.'.'
e - g LA A0 il L8

TIL NEXT
MONTH, THEN...

Art, arf, well that's all for this month.
With a tinal exhaling of his Billingsgote
breath, the bewhiskered one has taken
his leave. Never mind, he'll be back next
month for more replying jopes. | just
hope we can get those shiny stains he left
out of the carpet before someone slips on
them...
To earn the right to converse with the whiffy
' one, simply send your letters to:OH IT'S
SUNNY OUT AND | CAN'T BE BOTHERED TO
WORK, NMS, EMAP Images, Priory Court, 30-
JZ Farringaon Lane, London, EC1 JAU.
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THE BELLE STARS

Dear Jaz
Can you answer my questions?
1. When will Tazmania be coming out on the
Super NES?
2. Is Max any good on the Game Boy?
3.'Is Zen: Intergalactic Ninja anything like Zool?
4. When will Zool be coming out for the Super
NES?
Ewan Hamilton, Midlothian

JAZ:1. July. 2. Yes, it's a smart little
platformer. 3. Not in the slightest. 4.
Not until Christmas by the looks of it.

o k'l'.iu

: _ : 1 : fra )4 hz H
Climbing into his most durable pair . @ %7
of answering Breeks, Jaz limbers up s AR S -3
for another bout of Q&A. AS he prac- s . b = ' § '

E K . . edr Jaz o 1 - ] \
tises his toe curls in preparation for Please answer my questions. TR I8 G ¢ TR e L
the dreaded CD and Colour Game 1. Is there a Super-CD, and if so
Boy posers, he vents his pent-up E-'f‘l"lE}ﬂ i5.nt coming out? | _
aggression on the daft minions ;;f!:’gi;‘;‘,"ﬁ{;g? 2000 g out.on
amongst you who feellthey hE:'WE to J. Are there any football management games
ask really dumb questions.Still, coming out on the Super NES?
dumb or not, if you have a questinn 4. What is the best football game on the Super TlGHT FIT

NES?

you feel Jaz could answer for you, Paul Ritchie, Paisley Dear Jazza

drop him a line at THE ANTI GAR | Please could you answer my

BUSHELL CLUB Q&A, NMS, Prio ! JAZ:1. Aaaarggh! Look, | know noth- ?UESHTE?d U e, W

Court. 30-32 Farrinadon Lane L ing of the Nintendo CD unit, as there . 1 Ve Neard there s a level 9,00

London. EC1 3AU d : is nothing concrete to see or report. And any- Mario World, is this true and, if so,
naon, . one who says different | where is it?

is talking out of their 2. ‘AVE-?C‘*U goilng to print a com-
backside. When plete solution to Mario World?
Chris Bullen, Gwent

there’'s something real
to see, you'll see it

m THE REYNOLDS GIRL |
here first. End of sub-

Dear Jaz | ject. 2. The ‘semi’
When will Final Fight 2 be released thellﬁd sequel to Another Tt e 1.
how much will it cost? - | World, Flashback, is 3 - " Thereisn't

Richard Lyon, Withersea | 4 currently being pro- PR TR\ ] one, it was a hoax put
grammed by Tiertex o= | about by The Sun. 2.
for US Gold. It It's not on the cards

JAZ:Its import release is imminent, but

an official date has yet to be set. should be out in just yet, but it's a pos-

| September/October. 3. A conversion of the sibility.
Amiga classic, Player Manager, is on its way

| BIG F“" | from Imagineer and is apparently going to be
é - endorsed by Kevin Keegan. 4. S-t-r-iiiiiiiiiker!
' BEETNEY

Please could you answer my questions?

1. With the NES release of Street Fighter 2 imminent,

is there any chance of a Game Boy version? *

2. Will Final Fight ever appear on Game Boy?

3. Is Zool any good on Game Boy
Rick Lupton, Bradford

BOBBY CRUSH

Dear Jaz
Eful if you could answer these ques-

| n‘JﬂS for me.
JAZ:1 and 2. SE2 d % = 1. I've heard that the Japanese version of Starwing
-1 ana e, oesn 1 seem likely, runs slower t US one, is this true? o .
I'm afraid, and Final Final even less so. 2 When will %}, Zelda be released in this It's funny,” mused Sfeve as he Im;l:ed”m the
3. It's too early to say, but it looks quite nice. country? : blank boxes Gary wanted him to caption. Here |
" - - _— : am without o due what gome I'm writing about,

3. In your opinion which has the better music out of
Star Wars and Starwing?

4. When will Super NES Tiny Toons be released in
the UK?

5. When is Mortal Kombat coming out?

Kristian Davis, Ashford m
JAZ:1. Nope. 2. September looks qulte

likely, but a date has yetto be

announced. 3. Star "wars - It' ';'-"
film's.4. It's out now. iuNnvember

vet still | manage to fill the space. Incredible.”

j -

L - '-|.-
DAE Hllllllllll




m GLEN MADEIROS MODERN ROMANCE

Dear Jaz Dear Jaz
Pease answer these questions for me, Congratulations on a brill mag, and could you answer my questions?
1. Will Chaos Engine ever come out on the Super 1. Is there an Asterix game on the Super NES?
NES, NES or Game Boy? 2. If not, will there ever be one?
2 Why is Gauntlet 2 on the Game Boy £30 and not 3. My friends reckon that Populous is rubbish. Are they right?
£25 or £20 like other games? 4. Is Super Tiny Toons any good?

3. Is Game Boy Probotector any good? John Cleave. Solihull
Tem Lee, Berkhamsted

m JAZ:1 and 2. It's on its way from Infogrames, and is looking quite nice,

JAZ:1. Renegade have no plans as of and should be here very soon. 3. No, it's probably too high-brow for them. Doh!

yel, but it's early days. 2. Dunno, mate. 4. Yes, it's excellent - one of the best platiormers there is.
3. Yes, give it a whirl.

I H'r'

e B

Jdiﬂi!JJJ*JJJJ

LIQUID GOLD

Dear Jaz
Please could you answer the following questions?
1. What is the best Golf game on the Super NES?
2. Which is best out of Sim City and Mario Paint?
3. Is the Game Genie worth buying?
4. | think Super Cars on the Amiga is grealt, is il com-
ing out on the Super NES?
Steven Chandler, Surrey

JAZ:1, Irem Skins, fol- A

Dear Jaz lowed closely by
Please could answer my questions? Pebble Beach. 2. Sim
1. I'm going to Germany in the summer and my City - Mario Paint is too limit-

PAPER E Dad says they use a PAL system. If this is the ed. 3. Yep. 4. Very doubtful
m case does it mean that any games | buy indeed. In fact, no.

there will work on my UK Super NES?

-

Dear Jaz 2. Do German games have
Fve been trying to get hold of some arcade machines English or German text?
for some time now, but whatever 3. How much do games
company | phone they cost in Germany?
always they don't have e 4. Is it true that EA are
the ones | want or that going to convert Road
they don't sell to the 25 o X _ Rash onto the Super
public. | would like to oy _ " NES?
buy Indiana Jones And S, A8 5. Now that Nintendo
The Temple Of Doom as ' 5 own Bandai, does this
well as the Star Wars tril- ‘ mean that US games
ogy. Could you give me will be released earlier here?
the address or phone Phillip Toomer,
number of someone who _ : |  Doncaster

could sell me one of these
machines?

RACEY

A Gibson, Stevenage JAZ:1. It depends on the voltage, but | Daar Jaz

doubt it. 2. | should imagine so. 3. A Could you please answer these
JAZ:Your best bet is to read Coinslot little more than ours. 4. Yes, but they have no questions for me?
magazine = ask your friendly local release date for it as of yet. 5. Yes, but not for a 1. | missed issues two and three
newsagent. while. and was wondering it there is any

way | can get hold of them? |

B 2. Will there be a Zelda 47?

g FREEEZE 3. If yes, is it still worth buying

5 FLINTLOCK Zolda 3 ;
A4 Dear Jaz 4. Should | buy Super Aleste or |

"' Dear Ja7 Please could you answer a few of my questions” wait for Starwing? |
lown a Super NES, and just recently my friend 1. In a game shop | asked to play an imported ver- 5. Will there be a Mario Cart 27
exch'hnged his for a Japanese Famicom. Now he sion of Starfox. They plugged it into a converter and 6. Is Lemmings 2 coming out on
says that all games, imported or official, are total it worked, but in issue six you said it wouldn't. Why thaﬁuper NES?
cack™on the UK Super NES because they are siower  did this one work? Phillip Moss,
and have borders. What | wanted to know is when 2. When is Art Of Fighting coming out on the Super
you review a game do the percentages correspond to  NES and how much will it cost?
being played on a UK Super NES or imported 3. Do you think Art Of Fighting will be beﬂarm Tuff JAZ:1. You can try our
Famicom? E Nuff? S back issues depart-
Antony Bean, Bournemouth Gavin Jones, Banbury i B j Rty ment. 2. Probably, but Nintendo

m e haven’t mentioned anything I

JAZ:We use a Super NES for all our JAZ 1. Because it had the full range of about it yet. 3. Yes. 4. Wait for
games, ﬂlthuugh we also have accessto ~ " pir NS | -r, her than the truncat- Starwing. 5. | hope so, but it's

sl e L...,_ .H.. L1l u.‘i.-n can .'.-_I*' 'r.:l.'--_q-li-'.-.' I-'--.-:."

: saper converters, | expect. 2. There's no early days. 6. No news yel.
" release date or price yet. 3. It's too early to say,
but the potential is certainly there.




#’s no hnd; ! can’t contain it any longer - you lot are so -

vgly, } can only hope you go out at night! Honestly, if there

-_ wuas a poll for ugly readers, Nintendo Magazine System
would up there with the likes of What Gargoyle? and Mutant
Monthly. §till, at least having a face like a Gorilla’s bum

—_mieans yov are too ashamed to go out, and consequently your
Nintendo scores are higher than these of our more pretty read-
ers. This also explains why Steve Merrett, is so crap at games!

- Oh well, grip your sides in preparation, and prepare to witness

this month’s batch of high score malarkey.

The Score Momniror (Series VI)

LAZER BLAZER A

1264600, V. E. Singer
Bournemouth, Dorsel

LAZER BLAZER C

2310500, John Steward
Thurton, Norfolk

BLASTRIS A

53100, Jason Farley,
Newbury, Berks

BLASTRIS B

20150, Jason Farley, some bloke, same ploce

SCOREMONITOR: Another dismal Scope showing
but it has to be said thot if ever Mario needs o stunt dou-
ble, John Steward could help out. As for Joson Farley, he
brings true meaning tot he phrase ‘the lights are on, the
doors are open, but thera's no-one in.” In tact, if you

look v the word 'Drongo’ in the dictionary it just
says: See Jason Forley - Go On, It'll Moke You
Feel Better

GHME Bg?: g?SﬁfﬂTﬁhiﬂﬂ Reading, Berks

BART ESCAPES FROM CAMP DEADLY CONTRA

374,712 Donny OHield, Ilfracombe, Devon 364,700 Bob Pullen, Doncoster, S Yorks. a0

what exactly

248900 loin Hogg, Dunfermline, Fife 102,500 Jomes Harding, Sturminster Newton

REVENGE OF THE ‘GATOR
1,970,810 Gory Male, Finedon, Northants

SUPER MARIO

BATTLETOADS KIRBY'S DREAM LAND 744130 Poul

36,270 Bob Pullen, Doncaster, S Yorks 464,280 Gavin Richordson, Bishops Stortford, Chudnicki,
Herts Basingstoke,

BURAI FIGHTER Hants

6291 Sarbiit Singh Gill, Huddersfield, W LOONEY TUNES SCOREMONI-

Yorks 15,673 Jonothan Walker, Beddau, Mid Glam TOR:Paul

ust one
DOUBLE DRAGON Il NAVY SEALS. question:

Dorset ore you doing
into the sink?

CASTLEVANIA
1,565,000 Robert Deacon
Plymouth, Devon

CHIP ‘N’ DALE

1209 Adam Ford, Minehead,

Somersat

DOUBLE DRAGON:
113,785 Henry Forster
Normanton, W Yorks

DUCK HUNT
720,000 Mrs Alison Mason
Herne Bay, Kent

DUCK TALES:
511,650,000 Greg Blair,
Dunfermline, Fife, Scotlond

GAUNTLET Il
17,380 Jonathan Burnett,
Cromlington

GREMLINS 2.
5246 Robert Wood Sealorth
Liverpool

HYPER SOCCER:
67-0 Sorbjit Singh Gill

Huddersfield W Yorks

MARBLE MADNESS
44,320 Corl Smith, Rugby

woarwicks

MEGA-MAN:
11,101,600 Stetten Sler
Norway

NINTENDO WORLD Cul
51-0 Andrew Dinneen
Waterbeach, Combs

PROBOTECTOR
1,518,000 Steffen Sletvold

Norway

SNAKE, RATTLE AND ROLL
207,300 Carl Smith, Rugb,
Warwicks

SUPER OFF ROAD

13170 Richard and Mike Fenn

Worksop, Notis

ULTIMATE AIR COMBAT

42000. Aldon Weirdo, Askwitt

Yorkshire

SCOREMONITOR:Oh dear. how

many kids in Britain have sul

fered from o haircut like that/ |

can heor @ millians

YENs Of

SUPER KICK OFF

52-0 Rob Porte Warrington Cheshire

TETRIS:

600047 Andre:
Bonner, Bildesiy
Suffolk

TURRICAN:
1,167 350 Rob
Andrews, Dolke

TURTLES I
63190 Dovid Walkes
Beddau, Mid Glar

gnguish



FI EXHAUST HEAT
146 Alexei
0'Riordon,
London
SCOREMONI
TOR:So chuffed
with his score wos
Alexei, thot he
decided to stulf an
entire orange in his
mouth for this photo.
Or something. Well,
surely he can't reolly
look like thot? Good grief,
you' d never go out, would you

PAPERBOY 2

505300 Emma Poge,
Kingsteignion, Devon
SCOREMONITOR:Emma doing
he best Deirdre Borlow
impression, ‘Nuff soid..

ADDAMS FAMILY
986470 Daniel Barber, Tiptree, Essex
SCOREMONITOR:Nice tanktop that, Daniel.
Who acts as your foshion advisor - Stevie
Wonder? Oh yeah, | see he also cuts your
haoir

Paul Davies NMS

CAPTAIN NOVOLIN Towers, STARWING

PLAYED IT 95% ON LEVEL
TWICE (BEAT ON LEVEL 3
THAT!) Steve SCORING

Merretl, NMS 66,900. ON
Towers LEVELS ONE
SCOREMONI AND TWO, HE

SCORED THE MAXIMUM OF
\ 60,000 - GETTING 100% ON

TOR:Here Steve
reveals the sewrets of
his beauty, an inten
sive session of Dr
Lecter's mud pocks

F1 EXHAUST HEAT
160 Not Bacon, Skelmersdale, Lancs
SCOREMONITOR: Il ever a pidure was gog-
ging for o coption, this is it! This wos loken
just befare Nat went off 1o celebrate his high
score with his ‘'males

STREETFIGHTER II:

. | 1608001 Poul Hoyden, Enheld,
Middx

SCOREMONITOR:Ooh, look

everybody - o turd. Honestly

1 Paul, il anyone was destined to

be o gameshow host, it's you, A

nice Iry ot blending in with the

] sofa, though

2 6392820 Roy

STREETHIGHTER Nl
1211500 Poul Germain
Fores! Gote, London

SUPER SOCCER
52-0 Davis Stubbs, Tunbridge
Wells, Kenl

SUPER ALESTE SUPER TENNIS
720 Andrew Simpson, Stoke

Kumor Singh, Gitford, Bristol

Ilford, Essex
A SCOREMONI ZELDA LI
TOR:Roy demon Total games — 89, Matthew Osborne
strotes the dongers of Towcester Northants

SCOREMONITOR: My, what an impressive
moustache thot is, Matt. |

swollowing too much helium

o) SUPER GHOULS AND GHOSTS just bet all the
248600 Steven Ross, Millheld girls think Matthe
Sunderlond you're dead
maolure ond
SUPER MARIO KART: hunky with
KOOPA BEACH that. Either tha!
1" 07" 61 lenna Gront, or they think
London you've been
(HOC ISLAND swigging from
1" 18" 50 Zenna Gront the milk bottle
London ogoin

VANILLA LAKE-

0 58° 51 Zenna Gront
London

BOWSER CASTLE 3

1" 52" 81 Robert Wogner,
Dogenham, Essex

MARIO CIRCUIT 4

1" 58" 15 Zenna Grant, London

Well matley hardly
sums them wp does it? Still, il you hove o
sense ol humour and o high-score, send oll
your greates! scores in lo us of NMS, olong
with a photo so we con print it - oh ond toke
the micky merdilessly, ol course. Go on, it's
all @ lough, ond besides if you've got some
thing to brog abou! then do so - os some
one's mother once said, no doubt, See you
nexl Kine

[ e e e

end Coupons to:
HAVE YOU GOT ESMERELDA'S PHONE NUMBER, | MAY BE IN WITH A
CHANCE! HIGH SCORES, NMS, 30-32 FARRINGDON LANE, LONDON ECIR 3AU

NAME: -
ADDRESS:

SYSTEM:
GAME TITLE:

SYSTEM:
SCORE/LEVEL:
GAME TITLE:

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

I I'M 50 UGLY WHEN | WAS A BABY MY MUM FED ME BY CATAPULT, 50
LF’LEI&SE FIND ENCLOSED MY APPLICATION AND PHOTOGRAPH
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NINTENDO MAGAZINE SYSTEM

CAMES INDEX

ADDAMS FAMILY
SEAL OF QUALITY
Glossy platform game which is great fun to

play.
OVERALL:90%

ADDAMS FAMILY 2 - PUGS-
LEY’S SCAVENGER HUNT
Highly polished presentation and solid, if
unoriginal, gomeploy.

OVERALL:89%

AMAZING TENNIS
SEAL OF QUALITY

Tokes o bit of getting into, but worthwhile
once masterad.
OVERALL:91%

BLATZING SKIES
Great grophics, shame about the shallow
and frustrating gameplay.

OVERALL:49%

BLUES BROTHERS
Badly progrommed platform charade. Avoid

like the wind, noble readers.
OVERALL:47%

BRAWL BROTHERS
Better-than-average Final Fight clone, worth
a look if you can’t woit for Final Fight 2.

OVERALL:84%
CALIFORNIA GAMES 2

Totally sacrilegious, destroys the reputation
of the Cali Games phenomena, er dudel

OVERALL:20%

CHESTER CHEETAH - TOO COOL

TO FOOL
Insipid pile of old trousers in platform guise.
OVERALL:69%

CHUCK ROCK
Amusing and action-packed platform puz-
zler.

OVERALL:89%

COMBATRIBES
Badly executed and very boring indeed to

play.
OVERALL:46%

CONTRA SPIRITS
SEAL OF QUALITY

Incredible Super NES clossic. An essential
purchase.
OVERALL:95%

CYBERNATOR
SEAL OF QUALITY

Almaost as good as Contra, and also o top
priority buy.
OVERALL:?3%

DESERYT STRIKE

MNovel twist to the shoot “em up genre ond
highly enjoyable, if rock hard.
OVERALL:83%

EXHAUST HEAT

SEAL OF QUALITY
In-depth racing sim of doom. Less faffing

than in the sequel.
OVERALL:92%

EXHAUST HEAT 2
SEAL OF QUALITY

Technically accomplished and groovy follow
up to the original.

OVERALL:92%

FINAL FIGHT

SEAL OF QuALITY
Top quality beat ‘"em up which deserves o
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good homae.
OVERALL:92%

FIRST SAMURAI
Tragic Amigo port-across. Avoid ot all costs.

OVERALL:62%

Well programmed but pretty dull shoot ‘em
up. Look at Axelay et al first
OVERALL:79%

FLYING HERO
Average cutesy shoot ‘em up. Andy likes it

though.
OVERALL:64%

F-ZERO

SEAL OF QUALITY

Flagship triumph of Mode 7. A definite clas-
sic.

OVERALL:90%

GODS
Challenging and pretty original, but clumsy
controls and total Super NES capabilities

bypass.
OVERALL:80%

GUNFORCE
Slowest game ever, and ridiculously easy to
boot, One to not buy at any cost,

OVERALL:29%

IREM SKINS GAME
Reloxing golf knockabout. Probably the best
Super NES golf gome around night now

OVERALL:76%
JAKI CRUSH

Minor gomeplay erraticisms mar this other-
wise splendid pinball sim,
OVERALL:86%

JIMMY CONNORS PRO TENNIS

TOUR
Fiddly controls and faulty collision put this
out of the league of Super Tennis.

OVERALL:79%

KI KI KATAI
SEAL OF QUALITY

Fantastic shoot ‘em up which is os tough as
tough can be.
OVERALL:90%

LEMMINGS

SEAL OF QUALITY

Fabola puzzle gome for people with lots of
patience.

OVERALL:92%

LOST VIKINGS
Takes a bit of getting into, but this
puzzle/platformer is really quite good.

OVERALL:80%

MARIO PAINT

The novelty soon wears off, and oll aspects
are too limited to really make this worth the
cash.

OVERALL:65%

THE MAGICAL QUEST STAR-
RING MICKEY MOUSE
Brilliantly presented and good fun for o
while, but it's hopelessly easy. Bah.
OVERALL:79%

MECHWARRIOR

Not much variety, but this s o tough giant
robot battle simulation which is great fun.

OVERALL:81%

MONOPOLY
Do you like playing Monopoly on your own?
Then buy this. Otherwise, steer clear.

OVERALL:56%
ON THE BALL

A fast and furious arcodey pyiile game

spoilt by its complete easiness.
OVERALL:B2%

PAPERBOY 11
Wobbly controls, abysmal graphics ond
almost no gameplay. What o waste.

OVERALL:41%

PILOTWINGS

SEAL OF QUALITY

The novelty doesn't last long, but under-
neath Pilotwings is complex and highly
enjoyable.

OVERALL:190%

PUSHOVER

The puzzles aren’t too taxing at first and the
game doesn’t seem very polished, but this is
still quite good fun.

OVERALL:78%

Q*BERT Il
Odd controls and lovely backgrounds but
loses its appeal after o couple of days.

OVERALL:70%

RANMA 1/2 11
Excellent two player beat ‘em up not even
worth o glance in one-player mode

OVERALL:79%

RIVAL TURF

A poor man's Final Fight. Mot enough
action, variety or playability.
OVERALL:48%

SIM CITY

SEAL OF QUALITY

In depth city-building strategy classic.
Absolute must for oll budding tewn plan-

ners,
OVERALL:93%

STARWING
SEAL OF QUALITY

Skrikes! Incredible shoot “em up. Every
home should have one.

OVERALL:96%

STREETFIGHTER 2
SEAL OF QUALITY

Most famous game ever. A splendid conver-
sion which everyone should have by now.
OVERALL:96%

SUPER ADVENTURE ISLAND
Wonderboy hits the Super NES. Good fun
but too easy.

OVERALL:78%

SUPER CASTLEVANIA
SEAL OF QuALITY

One of the best platform beat ‘em ups on
the Super NES. A definite must-have.

OVERALL:91% .

SUPER GHOULS "N’ GHOSTS
SEAL OF QUALITY

Ultra-hard plotform adventure revelling in
its own brilliance.

OVERALL:94%

SUPER GOAL

Limited selection of moves and superhuman
keopaers put the nails in the coffin of this
one.

OVERALL:60%
SUPER JAMES POND

Poor collision detection and horrendous
slow down spoil what would otherwise be o
tantabulous gome.

OVERALL:78%
SUPER KICK OFF

Nowhere near as good as it should have
been. Wait for Striker insteod.

OVERALL:7 3%

SUPER MARIO BROTHERS IV
SEAL OF QUALITY

Graphics look a bit dated now, but the
game is still as amazing as ever. One of the
besit video games of all fime.
OVERALL:98%

SUPER MARIO KART
SEAL OF QUALITY
Superb, and challenging, comedy race

game featuring Mario and pals.
OVERALL:92%

SUPER NBEA BASKETBALL

SEAL OF quaLITY
Very deod good ond deep basketball sim
recommended to fons and non-fons alike.

OVERALL:92%

SUPER R-TYPE
Bad case of the slowdown and low difficulty
level makes this look very dated indeed.

OVERALL:76%

SUPER SLAM DUNK
Clever Mode 7 basketboll gome. A bit iiddly

but highly enjoyable nonetheless.
OVERALL:88%

SUPER SOCCER
Technically ocutstanding but awkward to
play and limited soccer game.

OVERALL:79%

SUPER STAR WARS

SEAL OF QUALITY
Superlative plotform gome which pocks a

big challenge with fantastic music oo,
OVERALL:94%

SUPER TENNIS
SEAL OF QUALITY .

Loads of moves, spol-on speed ond o
lengthy challenge make this the best tennis
game ever,

OVERALL:94%

SUPER TETRIS 2
SEAL OF QUALITY

It's Tetris and, as o result, it's really good.
Bonus game BomBliss is likewise smart.

OVERALL:93%

SYVALION
Original and responsive but repetitive and
ultimately exceedingly dull.

OVERALL:471%

TINY TOON ADVENTURES
SEAL OF QUALITY

Ultra-cute and staggeringly varied platform
game which is destined for classic status.
OVERALL:93%

TOM & JERRY

THQ hove done it againl Yes, once more,
thot notorious software house has turned in
yat another contfemplible effort. Tom and
Jerry is o plotform game and it is very bod
indeed.

OVERALL:37%

TUFF E NUFF

Only four characters and no real scope for
tactical play, but there's loads of moves and
it's faster than Streetfighter 2.

OVERALL:89%

UN SQUADRON
SEAL OF QUALITY

Very very hard and certainly impressive.
Another Capcom shoo! ‘em up winner,

OVERALL:94%

WING COMMANDER
Over-presented and under-gameployed,
Wing Commander is a rather boring flight
sim.,

OVERALL:62%
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WORDTRIS
Mot good enough to justify the price tag,
oot still o taxing and enjoyable puzzle

Fome
OVERALL:79%
XANDRA'S ADVENTURE

Doasn't look much, but Xandra's Adventure
s fough, absorbing and highly playable.
OVERALL:B9%

ZELDA 111

SEAL OF QuALITY
Huge, sprawling ond very difficult RPG. A

dassic if you've gol any patience whotsoev-
£
OVERALL:95%

ADDAMS FAMILY

Yery few new ideos to be found here, but
Addoms Family is still quite a jolly platform
ope.

OVERALL:71%

ADVENTURE ISLAND NIl
wWonderboy hits the NES. Mildly enjoyable
sut ulfimately unrewarding
OVERALL:71%

ADVENTURES OF LOLO
ntriguing isometric puzzle gome. Yery chal-
enging but rather too sedate.

OVERALL:74%

AIRWOLF
Unoriginal and uninspiring, but a pretty
solid blast all the same.

OVERALL:75%

BAD DUDES
Too slow, too slow and too badly pro-
grammad to be of any interest af all.

OVERALL:39%

BALLOON FIGHT

Great fun of first, uipncinllt in two-player
mode, but the appeal quickly wanes.

OVERALL:74%

SEAL OF QUALITY
incredible grophics ond sound back up o

‘'eng, challenging ond highly enjoyable title.
OVERALL:92%

BATMAN I1i: RETURN OF THE
JOKER

Looks greatl, sounds great, reasonably origi-
nal, ond very challenging

OVERALL:BJ%

BATMAN RETURNS

Mot bad Double Drogon-type beat ‘em up
which gets better further in, but still isn’t
sorth-shaottering.

OVERALL:T4%

BATTLE OF OLYMPUS

Solve those puzzies! Play thot rolel Not os
good as Zelda 2|

OVERALL:79%

BATTLETOADS
SEAL OF QUALITY

Long, arduous and taxing beat ‘'em up/plat-
form game from Rare. Great fun, especially
n two-player mode,

OVERALL:91%

BASEBALL

Slow, unresponsive and locking in all those
sats and things baseball fans like.
OVERALL:60%

BAYOU BILLY
Three-in-one type affair here, with a light
gun level too. Good fun, but not essential.

OVERALL:79%
BIONIC COMMANDO

One of the hordest NES gomes ever ever,
Good fun, but the difficulty level could put
some players off
OVERALL:81%

BLACK MANTA
Poor graphics disguise o vaned and very
playable gome.

OVERALL:B0D*,

BLADES OF STEEL

lce Hockey sim writh obligatory beat ‘em up
section, Good fun for single ployers, but
best in 2-up mode.

OVERALL:B5%

BLASTER MASTER
SEAL OF QUALITY

Bloster Master might be old, but it's still
absolutely incredible. Great grophics, ond
heaps of variety. Essenhal purchase.
OVERALL:91%

BLUES BROTHERS

Groftty platform game in which you guide
the Brothers around the landscope avoiding
things. It's boring, inane and the graphics
aren’t much cop.

OVERALL:40%

BLUE SHADOW

Excellent platform game with Ninja combat-
urlu overtones. Great grophics and plenty

of action make this one that combat fons
should look out for

OVERALL:88%

BOULDERDASH
SEAL OF QuALITY

Fantastic tast-paced puzzle gome which
really stands the test of time.

OVERALL:90%

A BOY AND HIS BLOB
SEAL OF QUALITY

Imaginative mix of platform and puzzling
action which is dead good.
OVERALL:91%

BUBBLE BOBBLE
Superb conversion of the ultra-cute bubble-
blowing flick screen platform coin-op.

OVERALL:89%

BUCKY O HARE
Mo onginalityo, Bucky isn’t o terrible game
but offers nothing new

OVERALL:72%

BUGS BUNNY'S BIRTHDAY
BLOW.-OUT
An absolute heap of cack.

OVERALL:35%
BURAI FIGHTER

A decent enough blaster with plenty of
death and a bit of a challenge.
OVERALL:79%

CALIFORNIA GAMES
SEAL OF QUALITY

Pointless in one-player mode (there’s no
competitive 1-up option) but great fun

OVERALL:91%

CAPTAIN PLANET

Shoot ‘em up/platform type gaome which,
sadly is far too cumbersome to be enjoy-
able.

OVERALL:56%

CAPTAIN SKYHAWK
SEAL OF QUALITY

Smart isometric shoot ‘'em up from those
lovely chaos ot Rare.

OVERALL:90%

CASTLEVANIA

Playable enough platform game superceded
by s sequel.

OVERALL:80%

CLU-CLU LAND

Bizorre Poc Man clone. Initially good fun,
but severely imited long-term appeal.
OVERALL:62%

COBRA TRIANGLE
SEAL OF QuALITY

Isometnics o-go-go in Rare’s boat racing
shoot ‘em up affoir. Loods of levels and it's
none 100 &aSy

OVERALL:94%:

CRACKOUT

Aooocoorrrgh! Hedeous Breokout clone. Utter
pants

OVERALL:21%

DAYS OF THUNDER

Alright, if locking in variety, graphics but the
achon in thes 3D rocer & slow, tedwus ond
chundersome_

OVERALL:39%
DEFENDER OF THE CROWN

Toke o time worp in this medioeval strotegy
gome - back to the Land Before Gomeploy
Mot very good even if you ke this sort of
thing.

OVERALL:59%

DEFENDERS OF DYNATRON
CITY
“Wacky” license, "cocky” gome

OVERALL:36%

DIGGER T ROCK

Action-packed arcade puzzier with decent
graphics and oodles of gameplay
OVERALL:89%

DONKEY KONG

Poor old Mr Kong is getting on o bit, and
the simplicity of this pensionable title really
shows if,

OVERALL:45%

DONKEY KONG JUNIOR

Four screens of yawns, There's not enough
here to justify purchase

OVERALL:46%:

DOUBLE DRAGON -
Mot bad conversion of the legendary coin-

op. Looking a bit dated, but still not bod
OVERALL:75%

DOUBLE DRAGON 11

A big improvement over the original title,
Double Drogon Il is heartily recommended
to hist fans. And beat ‘"em up fans, too
OVERALL:84%

DOUBLE DRAGON 111
Lodds of options ond ideas, but it"s too slow
and ridiculously frustrating

OVERALL:65%

DOUBLE DRIBBLE

Slightly confused perspective, but still has
enough achion to satisty most basketball
fans.

OVERALL:70%

DRAGON'S LAIR
Grinks! Do not even approach this travesty.

OVERALL:21%
PR MARIO

A bit too clote 1o Tetriz far rnmfnﬂ, but this
15 still @ fun puzzle gome,

OVERALL:88%

DROP ZONE
Feeble graphics but the gameplay is surpris-
ingly fresh for this new conversion of an

ancient coin-op,

OVERALL:B7"%

DUCK HUNT

Testimeny to the rnighteous demise of the
Zapper light gun, this is not very good
indeed.

OVERALL:57%

DUCK TALES
SEAL OF QUALITY

Another golden oldie plotform jope from
those chaps at Disney.
OVERALL:90%

ELITE
SEAL OF QUALITY

Accomplished conversion of the classic
trade ‘em up then shoo! ‘em up legend.
OVERALL:921%

EXCITEBIKE

MNippy scrolling and courses drenched in
laughs make this worthy of inspection.
OVERALL:84%

FELIX THE CAT

Good platform game let down by daft easi-
ness setting. Good one for younger players,
though.

OVERALL:71%

FESTER'S QUESTY
Tedious scrollaround “adventure”.

OVERALL:58%

FAXANADU

Plenty of depth but little action or excite-
ment in this RPG-type offair. Try it if you're
offoir something ditferent.
OVERALL:79%

FOUR-PLAYER TENNIS .

Absolute steaming pile of old pants. Wobbly
grophics, ternible sound, no moves, godaw-
ful collision detection and almost no
response o the conftrols.

OVERALL:27%

GALAXY 5000
SEAL OF QUALITY

It's from Rarel It's an isometric roce gome!
it's dead bnilll
OVERALL:91%

GAUNTLET Il
SEAL OF QUALITY

Smart maze-cum-shooting extravagonzo
which 13 well worth a look.

OVERALL:90%
GHOSTBUSTERS Il

A variety of sub-levels make up this game
Sodly, none of them are much cop, and the
graphics are trolleys.

OVERALL:57"%

GHOSTS ‘N’ GOBLINS

Dodgy responses, frustrating gomeploy ond
bod graphics.

OVERALL::55%

GOAL!

Terrible, terrible mc:u.r mockery,

OVERALL:33%

GODIILLA
Ghastly scrolling plodalong which suffers

dreadful fNlicker and frustratingly owkword
gameplay.
OVERALL:41%

GOLF
Arcadey golfing sim recommaeanded to fans
of the sport.

OVERALL:76%

GRADIUS
SEAL OF QUALITY



NINTENDO MAGAZINE SYSTEM

CAMES INDEX

Offers nothing new, but is spectaculorly
executed. Prionty blasting purchase.
OVERALL:90%

GREMLINS 11

Yet another good exomple of o Nintendo
scrollalong shoot ‘em up, available at bud-
gel price in somae stores,

YOVERALL:87"%

tﬁ“ﬂi“ﬂl

This Zapper gun game has excellent graph-
ics and some jounty tunes bocking the
action, but the simple oction grows dull very
quickly,

OVERALL:68%

GUNSMOKE

Not bad conversion of the (very) old Wild
Wast coin-op. It's getting on a bit though,
so blasting fans would do well to check out
o more recent shoot ‘'em up.

OVERALL:69%

HIGH SPEED

Greot conversion of the Willioms pinball
table along similor lines to Pinbot. Worth a
laok if you're a pinball fan. If not, you might
find the action a tad repetitive.

OVERALL:82%

HOGAN’'S ALLEY

Theugh this is graphically quite nice,
Hogan's Alley's gameplay is very limited
and most of the gome’s options seem fo be
exhousted oftar a few sessions’ play.

OVERALL:60%
HOOK

Uneoriginal platform game which sports nice
graphics but is sadly let down by lack of
achon and large areas in which there's very
little to do.

OVERALL:62%

THE HUNT FOR RED OCTOBER
Bad graphics, termible sound, but quite good
gamaplay in this shoot "em up.
OVERALL:64%

HYPER SOCCER

A reasonable football game, which still fails
to generate much in the way of soccer
excitement.

OVERALL:62%

ICE CLIMBER
Guide your Eskimo through the plotform
levels of this tedious old piece of parp.

OVERALL:58%

IKARI WARRIORS

Poor responsiveness and frustrating gome-
play put the nails in the coffin of this vertical
blaster.

OVERALL:48%

IRONSWORD
Very tough indeed, but this follow-up to
Wizards and Warriors is also very average.

“OVERALL:TT%
ISOLATED WARRIOR

Fab isometric blaster somewhat spoilt by a
low difficulty level.
OVERALL:B0%

KICK OFF

Poor ball logic and owkward controls ruin
this potentially-great soccer game.
OVERALL:36%

KABUKI
SEAL OF QUALITY 9

One of the best, and certainly most original
platform beat ‘em ups on the NES.

OVERALL:90%

KID ICARUS
Mot bad, but pales in comparison to more

recent plotform gomes.

OVERALL:68%

JACKIE CHAN’S ACTION KUNG-
FU

SEAL OF QuALITY

Superb plotform gome with great graphics

and loads of challenge.
OVERALL:93%

JACK NICKLAUS GOLF
Slow, jerky and bug-ridden golf sim.
OVERALL:48%

MICKLE CUBICLE

Kickle Cubicle would be an excellent puzzle
cum action game, but it's just too easy to
complete.

OVERALL:72%

KUNG-FU

Doesn’t look much, but the tough, challeng-
ing gameploy ot kRockdown price 15 quite o
lough. Worth a look for beat "em fons.
OVERALL:72%

LIFE FORCE
SEAL OF QUALITY

Top nofich two-player haorizontally scrolling
shoot ‘em up with smart graphics.
OVERALL:92%

LEGEND OF ZELDA

Expensive RPG, but certainly worth a look
tor fans of the genre (© Cringy Cliches Inc).
OVERALL:86%

LEMMINGS

Good enough puzzler spoilt slightly by over-
ly indistinct grophics.

OVERALL:85%

LITTLE NEMO

Jolly plotform game which is just too damed
hard for its own good.

OVERALL:79%

LOW-G MAN
Horrible graphics but excellent and innova-
tive gomeplay maoke this quite a jope.

OVERALL:B4%

LUNAR POOL

Fun for pool fans, but a woste of time for
the non-inhated.

OVERALL:75%

MACH RIDER

Loughable grophics and dull gomeplay
adorn this poor Roadblasters clone.
OVERALL:36%

MANIAC MANSION

Fontastic (and hilarious) icon-driven RPG.
Essential providing you'tan afford the hefty
price tag.

OVERALL:89°%
MARBLE MADNESS

Mot many levels, but this arcade conversion
is still great fun.
OVERALL:85%

MARIO BROTHERS

Mot of the Super variety, this is o single
screen puzzle/platformer which is quite
good, especially in two-player mode.

OVERALL:83%

MEGAMAN
SEAL OF QUALITY

First in the long-toothed platform series.
Dead good, bu! very hard,
OVERALL:92%

HIIGAHIH i
SEAL OF QuUALITY

Incredibly impressive and good fun, but
totally ultra-rock-doom-hard.

OVERALL:93%

METAL GEAR
Samey backgrounds maoke this moze/shoot
‘em up fitle confusing and dull.

OVERALL:52%

METROID
Graphically impressive with loads of original
features ond taxing gameplay

OVERALL:80%
MIKE TYSON’S PUNCH-OUT!!!

SEAL OF QUALITY

Loads of moves, opponents and challenge,
this is one of those classic NES games
everyone should hove.

OVERALL:24%
MISSION: IMPOSSIBLE

Smart RPG/adventure overtones |ift this
overheod-view blaster above the norm,

OVERALL:86%
NEW ZEALAND STORY

Parfect conversion of the arcade machine,
marred by being far too eosy

OVERALL:79%
NINTENDO WORLD CUP

Terrible, terrible four-player soccer game
not even one player should hove to suffer

OVERALL:33%

PAPERBOY

Retarded graphics, grotesque sounds and
awkward, frustrating gameplay are the
norm for this title.

OVERALL:30%

PINBALL
Very old, and also very superceded by the
axcellent Pinbod.

OVERALL:45%

PINBOT

Excellent graphics, unbelievable sound, and
brilliont playability, this is one fobbo game!
OVERALL:89%

POPEYE

Simplistic and limited, Popeye carries little
lasting appeal, even for younger players
OVERALL:67%

POWERBLADE

No marks for originality, but the enjoyable
and chollenging gameploy moke this plot-
form shoot ‘em up worth a lock

OVERALL:88%
PRINCE OF PERSIA

Controls are awkward ot first, but persevere
and you'll iind a challenging and rewarding
plotfiorm game.

OVERALL:87%

PROBOTECTOR .

A fost and furious blast converted from the
old GryZor coin-op. Recommended to vio-
lence fans

OVERALL:81%
PRO WRESTLING

Pathetic sprites, slow moving gameploy and
no fun value whotsoever. Check out Tecmo
Wrestling instead.
OVERALL:45%

RAD RACER

An old OutRun-style racer, but still matches
up to the competition. A top game,
OVERALL:80%

RAD GRAVITY

Rad Gravity is a cool platferm game, with
nice blosting elements added in for good
measure. Recommended for platform fons
after a challenge.

OVERALL:82%

RAINBOW ISLANDS

This is a good conversion of the Taito coin-
op, ruined by slow gomeplay and poor
response.

OVERALL:6T"%

RC PRO-AM

Quite a nice isometric racer, this, but over-
shadowed by the sequel.

OVERALL:85%

RC PRO-AM 2

Brilliant game for up to four players,
although there is o better game of this type
on the market.

OVERALL:BT%

RESCUE

Terrible collection of dull sub-games in this
terrorist-siege-breaking game.
OVERALL:41%

RESCUE RANGERS

With one or simultaneous two-player
opfions, Rescue Rangers is fast, smooth,
cute ond playable. A very good gome that
should appeal to platform fans.

OVERALL:88%
ROAD BLASTERS

Far too easy - any competent player should
get through it in no time. Once completed,
Road Blasters doesn’t have much to attract
you back for more,

OVERALL:48%
ROAD FIGHTER

Absolute trousers,

OVERALL:9%
ROBOCOP

Sluggish controls and very repetitive game-
play don’t makes things much fun in this
grotty platform gome.

OVERALL:60% .

ROBOCOP 2

Slick, but ultimately frustrating plotform
gome which features plenty of challenge
but nothing new or exciting in terms :?
gomeploy teatures.

OVERALL:76%
ROLLERGAMES

Fairly jolly, but rather repetitive future
sports simulation which could do with better
visuals.

OVERALL:76%

ROBO WARRIOR

An original, but limited, slow ond dull game
in which you bomb your way through a
series of boddie-pocked screens.

OVERALL:51%

RODLAND
Simple and entertaining game for Bubble
Bobble fons.

OVERALL:79%
RUSH "N’ ATTACK

Otherwise known as Green Beret, this is o
fairly simplistic but very compulsive beat -
‘em up packed with senseless violence,

OVERALL:83%

RYGAR

The gameplay in this beat ‘“em up is fairly
inferesting but on the whole, Rygar is prob-
ably only worth buying if you remember
enjoying the coin-op.

OVERALL:70%

SECTION X

This game is severely locking in excitement
as it's so repetitive and the weapons are
completely weedy. Save your money and
your sanity.

OVERALL:46%

720 DEGREES

This is o very decent conversion of the old
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ser skoteboarding coin-op which sports
sety of challenge ond variety. A must for
s of the coin-op and skateboarders in
general.

SVERALL:84%

SHADOWGATE
Ssadowgate is an icon-driven adventure

& crammed with frustrating puzzles and
Sousands of unfair sudden death scenarios.
SVERALL:26%

SHADOW WARRIOR

Ts o great slash ‘em up that's well-pre-
serted with groovy graphics and sound,
“haollenging and superb fun and well worth
sour pounds sterling.

OVERALL:89%
SILENT SERVICE

4n oddictive and involving submarine sim
Sor strotegically-minded NES owners.
OVERALL:BT%

SIMON'S QUEST

There's not a lot of variety, but hardened
srcode adventure fans should find the
sloomy atmosphere is most engrossing.

OVERALL:85%

SIMPSONS: BART VS THE SPACE
MUTANTS

* might not exactly be action packed, but
sere's enough to this plotformer to make it
worthwhile to even not Simpsonsites.

OVERALL:88%

SKATE OR DIE

Skate or Die is o fun goame with great
sraphics and is highly recommended to
soard thrashers.

OVERALL:82%

SMASH TV
SEAL OF QuALITY

A complete, full and really excellent conver-
won of the ultra-violent coin-op. Death fans
should rush out and purlein this immediate-

&
OVERALL:90%

SNAKE, RATTLE ‘N’ ROLL
SEAL OF QUALITY

The excellent graphics add atmosphere to
e proceedings ond the tough gameplay
means there's weeks of play, ot least, 1o this
gome.

OVERALL:94%

SNAKE'S REVENGE
Snake's Revenge is extremely difficult to
play, slow, unrewarding and tedious.

OVERALL:49%

SOCCER

Evan though this is positively ancient, it's
still miles better than all the newer
Nintendo football gomes.

OVERALL:83%

SOLAR JETMAN
SEAL OF QuALITY

Tough, oddictive and great fun, Solar
Jetman is a space shooting and collecting
game no NES owner should be without,

OVERALL:95%
SOLOMON'S KEY

This is an excellent conversion of the Dato
East coin-op, which is one of the best
arcade puzzle gomes out. One for brain
‘ons and no mistoke,

OVERALL:83%

SOLSTICE

With its excellent forced perspective groph-
s, amazing sound and invalving gameplay,
Solstice is qn essential purchase,
OVERALL:89%

SPI N OF THE SINISTER SIX

A not-bad game which is made somewhat
redundant by the wealth of other gomes of
this ilk. Still, Spiderman fans might like it.
OVERALL:70%

SPY VS SPY

Based on the MAD magozine comic strips,
Spy vs Spy is one of the finest two-player
games ever, jus! because of the vost poten-
tial for playing super-sneaky tricks on your
opponent,

OVERALL:84%

STEALTH ATF

A promising-sounding but ultimately dull
aerial combat game in which you guide the
fighter of the fitle against the marauding
enemy hordes.

OVERALL:54%

SUPER MARIO BROTHERS
SEAL OF QUALITY

This is the first in the Super Morio series ond
was originally given away with the NES
machine, and it's greal. Fast moving, chal-
lenging and great fun.

OVERALL:95%

SUPER MARIO BROTHERS 11

SEAL OF QUALITY

Although superceded by the third Mario
game, this is still @ fop quality purchase for
platform fans,

OVERALL:96%

SUPER MARIO BROTHERS 11l
SEAL OF QuALITY

The gome map is obsolutely huge, and
there's loads of sub-gomes and other treats
to add a bit of variety, Definitely the best
MNES game around, and one which
absolutely no NES owner should be without,
really honestly this time.

OVERALL:98%
SUPER OFF-ROAD

Yet another four-player isometric roce gome
from Rare, However, althcugh this is ckay
with more thon one player the repetitive
nature will put single ployers off.

OVERALL:81%

SUPER SPIKE VOLLEYBALL

With its Four Score compatibility allowing
up to four players to toke part, Super Spike
Volleyball is a great game that should
appeal to most sports fans.

OVERALL:83%

STAR WARS
SEAL OF QUALITY

Possibly the hardest game available for the
MES, but it's not offputting because it's just
so darned enjoyable. Exciting and vaned,
Star Wars is an NES classic.

OVERALL:95%

SWORDS AND SERPENTS

Short on action, but long on depth, this is
one that adventure and role-playing fans
will go bonkers over.

OVERALL 81%

TEENAGE MUTANT HERO TUR-
TLES

Turtles is o fun game that provides plenty of
beat ‘'em up action, and a hint of explo-
ration which taxes your broin too, Worth
checking out

OVERALL:86%

TEENAGE MUTANT NINJA TUR-
TLES: THE ARCADE GAME

Turtles |l is a very close coin-op conversion,
but when it comes down to if, there isn't
much in the game and the repetitive action
soon grows stale.

OVERALL:64%

TENNIS

Nintendo Tennis is quite ployable. It's also
the only Tennis gome availoble on the NES
anyway, so it's this or nothing.
OVERALL:75%

TEN-YARD FIGHT

Ten Yard Fight is a simple, but fun arcade
game and is worth looking at if you're new
to American football and want to learn
more about the sport.

OVERALL:76%

TERMINATOR NI

Five limited levels, most of which are set
around o tedious platform environment.
Dull and very unoriginal. For die-hard
movie fans only

OVERALL:72%

TETRIS
SEAL OF QUALITY

The control system is easy o handle, the
competitive two-player option has been
included and the music is prefty good too,
Another belongs-in-every-collection games.

OVERALL:921%

TIGER HELI

This is a fairly stroightforward up-the-screen
blast in which the player pilots a heavily-
armed combat chopper. Not the greatest of
shoot ‘em ups.

OVERALL:65%

TINY TOONS

The graphics ond sound in this plotformer
are great, and the gameplay fun encugh to
keep you at it for yonks. -

OVERALL:86%
TIME LORD

This game has a great idea, but the overall
execution is o tod locking ond the gome
itself lacks the kind of excitement we'd like
to see.

OVERALL:60%

TOM AND JERRY

It's a shame to see Tom and Jerry starring
in an unoriginal plaform gome. Yes, it's
fun. But there are loads of better gomes of
this sort already availoble.

OVERALL:78%

TOP GUN

A prefty good simulater which requires o
fair bit of skill.

OVERALL:79%

TOP GUN 11

Top Gun |l is not recommended becouse
the grophics are extremely awful and the
gomeplay is very dull indeed.
OVERALL:51%

TOTALLY RAD

Promising sounding platform game sadly let
down in its axecution. it's just not fun
enough to lift it out of the veritable sea of
platform gomes avoilable on the NES,
OVERALL:74%

TO THE EARTH

Very nice graphics and plenty of other neat
presentation features set this apart from the
other light gun games, so if you've got a
Zopper, check it out.

OVERALL:80%

TURBO RACING

It's nice fo see o nice fast action-filled effort
like Turbo Racing. Graphics ore a bit rough,
this is more than made up for by the excii-
ing gameplay. Check it out.
OVERALL:80%

TRACK AND FIELD NI

With multi-player action ond plenty of
tough and challenging button-bashing
gameplay, this is a sports simulation no
Mintendo ownaer should miss.
OVERALL:B9°%

TROG

Trog is o PocMan-style coin-op with nice
grophics, but no amount of presentation
can disguise the simplistic gameplay.

OVERALL:70%

TROJAN

This is quite o decent beat ‘em up, but
though the graphics are fine, the gameplay
is a bit dull. 5till above average though.

OVERALL:72% }
URBAN CHAMPION

A dull and particularly unorniginal beat ‘em

up, go for Double Dragon |l instead.
OVERALL:54%

WILD GUNMAN §
Wild Gunman is a colourtul Zapper title. It's «
quite good fun, but gets o bit boring after a

while.

OVERALL:67%
WIZARDS AND WARRIORS

A smart-looking but pr monotonous fan-
tasy platform title which doesn’t match up
to most of the competition.

OVERALL:72%
WORLD WRESTLING

World Wrestling from Tecmo hos great
graphics, loads of options and corking
gameplay. It's dead good.
OVERALL:84%

WRECKING CREW
A platform hammer ‘em up with loads of
screens and plenty of challenge.

OVERALL:81% o

WWF SUPERSTARS OF
WRESTLING

This version of WWF is good fun for a whiru,
but it's a tad easy and only the two-player
option really gives you great volue for
money.

OVERALL:80%
XEVIOUS

The smart graphics of the coin-op are lost,
so all you're left with is o passable, but
hardly exciting up-the-screen blast.
OVERALL:65%

ZELDA 1i: ADVENTURE OF LINK

SEAL OF QUALITY
Even non-RPG fans will flip at this superb

title, and although the price tag is some-
what hefty Adventure of Link is easily worth
a go.

OVERALL:94%

GAME BOY
ALFRED CHICKEN

Twelve large levels packed with secret
rooms and bonus stages for Alfred's prob-
ing pecker. As brilliant as it is daft.

OVERALL:21%

ALIEN 1Nl
SEAL OF QUALITY

Excellent shooter, with exploration and
puzzle elements sidling in to join the fun
Highly recommended.

OVERALL:90%

ALLEYWAY

A sad version of the ancient gome,
Breakout. Enough said

OVERALL:27%

BALLOON KID

Become o balloon's best friend in this rother
weird flooting collect ‘em up. Stronge. dull
repetitive and, er, balloany
OVERALL:51%
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BART SIMPSON’S ESCAPE FROM
CAMP DEADLY

Help Barty escape in this multi-level plot-
form game. An enjoyable if not overly origi-
nal fitle.

OVERALL:85%

BART VS THE JUGGERMNAUTS

A sort of Simpsons meets the Glodiators.
Mot bad, and it gets better as it goes along.
OVERALL:7T1%

BASEBALL

With its two-player link-up option and
addictive gomeplay, Baseball is recom-
mended to sports fans on the move.

OVERALL:75%

BATMAN
SEAL OF QUALITY

With small but nicely detailed graphics and
excellent sound, this is one of the mos!
addictive Game Boy platformers.

OVERALL:91%

BATTLETOADS
SEAL OF QUALITY

Although the graphics are fiddly, this is a
great gome which any self-respecting beat
‘em up fan should hove.

OVERALL:90%

BEST OF THE BEST

Graphics ofide, one of the better Game Boy
beat ‘em ups, but then ogain thot's not say-
ing much,

OVERALL:65%

BIONIC COMMANDO

Rod enjoys o new lease on life in Capcom’s
revival of the arcade classic. With superb
presentation and a cool factor of ten, grab
it

OVERALL:84%

BLADES OF STEEL

Plenty of lce Hockey style action os two
teams compete on a honzontally scrolling
rink. The action is fast and addictive,

OVERALL:82%

BLUES BROTHERS

Yet another attempt ot the Blues Brothers
theme. Avoid. Avoid. Avoid.
OVERALL:53%

BOMB JACK

Hit the rood, Jock! This is o tiresome con-
version of a hoary old coin-op which is
about as explosive as a soggy match,
OVERALL:68%

BOULDERDASH
SEAL OF QuALITY

Puzzles-a-plenty as you try to grab the jew-
els and dodge the boulders and find your
way to the exit without blocking yourself in.
OVERALL:90%

BOXXLE

Highly originol puzzle game and recom-
mended to people who like to use their
brains rather than their joysticks.

OVERALL:83%

BUBBLE BOBBLE
SEAL OF QUALITY

Burst the bubbles, kill the meanies ond
move on fo the nexi screen. Er, that's it.
Fast, fun and very addictive.
OVERALL:90%

BUBBLE GHOST

Guide a bubble around an environment
fraught with danger. A highly original, fun
title-and well worth o gonder.
OVERALL:81%

BURAI FIGHTER DELUXE

Horizontally-scrolling shoot ‘em up type
story of a mega-powerful robot and his fight
against injustice. Hooray!

OVERALL:83%

BURGERTIME DELUXE

Drop burger ingredients info o dish by run-
ning over them and squishing the enemy. A
good lough, but repefitive.
OVERALL:78%

CASTLEVANIA

Battle your way through four large scrolling
platform landscopes. The gomeploy is
oddictive and fun.

OVERALL:79%

CHASE HQ

The Game Boy just can’t cope with the
speed necessary to moke this gome reolly
thrilling.

OVERALL:42%

CHESSMASTER

SEAL OF QUALITY
It's Chess ond it's very, very good. Need we

say more?

OVERALL:96%

CHOPLIFTER 1}

SEAL OF QUALITY
Guide o chopper around scrolling lond-

scopes, rescuing hostages and blowing up
anything that gets in your way. Highly cool
and oddictive.

OVERALL:92%

CRASH DUMMIES

The crash Dummies ski, drive and dive their
way to destruction but oll in the best possi-
ble taste. Varied, wild and crazy!
OVERALL:86%

DARKWING DUCK
SEAL OF QuALITY

Capcom’s Disney titles are always excellent
and this is no exception. In foct it's one of
their bestl Highly ingenious!
OVERALL:91%

DIG DUG

A miner named Digby literally blows-up
Pookas and Fygors with a hand pump.
Bizorre, but quite o lough nonetheless.
OVERALL:84%

DR FRANKEN
SEAL OF QUALITY

Frankie's quest 1o find the vanous parts of
his girlfriend looks, sounds and plays mag-
nificently, while the password system ond
gameplay make it a winner.

OVERALL:92%

DROP ZONE

In spite of it's age, hidden beneath the
humble,simplistic focade is a superb and
thoroughly enjoyable game.
OVERALL:86%

DOUBLE DRAGON

With great grophics and sound, Double
Dragon is an excellent mini-replica of the
clossic orcode gome, featuring all the origi-
nal’s thrills and spills.

OVERALL:83%

it

DOUBLE DRAGON I

Improves on the onginal with belter graph-
ics ond gameplay. Some might find it a bit
too similar fo the first, but beat ‘em up fons
will love itl

OVERALL:88%
DR MARIO

Nintendo’s own Tetris clone makes it to the
Game Boy, and it's great. Highly recom-
mended to puzzle fons.

OVERALL:87"%

DUCK TALES

This has unmistokable Disney graphical
touch and oodles of playability. The prob-
lem is that it's not very hard.

OVERALL:78%:

DYNA BLASTER

Place strategic bombs in an attempt to clear
each screen of boddies before advancing
onto the next, horder screen. Simple but
very addictive.

OVERALL:88%

F1 RACE

The first four-player Game Boy game - and
it even comes with o free four-way adaptor!
The game itself is an excellent OutRun-

clone, and rather good.
OVERALL:88%

F-15 STRIKE EAGLE

Microprose’s aging flight simulator mokes
the conversion over to the Game Boy quite
well - @ thinking man’s Afterburner,

OVERALL:83%

FERRARI
Slickly-progrommed racing gome sodly let
down by its laughably low difficulty sefting.

OVERALL:37%

FOOTBALL INTERNATIONAL
Put simply, this is o hopelessly dull football
goame. Get Kick Off instead - it's miles bet-
tar.

OVERALL:41%

FORTRESS OF FEAR

A sort of medioeval Double Dragon. The
graphics and sound are good and the
playability is solid enough to keep you com-
ing back,

OVERALL:BOD%

GARGOYLE'S QUEST

Some pretty good gomesplaying skills are
required to make your way around this
game’s unfriendly platform environment,
but it's all very addictive
OVERALL:80%

GAUNTLET II

A perfect mini-replica of the classic coin-op
that contains all the graphics, speech and
playability of the coin-op. There's even o
skill two-player mode.

OVERALL:88%,

GB KID

Bonking ahoy! GB Kid trounces the life out
of his prehistoric foes in his first quality
adventure. The only problem is that the
game’s easy to completel

OVERALL:79%

GHOSTBUSTERS 11

With humorous graphics ond some quite
decent tunes, Ghostbusters Il manoges to
both entertain and challenge, with six dif-
terent missions to test you.

OVERALL:81%

GOLF

This is a great golf game that plays a great
gome of golf. Need we say more?
OVERALL:88%

GREMLINS I
Once mare it's platforms a go-go. Gremlins

Il is certainly challenging ond it has some
wonderful graphics and music,
OVERALL:80%

HAMMERING HARRY
SEAL OF QUALITY

Waell decent little platform with some spiffy
graphics and well-tuned playability. Well
worth a look.

OVERALL:90%

HOME ALONE

Home Alone is a sad, dull, boring game
with mournful graphics, forlern sound and
awful playability. Apart from that, it's rub-
bish.

OVERALL:38%

HOOK

Quite entertaining for a while, but there just
doesn’t seem to be that much to do in each
level to sustain the inferaest.

OVERALL:66%
HUMANS

Although slow to start with, Humans proves
a high standard cort let down by the most
important factor: playability.
OVERALL:74%

HUNT FOR RED OCTOBER
SEAL OF QUALITY

Brilliant conversion of the Sean Connery
movie, with an amazingly good two-player
mode where the second ployer takes control
of an entire fleet! Brilliant.

OVERALL:92%

HYPER LODERUNNER

If you enjoy a really tough challenge, this
latform game is highly recommended. But
eware - it's VERY hard|

OVERALL:71%

JOE & MAC: CAVEMAN NINJA
This game is one of the least inspiring plat-
form arcade gomes, consequently even a
spot-on conversion would fail to impress.
And lo, it doesn't.

OVERALL:65%

KID ICARUS

Fairly jolly adaptation of the NES platform
game provides the fun, but is now getting
rather long in the tooth,

OVERALL:71% =

KID DRACULA
NEW

The larger than average character design
works well os Kid attempts o learn even
more tricks in this plotform adventure. It's
too easy though. Bool

OVERALL:7T%

KIRBY'S DREAM LAND
SEAL OF QUALITY

A highly original, amazingly playable gome
from the creator of Mario. If this one
doesn’t grab you, nothing willl Kirby is a
superb character ond his game is one of the
most imaginative platformers avaoilable.
OVERALL:94%

KUNG-FU MASTER

This loose translation of the aging lrem
coin-op is very dull indeed with moumful
graphics and sound along with tedious
gameplay. The last nail in the coffin is the
pathetic difficulty level.

OVERALL:17%

KWIRK

This is o puzzle game where your tomato-
like hero(l) must shift oddly-shaped blocks
inta gaping holes to traverse mazes and
reach the exit. It's funl

OVERALL:85%
LEMMINGS

Short and sweet: Lemmings on the Gome
Boy is o great conversion of o classic game.
An enormous laugh.

LETHAL WEAPON

A ropey little fisticuffs fest which doasn't
come anywhere near the excitement of the
movies. Wide berth required,
OVERALL:45%

LOONEY TUNES
SEAL OF QUALITY




NINTENDO MAGAZINE SYSTEM

CAMES INDEX

e Lsomey Tunes star in an exciting and
st cartoon collection of shoot em ups
e peorm-reloted hilarity. Get this!
TWERLALL:90%

MARSLE MADNESS

wemw vour marble around o number of
somanegly tricky slolom slopes, featuring
sy palls. Perfectly suited to the Gome
Sow a2 long on playobility.
SWTRALL:87%

-_Ax

suze owes a lof to Bionic Commando, but
o menoges to odd a few tricks of his own,
Sy of explosive goings on, with a high
peeerd of gomeplay elsewhere.

SWIRALL:B4%

& meciord fare, fast food adventure into
s teeelidlond. Trouble is, there are tastier
s svouloble.

SWERALL:T5%

MERCENARY FORCE

Sy 2ull oction game which fails to supply
e secessory ingredients to make it o

wer =g purchose.

TWTRALL:62%

=mETROID NI

g o cbsorbing arcade adwpnture/plat-
e game thot's well worth checking out if
wu = oo games of this type.

SWTRALL:B1%
WOTOCROSS MANIACS

sncrods hos never been any weirder than
» #us off.road biking gome! |t's tricky, but
g *un - especially ogainst a computer
wmmesent - and provides plenty of omuse-
=wr 20 g while,

SWIRALL:76%
=R DO!

wawgh not entirely foithful to the coin-op,
e D' s still o highly ployable conversion
wal worth o look.

SWIRALL:86%
WAVY SEALS

e platform shool ‘em up is omaozingly
woer hord, but if you're dead goed it's well
w2 2 look

SWIRALL:BO%
WEMESIS

& grect conversion based on the clossic
0. 's not simple, and shoot ‘em up
= thould really get into the action. Go for

SYEIRALL:BB%
NINTENDO WORLD CUP

s 5 o shambolic mockery of a clapped-
st Soccer game. Avoid,

SYERALL:IT1%

OTHELLO

Asough it mightn't look or sound it,
“sello is an oddictive and enjoyable board
g which you'll go back to time and time
#..‘

SYERALL:B9%

PACMAN

SscMon is as PocMan does, and this is as
Sowless o conversion of the crumbly arcode
goe 0s you will ever find.
SYIRALL:80%

PAPERBOY

We-blurry graphics, rubbish bike handling
s dodgy collision. A disoppointing con-
waan that will appeal to arcade fans only.
SVIRALL:67%

SIMBALL

Taa a4 3o realistic you find yourself tilting
wawr Gonne Boy around te try and influence
w=are the ball goes|

SWIRALL:79%

PRINCE OF PERSIA
SEAL OF QUALITY

This mus! rank os one of the greatest plot-
form games of all time, and its combination
of fiendish puzzles and pinpoint platiorm
action Is a winner

OVERALL:92%

PRINCE VALIANT

An interesting concept but is neither impres-
sive graphically nor in-depth enough to
warrant priority purchaose.

OVERALL:65%

QUARTH
SEAL OF QUALITY

Looking like a cross between Tetris and
Space Invaders, Quarth is an enjoyoble and
addictive little game which offers plenty of
challenge and lasting appeal.
OVERALL:90%

QiXx

Similar to Volfied and a jolly little game with
plenty of long-lasting appeal.
OVERALL:81%

RADAR MISSION

Mediocre action game in which you guide
your ship ogoinst enemy forces. Fun for o
bit, but soon gets dull

OVERALL:64%

RAMPARTS

A rather insubstantial and disappointing
conversion of the popular arcade strotegic
blast.

OVERALL:58%

RESCUE OF PRINCESS BLOBETTE
The puzzling jelly bean action would be fun,
but there's too many wide open spaces
where nothing happens. Shame
OVERALL:68%

REVENGE OF THE ‘GATOR
SEAL OF QuALITY

Al last there's a great pinball gome on the
Game Boy, full of ramps, bumpers, mulsi-

balls, bonuses and all the troppings you'd

expect.

OVERALL:91%

ROBIN HOOD

An original approach to a film license. The
game is pocked with puzzles and RPG over-
tones that add up to o lorge and interesting
gome, Definitely worth o look.
OVERALL:BB%

ROBOCOP

A good enough version, but the small
graphics moke things o fad tricky. A shaome
because this could have been great
OVERALL:72%

RODLAND

Tam and Rit toke their sticks to the hides of
a variety of cutesy platform types in this
slightly repetitive Gome Boy excursion into
Rodland.

OVERALL:74%

R-TYPE

Use your fop Hying skills o survive in fhus
prefty tough conversion of the coin-op. The
grophics are prefty good and it's highly
ployable

OVERALL:82%

SIDE POCKET

Master ballistics professors will love this
one, although anyone else’s interest may
wane pretty quickly

OVERALL:73%

SKATE OR DIE (TOUR DE
THRASH)

Whilst this has o promising fitle ond looks
like it might be fun, the implementation is

poor. The bonus half-pipe event is quite
entertaining but doesn’t justify the price tag
at all.

OVERALL:63%

SHATE OR DIE Il (RAD ‘N’ BAD)

Super-speedy platform skate game with lots
of skote-style oction. If your inferest in con-

ventionol platform games is woning, try this
for size

OVERALL:81%

SNEAKY SNAKES

Those wicked reptiles who appeared in the
brilliont NES gome Snoke, Rattle ‘'n’ Roll are
bock ogaoin in this superb Gome Boy arcode
game. An obsolute must.

OVERALL:89%

SNOOPY’'S MAGIC SHOW

The plodding plotform gameplay belies the
tncky puzzle oction in this thoroughly enjoy-
able gome. It's not particularly tough, but
while it losts #'s very oddictive.

OVERALL:84%,

SOLAR STRIKER

After o couple of goes thes bloster soon
becomes boning. s oll right, but there ore
no recl surprises fo keep you going back to
it

OVERALL: 69"

SOLOMON'S KEY

Good odoptoton of the comn-op
plotform/puzie gome The gomepioy t5
addictive, but sometimes the titchy grophics
maoke # dificult o see whot's going on.

OVERALL:82"

SPEEDBALL I

Not so much Speedbcll o3 blurred ball, the
Gome Boy's ty screen connot cope with
the imtensty of "y furure sport. Bool
OVERALL: 65"

SPIDER-MAN

Speder-Man 3 o thoroughly enjoyable beat
& UD whdh Bos Wome OManng grophics
ond plenty of varety A must for woll-
Crowien everywhers

OVERALL:85",

SPY vs SPY

Abergys good for o lough with two ployers
DUt hkaty 'O lock e 30mMe CDDES! with ONe
Worth o ook

OVERALL:82*:
STAR WARS

The first of this epic sogo, Stor Wors on the
Gome Boy s every bit 03 good os the NES
version. Emoy the top class platform action
as the plot of the film unfolds.
OVERALL:89%

SUPER HUNCHBACK

Jolly plattorm game starring everyone
fovourtte deformed character. There are
oods of secret screens ond the action i3
shallenging enough to keep the fons happy.
OVERALL:81%

SUPER KICK OFF
SEAL OF QUALITY

The greatest football game ever is now on
the Gome Boy ond it's as good as could
possibly be expected. Buy i
OVERALL:93%

SUPER MARIO LAND
SEAL OF QuALITY

Although this brilliant game doesn’t take
long to finish, there are loods of secret
things to uncover and the gameploy’s so
good you just keep on going back to il
OVERALL:90%

SUPER MARIO LAND 11
Effectively Super Mario World for the hand-
held, this is a stunning game, which is only

let down by being too easy. There's loads to
see, aven more to do, and still represents o
worthwhile buy.

OVERALL:87"%

SUPER RC PRO-AM

Those Rare guys are ot it again - converting
one of their fab NES corts 1o the Game Boy.
This time it's of the isometric-view radio
controlled car racing game, and it's great.
OVERALL:87%

TEENAGE MUTANT NINJA TUR-
TLES

SEAL OF QUALITY

A decent beat ‘'em up with plenty of action
and some greal graphics fo drool over,
Turtle fans are bound to go bonkers over
this.

OVERALL:90%

TEENAGE MUTANT NINJA TUR-
TLES Il

Harder than the original, with some som-
pled speech. Once ogain, Turtle fans will
love this.

OVERALL:85%

TENNIS

One of the bes! Tennis gomes available on
any system, this is challenging, addictive,
and lets you play virtually any shot
Recommended.

OVERALL:86%

TERMINATOR 2

As film licenses go, this is one of the best,
Loods of action, great graphics and sound.
A fab game,

OVERALL:90%

TETRIS

Free with the UK varsion of the Game Boy,
this puzzle gome is absolutely terrific and
unbelievably addictive. Still one of the best
Gome Boy titles yet seen,
OVERALL:95%

TITUS THE FOX

A platform game that stars a leather clad
fox who is out to rescue his similarly foshion
conscious vixan may sound a bit dull and
tedous. It is.

OVERALL:45%

TRACK MEET

Thoroughly enjoyable Track and Field-type
sports simulation, which can get somey
ofter o while

OVERALL:75%

TRAX

Snooze-inducing driving-type game which
lacks the pace and excigment to get the
adrenalin flowing. &

OVERALL:59%

UNIVERSAL SOLDIER

Virtually the same game as Turrican, but
still o good old Gome Boy blast.
OVERALL:79%

WIZARDS AND WARRIORS
Quite o jolly platform game, but unfortu-
nately games like this are ten-a-penny.
OVERALL:78%

WWF SUPERSTARS

Great graphics and loods of moves but the
tournament is far foo easy to win. If you
have a second player it's a great link-up
gome.

OVERALL:85%
YOSHI'S COOKIES

By using Mario to sell this new puzzle gome,
Nintendo obviously hoped we'd overlook
the bland taste of Yoshi's Cookies, Good,
but hardly outstanding.

OVERALL:75%
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oly blinking heck! When we left off last
month, Blagman was in a desperate situa-
tion - still the captive of the evil Captain
Gnatschuff (and his assistant Mr Whippy).
His only chance for salvation lay with his
trusty sidekick Robbin’. Unfortunately
Robbin’ couldn’t be bothe...er, was tied
up righting wrongs and blagging freebies and
that, and had no time to rescue his mentor.
HOW will Blagman escape? WHAT free gear is
up for grabs this month? WHY do we keep
writing things in capitals? Read on to find

BLAGMAN PICKS UP THE STORY

“That dastardly Captain Gnatschuff tormented me
with the most hideous tortures.” shudders our over=

generous idol. “First off he ate o packet of Jelly

Babies WITHOUT OFFERING THE PACK AROUND.

Then, he let everyone else buy a round of lemon-..

ades, and DIDN'T GET ONE IN HIMSELF. Fimally,
he bought a copy of NMS AND WOULDN'T LET
ANYONE ELSE HAVE A LOOK. After this treatment,
| was as weak as a kitten (no change there then),
and to seal my doom Mr Whippy placed me in a
wet paper bag, which, no matter how hard | strug-
gled | just couldn’t fight my way out of. Luckily, |
had my Blag Canary Whistle on me, with which |
was able to summon the Kung-Fu Canasies of
Katmondu, who pecked me out of my death trap in
seconds. Then, | was able to incapacitate the
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- BEING ASKED. Finally | legged it to the

Captain by MAKING HIM A NICE
REFRESHING. CUP OF WITHOUT

Blagmobile (kindly supplied by Honest

Ron’'s Dodgy Motors) and escaped from. the
nefarious Castle Trrikata. Mind you, it was
good fo see that Robbin' hadykept up the good
work and managed to Blag a load of, erm, Acclaim
T-shirts, a bit like those ones we’'ve been giving
away for the lost two months. On my way out, A
though; | managed to procure loads of Manga-
related goodies, including copies of Lensmaas,
assorted posters, Vampire Hunteg D, 3x3 Eyes;,
and... ooh, loads more stuff..oh yeﬁ?uqd T-shirts.
So, it's a good job one of us superhero@s isn't a

lazy sod, eh readersg”
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' .Boy Crash Dummies, and tg celebrate the fort _

+$weatshirts and baseball caps@h, and that really
o mﬂnky Star Wars sweatshirt hasnt gone y*r, auiHar '

'thera are no longer signs fo anyrefereht. Discuss.

ionnv DIDOY
' BLAGMAN (EH?)

Luckily, Bfggmnn s escape came at the perfect time for
him*to purloin a logd of great and groovy Blaggables.
Cunirupne:a for this months Blagpile is @ couple of

ing Alfred Chigken T-shirts dunufeci'hy Mindsca
the people behind the SEAL-nominated groovy Gami
Boy title, Mindscap@ don’t stop there, however, as:
they've also given Us a number of classy whité sw
shirts with the Kooky Mindscape loge emblazoned on
the chest - oh, and a Mario Is Missing logo onthe bocﬁ}L
And justto coincide with the recent release of

"NES version there's a whole*bundle of Grash Dummies
sweatshirts oo - and yes, they are rather like the on

we were giving away last month. Plus there’s o little |
picture of Kirby as drawn by our very own Paul Davies.
There's other gubbinsjdoo, including Nintendo Helpline

=i

BLAG Yﬂ"ﬂ WAV TO r
A MILLIC ¥

4
Yes,'if you kﬂﬂp on anl g Blagman every month and
consistently win pn:&s it is actually pos hla that,
should the featd sl'u couple or three hundréd years,
yuﬁu;nnr mncmvﬁ:ly walk away with posSibly o MIL-
LION FGUNDS worth of prizes. However, it's best to
start small, so why not begin by entarlnq‘lhls month's
Blag co 2 Al you have to do is answer this simple
question - According to Baudrillard, signs and referents
have me tncreuﬁlnnly estrapged, meaning that

Actually, that's just our litile-Blag joke, what we really
want iu i5'4s Rad really Brett from Suede or
what? Send your entries on a postcotd to HMMMM,
PERHAPS'RAD DOES SING METAL MICKEY cn‘um
NINTENDO MAGAZINE SYSTEM, Ilnnry Court; 30- 32
Farringdon Lane, London, EC1 yuu next
month, same Blug time, same B cﬁhﬁ fiha
way, it is essential you requeshwhich prize y
and include your age as some of the Manga #n:lenl
are...well,"a little dodgy in pluce ‘and Blagman does
notfancy having to use.his Anti uhﬁ ver-Ear Spr
in lﬁn event of angry Mums slapping him for mrrup‘}:
their babies. Failure to do so means we'll justignor
your entry or send you tna Stars Wars Smfsh;ﬂ
wht:hﬂvur is worse. ., - 3 .
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PUGSLEYS
aLAVENGER nUNI

nhayl Ocean's second Addams Family
Iiteme may be a basic revamp of the
first game, 'mlh Pugsley replacing Gomez,
but ii’s fun enough stuff and if you missed
the first game, proves an entertaining plat-
former to say the least.

WARPSPEEL

eee! What is it with this month’s releas-
s? This is an outdated flight “sim” set
in space with the worst controls and colli-
sion detection known to man. The graphics
maintain this low standard and chisel the
final letters into the tombstone. Surely
there must be discount stuff that knocks the
trolleys off this sort of offal?

NLAPA HOCKEY

Iﬂdrnmt Arts nearly get sometihng right
nn the Super NES shock! This conversion
of NHLPA is almiost as good as the brilliant
Megadrive version. Nearly, but not quite.
The controls are a bit iffy, but other than
that, this is a stat-laden, ice-bound, points-
‘scoring, fist-fighting, tfrumpet-playing, tap-
dancing Record Breaker.

Ninfendo

ut Now is a section of the mag that

really neads some explaining. You
see, the title is slightly misleading. Out -
Now is not a command to immediately
leave the premises. Nor is it a challenge
to a fight. It is in fact the part of the mag
where we keep you, our dear readers,
informed on the latest on the shelf releas-
es for all the Nintendo formats. Yes, we
here at NMS try our hardest to be accurate
when it comes to release dates, but soft-
ware houses can be difficult beasts when it
comes to the practice of actually getting
things into shops. So we scouted around a
few retailers to see what you can actually
get your mitts on, as well as searching for
some discounts and bargains (although
we didn’t actually find any this month).
But this is where you come in. If your local
software emporium is running a few
decent deals, say they've got a few dis-
counted copies of Maniac Mansion or a
clearance sale on old\ Game Boy titles,
write or ring in and tell us (along with
their address and, if possible, ‘phone
number). Similarly, if you run a shop and
want a free plug, drop a few prices and let
us know at the usual address.



ol R TRER AUBIN HOOL

h my, this rather unfortunate conver- big, challenging and absorbing RPG

sion of a still more unfortunate original with plenty of action scenes to keep
really does bring new life to the phrase things exciting and loads of puzzles for
“What a load of steaming old horse cack”. the more brainially-aligned. It's been out
As you may have gathered, it really isn’t for a while but Robin Hood has just been

very good, whether you're a die-hard re-released and is certainly worth at least
Trekkie or just a misguided adventure fan a look.

thinking it might be a bit of a laugh.

=~ JHCH NICHLAUS

uperhhr dreamy golf game form our old pals

I Tradewest (Battletoads). Licensed off he of
the dodgy sweaters (and vast golfing fortune),
this is one of the best golfing games going, even
beating the mighty Nintendo Game Boy Golf to
the crown. If you don’t like golf, you probably
won't go cock-a-hoop over it, obviously, but if it's

a driving ‘n’ putting-type game you’re after this
is the best bet.
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ELIMINATOR BORT DUEL

y one new release on the NES this month - but what
the list lacks in quantity it makes up for with Kwality.
Eliminator Boat Duel is a classy top-down speedboat racing
game (with intermittent side-view and rear-view race sec- : _
tions) is a brilliant laugh, especially in the fantastic two- = - REpBLE BN
player mode. Pretty much the best top-down racer on the

k|
rquEF_?n

NES, Eliminator Boat Duel is definintely recommended.
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ndeed. It's games galore. in
- yo y read this, and next.mie nth we br
| “the full CES lowdown as only NMS can - w
e news, from the biggest gaming
\ the latest inside news and views:

A very gest games coming
N uding MORE news on fort

nes, MORE or

so Very T Secret
d to tell you yef,

have every-
ame Boy, including

Dear Newsagent,
| know | shouldn’t wish my life away, but | can’t wait for the g
next issue of NMS - so please reserve me a copy and don’t |
give it to anyone else whatever you do.

Y My name is:

]Mr address is:
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F-15 Strike Eagle, taking off on the Game Boy



My name is POND: JAMES POND... seacret agent.
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Dr. Maybe is backl 2OCTOR MAype"
We have leamed from Washington and the Kremlin Ehat he has Caken over the
central toy factory on the North Pole and has sabotaged an unknown number of Eous disguised
a5 penguins with tiny but lethal explosive charges. If they are not diffused within 48 hours Chey
will be distributed throughout the globe and wreak havoc throughout Christmas.

Your mission is Eough but straightforward. Infiltrate Che factory
and free the penguins.

ENTERTRAINMENT \ . A
SYSTEM : AR

2 CASTLE STREET, CASTLEFIELD, MANCHESTER, M3 4LZ. TEL;: 061 832 6633. FAX: 061 834 0650
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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



