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6 ..........THE FRONT LINE

The Mega Drive 3 ~ fact or fiction? We report on the
latest news. And the videogames rating system -~
useful or useless? Find out here!

12.......APANESE NEWS

Sonic Drift is here - yep, our favourite hedgehog is
back in this Super Mario Kart clone for the Game
Gear. Could be good!

1 4 .1YPE OR HARMONY

We exclusively spoke to Dave ‘Aladdin’ Perry about
his latest projects and to Core Design’s musicos
about theirs'!

18....0MmY wHITE'S

(Adopt husky voice): “Jimmy White breaks beauti-
fully into the Mega Drive games field before spin-
ning back to knock his competitors into a hoop.”

22....... .CODEMASTERS

The Codies return triumphantly with a couple of
neat titles, Sink or Swim and Tennis All-Stars, to do
the business this summer.

26..........RYAN GIGGS

The ‘boy wonder’ as the guy is patronisingly known
does his best to place his name at the top of the
football game league table.

28 .............SPACE ACE

It's the ‘sequel’ to Dragon’s Lair, it's from
Readysoft, and we have the World Exclusive first
look at this Mega-CD title!

ean .

32 ...RBI BASEBALL ‘94
Could this be the best RBI title yet? And just why is
baseball like rounders? There’s only one way to

find out, and it all starts here!

36................us coLp

US Gold prepare to line up a triple treat for us with
The Hulk, World Cup USA and Hurricanes. Check
them out first only in SEGAPRo!

40.............KICK OFF 3

The first in-depth look at Anco’s latest footballing
barnstormer — and it's wildly different to previous
Kick Off releases too!

45.........PRO REVIEWS

Another outrageously good selection of reviews for
you this month, including Art of Fighting, CJ
Elephant and Nigel Mansell’s World Championship!

50 ...sPacE ACE POSTER

You've got to check out this beautiful poster to
believe it! You only get the best posters in the one
and only SecaPro!

8 2...PROTIPS/PROHELP

Mark takes up the baton this month in the Protips
section while Jason retires to the pastures of the
Prohelp pages!

92.................PROTEST

More verbal moaning, meandering and muttering
this issue as we cop yet more flak over stuff we
thought was a good idea at the time.

SPACE ACE




MEGA DRIVE
ART OF FIGHTING -
AWESOME POSSUM...ccvvscrsreccssnceese? 0
BUBBA ‘N’ STIX. weee80
CHESTER CHEETAH Il ..cuerenecsencarnece 33
FIDO DIDO veeed8
HIGH SEAS HAVOC ..ceeuceuecrnccccnceess62
HURRICANES
JIMMY WHITE’S SNOOKER.............18
KICK OFF 3 oLeccreencencconcssnsosnssonsssses 40
NIGEL MANSELL CHAMPIONSHIP ....48
PEBBLE BEACH GOLF LINKS 54
PRO MOVES SOCCER «.eecccencocorcornees86
RBI BASEBALL “94..ecccreccneccreccncossecs32
RYAN GIGGS’ CHAMPIONS ............26
SINK OR SWIM
TENNIS ALL-STARS ceccerscresecrsscosescen 2
THE HULK
TOM AND JERRY ..ceueerecsescrsonsresse 2
WORLD CUP USA «cevnceecsuscssssasosnees 3

GAME GEAR

JIMMY WHITE'S &=

WHIRLWIND SNOOKER PAGE 18 [

= See you
) Jimmy! The

hest snooker
game Is

KICK OFF 3 TOM AND JERRY [MASTER SYSTEM
: . S 4 i ¥ , WORLD CUP USA o
L | o TEQET  on MEGA-CD
> s : Cet bock home! Bot watch NFL’S GREATEST Sy ¢ |

ouf for Spike!
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RATES OF CHANGE
The Newspapers recently gave their reply to
the proposed videogames rating system in their
usual measured well thought-out manner. At
least one of them, The Guardian, tried to make
a rational argument about i, saying that it
would never work because a game with an 18-
Cert on it would make a game more desirable.
Well, that may be true but it's the best system
we've got and it’s infinitely preferable to
Government regulation. After all, if somehow
Lloyd's Insurance can get away with self-regu-
lation even after their recent fiasco, why
should we get nobbled when we haven't
harmed anybody? At least, if parents are going
to fry to nobble the industry they could at least

FILLED

do us the favour of reading magazines like You too can now simulate multiple pile-ups and handbrake turns
SecAPRo and actually making an effort to find from the safely of your annchdir.P e atch out for these upcoming
out about the games scene. Sony Mega Drive titles...

Nick .se hy would anyone call a product the ‘FreeWheel’ if you have Battletoads Double Dragon hits

to fork out £34.99 for it? This is only one of the questions FIEREERBIEVER ETETEIEREE T

Bt noking raised by SpectraVideo’s terrifying new fax which peels back the Relelall B Rer e Reile|

2any in these photos so this

month we decided to look pus-stained skin of the underworld exposing the bruised underbel- BT EIREERTEN6];
bored instead. Nick is ly of corruption to public gaze... e eight year
;Iezn'yrsa :l:rne: pee):’(;tt“v:hen You what? You mean this is N olds or
games when his expression a games mag...? :
turns to triumph. Not that it Erm, actually the \
happens very often though. FreeWheel is a : 7
After landing himself a nice groovy new driving : ;
lml-pmmoﬁonmd,he‘k game controller 3
hopes, a bulkier pay packet, shaped — gasp — , ,
m mﬁm"’s’:&h like a steering , Conrad gets CD-er by the minute.
*Jammin more often than wheel. It also han- !
th':msmwf« dles acceleration ; odemasters continue their flirta-
mmmum el and braking in a tion with the hardware market

% Bl convenient ‘just like with the upcoming release of their
ete never has time to be H 4 W .

bored (or so he claims as he e rteal t‘f;lng ?rrange y/ ol 4-player adaptor for the Mega
whistles all the way to the ment, So It youJaiigy one —— ; Drive, called the JeCart.

{ coffee room). If he did of your own, zip down to > But it's much cratftier than that —
e e vy those shops! the JeCart will be an addition to all
0 NIiCK's pen-twil ing
antics or stare out of the Codemasters gameS!

window dreaming of landing Instead of buying a Codemasters

> a part in a naff soap opera. game as normal, for the same price
Mark only looks bored when the game cart will come with two
= in fact = he’s really enjoy- joypad ports built-in. So add another
k- LAUGHING MATTER Eroids
m::m!mphmm existing port and you have a 4-play-
down the local at lunchtime. anga Videos keep sending us stuff in JcSeE
Is he really bored or has the the hope that we'll print it. Luckily for The first game to feature this new
BN b N Wy o R IRIRT TR TER G e ol alel  2PProach will be Tennis All-Stars

money’s on the booze.

We suspect that Jumes often
gets bored and wishes he
was hack in his native
Australia. Apart from end-

il less sunshine, surf and
seafood we can’t see what
the attraction is. | mean, he
owns an MG = what more
could a man ask for?

U Te - R Tl MU o ey Re e S R el (expected in May), and games to
TR I IR EREen e Rer e follow will include Micro Machines 2

the Rumik World collection and tells if-“."‘"""‘“
|
E

the story of ‘a modern day demon

and her teenage fatal attraction.” Yep,

you read it here first, folks. Manga tell us:
“Betrayal and unrequited love are inextrica-
bly tangled in the legends of

5 M

Colin is rarely bored, being Japanese mythology as ordinary k.

constantly amozed at life’s people are caught up in forces

little wonders. He just they don't understand.” Well, ‘

doesn’t know where the day | that : ) : <

goes with setting all those at's a relief. Laughing Target is e
. Even his computer available this month.

mp?pnss the time with its *

regular nervous break- This chick is angry, something’s

downs. How we laughed.

~ wrong with the dry cleaning.
EASTER 1994 SEGA PRO  ISSUE 31




under. If there are any eight year
olds who would like to have a crack
at reviewing this game for us when
we get it in, drop us a line at the
usual address. (We know it sounds
strange but there is method in our
madness! More on that another
day).

We've also just heard that the
Mega-CD version of Flashback from
Sony contains new graphics and
sound, including intros animated
and rendered on a Silicon Graphics

workstation. More news as
) we get it...

and Psycho Pinball.
Codemasters said:
“JeCart is another great
innovation from
Codemasters. We are
confident this will make
the JeCart series of
games a great success.”
We wish them luck!

This idea deserves
bdo_ . The j

4
) .
4PLAYER POWER
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CHARTS

* %
A COMPILED

MEGA DRIVE
2 Winter Olympics  US Gald £49.99

4 Sensi Soccer Sony £39.99

Mortal Kombat Acdaim £49.99

Micro Machines Codemasters £34.99

10 Street Fighter li: SCE Segn £59.99

12 Talespin

Zombies

Sega £34.99

Konami £39.99
Lethal Enforcers Konami  £64.99

Mickey & Donald Segn £39.99

Jurassic Park

MASTER SYSTEM

Segu £49.99

US Gold £29.99

2 Winter Olympics
4 Sensi Soccer Sony £29.99
6 Terminator ~ Virgin £34.99
8 Sonic 2 Segn £29.99
10 Nina Gaiden

GAME GEAR

Sequ £32.99

US Gold £29.99
Domark £29.99
Acdaim £34.99
8 Jungle Book
10 Batman Returas

MEGA-CD

Virgin £29.99
Segn £27.99
2 Lethal Enforcers  Konami £54.99
4 Thunderhawk Core £44.99
6 Microcosm ~ Psygnosis £49.99
8 ) Sega £44.99

10 Sherlock Holmes Segn £44.99

Pinky. He's pink (clearly), an alien,
has been written by Millennium
‘James Pond Software and should
be appearing on the Mega Drive
and Game Gear at the end of
August, from Tengen.

SLOW-MO

he news from Tengen... Firstly,
The Lawnmower Man has
slipped back to September. Tengen
have taken the SNES version and
are adding new features to the
Mega Drive version, including
SNES-like Mode 7 scaling! Also,
watch out for Ms Pacman in May.
We also have a bit more info on

EXPOSED!

A new feature each month where we
take a look bhehind the videogames scene...

Sonic the Hedgehog

3

Mickey Mouse with spikes and a
bad case of hypothermia

Sega’s corporate icon. Stalker of
Dr Robotnik. Billionaire rodent.

His latest commercial
venture, Sonic 3, has just hit the shops.
State-of-the-art.

It’s the best Sonic game yet
with lots of new ideas and a new battery-less
backup system called F-RAM (a special kind of
memory chip).

Yes, Right Said Fred are
releasing a single to tie in with the release of the
game.

Yep, those Deeply
Dipsticks themselves. Sega want to nail down all
the airtime they can while RSF want to get in with
the games audience.
You aren’t the only one.

Let’s face it, he’s only a collection of
pixels. But he has been voted the most recognis-
able name in America, ahead of Arnold
Schwarzenegger.

Ah, but Sonic’s
been back more times than Arnie has... Sonic,
Sonic 2, Sonic 3, Sonic Spinball, Sonic CD.

We heard rumours that David Perry
(of Aladdin programming fame) was approached
to do Sonic 4, although he turned it down.

Gives it all to Sega.
Not really.
Bionic, lonic,
Laconic, Iconic.

Raising the profile of
hedgehogs from the butt of comedians’ jokes to
the target of Nintendo’s cursing.

“l have a need for
speed.”

“Oh my God, watch out
for that lorr-"



We’ve given up on becoming staggeringly rich

from all these industry backhanders so let the

humiliation commence. Next month: We report
on the conditions inside Britain’s jails.

VIiIRGIN

Spurred on by Emma Garratt’s” 8artorial efforts a

couple of issues ago, Virgin, in the shape of Doug

Johns and Danielle Woodyatt, took extreme pity

on Nick and bunged this fine denim jacket in the

post. Nick is dead impressed with it, particularly

since it isn’'t tied in with any particular games

release either and has started going around

singing Elvis numbers, glancing at people in a

smouldering manner and generally causing riots

amongst impressionable 17 year old girls (or so he’d like us to beheve)

ACCLALIMNM

Alison Fennah, top Acclaim PR groovester,

recently took off on a three week sheep-

trekking holiday to New Zealand and to

kill the bitter pain this caused in the

SEGAPRO offices (we never get to go on

holiday) she sent us these fine Mortal

Kombat T-Shirts in  compensation.

Unfortunately, Mark has decided he’s a

top-flight Martial Arts expert now and is

threatening to chop his desk in half if he

doesn’t get a pay rise. Pat Kelly, our

Publisher and pay-packet person, has coincidently just disappeared to
Swaziland for the week.

USsS GOLD
Jason hit the US Gold offices this month
in the grey city of Birmingham. To
ease the shock of the transition
from balmy Bournemouth to the
" urban battlezone that is the
Bullring, PR supremo Andrea
Griffiths kindly handed out baseball
caps and James Pond anti-smog T-
shirts. Jason now believes he's the ulti- o
mate Urban Warrior and has started to RO BﬁO cob
wear his baseball cap backwards and rap in a brummie accent about
dissin’ bitches and hoes. Next month: US Gold put up the bail money.

MANGA VIDEOS

It's about time Manga got their names in this spot as they’re the most
regular Bribe contributors of the lot. Rarely does a month go by without
three tons of manga videos landing on our desks, meaning much curs-
ing from our postal staff and dark threats from people unlucky enough
not to be on Manga’'s mailing list. The offices are now split between
marauding bands of Manga terrorists led by Pete ready to leap in at any
opportunity to nick the latest tape, and valiant freedom fighters deter-
mined to defend their vast personal manga collections to the last.

EASTER 1994 SEGA PRO

ARCHER MACLEAN
DROWNS IN POOL

Fear not, the ace programmer isn’'t dead (yet).

As a follow-up to the awesome Jimmy White’s
Whirlwind Snooker (previewed in this issue),
| Archer is currently working on the conversion of
his equally good Pool, for the Mega Drive. Pool
uses the same graphics engine as Snooker
does but with the additional gameplay. This has
re of Snooker. splashed about on the Amiga for ages so it's
like it, but dif- good to see it paddling over to the consoles.
ferent. (Erm). More news as we get it.

0000000000000000000000000000000000000000000000000
Accolade move up a gear with
o their upcoming release,
Speed Racer: The Challenge
‘ of Racer X, a racing game g
@@ based on the popular Sky TV
Nickelodeon channel cartoon.
(Phew, bit of a mouthful that.)
The idea is to assume the role
of the “courageous teenage
racer” Speed Racer or the
mysterious Racer X in a high-
octane, gravel-bashing, cor- The white car has clearly goi fo
ner-crunching road  duel grips with the power-up options.
across 42 gruelling legs.
There’s a split screen mode to
allow players to race each
other and your car can be
upgraded with all kinds of §
Whacky Races-style gizmos.
The geezers who own the
Speed Racer name said,
“Speed Racer naturally lends
itself to the videogames arena
and we're pleased Accolade
will be bringing it to the mar- WI'loopsl There’s a bit of a pile-up
ket.” Watch out for this £39.99 going on here. It wasn’t me slam-
game in May. ming on Ihe brakes , honest!
0000000000000 00000OCGOCFCOCROIOINONONODS
Seve Ballesteros has nothing to do with
this game at dll.

Here's a pi
Pool will

Zeppelin Games, are moving into the
Mega Drive scene after their collabora-
tion with Codemasters (see Codles pre-
view) with International Ice Hockey,
Three Dimensional Pool and Arnie 2 (a
combat game). They don’t have a pub-
lisher as yet but we’ll have more news
on this and othe

\ fter the rampant success of our
‘Software  failures’  running
compo, we've decided to run anoth-
er similar idea. Now, remember that
yellow thing (You mean the ‘Joystick
Tidy’ — The Publisher) we sellotaped
to last month’'s cover? Right, we
want your alternative suggestions
for uses NOW! Any really stupid or
particularly tasteless ones win a
SecaPrO T-Shirt so get those
entries in! Here are some sugges-
tions: Nose cleaner, a shoe, Ninja
weapon, a spade, an enema, a con-
tact-lens remover... Oh, and we

With the upcoming releases of
Tennis All-Stars and World Soccer,
Codemasters are moving ever
further into the sports games field.
To really drive the point home, July
sees Global Golf on the Game Gear
and Master System only. Featuring
complex playing routines, including
variable spin, weather and the usual
hazards, Global will allow you to
play in a Tournament or a World
Cup Tour game against up to four
other players. The usual stuff is here
too — skins, stroke play and so on
and with it all presented in rendered
3D this should be something to look
forward to. Watch out for more on
this in the next issue...

want to know why! Results will be
published when we get around to it.

ISSUE 31




tickets in blundering attempts to

impress his sister’s friends.

of our free Megadrive systems ~
then charged her kid brother a
whopping £3 an hour fo use it.

ordered his “Pizza for a penny”
pizza and then deceitfully asked
his girlfriend to pay half the

normal price.




~@mmyBullfrog, creators of the

superb PC sim game Sim |

City, are looking at the |
Mega Drive market with a |

glint in their eyes and a |
small bit of saliva on their |

lips. And the result of all this
is to be the release of their |

H ®e®
Konami return to the Mega
Drive arena after a quiet few
months with the release later

mega-games Theme Park |
and Syndicate within the
next few months!

We’re really looking for-
ward to this on SEGAPRO as
these two games are
possibly the finest |
examples of their type
on any computer sys-
tem. Theme Park lands
you with the unenviable

Are you able fo juggle bummg hot-
dogs, roller-coaster disasters and
toilet plumbing problems?

DRIVE 3!

Some news culled from The Sun...
According to the issue on 25th Feb,
Sega are to launch a Mega Drive 3

> AT ESS

y o ad 11 = e task of running an with enhanced chips, later this year,
gBEB‘L’E‘B‘EI.\%E(lEXIE amusement park so | to fend off the possible threats from
REN AND STIMPY sOga()Seg o that it grows and pros- |- 3DO and so on. The Sun quoted a
STAR TREK - NEX(I' pers. Of course, there : Sega source as saying: “It's all
GENERATION a are the usual disasters to deal with, from fires to roller coasters e under wraps at the moment but we'll

399
BODY COUNT falling apart killing hundreds of people so Nick, our resident ¢ be hearing a lot about it soon.

PRINCE OF PE SIA (Domark)

sim game nut, is looking forward to this carnage. Bosses are terrified the Mega Drive

hggzggfmﬁ? ::agrlr:‘ Thingfs are bound tp |hot up wcijth S}I/gdicatf_e top, a c?/]berpun.k will be left standinrg with %II the ni\{v

SPEEDRACER (Accolade) game of gangsters, violence and wor domlnatloq. The aim is super-powe”r machines about to hit

STREETS OF RAGE 3 (Sega) to takg over the world in a 3D arcade strategy environment, by ¢ the market. :

SUBTERHANIA (Sega) - collecting armaments and growing your syndicate until nobody We spoke to Sega about it and

DUNE Il (VI can stop you any longer. they confirmed that there were

BUBBA 'N' Zé%ore) Both of these titles are being slotted in for a release at the ¢ rumours about the new machine but

(Eé(O%EeI'.'I‘.aE;::rgI < end of this year from Electronic Arts — we’ll bring you more info ¢ at the moment, that is all they can

GAM as we get it. e tell us. More info as we get it!

ALADDINgseﬁg .............00.................O.I..0................‘.....0.............

oo &) PREVIEW e PREVIEW e PREVIE W ® PRE VIE w

BATTLETOADS (

SUPER CAESAR’S ALACE Chuck Rock may be a success but can

irgin SESG L ELE even he walk on water?

BUGGY RUN (Sega)

ECCO (Seg é

MASTERS OF COMBAT (Sega)

ULTIMATE SOCCER (Sega)

ROAD RASH (US Gold)

ALADDIN ( Se%A

STREETS (o] GE 2 (Sega)

ME

g;‘s\ggmy,smarfglggg(g)ega) T:\fe neanderthal crowd cheers your Chuck Racer should be a 't}\:yo player

TOMCAT ALLEY a) efforts on. game when it comes out this year.

ANOTHER WORLD (Virgin)

BUBBA 1 STX (Cors CHUUCIK RALLY

SOULSTAR (Co%

EXCELLENT DI Mega Drive a 3D environment starring Core’s and it's looking very nice with

(Codemasters) answer to Super favourite characters, Chuck Rock attractive sprites and smooth
AR 4% W | Mario Kart could be and his tyke of a son, Chuck Jr.  scrolling. Could this have been

V%Elgaj ﬂ's‘;?ﬂg Gold) on the way with the  The idea is to zip along an iron-age  timed to come out at the same time

VIRTU AR ACIN a) upcoming release of  track with Chuck in the driving seat  as the Flintstones movie this sum-

!ﬁg Chuck Rally from Core Design. It's  and Chuck Jr in a sidecar. mer? We guess we’ll have to wait

WORLD CUP USA (US Gold a prehistoric racing game played in We've seen the game running and see...

bl g S PREVIEW © PREVIEW e PREVIEW e PREVIEW

ﬁ?g%"ﬁég?g;’g%ﬁ!g’: L -ooooo-ooooooooooooooooooooooooooooooooooooooooooooooocoooooooooccoooooooo

SEGAPRO

INBALL WIZARD (Domark A\

MASTER SYSTE

WORLD CUP USA (US Gold) o N T H E

DROP ZONE (Codemasters) ‘

MEGA-é - _ e

WORLD CUP USA (US Gold) | B

BATTLECORPS SCore)

IMPORT (OUT NOW)

TOM AND JERRY P
MICKEY MOUSE ; .
ROMANCE OF 3 KINGDOMS : : ; ! 5

%ﬁ? QE%ES'%}% So, you think you're good at you really are! SEGAPRO will be tak- You'll see the 'Pro team, with ex-
RAINBOW ISLANDS games do you? You reckon you ing on all-comers at Game on Aprii  members Dave Perry and Damian
SYLVESTER AND TWEETY could whip the SecAPro team at 2nd in Bournemouth in a mega-  Butt whipping the public into sub-
WHO SHOT JOHNNY ROCK? any game you choose with one arm  challenge so if you want to be beat-  mission at the Game store in
ggggcvm BALL Z tied behind your back? Yeah? Well, en by the best gamesplayers in the = Commercial Road, Bournemouth.

<O

now’s your chance to see how good

EASTER 1994 SEGA PRO

business, git your asses down here!

ISSUE 31

There’ll be prizes, so see you there!



f::\\

As John Morris the whip

wielding vampire hunter, (/ (4
or Eric Lecarde, master

lanceman, you'll chase ¥z

the demonic vampiress
Countess Bartley across
Europe to prevent her

\\ resurrecting the master of
N,
fall evil - Count Dracula.




Japanese market hits the UK and excites
everyone who plays it. One such Mega Drive
titte was Gunstar Heroes. It swept through the
UK like wildfire and even won industry awards in
the US. Now its creators Treasure are lining up
for their Springtime onslaught with Dynamite
Headdy provoking the most interest.
Platform adventures may never be the same
after Dynamite Headdy rolls into town. Why’s
this? Because he masochistically chucks his
head around the screen to kill nasties! a hook
and other attachments can also be used for » i
scaling walls etc. NS ’f - o il : “ﬁm:
As you can see from the screenshots every- | ; 'i‘ " R"l
.thing is bright and in typical Treasure style: ﬂ‘h Wﬂm
Parallax backgrounds, wacky animation and a . b g )'W‘ m m‘
range of big, intriguing guardians. In typical
Japanese fashion, as you progress through the
stages you team-up with other equally outra-
geous warriors. In Dynamite Headdy a trio of
refugees running from Emperor-King Dark
Demon help Headdy in extra-tricky situations.
If you've developed a fascination for Gunstar
Heroes (despite its lack of a recognisable main
character) you probably can’t wait for the latest
showpiece platform adventure from Sega’s
favourite development team. SeEcAPRro will be
bringing you full reviews as soon as the final
software is available.

It’s a rare treat when a game designed for the

SIS OLIII

"-sr-rfurf-r ﬁaﬂ - f[-&EEHE-.-

3 4
i et

—1-’ 0§ s

HYBRID FRONT

= . YEATH: MASK OF
SPRING [HT! : ,
PANORAMA LIKE A DREAM s [ i

COTTON . e e T .
BATTLE FANTASY --‘-l i_‘_‘ very month Japan News tries to bring exclusive news on something
NOSTALGIA Il \GAME/ —— “way-out” in Japan. This month a 16Mbit cart game by the name of
Crayon Shin Chan is under the spotlight. Remember Switch? well this is
lining up to be just as wacky, weird and fun to play.
DYNAMITE HEADDY ' T Ay Your objective is to find stage cards in each of the five areas. Areas one to
| four vary from taking his dog for a walk and losing it, competing in a bravery
HYPER ROAD T "] contest, pretending to be an action man and snowball fighting. This may
MONARCH sound extremely boring but it’'s the humour content that may give Crayon
Shin Chan the chance of an English or American conversion.

T+
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o sooner has Chuck Rock ventured onto the racing circuit with Chuck Racing,

Sonic rears his spiky head for a dose of manic driving on the Game Gear. Sonic
Drift is aiming to be the handheld version of Nintendo’s Mario Kart. Race as either
Sonic, Tails, Eggman or Amy around a variety of tracks in the hunt for rings and
other prizes. More information as soon as it is made available.

T NE LUNAR

‘2 NE MYSTERY MANSION

3 1 SHINING FORCE Il

4. 4 PUYO PUYO

5 NE VAMPIRE KILLER

& NE SONIC SPINBALL

Z NE J. LEAGUE NEW EDITION

8 NE ALADDIN

© NE SONIC THE HEDGEHOG 2
1 © 7 COLUMNS Il

11140 J)INOS

eleased under a different

title on the Super Fami-
com (Super Fighting Legend
2) Dragon Ball Zis lining itself
up to be the next wave in
one-on-one beat-'em-up
games. Bandai are a well
known authority on the
Nintendo circuit, so this (their
first Mega Drive title) will
undoubtedly offer one or two
surprises. At the time of writ-
ing this article Bandai weren’t
prepared to offer any firm
information, but they did con-
firm that the title will probably
be available for preview some
time in April.

THIS IS THE ONE WE’VE
ALL BEEN WAITING FOR!

Watch out for the Asian

import version of Virtua

Racing, due to hit the shelves some
time around midday on Friday March
18, but be prepared to pay a hefty price!

EASTER 1994 SEGA PRO SSU:.

@ Masters of Kombat, the beat-
’em-up designed to bring a Street
Fighter Il clone to the Master
System is under development for
the Game Gear. It couldn’t be
more simple — one or two players
fight it out using a range of punch-
es, kicks and special moves. If
they can pull this one off (hopeful-
ly better than the Master System
version) Game Gear owners will at
long last be able to practise fight-
ing games whilst on the move.

® Treasure are developing a
Game Gear version of Ronald
McDonald’s Treasure Land.
Expected to be virtually the
same as the intriguing Mega
Drive game. We’re hoping for
more technicolor graphics and
maybe a rather more in the way
of a challenge.

@ This Spring/Summer is sure to
see a surge in Mega Drive and
Mega-CD sales as a fantastic line-
up of software is preparing to sur-
face. First up Virtua Racing, the
most awaited piece of software on
any format. You can then expect
the Japanese releases of Sonic
Drift, Streets of Rage 3 and a
Mega-CD version of Heimdall.
Wonderboy 1V is coming to the
Mega Drive early April. Ax 101, F1
Circus and Wing Commander are
also due before the end of March.
For further details you can call
Martin at Video Games Centre ©
(0202) 527314.

® Outrunners on the Mega
Drive will include all eight cars
from the original arcade coin-
op. A two-player split screen
option and a head-to-head set-
ting should give it a far whack
of value for money not to men-
tion arcade nostalgia. Speed
Buster and Road Monster
should be competition enough
for anyone with a taster for this
May release.

@ For one reason or another the
LaserActive multimedia machine
isn’t living up to its promise.
Reports of incompatibility with
games like Fatal Fury 2 are caus-
ing concern and unless the prob-
lem is quickly amended PC
Engine CD-ROM games may be
rendered unusable. Both Pioneer
and software developers are hunt-
ing for a solution.
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ou might think that putting a

game together is dead easy

— just bung a few nice

graphics into a platform

game engine and sit back
while the money rolls in — but noth-
ing could be further from the truth.
Teams of people from programmers
to producers, musicians to artists all
have to work together to impossible
deadlines to get the game finished
on time. But somehow it gets done.
David Perry is used to the stress
and has gone as far as it is possible
for a programmer to go with his own
new company, while Core Design is
on the way up with a growing repu-
tation for top quality games music,
from Thunderhawk to the upcoming
Battlecorps. So this is how they do
itL.

Before a videogame idea is con-
ceived there is a huge amount of
background research and fore-
thought that goes into, not only the
software, but the way companies
organise themselves too. Leading
the way into Summer ’94, Shiny
Entertainment and Playmates
are striving to beat the
best.

* Game development has turned into a star-laden business. Nick Merritt

and Jason Johnson talked with Dave “Aladdin” Perry about life at the

top... and to Core Design’s music department about life on the way up.

To find out exactly what David Perry
has planned for the coming months
(after turning down Sonic the
Hedgehog 4) we dropped him a line
at his outrageously posh offices in
sunny California.

After visiting many of the big
league names in the videogames
industry David Perry was still look-
ing for a company “with the same
dream as me — to produce the best
and consistently highest quality
videogames.” After an apparently
endless search and countless meet-
ings, he found one; Playmates.

Playmates originates from a chap
called Sam Chan, from way back
when England could kick a ball into
the back of the net (1966). Over the
past 37 years it has grown into “a

leading marketer

N
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, Shiny Enteriainment’s artists (left to right):
‘\. . ‘Doug Tennapel, Steve Crow, Nick Bruty,
. Mike Dietz, Edward Schofield.

of many of America’s best-selling
and best-known toys, action figures
and dolls.” Teenage Mutant Ninja
Turtles, Star Trek and The Addams
Family are just three of their hugely
successful licensing agreements
that have given this company a
leading edge over their rivals.

During 1993 Playmates entered
into another licensing agreement,
this time with MCA/Universal
Merchandising to market action fig-
ures on Exo Squad and Sea Quest
(you know, that half-hearted attempt
at a cult TV series starring the guy
from Jaws). Later, Star Trek and
Star Trek: Deep Space Nine were
added to the list.

Playmates have now decided to
enter the videogames industry and
their opening titles are to be Exo
Squad and Star Trek: Deep Space
Nine. Production of these two titles

will be handled by Novotrade, the

oldest and largest independent
entertainment
software

—l
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development company in the world,
with the general overview to be han-
dled by David Perry, one of the
best-known producers of quality
videogames.

Playmates are not only interested
in developing software for their own
characters, but they have also given
David the opportunity to come up
with his own game and character
ideas. From what we could make
out, there’s a good chance that his
sprites will end up as action figures.
When probed further on this David
was far from forthcoming and could
only comment that it will be “a
tough, humorous character who
doesn’t know his own strength”
who'll be revealed on July 31.

Alongside, acting as an outside
commentator on the Novotrade
developments (Exo Squad, his per-
sonal favourite, and Star Trek: Deep
Space Nine) David's main project,
as he’s simply “flying to and fro to
see how the guys are doing”, is con-
centrating on his own company,
Shiny Entertainment.

Browning from the sunshine along
the Californian coastline of Laguna
Beach, Shiny is made-up from some
of the best heads in the games soft-
ware business.

David stated that “everyone who
worked on Aladdin, the art director
of Jurassic Park and Alien 3’s pro-
grammer will be working flat-out on
Shiny Entertainment’s software
development.” Interestingly
enough, “half this team are from
Britain and this will help ensure the
finished products will be suited to
games players from both sides of
the Atlantic.”

It would appear Mr. Perry has
thought of everything, and that
leaves us with nothing more to say
except good luck to them all!



\

THE REAL STAR OF THE SHOW IS SHINY ENTERTAINMENT'S PRESIDENT, DAVID PERRY.
AFTER HOUNDING HIM FOR NEWS ON HIS LATEST PROJECTS WE THOUGHT IT WOULD
BE FUN TO DISCOVER HIS LIGHTER SIDE, BUT JACK DEE WASN'T AVAILABLE SO WE
HAD TO SETTLE FOR JASON'S EFFORT AT WIT AND HUMOUR. READ ON, [F YOU DARE...

THE REAL DAVID PERR

11[6'0 @@Wﬁ_ 0 whel ! B
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Racing those
{ crappy black and
white police cars
they have over

g TIFEGUARD o

‘ly ;
.

ou might think that the
musicians have the best
time of all. It's hard getting
a job in music, especially
ones where you essentially
have unlimited access to a fully-
stocked recording studio. Add to this
the chance to create anything you
like so long as it fits the game and
you could have the perfect job.
Nathan and Martin both work for
Core Design, putting the sound-
track on games like Asterix and
Thunderhawk. Nathan has
been working for Core for a
year, having originally been
hired as a graduate program-

Nick Jones (Shiny programmer)
shaves the head of Steve

Crow (arfist) in a ruthless
manner.

MUSICTO OUR EARS

mer to write the music driver soft-
ware for the Mega Drive and the
Master System.

Core had been freelancing much
of their music (at a cost of £1500 a
tune) before Nathan joined and had
decided to hire a musician full-time.

Nathan however had also studied
piano to Grade 7 and had ‘O’ and
‘A’ level music and so he got the job

instead. He told us: “l still do
some programming now but
most of my

EASTER 1994 SEGA PRO

time is spent on the music side.”
Martin however is a raw talent,
with no formal music training. He
learned keyboards by himself while
still at school and has been with
Core for two and a half years.
Martin set up most of the music
gear used by Core although Nathan
helped with the eight track recording
equipment when he first started.
That's the murky background

then. The question is: How do the
two guys manage to turn all this into
decent sounding tunes? Read on to
find out...

Nick Jones affer ruthlessly delousing
the heads of his Shiny Enferfainment
colleagues. So kind.

ISSUE 31

Sorry David, no, but Becky
Burston (Shiny’s reception-
ist) suggested “The famous
revolving blue light at K-
Mart” as a good source.
Cheers Jason, but | prefer
embarrassing myself with
my cat-like Virfua Racing
reactions and causing pile-
ups. Maybe I’ll call my next
game Crash, Burn and
Wind-Up in Jail®

Very funny David.
Thankyou

(Question to Steve Crow,
Senior Artist): What do you
think about Shiny?
Brilliant! Oh and by the
way may | add: Mary had a
little lamb, She took it to a
wedding, It didn’t do what
it was told, So she kicked
its little head in!

No you may not! At this
point Mike Dietz, Brooklyn
tough guy and Shiny
Entertainment’s Animation
Director added:

Let’s just say | keep out of
the “full figured gals”
depariment at K-Mart these
days.

What are you on about?
You wanted to know my
most embarrassing situation
ever.

Yeah, cheers for that one
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) Core provide two mini-studios,

each geared to the differing needs
of certain types

sound), mixing desk, an Atari Mega
ST running sequencing software, a
DAT unit and a PC sampler which
can create CD master disks, and
you can see that Core have provid-
ed everything the lads need to lay
down those funky beats.

When a game is in development,
Martin and Nathan will get a story-
line and will watch some of the early
gameplay to get a feel for the
atmosphere. In theory they’d have
six months to do all the music but in
practice it usually works out at 1-2
months.

Some projects need special care.
Games like Soulstar (previewed in
last month’s SEGAPRO) have a linear
soundtrack which requires special
timing (you'll often be able to guess
pretty accurately how long it takes a

player to get thro-

of game. For in-
stance, cart bas-
ed games music
usually works by
directly program-
ming the sound
chip in the Mega
Drive while Mega
CD games offer
essentially unlim-

PLAY DAT

FUNKEH MUZIK!
Your typical 16Mbit
cart will contain some-
thing like 80K of music
and sound effects,
although games like
Bubba “n’ Stix contain
more in the region of

ugh a level).
However, it's not
as hard as it seems
as the sequencer
can be used to time
the music accurate-
ly. Battlecorps is
more interactive
with different user
moves taking the

ited opportunities 40K. To get around soundtrack into
as instrument memory consirainis, new areas.

sounds can be looping is used (which When the music
properly ‘record- roplays the same is in production, the

ed’. Martin and
Nathan have acc-
ess to a variety of
equipment, from

sequence of mysic).
Effectively, there is no
memory limit for
Mega-CD games.

programmers  will
often drop in to the
studio to see how
things are develop-

guitars to drum
machines, a Moog
analogue synth and a Roland key-
board. Add to this guitar effects
pedals, an effects

unit (which dis-
torts and
echoes

ing. Nathan said,
“Sometimes they’ll
suggest changes if they think we’ve
done something inappropriate,
which we’re happy to do, but it
doesn't happen often. We're left
pretty well on our own here.”

Not surprisingly, the intro
sequences offer the best
chances of creating some
nice atmospheric sounds.
‘Theming’ characters with
. their own signature tunes
. is widely used in film and
~ television — who can for-
get the deathlike march-
ing music when Darth

Vader appeared
on screen in
Star Wars, for
instance, and this
technique can
lend emotional
depth to a char-
acter. Nathan ex-
plained: “We can
work on sepa-
rate music them-
es for the good
guys and the
bad guys but in
the game itself
you’re always in
trouble so it's
harder to use
this approach.”

Martin and Nat-
han compose
mostly on key-
boards although
Martin told us: “I
prefer using the
analogue  syn-
ths, mostly for
bass sounds.”
They’ll start off
by jamming, then
they’ll bounce ide-
as around (esp-
ecially if they
have a creative
block). Then when
they have a set
of sounds they like, they can get
down to work.

Some sounds are bought ‘off the
shelf’ with George Clinton’s latest
album of samples proving very pop-
ular. “But there can be copyright
problems,” Martin said, “as it takes
time to get permission to use them.
There are lots of Public Domain
samples we can use

though.”
Martin and Nathan
enjoy their job,

particularly since
they get the
chance to use
the studio after
work for their own
stuff.

They’re trying to
get a band together at

MARTIN’'S

TRACK RECORD
Jaguar XJ220 (CD),
Heimdall (CD),
Wonderdog (CD),
Thunderhawk (CD),
Battlecorps (CD),
Wolfchild (CD, Master
System),

Chuck Rock (CD).

(Martin has also done a
whole load of Amiga
stuffl).

Martin is into Ambient
music, with his parficular
favourites being The Orb
and Ozric Tentacles.

NATHAN'’S
TRACK RECORD ;
Chuck Rock Il (CD), o
Asterix Il (Mega ( ol
Drive), Bubba ‘n’ Stix

(Mega Drive, CD),
Asterix (Master
System),

Soulstar (CD),
Skeleton Krew (Mega
Drive).

Nathan is more of a
Rick Wakeman fan,
although he tells us
he “likes anything
so long as it isn't
bad rap.”
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FINAL PART NEXT MONTH!

SAMPLING - a method of digital-
ly recording snatches of sound.
They can then be replayed through
an instrument like a note of music.
SEQUENCER - can be set up to
remember what sounds an instru-
ment has played. Then you can edit
the sounds on-screen and play back
the new version through the
instrument.
ANALOGUE - instead of
creating sounds as
a sequence of com-
puter numbers like
in a digital synth,
- analogue synths
. use electric compo-
: nents, like capaci-
3 tors and resistors,
> to create the
~ sound.
= DAT - stands for
Digital Audio Tape.
It records music as
a sequence of digi-
tal numbers onto
tape (each number
standing for a
sound) and elimi-
nates hiss and dis-
tortion.

the moment but both of their ambi-
tions would be to end up with their
own studios writing music for their
own pleasure. We wish them luck!
Next month, we take a look at
how a game’s graphics are
done and how the complete
product is marketed to maga-
zines like SeGAPro!
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Having debuted on the Atari ST
and Commodore Amiga, closely
followed by a PC version, Jimmy
White’s ‘“Whirlwind” Snooker is
on its way to the Sega Mega
Drive. We take a look at what
the greatest piece of snookering
home entertainment has in
prospect. Also, we feature an
unequalled insight into what it
takes to become the best. Jason
Johnson buckles up for a ride into
the lowly landscape of Ladbroke
Hall and goes snooker loopy.

DREAMS ARE MADE OF THIS

\
n less than ten years Archer
MacLean worked his way up from |
industrious electronics whiz kid to
wealthy, fame-struck program-
mer. Way back in 1974 Archer
became fascinated with electronics,
S ot A R and while at school “learned how to
¢ build computers, and sell them to
friends at a tidy profit, among other
money-spinning ventures.” A skill
that to this day Archer claims has
proved “invaluable in my progression
from small time programmer to world
renowned computer games author.”

'I
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The late Seventies saw a swift
progression into BASIC and
Machine Code programming, some
of which was used for general appli-
cations such as payroll and stock
control for his employer! A young
Archer then decided to “indulge in
cybernetics (the comparative study
of the automatic control systems
formed by the nervous system and
brain and by mechanical-electrical
communications systems) for three
years.” This was to prove invaluable
for his self-taught programming
skills; and then the fun really began.

When questioned something

along the lines of “what then?”
memories of the first game he ever
programmed —Mastermind — flooded
back. It may not have been pub-

LRSI

The ira
collection of classic sportscars.

Face to face at last: Jimmy
and Archer spent hours play-
ing snooker and discussing
how to create the ultimate
green baize experience.

lished but he assured me this

was one of his most reward-
ing projects. After a rundown
on various adolescent antics

and accomplishments, the name
Dropzone was casually — dare |
say it — dropped.

Originally named Stargate,
Dropzone was the work of endless
‘spare time hours’ around college
lessons, eventually resulting in a
sensation, recognised even to this
day. “Wow!”, you may be thinking,
this guy left college and within a
matter of months the game he had
been working on became a best-
seller! Sure thing, but due to one or
two legal problems Dropzone is still
very much a current affair and
although he made a tidy sum,

TR

ppi?sdsumsﬂongﬂlemdbfameArcherhasbuihupunemiable
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Amhertuldﬁgclookctc certain fop

Sega magazine. In programming
terms he’s the original Pro.

Archer didn’t earn the pounds he
deserved, just the respect.

Problems aside, Archer MaclLean
continued climbing his path to star-
dom with the release of International
Karate (even to this day a fantastic
display of martial arts combat) after
System 3s Mark Cale had
approached him. Due to further
financial stepping stones (namely
Mr Cale’s blatant ripping-off of IK
and its American distribution rights)
Archer once again lost out.

Undeterred, the follow-up to IK,
IK+ was released a vyear later
(1987) and this threw Archer directly
into the bright lights of stardom. His
renowned classic car collection
grew (as did his classic dealings)
and then, one night, he had a
dream about a 3D snooker game...

Strange or what, (this guy must

ISSUE 31

In my opinion there is no bet-
ter snooker player in the
world than Jimmy White. His
admirable career started as
school truancy until he was
eventually allowed to skip
class to take practice ses-
sions. One of his early
achievements was to be the
youngest player ever to
become Amateur World
Champion, and this was at
the ripe old age of 13!

Jimmy went on to win fur-
ther titles including the UK
Open (1987 and 1992) fol-
lowed by the European Open
(1992) and countless others.
One of the highlights of his
career was a magnificent 147
break at the 1992 World
Professional Championships.
So, who better to endorse the
best computer simulation of
his chosen sport than the
man himself.

Archer and Jimmy spent
endless hours chatting, play-
ing snooker and looking into
the possibilities of a joint
venture. Virgin joined the duo
in a businesslike fashion, but

in recollection of
this time, all Archer
commented was

keep up with
Jimmy’s mon-
strous appetite
for alcohol...”

have been putting

in more hours over-
time than our very
own Mr Wilton) but quite
eerily true. “I was circling
above a snooker table, zoom-
ing towards and away from it, but
constantly keeping everything in
focus. It was then that | knew | was
destined to write a 3D snooker
game and prove all the sceptics
wrong” — In those days, what he
was contemplating was considered
totally laughable.

The rest is videogame history.
Archer MacLean’s 3D Snooker and
3D Pool became two of the most
successful computer games ever,
still seen as the best sporting simu-
lations of all time. Almost three
years on and the Mega Drive ver-
sion of this astonishing game is
about to be completed.

In traditional Archer MaclLean
style, the game has been totally re-
written to fit snugly into a 4Mbit car-
tridge, without the use of any high-
tech, secret-specification, additional
chips. “If you're going to do a job at
all you have to do it properly.” Never
a truer word said - if you still want to
be a successful videogames pro-

grammer, take notice.



A head-on
collision
seems on
the cards
here. Just
pray those
reds scatter

B T

ALL IN A GAME

The fact that no-one has since tried to provide us with a similar quality
snooker simulation says it all. Jimmy White's ‘Whirlwind’ Snooker is by
far the most comprehensive sporting simulation ever. Its 3D graphic
design gives it an instant, and lasting appeal. Not only this, but you
actually feel in total control of everything you're doing and, in some
respects (if like me you're a complete amateur), more so than when
playing the real thing.

Realism is everything — right down from chalking your tip to prevent
a miss-cue — to rapturous applause greeting a well-positioned shot or
hard-earned break. Not only this, but your control over the cue ball
(with practice) allows swerve and perfectly angled trick shots. Oh yes,
and it's just as easy to miss a simple red into the middle pocket as it is
in real life.

positionl

fo just run up and clip the
real Snooker play.

Looks like you didn't sirike that hard enough
red in. The controls encompass all the subilety

o

ULTI-
R OPTION

‘‘‘‘‘‘ fiiainss A8 P

Probably a e e s ;  Along with the CPU formats there’s a multi-player
good betis  mrmamr ST I Bt . option included and this allows up to 8 players to
fo iry the B3 I 1 | I | compete in various tournaments. Not only this, but
pink and the CPU opponents are slightly different from your
then come y standard robotic imbeciles. You need only know
off the that Jimmy White regularly scores 100+ breaks
cushion fo to give you an idea of difficulty level available.
find a line So Jimmy White’s ‘Whirlwind’ Snooker
fo those : y could have an enormous life-span Here you get an overview of
reds from A (which seems like good news for everyone). the table. See other shots for the

the other
direction.

Time to head down-table for a colour. But | thought all you had to do was get
Can you see enough of that yellow to it in? You can certainly play some
pot it? fancy shots affer a while.
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COMPARISON - _ o p

There’s not one Mega Drive snooker simulation available and with the { s \ \

exception of Data East's Side Pocket (a sub-standard pool game) there LY b : 1 4
are no other games in this genre. Surprised? well considering almost . v | J

every other sport from golf and skiing has been adapted as a Mega o ; AR E WEAEEE

Drive game — yes. Computers are adorned with various versions of = : ITRILWINI
Archer MacLean’s programs and there have been many other attempts R

at re-creating that pot black feeling, but not on console.

/

COMPLETION

1" IMPRESSIONS

| was massively impressed by the early
code of this product and even as a
snooker fan | cannot see how it could
have been improved. The graphics, in
all their dreamy 3D splendour, are bet-
ter than anything the Mega Drive has
ever generated and Archer really seems
to have surpassed himself this time.
There’s a definite urgency about the
screen update and its degree of polish
matches, if not betters, the Amiga ver-

sion. Be prepared to be amazed!

/

You're aiming for that red over the centre pocket. Get the cueing right o sirike the nearside of the red.

It could be difficult to get onto a colour affer this shot. Snooker contains all the
spin and screw options necccesary fo make sure you can plan your breaks and
work your way out of fight comers.
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Codemasters are a well-known
name on other games formats —
with the Game Genie and a raft
of simple but addictive games to

their credit. They’ve recently
been increasing their profile on
the Mega Drive and Master
System and their latest titles are
due to hit our consoles within the
next couple of months. Nick
Merritt and Jason Johnson
checked them out.

ALL IN A GAME

ink or Swim comes on a

16Mbit cart and is a puzzle
game. The idea is to rescue the
passengers who all move in a
Lemmings-like manner bet-
ween obstacles, up ladders
and so on. Your job is to flip
switches and detonate bombs
against obstacles, clearing a
path to the passenger exit. The
passengers will then blindly
follow that path and (hopefully)
leave the compartment safely.

Each level has a set number

of passengers you must res-
cue but if you start to lose pas-
sengers, the screen darkens to
let you know that things aren’t
going to well. The combination
of a level exit facility (by press-
ing start, A, B ,C together) and
passwords means there is
some ﬂextbihty if you do badly.

The password screen shows you
how well you’re doing and
allows you to enter levels if you
know the code.

/

Codemasters Codemasters

/
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1. Dim Passengers. 5. Kevin’s exit.
2. Place bomb here to blow door 6. Hydraulic press — very nasty!
and release Dim Passengers. 7. Passenger exit.
3. Switch alters direction of 8. Blow this up to let Passengers
conveyor belt. through.
4. Kevin. 9. Ac:d bath — jump with carel

/ /

/ / /

Codemasters Codemasters

C'odemasters
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The S Lucifer has 100 compariments io explore, each one
with a full complement of Dim Passengers fo save.

Codemasters Codemasters

The SS Lucifer is sinking fast and there’s only one person
who can save the day — Kevin Codner! The aim is to
guide the Dim Passengers (who are, it must be said,
extraordinarily stupid) through 100 levels before the water
rises and drowns them.

Some people of the Amiga persuasion

may recognise this as it was

released by Zeppelin a

year ago, but the Mega

Drive version has been

enhanced with much

improved graphics, game-

play and sound.

COMPARISON

Ithough there are many puzzlers on the Mega Drive of one sort

or another, this most resembles Lemmings. At first glance,
Sink or Swim is probably more of an appropriate puzzler for the
Mega Drive than Lemmings was due to its large sprites and the
fact each passenger doesn’t need its characteristics altering (cut-
ting down on the complexity). Sink or Swim could be one of the
most addictive games you’ve played for a long time!
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Here, Kevin
has managed
fo save the
passengers by
using the jet
packs scat-
tered around
the level.
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This map is the complete level 1. The first five levels are comparatively easy which
acls as a training function. Kevin has a variety of fools fo aid his task (although not
all are available in one go), including a rubber dinghy to save errant passengers, a
bomb to remove obstacles and jet-packs to throw o them o whisk them to safety.

Kevin is able fo swim when the water
level rises, but keep an eye out for the
oxygen reading on the bottom left!
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Whoops, looks like the hydmulic press
gof mel
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Codemasters Codemasters

Codemasters

EASTER 1994

guide our
Kevin through
this hydraulic
ress without
im geffing
squashed. This
required
careful fiming
and a bit of

patience.
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Mend the steam leaks before the jets
hit the passengers!

C'odcmasters

Flick Hue swifch fo pus.h ﬁm chests
through this hole. It doesn’t look like
I've done it righti

Codcecmasters




ARTWORK © BRITISH SKY BROADCASTING.
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Codemaster

Anyone for tennis? If you own a
Mega Drive you'll probably not
have much to shout about unless
Wimbledon captured your imagi-
nation. The otherwise unremark-
able Super Nintendo is by far the
best machine for multi-player
tennis bashes with the stunning
Super Family Tennis and Super
Tennis. But listen up, things are
about to change for the better as
Codemasters serve-up their first
JeCart release, Centre Court
Tennis. Jason Johnson prepares to
return this new release.

Choose your opponent and prepare to o
return service. I'm pretty glad I'm not <A T
up against Big Boris Becker! By

Zeppelin Games aren’t very well known in the co;éo‘le market, at
the moment, but they painted a name for themselves on the
board of recognition with several computer games. We gave
them a call to find out more on how excited the guys at Zeppelin
are about their first Mega Drive release. /

STEVE SCREECH, GRAPHICS

Steve Screech worked on the graphics for Centre Court Tennis
and his favourite aspect was the plg(asing feature of “the
‘rewarding’ smashing of Dizzy (he‘he!).” He also added “ The
main player sprites were inspir;d by the original Amiga game”
originals.” This goes to show that it's not just a ‘lazy’ piece of
shovelware by any means. / e

ANDREW RICHARDS PROGRAMMER
Centre Court Tennis’s programmer is a chap by the name of
~ Andrew Richards and he was keen to point out that “The game
is a progression from an Amiga game | called International
Tennis” and that he has been programming tennis games for
- “nearly two years and would really like to write a shoot-"em-up.”
 Okay Andrew, how about an Arnie shooter?

/ 5 A /

Codemasters

Codemasters Codemasters

SGANE
JUBEHNICZ

This just goes to prove that even the most proficient
< of ‘real’ tennis players can fall victim to the powers
of D Juraewizc and K Habib.

BEHIND THE SCENES

‘and that “all the graphics hav7 been totally re-drawn from the -

EASTER 1994 SEGA PRO
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Codemasters Codemasters

ALL IN A GAME

Goodness knows how thick
the manual to this game is
likely to be, so here’s a brief
guide to everything included,
but you can expect a few
more surprises when the final
product hits the shelf...
Graphics: A 3D scaled graph-
ics system, more than 4,500
frames of animation, three
court surface including
asphalt, grass and clay.
Animated crowds, net judge
and line judges, digitised
screens from 33 of the
world’s top locations and a
full-screen animated Win
Sequence.

Gameplay: Governed by the
ITA (International Tennis
Association), a full range of
power shots and lobs, -unique
seed skill levels and playing
style, tournament or single
matches and an action
replay/freeze frame system.

Tournaments: Play in up to
33 different tournaments
across 28 world cities with
the option of eight-way play
in either doubles or singles.

\\ You are allowed fo
\ serve manually or
aufomafically.

Currently on the market is the Sega Tap and EA 4-Way Play, both
offering the chance of playing with three friends on selected
games, but at a price; around the £20 mark! Codemasters have
by-passed this expensive add-on by building their multi-player
system into each cartridge, and selling the complete package at a
vastly reduced price! In theory there’s no reason why it shouldn’t
work, but we were unable to test the JeCart so we can’t pass
judgement on this ingenious device.

EIGHT WAY FUN

% § v 4 /

Codemasters Codemasters Codemasters
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Codemasters Codemasters

Alongside this there’s a
range of CPU options and
a host of novelty ideas
including Crazy Tennis
where you can smash
Dizzy (the star of Fantastic
Dizzy among countless

C.MASTERS
£39.99
o OUT: MAY

‘Fuuuu 10
.r GET - 001 OO0
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Codemasters

other titles) along with
other way-out additions.

COMPLETION

1 IMPRESSIONS

Codemasters have a couple of impres-
sive fitles lined up for us, hoth in dif-
ferent genres hut hoth looking rather
good. Coupled to this is the JeCart
(mentioned in the news) — no longer
must we shell out extra dosh to play
one game in a four-way mode. Neither

0N Sl - e 7 N must we bear the brunt of SNES own-
P o Il ok : ers raving ahout their ‘super’ tennis

PGy S ; games. And SOS could be the console

f ‘:\ s s | . puzzler we’ve been waiting for!

Y HAVE A BEST ;

e R T
IBY’

I3
DI R

Remember the character select at the start of Micro Machines? well, this is similar Pause the game and you're given some idea as fo how w

but with the added bonus of far more characters.

Playing on a hard surface causes the ball fo bounce faster
and higher, so lightening reflexes and a hardy consfitution
fo get fo those balls.

/ ¢ /

Codemasters Codemasters

doing with the ever-present sials screen.

COMPARISON

imbledon is arguably the

best tennis simulation
on the market, for the Mega
Drive, but there have been a
few disappointing efforts.
Andre Agassi Tennis, Jennifer
Capriati’s Grand Slam Tennis,
and Davis Cup Tennis failed
to live up to expectations,
leaving the market open to
attack. They either looked
very poor and unrealistic or
played like a... well, you get
the picture. It’s an almost
foregone conclusion that the
We inferrupt this game as the ball boy sirolls onfo the court Codies’ game will make heads

fo refrieve a lost ball. The things people will do for money swing like pendulums.
and fame.

J
Codemasters
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So what is it that has turned
most of the world, and all of the
UK, into football junkies? We just
can’t get enough of it can we, so
where better to practice your
dribbling, passing and shooting
skills than in the comfort of your
own home? The FA Cup has
caused its fair share of TV relat-
ed arguments, so now here’s
something new to chip away
your house-mates’ tolerance
level with another football game

for the Mega Drive... Jason
Johnson reports on the latest title
from the top software publisher
that bought you Mortal Kombat
and NBA Jam.

Sorld
Class

B Motches |

. '

Animated sequences of players juggling the ball etc. will appear in this box, but at
the moment it just shows the 32 teams and their stats.

€Che A) KEICEK OFF

Bl At the start of every half there is a kick-off. The first one is

BBl decided by the toss of a coin, the second possession falling

z to the opposing team. When you flip a coin, if you win you're
given the chance to shoot either left or right. | hope all that's

[l Clear enough for you.

< B) GO AL

= Knock the ball into the back of the net and the scorer will
jump around the pitch, playing to the crowd and begging the

Ml onager for a few extra quid. Funnily enough this always

happens in the office when James scores at FIFA...

) THEROWY IR

One of the players gazes up into the crowd waiting for the

ball to be returned.

) TREFPFPFINSG

Bl Not a good idea if you intend to reach the finals. More often
than not you'll find one or two players losing their places in
the next round. Dirty play doesn’t always take you all the
way... but then again taking someone’s legs away is always a
good crack (or crunch).

L]
e

EASTER 1994 SEGA PRO

It's all go as Ryan Giggs enfices the goalie
into leaving his line so he can knock it into
the back of the net.

Radar, score and sound can all
be toggled at any time. Press
START and this screen appears to
give you maximum control.

OF CHANPIONS?

ing GBR!?. Standard eight-way
shooting and passing techniques,
manual or CPU controlled goal
keepers and the essential replay
system are all included. As you can
see from the screenshots the game
is viewed from an overhead, side-on
angle (!) with the players at a slight
slant on the field.

CHAMPION

ootball simulations are gen-
erally much of a muchness
with either a side-on or over-
head viewing angle, sticky
boots or minimal ball control
and league or world class teams.
Ryan Giggs’ Champions surprising-
ly, doesn’t feature league teams but
a range of world contenders, includ-

ISSUE 31



There is only one FIFA International Soccer and it
will be a mountainous game for any software com-
pany to climb and conquer. The other greats
include J. League Pro Striker and the recent
Sensible Soccer. Football games in the pipeline
like Kick Off 3 and World Cup Soccer will pose a
threat to Acclaim’s new title, and with USA '94 fast
approaching the competition is sure to hot up as
the football frenzy burns the world’s satellite sys-
tems into extra time. i Koo '

And have Giggs
Ryan Giggs fo his left and Ryan Giggs to his right
and... oh, | give upl

EASTER 1994 SEGA PRO ISSUE 31

Not only can you choose one of four formations, but you
have the choice of manual, semi-manual and automatic goal

AT THE END
OF THE DAY

Before commenting on Ryan
Giggs’ Champions | must stress
that at the time of viewing the
game was only 50% complete.

Even at this early stage it did look
rather good with large player
sprites and clean presentation

screens. The pitch view is a little
strange and it resembled another
recently released footy game, so
the final results will be very inter-
esting. Background music and in
particular crowd sound FX are
very realistic so a ‘live’, atmos-
pheric feeling can be recreated for
all us footballing junkies — and
that’s certainly good news.

NAMED CHAMPIONS WORLD CLASS SOCCER.

AT THE TIME OF GOING TO PRESS IT HAS JUST BEEN

ANNOUNCED THAT RYAN GIGGS’ CHAMPIONS HAS BEEN RE-




After the world exclusive cover-
age of Dragon’s Lair on the
Mega-CD, SecaPro now proudly
reveals ReadySoft Incorporated’s
latest venture, Space Ace.
Located in the currently freezing
cold, central Canadaian location
of Ontario. Jason Johnson dons
his moonboots and treks into the
frozen wastelands to discover
what the dragon masters aim to
produce with their ace sequel.

ontinuing the cast of a passionate hero and the beautiful princess,
Space Ace is basically a love story along the lines of Robin Hood. uynlike
Admittedly, it's all set in the future and you’re zooming around on
flying saucers, but the bottom line spells love, danger and adven-
ture. Borf is the nasty guy and you, as Space Ace, must defeat him
and rescue the princess (as well as destroying the In-fanto Ray). More
equally “bad dudes” and numerous weird aliens will attack you throughout and crisper than Dragon’s Lair -
- R : , the adventure and this is sure to be another showpiece game. the best graphics on the
Dexter practices his macho cheesy grin i g T Mega-CD ever!”

pose as Borf patiently waits for the ¥ v

right moment fo... BLAST HIM!

Dragon’s Lair we’ve
used straight digitising from
LaserDisc onto Exabyte tapes and
the quality is fantastic! Brighter

“The graphics
are going to be amazing!
And everyone will be surprised
at how excellent Space Ace is.
Keep tuned into SecaPro for
the World Exclusive
review!”

Dexter and Kimmy argue at great
they get home, just for that exira touc
love. (Erm.)

over whose going fo make dinner when

AMERICAN LASER GAMES

After reading recent issues of SeGAPRO you'll be more than clued-up on
the ReadySoft Incorporation and their conversions from the dated, but
classic LaserDisc games to the Mega-CD. Similarly, you will know about
the Mad Dog McCree conversions. Will their current arcade prowess
give American Laser Games the edge, or can Dirk still do the business
_whether he’s on show or not?

THE COMPETITION

June Brown, Marketing

@ EASTER 1994 SEGA PRO  ISSUE 31



e i ATy B \ov this may READYSOFT
ALLIN A GAME [E - Lo “ 0 ‘ 8 ot look like £TBA

} i : { your average
Check-out the = S8 | guy, but OUT: SUM ‘94

skilfully animated & heis. Borf is
sequences as we ; | Zz::::’:k W
take you through ‘ this real Tom
a game of Space o - m I’I'Yl‘
Ace. The finished : - o
product will simply : ' -
be one long
s A COMPLETION
stages or levels,
just non-stop -
‘ g 1 IMPRESSIONS
u Yes she is a babe, but she’s not quite as cute as the princess from Dragon’s Lair. Oh no, here comes the fat and ‘orrible Having played Dragon’s Lair from start
% What do you think? (no posicards pleasel) Borf on his space age jet-ski. Will Space to finish, first impressions are equally

p;  ever be able to shake off this villain? enthusiastic as Space Ace looks decid-
. ' ’ edly groovy. The music is coin-op per-
fect and the graphics (as you can see)
are jaw-droppingly fandabidosy. So
how about the gameplay? Well if it's
anything like the arcade version this
too will be outstanding and is sure to
sell-out just like Dragon’s Lair. And is
it tough? Well, you'll have to wait and
see until next month’s World Exclusive
review. See you there.

Space Ace has
an annoying
habit of occa-
sionally pro-
voking explo-
sions and other
dangerous
mishaps. This
is just one such
example

A )
- A

| — . e

If ever there was a caption that deserved a rude, dirty or male chauvinist comment,  This is what happens if you mess around with ‘
this has to be it. SecAPrO censorship banned me from making any comment on Borf and his incredibly powerful In-Fanfo ray. L
Kimmy's atiractive chest glands and so therefore | won’t. What was that Nick? Dexter shrinks in size, just as he’s imprisoned inside a world of Hubba&ﬂibu

EASTER 1994 SEGA PRO  ISSUE 31




Hurrah for Tengen! Not only are they
the creators of marvellous games like
Dragon’s Revenge, but they also want
to give away some neat prizes to
our wondrous readers!
Yep, if you’ve fancied getting
your hands on a Sega Master
System recently, this is the place
to come to because Tengen have
one fo give away to a lucky
person! And better than that,
they’ve also got a few copies
of PGA Tour Golf for the Master
System to hand ovut as well!
Right, to have a chance of winning these
prizes, all you need to do is answer the
following really easy questions...

THE QUESTIONS:

(1) How many players have won the golfing
‘Grand Slam’ of the four major tournaments
in a year?

(2) Jack Nicklaus has a very lucrative second
job. Is it (a) a window cleaner (b) commenta-
tor or (c) golf course designer?

(3) What is a birdie?

Send your coupon fo:
in the Club compo,
ScAPro,

Paragon Publishing,

D Seseteascstestestesessseshsttastesssconacadestovssatss DUdldm "0“”'

NG oo ccorccoceccssncanssnsasesssassesssscsnsesess Old Christchurch Road,
Bourmemouth

BH1 INF.

Eniries must reach us e e e
Tl cocccccccccccoccsscssccscossossssscsssescsssssocces by 1 Muy 1994 i I -
AQGe: cocceccccccccccccccccccccccccccscccccscsccccsccae the latest.

Addl‘@ss ©00000000000000000000000000000000000000000000

(e b 1 EVE}-!

The Winner is the first person pulled out of a hat who answers the questions fo the satisfac-

tion of the Editor. That is not as ridiculous as it sounds. No correspondence will be entered
4@ E N info. The Editor’s decision is final. Only seven figure sum bribes accepted.
The winner will win a Master System, a copy of PGA Tour Golf and a Tengen T-Shirt. Two

runners-up will each win a copy of PGA Tour Golf and a Tengen T-Shirt. The remaining

seven runners-up win Tengen T-Shirts. Good luck!
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Alien 3/Predator 2 Wrestlemania/Powermonger T Batman Returns/Simpsons - Bart V's Space Mutants
Back To The Future lll/ LHX Chopper Attack/ S ALCIS L Talespin/Donald Duck-Lucky Dime Caper
Batman Returns Shadow Of The Beast Donald Duck/Mickey Mouse

Sonic 1/Robocod Outrun 2019/Lotus Turbo Challenge ) A
Corporation/Aquatic Games Another World/Speedball 2 s\ O — i ; i ng 9-99 <o
Gynoug/Strider Flinstones/Lemmings ‘ SRF

i Ml Hireeciowen/Fx i Donai;{ Duck:[ucl;n Dime Caper/New Zealand Story
v Speedball 2/The Terminator
Donald Duck/Mickey Mouse
AVAILABLE FROM THE FOLLOWING OUTLETS: ARGOS, TANDY, BEATTIES OF LONDON, COMET, GAME LTD., DIXONS, HMV, OUR PRICE, GAMES
ARENA-RUMBELOWS, TESCO, VIRGIN MEGASTORE, WH SMITH, BLOCKBUSTER VIDEO, WOOLWORTHS, BOOTS & ALL OTHER GOOD OUTLETS




" ALLINAGAME

RBI Baseball comes in a 16Mbit cart and features, er, well, lots of baseball stuff really. Fast
and slow balls can be bowled easily and spin can be achieved with a soccer-like aftertouch
feature. There aren’t any difficulty settings but there’s a whole range of options you can use

/

( to adjust the gameplay.

If you were a fan of RBI Baseball
“93, the time has come to cele-
brate, because RBI “94 has
arrived courtesy of Tengen. With
the market under-represented in
the baseball area, there’s a good
chance that this will be a sports
sim that everyone will want to
get hold of. Nick Merritt put on
his favourite glove and went to
dig around this new release...

[ i

The outfield

to indulge in ridiculous
caiches and so on if you ’
don't discourage them by

smacking the ball out of

the stadium. This is -
known as ‘good sports- § 31

manship’.

R.B.L BASERALL 94
fPE PLAYBALL
& ESTYPE SINGLE GAME
@ PLAYERS comP vS. COMP
PRASSWORD ND
OPTIONS ND
[ PRESS START TO PLAY

Many of the in-game options can be set here. Some of the
most interesting include the random error facility and the
computer-assisted fielding.

Baseball '94 is groaning under the
weight of the numerous options avail-
able to the committed player, beginning

with altering the player type; human against human,
human against computer and so on through all the per-
mutations.

You can also set up options for normal nine inning
games, Home Run Derby where you attempt to slug as
many home runs as you can and Game Breakers which
allows you to put yourself in any one of 17 white knuck-
le game situations (like being behind by a home run,
the only one left to bat, with the coach dropping dead
from a heart attack and suddenly being struck with

EASTER 1994 SEGA PRO
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At least one player is attempting fo make a
meal of catching a perfectly easy ball.

tend

F

T

After all those tricky decisions, it’s time to move on to
team selection. If you haven't selected the Dream Team
facility, it's up to you to choose a side from the list given.
Better than that, you can select certain players for indi-
vidual field posifions too.

ms
MNational
5t Ccn{ East
g0 P FL
S0 4% WY
SF 4 &“ PH
St AT
HA All Skars
f\} Fast
at 3
& ;
¢ ¢
SF S
HO 3v
LA 51
NGO ar
A AM
Cali ¢ B3 WE. Chicago 93

blindness - in the final innings of the World Series!).

Other options allow you to create your own Dream
Teams, look over rivals’ stadia, practice your defensive
and base-running skills, choose the series type (from a
single game to a set of 162) and set defence modes
(computer assisted, where the Mega Drive moves play-
ers off the screen towards the ball, Manual and com-
pletely Automatic).

The game also gives you the chance to include the
realistic option of random errors (what’s this, sharks
swimming onto the field?), or include movies in the top
left and right of the screen, or a range of crazyball
sound effects.



BEHIND THE

SGENES

aseball is America’s
favounte sport and has
been since before the
Second World War. The idea is to
hit the ball sufficiently far to
allow you to run, Rounders-like,
around a series of bases before
M8 JOE LERGUE BREEEALL the ball is thrown back to put
P L n v E H s you out of the game. You are
able to stop at the bases on the

‘ way but each one is guarded and
if the ball gets to the guard
before you do — you're out!

RBI Baseball is fantastically
popular in the USA, selling a
steady 250,000 copies a year and
although it hasn’t taken off to
such a large extent in the UK,

But before you can get on with the ~ plans are afoot to raise

action, you have the official Baseball’s profile over here.

It expands to fill the whole screen, and MLBPA logo to deal with. Yes, this ~ Watch this space - it worked for
turns into a title shot for the game. game is an official licence! Basketball and American Footy!

The varieties of spin and direction you
can put on the ball when piiching can
offen cause the ball to be hit rather
high. Still, it gives great opporiunities
for some spectacular caiches.

g

Safe at last. Time fo wait until the next
person goes into bat. | should move off
this one automatically.

When you’re running around the
bases, the scene switches fo an over-
head view so you can see where

you're going.

Far vs

w" The sorry story is written for all fo see.
Maybe this isn't a game for Englishmen

When your choices have been made,
the Mega Drive gives you one quick’
reminder as fo who you're playing
then it’s on with the action!

OPIONS [

feam winning.
EASTER 1994 SEGA PRO ISSUE 31
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MAJOR LERGLE BPREERALL

PLAYERS

irstly, forget
about playing
this in single

player mode.
Although it’s still a
good game in this
setting the fun really
starts when you
shove another joy-
pad in the Mega
Drive and start
whacking you
friend’s balls all over
the place... or what-
ever turns you on.
One player stars as
the pitcher, the other
as the batsman and
s0 a competitive
nightmare begins.

e e 0
STRIKE
83 MPH

ml.

TWO PLAYER
OPTION

38 | HR | SO | BB | OB
i.. ' i.‘! f?

BB i3

Waich out, at the end of the game you have to put up with the
humiliafion of seeing your scorecard!

AANRRAARANR
ANIMATION

ANTICS

/
x

S etin
Out
The batsman has been decently animated with some nice touches .': e
before he goes into bat. He also has a nasty tendency to gob on the ‘uggz
pitch at random times although we weren’t able to catch this Bats

The batsman waits expectantly for the first
ball to be hurled in his direction. He won-

ders: “Shall | call the shots?”

grotesque event on paper!

QOuch. Scratch that home run, I've been
deliberately hit by the bowler! The cad!
And so a fight breaks out on the bench

There are penalties to be paid if the

E
o

2

F:;Y 9 Ball =
-alif X Strike 5=
Chicaso X Dut g
Hernande 2 Tim Sa 9,
ra 2.29 aug 28 o

€ am m =~ 3 o

Def In Bats 4 g
2
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When the ball is bowled at you
by the Pitcher (R Haver in a
baseball movie?), the small array
of lights to the left of the screen
lets you know the progress of the
pitching. As you can see, I'm
running out of chances to get it
right. Ah well, there’s always the
journey home to look forward to.

THE COMPETITION

48
T i
nau

2020 BASEBALL

We checked this out in issue
#24 on the Mega Drive. It's
more of a futuristic game with
steel balls and as Jason said,
“large breasts.” Well, there you
go. It does all tend to get a tad
repetitive though.

TONY LA RUSSA BASEBALL
This was reviewed in issue #27.
It’s very accurate with loads of
statistics but it was all a bit
American for our liking.

w

E~y

» Qn e
) “

TTDT QU
3w

The Coach kindly signals his star batsman
(me, of course) on how to stuff the

opposing team in a brutal manner.

This is more like it. Let's get the opposition
running about a bit in retaliation for those

evil strikes.

EASTER 1994

RBI SERIES

These have been reviewed in

issues #14 and #24. The new

game has enhanced graphics
and is faster.

W TENGEN

£TBA
OUT: APR

i
2 COMPLETION
i

if baseball is your game you can be
sure that this will fill a gap in your col-
lection. There is plenty of gameplay

and no shortage of neat details like

peaple spitting on the ground and so
on. However, as is the case with most

sports sequels, you've got to decide if
the addition of a few details warrants
upgrading and laying out the money.
There'll be a full review of RBI ‘94 in

the next issvel
M“
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Poetry in motion as my eagle eye follows
my oak bat as it hits the ball. How have |

done? Erm...
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ning the game, my team has to go home

Oh dear. After my valiant efforts at win-
in disgrace.
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US Gold have been around since
the early '80s, having originally
started as a games label by
importing the best of the
American titles at that time. Of
course, things have moved on
now and they’re now part of the
largest games distributor in the
UK as well.

US Gold have managed to nab
several potentially nifty licences
recently so Nick has rolled up his
sleeves and taken a look at just
what it is they have lined up for
us over the coming few months...

Gold are rather
pleased with them-
selves at the
moment  because
they’'ve bagged the
licence for the biggest sporting event
on the planet — the World Cup. And
funnily enough, they’re not even that
bothered that England aren’t in it any-
more! To prove it, the game is stuffed
full of the FIFA World Cup mascot, a
little dog called Striker.
He introduces you to the game and

Striker, the World Cup football mascot,  Will introduce you to the real thing
prefends fo be good at the game. Well, when it finally gets going in America
he’s better at it than England are! later this year.

, it's

Wheops
pociiind v . -l COMPARISON

Refl). To bang the S4F 3 :
ball into the net, s i e Az ell, the two obvious contenders are Sensi Soccer and FIFA

line up the white ok R ; International. An early play of World Cup shows that this is
pointer (shown in going to stack up well against both titles, with neat graphics and a
the top left of the good spread of gameplay options. The sprites are a little smaller
W'm:ll and . than FIFA’s although larger than Sensi’s. Finally, the view is from
that B above, which is similar to Sensi. Essentially, the programming
team have looked at all the best Soccer games around (although
they didn’t notice Pro-Striker) and have tried to pick out the best
bits from each.

Just ensure |
don’t get
Stuart Pearcel

0f



ALL IN A GAME

erd Cup is being released across all Sega
formats in April, with the Mega Drive being
8Mbit in size, the Master System 4Mbit and the
Game Gear 4Mbit. The game will provide 3 com-
petition levels, with Club, National and World
Cup settings.

There’s a large degree of customisation avail-
able, from pitch options, to formation editing,
team selection and official matches or friendlies.

When the World Cup option is played, there’s
a choice of 24 teams and 8 languages (US Gold
have their eyes on the export market). Other
options are easily adjustable, from the length of
a game, to the ball speed, ball glue factor, radar
display and all the usual stuff.

erd Cup Football
contains some 3000
frames of animation and
has the unusual option of
allowing the game to be
played in 32 or 40 column
mode. This has the effect
of altering the sharpness
of the graphics — and it
doesn’t seem to affect the
speed of the gameplay.
The usual touches
abound, from little yellow
numbers that pop up
above yellow-carded play-
ers to crowd chants,
banging drums and
some team-specific
sound FX. In fact,
the  programmers,
Tiertex, did the Kick
Off conversion and
have been working
on this for 12-18
months.
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There’s a vast
array of
options in
World Cup,
from team
selection and

country selec-
tion and the
usual stuff.

Most of the
world’s
countries
are repre-
sented, so
there’s no
excuse for a
bit of non-
patriofism.

This is a pass-
based sim so of
course close
marking is
desirable at all
times!

You can alter the path of the ball in dead ball situations with the directional
indicator, shown here by the series of white dofs curving fowards the middle of
the pitch. Nice and easy!

Setpiece
the start of the game (subs can also be

made when the game is paused).

N
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Throw ins can be taken easily, and
there a neat fouches to show you
what’s going on.

- M
v B

TS
SN i N W g

RV -
L

A

D g " Rl o

PLAYER
OPTIONS

World Cup is being pro-
grammed to work with
one, two or four players (as
it standard with most sports
games now) and will be
compatible with both Sega’s
and Electronic Arts’s four
player adaptors — if you play
the Mega Drive or Mega-CD
versions. The Game Gear
version will be equipped
with a two player link-up but
poor old Master System
owners will have to make do
with just single player.




have nabbed the game based on

the characters featuring in the
Hurricanes TV cartoon series by
DIC and Scottish TV. The story
goes that the Hurricanes have been
challenged by their arch-enemy —
Stavros Garkos — to a game of foot-
ball on his island against his team,
the Gorgons. If the Hurricanes win,
$100,000 will be given to charity,
but if they lose their winning aura
will fade fast!

In another licence coup, US Gold

D R

uq
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I l%“ {‘ 484 : 5 " ¢
Watch your head on \,Your trusty foétballer using

flyingmasties.

THE LEVELS

EPISODE 1 - The idea is to catch
your plane for the journey to
Garkos’s island. But the Gorgons
have sabotaged the fuel tanks so
you must guide the Hurricanes to
the plane as quickly as possible
before it taxis to a halt.

EPISODE 2 - The plane runs out
of fuel and has to make an emer-
gency landing in a jungle clearing.
EPISODE 3 - The Hurricanes
reach an Old Mining Town, where
they have to find a telephone — but
i's been disconnected by the
Gorgons. So it's time to nip off and
find it!

EPISODE 4 - Finally, the

Hurricanes touch down at the air-
port on Garkos’s island.

EPISODE 5 — Now that you've
reached the stadium, you need to
find your way onto the pitch!

ALL IN A GAME

rricanes will be a 16Mbit cart on the Mega
Drive and 4Mbit on the Game Gear in May.
The game takes place across five levels (repre-
senting episodes from the travels of the
Hurricanes) and the idea is to select four players
from the Hurricanes’ team.

The main objective is to reach the final footy
match with Garkos’s team, the Gorgons. On the
way to the big confrontation, you’ll have to solve
puzzles, escape enemies and traps as you tra-
verse each episode.

Each Hurricane has a number of footballs at
their disposal - these represent lives — and kick-
ing the ball at enemies will kill them. However, if
a ball gets punctured, the player will lose a life.

Get down and
dirty with a
quick traipse
around the
nastier parts
of the foot-
balling world.
‘Foul’ is the
word!

his/her athletic skills.

TWO PLAYER OPTION
There’s a one or two player simulta-
neous option across all versions
being released.

Watch out for the Saloon in Episode 3!
Who knows what nasties lurk within?
Time to find out | guess.

86 18686 |

Marvellous. Somehow I'm su o
get past this wrefched croc. a life.

This upper platform
leads to more hassle.
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A variety of
nasties will roll
out to attack
you and gener-
ally get in your
way. Use your
football to take
them out.

Equally marvellous. Now I'm supposed
to dedl with this fat geezer with
gun (Sigh).

COMPARISON

t the moment, there’s only one

real competitor and that’s
Marko’s Magic Football from
Domark. Graphically and animation-
wise, Marko is superior but ulti-
mately the gameplay won’t be the
same as player objectives differ. It's
going to be an interesting battle!




e Hulk is an arcade platform
beat-'em-up, set over five levels
and crammed into a 16Mbit cart on
the Mega Drive. The Master System
and Game Gear versions are appear-
ing in 4Mbit form. :

Unfortunately, it’s only for one
player but there are three difficulty
levels. Either way, it's going to be
available in June.

The story is that The Leader has
decided to return to Earth. However,
he knows he’s not going to get any-
where so long as the Hulk is around,
so he enlists the help of Hulkster’'s
four deadliest foes — Tyranus,
Absorbing Man, The Abomination
and The Rhino.

The Leader is incredibly vain and
you’ll notice statues of him all over

Some of your favourite
baddies have made a
date to tangle with the
Hulkster.

He’s incredible, he’s the Hulk. And
potentially he’s US Gold’s biggest
licence of alll As anyone with the
merest connection to civilisation
must know, the Hulk was one of
Marvel Comics’ most popular char-
acters. Scientist Bruce Banner was
exposed to huge doses of Gamma
radiation when caught in the middle
of an nuclear test (saving some-
one’s life). The physiological
changes turned him into the Hulk
when he got angry — and he’s ram-
paging onto the Mega Drive in June!

ALL IN A GAM

the place throughout the game.

THE LEVELS

URBAN CITYSCAPE - Banner has
been captured by The Abomination,
so he turns into the Hulk and attacks
the Leader’s troops in a city centre.
INDUSTRIAL COMPLEX - Hulk's
foes are the robots busily construct-
ing the complex.

TYRANUS’S LABYRINTH - The
Hulk lands in a deserted forest
glade. The ground gives away and
he suddenly ends up in Tyranus’s
pad.

THE LEADER’S FORTRESS - It's
time to do battle with the big guy
himself — but you'll have to get
through his defence systems first!
THE LEADER'S FORTRESS
INTERIOR — It's the Final Battle!
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US GOLD
£TBA
OUT: SUM

1 "IMPRESSIONS

US Gold have a decent set of titles due
up for release over the next few
months, but we’ll have to wait and see
if they're the sort of licences that are
going fo sell well.

Certainly, they’ve hired some good
names to work on the stuff, with The
Hulk and World Cup Football in particu-
lar, but it'll be interesting to see
whether they’re going to he original
enough for a crowded market. There’ll
be more on these titles in the upcoming
months...

PROBING BEHIND
THE SCENES

t shouldn't come as surprise that

the team behind last year's
biggest smash, Mortal Kombat, are
also involved in The Hulk. After all,
Probe Software know something
about putting aggression into pixel
form.

They’'ve added a couple of roles
for the gamesplayer, one of which
is the occasional transformation
back into Dr. Banner. This allows
you to crawl through narrow pipes
into Bonus rooms. [ Sp

THE HULK HAS SEVERAL METHODS OF DEALING
WITH BAD GUYS, INCLUDING THE FOLLOWING:

ATTACK

e e

i

1. STRENGTH - The Hulk is capable
of giving fierce bear-hugs.

The Hulk lays info a mechinical baddie.
Pretty dumb to confront the sirongest
being in the World!

2. PUNCH - The Hulk delivers terrible

punches

EASTER 1994

3. CHARGE - When in doubt, put
those shoulders down..

ISSUE 31

4. SONIC HANDCLAP - Explode
eardrums with a round of applause.




Yes folks, it's World Cup year
and the dawn of the big fight
between software houses in pro-
ducing the greatest game of two-
halves. To start the ball rolling
for 1994 Imagineer are set to
release Kick Off 3 - a really hot
title that could well knock the
likes of Sensible Soccer and J-
League out of the Premiership of
soccer video games!
Mark Hill hangs up his boots and
brings out the joypad for a
mighty large peek at Kick Off 3
with all the latest tactics and set-
plays it could well revolutionise
soccer sims. Is this really going to
be a great footy hat-trick?

There are a
total of six
possible
ways of play-
ing the cor-
ner here. Let
you team-
mates do the
passing and
you'll be
there with the
final shot!

A WHOLE NEW BALL GAME

Kick Off 2 on the Amiga set the ball rolling with it's introduction of after-touch,
its tricky yet realistic control method and its compatibility with a player-manag-
er title. It was the kind of game that could spark off an inter-office World Cup
tournament no problem. This was in 1990 when England were doing the
ltalian job. Four years on it's another World Cup and another chance to
launch a new Kick Off as Soccer fever sweeps the globe once again.

So what are the technical improvements over the other two vintage titles?
For starters Kick Off 3 allows many tactical variations and different playing
styles in order to defeat the opposition. Set-pieces are perhaps the greatest

Right, make a wall along the goal-line
lads! The back-pass rule can really put
the keeper in a dangerous situation

Free-kicks are like corners. Select a
style of free-kick to break open the
opposition’s defence and ram the ball
into the net.

strategic options. There are no less than thirty different set-play moves for corners and free-kicks alone! The ball
travels from player to player en-route for goal but the last man in the passing movement with the responsibility of

making the shot count is you!

The pitch scrolls horizontally and vertically to give a wide view with 7-screen width provid-

take the technical side
into a new dimension.
Of the 11 players with
different  skills and
attributes  there’'s a
Playmaker, Sweeper,
Libero, Goal Maker,
Winger, Target Man, Full
Back and Centre Back —
just to name a few! Target
men are ideal headers of the
ball whilst Wingers are the ideal
runners for supplying the crosses. Brazil
with their skill and flair play with three target men

and no Wingers. The Irish leave out the play-makers and
stick to Wingers. Every International side has a different

REFLAA

ing maximum play area. With over 2000 frames of animation thrown in as well we could
be looking at one hell of a smooth, flowing and very fast game of soccer. The players

Now here’s a cross that's actually
gone to plan. An accurate diving head-
er sees the ball clearly hit the target.

The keeper is odds-on to make the
catch ready to counter-attack.

-—-—
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’ , Options S —per e
. Int. Friendly

STHUL AT ION World Cup

OFFSIDE s Anco League
Fowm s ”"ws e s

There are many options in Kick Off 3. There’s a selection of cup, mews sz e ses Misawa Cup
league and challenge tournaments and a practice mode where players e g SR
can persevere with set-pieces, penalties and dribbling. The red cones Sy PET  wewer) www e
come out and it’s up to you to suss the tricky control methods and <

plant the ball into an empty net! It's likely even an open goal Will These are all the seffings. Select Play exhibition, league, cup or a
prove a difficult target. Kick Off 3 takes time to learn — hence the array fouls, off-sides, match length and all challenge competition. You'll find it
of practice options. They are vital if you want to get overhead kicks, the usual business here. Play an very useful using the practice option
volleys, chips, flicks and headers mastered in the 18 yard box! arcade or simulation game. first though.

Many of the other options are standard to any soccer release.
There’s an arcade (all fouls ignored, the squad pre-selected and The Saquad e
injuries turned off) and a simulation where all the rules off the game : I
will be strictly observed.

During a game another options menu can be brought up so players : > = ' B
can annoy the opposition by breaking-up the play and deciding to Ao ey REFLAA
either ‘sit-tight’ or ‘push forward’. There’s also a ‘team talk’ where you ! 5 3
do as the boss says, and the chance to see all the match report fig- RS | T
ures at the touch of a button — great for embarrassing the opposition
if you're on-top! All these options are extras. The arcade mode will
ensure all settings are default if a quick game is required.

Password

The squad in simulation mode is a During a game you can order you team
vital part of you play. Each player to ‘sit tight', ‘relax’, etc. There's even a
has a special area they can play in.  feam talk that could prove valuable.

BEHIND THE SCENES il

Steve Screech, Kick Off 3 was programmed by Steve
Kick Off 3's ’ Screech, a man with vast soccer program-
programmer 4 : ming experience. He’s already programmed

i Kick Off, Kick Off 2 and Kevin Keegan’s
Player Manager, so it's a fair bet his fourth
title will be an even better improvement over
his previous efforts.

Imagineer have also been up to the home
of the Magpies — Newcastle United.
They secured a deal with Kevin
Keegan. His Premier League
managerial experience
helped the company devel-
op the different
International playing styles
and off course the basic
dramas of soccer games
at their highest level.
Kevin’s advice on tactical
play has no doubt been an
essential back-bone be-
hind the development of

Kick Off 3.

Here Steve goes for a spin in a jet-fighter. I's not all work, work, work you know...
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THE BIG GUNS

FIFA, Sensible Soccer, J-League, Goal, World Cup’94, Pelé...the
band-wagon of soccer sims goes on. The question is, how will Kick Off
3 compare? One thing’s for sure, FIFA is going to be hard to beat this
summer. In comparison to Kick Off 3 though we have to take into
account the fact that these two titles play quite differently.
FIFA tends to spoon-feed a player with shots that automatically lock-
on to goal and footballs that stick to the feet a lot easier. It's very much
arcade fun despite the simulation option. In Kick Off 3 the ball is not so
willing to stick to a sprite and it demands more skill from the player to
keep it under control with sharp turns and close dribbling control.
Shooting is also very precise. You need to aim the ball carefully at goal
otherwise it can easily go out for the throw rather than hit the net! How
many times does the ball fly up-field in FIFA even if you are trying to
thump the ball into row x in the grandstand? And how difficult do you
find it to develop a series of short passes or solo runs? FIFA is fast, b |
cleverly animated and very exciting but passing is often made up of
auto-directed long hoofs up field. Even Sensible Soccer allows players You can see the Argentineans have been instructed fo sit tight and defend at the back.
to pass quickly and accurately in clever passing triangles better than
FIFA can! 2 i NO, not an
All this raises the question about the long-term interest in FIFA. If iy A ¢ W -5 ; - early bath
Kick Off 3 really does have the tactics and skill enhanced to a degree o ; e A MAGER " but a throw-
where players can build up skills and a distinctive playing-style it could DN PlLAYER MANAGER NN in to the
have the edge. 2 S Swedish
] winger. The
rest of the
field better
get their act
together and
start mark-
ing in this
area!

I¥'s a penalty - no doubt about it. The The Englishman steps up to take the
English forward was clearly chopped kick. Will the keeper guess the right
down in the box. way?
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The sprites are fairly small but they do fit in well with the overall pitch size. They have
a handful of poses that allow the action-replay to re-live the drama of a spectacular
build-up and strike at goal with realistic flair. Players can perform headers, overhead
kicks, chest-downs, chips and lobs. This, along with the tactical play. should make

the action a real spectacle for bystanders on Saturday afternoon kick-offs! COMPI'ETION

ONE FOR THE CAME RAS B IMPRESSION

At the moment Kick Off 3 is looking

very good. There are lots of tactical 1

options that really make a difference
on the pitch. You can see the changes in
BEFFLAM tactical play clearly — making a vu:tory
all the more satisfying when you’ve
taken the trouble to fiddle with set-
pieces and team-talk options. Combined
with a control system that gets easier
with practice and a host of internation-
al sides each with their own style, this
could be a big league contender.

y D Oy -

TACTICS

i

The match report option brings
up all the figures so you can
e S—— — Duri , gloat at your opponent and let

MG < tmoginec: NS B S e : them know just who's had most
h:::::gvz?r; of the play!
over-head R Toarn Talk e
kick is the \ ' \ RS
classic ;
choice for a ‘ : , ves
shot on 3 5 i e sreek
goal. During b 3 ! : e
a match T . 5 o
though it's ‘ : d
sure fo be a . 4 The team talk menu show just
whole lot the way teams are currently
tougher! : ‘ | playing in the match. Alter these
USA vs Switzerland: if you leave the to suit both yours and your
°°“|'°" bd'o" , the players ;Ni“ Z ’ opponent’s style of play.
a about as a warm-up \

HALES SHEDEM

bRoF BRCK

STAY cLesE

REL A

HERE TIEMT

He strikes the ball low and hard It's there! Goaaaaaaal! The keeper The celebrations begin with the penalty ~ The Halians have their own fribal
towards goal. Gaolie is quick to make  dives to one side as the ball whizzes scorere waving to the crowd. ‘Hello’ he  dance when a player scores his hat-
a move. past and hits the back of the net. says, to his fans. frick!
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AEGADRIVE & GENIESIS ARE TRADEMARKS J\E SEGA ENFERPRISES.

Action Replay allows you to input not only the thousands of cheats fqund in
he cheatbook supplied or fram the huge numbet of cheats published in
magazines each mdnth - but the feature that has always put Action Replay
ohead of any other cheat system is its unique game trainer|(cheatfinder)
eature. This feature|makes it gasy to find and crdate your own game
cracking-dodes.foreven the latest blockbusting cartridge:

A\ _lewmm
.w( | his featute

allows you to customise yobr games Wwith as
any cheats as you like. Imdgine - infinite lives, lunlimited energy, special
oves super high ju mps, double speed] unlimited weapons, infinite fe-fries,

USTONT T oS, }Je,.,lul ”lusl e eicy
f\/eﬂ now!you can with the Mega Chept System

This unique adaptor feature allows you to play it titles on
your console.

NO NEED TO WAIT | e .x\ lmwkns CHEAT SYSTEM

So remember because Action Replay has both a Universal Adaptor W Only with Action R on UK US. an
and a Universal Cheat System V idydhlella = apanese fversions of most games. So {f you seela cheat in the Manpal
you can buy the latest releases even as import and crack them wide open -NOW!! . ( 18 NOT DESIGNED \ P ; S i . 2
. or a Magpizine youl can use if with eveh an impdrted versibn of that game.
No other cheat system can d¢ this!
|
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(OT B> FENTON' INDUSTRIAL ESTA
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LEVELS:
Wiill be mapped out or
special moves explained
where possible.

Fido Dido is someone we’d prob-
ably all like to be. He’s a thinker
who solves problems in unex-
pected ways. He's non-violent,
cool, laid-back and happy. His
main claim fo fame is a few
appearances on the TV, He’s o v
appeared in a soft drinks advert plane il be blown sria
and also played the star role of o g the floor.
“bumper” character used in the
transition between Saturday
morning cartoon shows and
commercial breaks.
Now Fido comes to life after his
artist falls asleep at her table.

Fido switches on the big
fan 50 tho instructions for

A day at the fairground
is right up Fido's sireet.
You see he got there
through the postcard,
better than on airport!

This is the artist
who's fallen
asleep much o
the delight of
Fido. You can
se0 clues fo ol
the levels here.

When Fido finds
@ pencil he con
draw blocks for

jumping on.

BONUS FIZaZ
Fido goes to the Rodeo! On th first
bonus game you must stay an rour
hmue until the time is right fo mp.

Jomb spuds ‘n’ cash.

Nm Fido uses spuds fo shoot own
battles thrown in the air. For e ory
bottle that's shot Fido will rece e
some doflars.

The final bonus game is Pantoc 1
where you get the chance to g« n-
ble your hord earnt cash in the
hape of making serious money
Points are the prize sodly.

You need eight of these boney bits to

Fido's in the process of building the
d finish the dinesaur.

dinosaur’s heot

02 (CARBON DIOXIDE) IS THE GAS THAT MAKES FIZZY DINKS FIZZY.
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PROSCORES:
A break-down of the
sirong and weak points of
each release.

ido Dido
In his own
can imagine
before picking up theYago
cool, colourful and full o
The adventure begins whei
Fido's artist falls asleep at her draw-
ing table. When she's asleep
(there’s a superb static picture of
this at the beginning of each level)
Fido springs to life and gets sucked
into one of the seven possible items
on the desk. The first, a pencil hold-
er, is where Fido has to save his
sister from flies attracted by the light
of the lamp. When he falls through
the postcard he enters a real funfair
and becomes an artist himsell by

ike a role model.
Qo game we

INTRO TEXT:
Provides a detalled back-
ground fo the game and its
characters.

roviews

THE REVIEW:
The clearest and best
We aren’t on an

ego trip!

PROVIEW:
Second opinions on the
game so that everyone

restoring its colours. From here
there’s a Mega Drive which Fido
finds electrilying inside. Fido must
fix the bugs — a bit of the old bug-
Kiler and a solder-pen does the job!
The levels go on in a
dinosaur  book  where .
bones must be collected LSS EE S

PR AT and white scenario to

drops of paint. It's fun
working out that he
needs the unicycle from
(RN TP the Dodgems tent to ride
PRI the wire then using the
(ATTTTTR{TEN goggles to dive into the
LT EANTTCIR tub below. This mixes the
ARTTRGETTN colours and hey presto
USSR CTM the fair is washed in

colour! Its satisfying to

GIRL IS TRAPPED,

DROP A SUGAR
can see therd
novel stuff here.

1 found this game g
enjoyable, if rather frus-
trating at first. Fido is not
the smoothest  sprite
you'll ever control, but his
black and white image is ull off these stunts. Look
perfect against the colourfll world out foP%ido's thought bubbles —
around him. He interacts wmany these'll givé
things. On the table-top ruled{ all the ~ Amidst the P
pencils, erasers elc. do farious and cool sprites
tricks. Pencils can be used B draw  platform stuff but the’
blocls for Fido to jump onf sugar  satislying to work out and
lugls attract flies and thére's a
m@Phine called a 'Points Enflancer’

FLY P/I\PER!
“Hmmm, | wonder how you build 3 paper aeroplane? These
instructions aren't in English. Sam _old story - never could build a
decent one...
Yes, ot lasy, I've made a plane. IF" so big | can fly it Well, | sup:
pose this is the aim of the game. N aw, where's that exit?”

Don't forge! that the foil needs o be

One of the many nasty
inished as well

buzz areund o lof.

drawing pins upside dow is
o sily idea. If you touch the
pin-end you're in trouble,

RELEASE INFO:
All you need to know to
be able to track down
and buy your copy.

may be common, but the cool sce-
nario is packed full of fun. One
reservation though, is that when the
hard work of using Fido's clever-
thinking to solve puzzles has paid-
off there's litlle incentive to go
through the same steps again.
Once you know whal to do it all
becomes very easy — maybe the
game needs more levels or puzzles.

£39.95
OUT: NOW

CARTSIZE: 8Mbit

PLAYERS: 1

STAGES: 7

SKILL LEVELS: 3

FEATURES: password

CONTACT:  Kaneko
(081) 202 3434

e ™
LY Yy e
PROVICW

NICK =/ /10

Afun plara.ser with o lot of nice

toudhes, will it last though?

PETE > /10

More interesting than your average run

and jump, but possibly too samey.

b AT

Moy be good ‘n’ cute but in the end just

gets too boring.

PROSCOIre
crapnics 88%

& Al doi e the cartoon spirit of with
stylish sprife. . backdrops.
& The parallox 30 scralling looks really

smart in the background.
80%

SOUND
4 The various tunes ate good to hear ~
even when things become frustrating!

¥ Apart from your usual array of

bleeps nothing special.
84

GAMEPLAY
& Lats of purzle-solving fonin a cool
and innovative Fido Dido world.

¥ Hrustroting to control Fido at first
this is not as smooth os it could be.

0
cuarence 7 8%
4 Finding the bonus level on each stage
s 0 challenge i fsell ot times,
¥ Won't hold your interest when dues
are solved ond the game completed.

Sliding down
guide ropes is o

spendy expec

THAT kS GREAT

One of the more original platform
ors with inte_sting designs, some
good ideas “nd a great character.
But the fi 1 may be short-lived.
@ Exit stoge right! But only sfter your
monster-work is complefe.
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PROTIP BOX:
An invaluable hint for

these tricky playing
situations.

PROSCORE:
Provides you with a
clear buying
recommendation.




Ryo Sakazaki’s sister has been
kidnapped by the infamous Mr
Big. Ryo and his buddy Robert
Garcia must now track down this
gang-boss. Along the way an
onslaught of deadly henchman
must be defeated and threatened
into giving clues as to the
damsel’s whereabouts. By piecing
together the clues they’ll eventu-
ally get to Mr Big himself for
(possibly) the final confrontation.
That's the plot hook, line and
sinker, so without any formal
introductions Sega Japan have
just released their attempt at a
faithful conversion of one of the
best beat-"em-up games of all
time. Will Ryo save his sister
from Mr Big’s enslavement or is
she doomed to a life of misery
and torment? The lady’s life rests
in your hands.

DEADLY MARTIAL ARTS TOURNAMENTS WERE ONCE ORGANISED BY CHINESE SECRET SOCIETIES.

vershadowed by Samurai
Showdown and Fatal Fury
Il, the Neo Geo used to
thrive on SNK’s first 100-
Meg cart Art of Fighting.
Having sold more units than
Norman Lamont drinks in
a year, it has finally been
considered worthy for the ‘
Mega Drive. Sega’s re-
programmed version has ‘
been put on hold for an
official release while the) 10N
import title, also re- [1
prgrammed, is alive and |
kicking. The question is,
do we really need another ‘
one-on-one beat-'em- up'7
Turtles: Tournament

Fighters, Street Fighter 2: SCE,
Mortal Kombat, Fatal Fury... The list
is endless and the quality is mixed.
Art of Fighting is a recognisable title
and may well have gained a follow-
ing, but this version isn’t going to
win any industry awards.
It is safe to say, however,
this is a commendable
l attempt at the arcade
D THI conversion even though it
] lacks the all-round ‘umph’
of the real thing.

Ten fighters, three
bonus rooms and a few
added mid-game screens
THI provide the foundations.
The main sprites, as you
can see, aren'’t too bad, if

EASTER 1994 SEGA PRO
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a little scrappy as they move around
the screen in a sheepish fashion.
They look full of character and the
16Mbit cartridge makes them pretty
appealing — if a little clumsy and
jerky during fights. The zooming
feature (where close-up shots add
to the confusion of battle) have
been left out which isn’t that much
of a bad thing.

Unfortunately, a minimal amount
of animation in backgrounds that
are very Streets of Rage-ish gives
you little incentive to come back for

BDONUDS PANE SELECT

' opTrom MoDE
! 2 CONTROLLER-2 |
'YP‘.-“ A,

HORMAL
S 30 45
031 oz o5
HOG TR oo

ROUND




more. The whole thing looks and
feels very old fashioned
and if it wasn't for the

existence of the dated («QS’ A

one or two special moves they fail to
provoke an adrenaline rush even in
two-player mode. Combat is very

unexciting at times and with a
variation Art of

Fighting falls by the
N\ wayside. Bonus lev-
) els to improve your
strength etc. are in-
cluded and

stand any chance of a
double take on the shelves.
It's far easier to waffle on
about what Art of Fighting
rather than the more
optimistic view of
and ‘unbeliev-
able graphics...
nothing’s been done
to an above aver-
age standard.
particular the sound
FX and music are !/
far from inspiring; Qb'
they’re good but
could have been
much better.
does that most important
attribute of any fighting
game — gameplay —
rate in this release?

some | could mention.

Fata/ Fury and Street
Fighter 2: SCE, Art of
Fighting is nothing but
! a piggy in the middle. It

sets no standards and
\ provides nothing new.
Unless your collection is
lacking any of the fight
games already mention-
in this review,
hardly a title worth buy-

omnw k.

material for Neo Geo

fanatics and when

comes down to it a non-
event piece of software.
Jason “fisticuffs” Johnson €I>

actions are gen-
erally much
a muchness and

with the exception of

Una ra ‘

MUjority o1 n (a8} ( RGN

" e d

lighiers should be ide ‘ \VEeryone
1€ QOm oraa vou r‘ { i:
[]
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DOWNFORCE IS THE SUCTION CREATED BY AN F1 CAR'S BODY TO HELP IT GRIP THE TRACK.

Revving engines, the smell of
burning rubber, the crowd

expensive hot-dogs
the perfect racing experi

drivers line up on the grld the

lights turn green and then the
grid disappears in a fog of
exhaust smoke. This is formula
one, the numero uno of racing —
motor sport at its highest level.
The top drivers have gathered for
a 16 race season starting in
Brazil and ending on the other
side of the world - Australia. You
are Nigel Mansell having a bregé
from Indy Car racing and back in
F1. Can you race up to Nigel'
standards? Remember, you've
got the Williams ar so you
should have the pow

TLBP DISTROCE 3

T YT T
ERICG

- | PeEcss anw GuUTTon
. ek P ES - QER e S

You've selected Mexico as your next
circuit. Real power is required to zoom
down its Iong sfrcughts )

Mansell’s help comprises of a training
mode where you're rated on your track
handling. For example you'll be rated
percentage wise on how you corner.

a8

buzzing and vendors sellin ,

just the same.

Etg!ﬂh

This is no go
Must start o

Brazilian circuit
isn’t that difficult,
it's when you get

to Monaco that

twists disrupt
your season!

FIE DI AUTOMATIC

S il
tg D

HARD

2

: ~-— T i
i -
%

Choose soft, medium or hard tyres,
select a gear rafio'and then get your
wing setftings sorted.

h dear, this is not in
the same class as Nigel
Mansell himself. World
Championship Racing fails
to deliver in many
respects. For starters it's

racing — so that's the com-
petitive side very much DPRO

out the

This
game b
names are used and

are all 16 of the world’s F1 OU DO
" circuits. 16 circuits should \\ RO

provide some great cham- ¢ )
pionship play, but when
you start to race there is
little that's going to blow
your gearbox. The tracks

themselves are dull with barely any

tunnels, grandstands or decent pit-
lanes. Monaco may be different from
Silverstone in terms of bends and
straights (there are far more twisty
bends in Monaco) but the racing is

iTime)

00{=5D:290

EASTER 1994 SEGA PRO

incentive to race though.

B

This is the pits, it really is! The |c|st
thing | needed was a worn-out tyre
when | was doing so well.

The road scrolls very smoothly —

that's impressive. You get a good
feeling of speed and, combined with
the effective engine sounds, this
does play well at first. It just

becomes rather repetitive

on the championship cir-
= B cuit with the same scrolling

¢ cuit and have a rating on
your cornering and speed.

R OVER There’s also a car set-up

screen for selecting wing,

tyre and engine settings =

this bit of strategy hardly
provides much of

A tough challenge, yes, but would
you want to race through all 16 cir-
cuits? By the time | reached Spain |
was quite bored. If you want a
decent racer then buy F1.

Mark “Burning-up” Hill s®

Oh dear, in
a spin. Well,
(= Lo L ] getfo see
the Williams
car from a
side view.
Hey Nige,
you're sup-
posed to be
Indy Car
racing in
America
mate!

ISSUE 31

at least you -

R STAGES:

an

\

SEGA
£49.99
OUT: NOW

i S

v

e - .

':'il Do 1 l(l s

CART SIZE: 8Mbit

PLAYERS: 1

16
9 SKILL LEVELS: 2

FEATURES: momne

CONTACT: Video
Games Cenfre
(0202) 527314

PROViewW

INICK &S /10
Standard racing fare without much to
recommend it to F1 fans.

=/10

PETE

| enjoy most racing games but this isn’t
one of them. One long drone.

JASE &S /10
Dare | say it, stash the cash and save up
for the ever-closer release of VR.

PROSCOre
crapuics 7 O%

A The drevits scroll very smoothly to
give players a real feeling of speed.

D R RS CUBR v Why not have a few animated crash
R minor changes in the \ sequences or pit operations?
0 backgrounds. 0
\ - There are a few options: ] SOUND 72 /0
ARRI You can get advice from
SUR Mansell on a practice cir- :’m m::l:mq;’::m

¥ No realistic smashing or dattering
sound samples when cars collide.

camepray 6 0%
A The wicked spins and burning tyres |

lift the racing atmosphere a little.
WV Circuits are too basic — there are no

W chicanes, tunnels or track obstades etc.

0
cuaLLence 6 3%
A [ you're set on winning the champi-
onship CPU cars are no push-over.
W This badly needs a two-player mode
fo make the action more dramatic.

2/

There have not been many decent

racing games on the MD and this

continves the trend. Not bad as a
basic racer but nothing new.

2
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“Full game
strategies posential
hints & tips, the latest
game busters — there’s 60
fmuch in it

Bc 4 WiNNER! T THE MosT 0UT OF YOUR M4 DRive 64Mes WirH

Damian Butt, editor
Sega XS magazine

Awesome Segu Mega Drive Secrets 3
+ features over 320 pages crammed with
exclusive game busters, playing guides,

fdn’rosf caliy comprehensive collection of
fricks Qnd factics aimed at games
playlng winners.

Awesome Sega Mega Drive Secrets 3

hos essential pfcymg guides to many of

“the biggest games. These take you step

by step through levels, inform you how to

o gef pastobstacles, where to pick up
L speCIOI n‘ems and how to deal with
-atfackers. The p oying guides will get you
.+ through fo ’rhe end when cﬂ else forls

4t Awesome Sega Megq Drive Secrets 3
. guide to winning Sega Mega Drive and
.~ Mego-CD games, Over 150 games
- pusted and bea’ran' You'll discover
secrets buried within gomes, infinite lives,
G hadden messages, level selects, bonus
rounds, concealed stages, unlimited
conhnues cmd more!

 Darius2, D&eﬂ frike, Devil Crash, Devilsh,
EA hkzekav Earnest Evans; Ecco the Dolphin, £

c &m
¢ #gwﬁd@ Adventure, Fantasia, Fastest One, Fatal Fury,
Fighting Masters, Fire Mustang, Fire Shark, Flashback,
lds, Gain Ground, Gaiares, Galahad, Ghostbusters,
Ghosts, Golden Axe, Golden Axe 2, Granada,
Tennis 92, Gynoug. Heird Drivin', Heavy Nova, Hellfire,
¥ ‘moaker&mqm The Immortal, Insector X, James Pond,
: : Robocod, James 'Buster” Douglas Boxing, Joe
MﬂﬂM@ QSPSOM‘JGR John Madden ‘92, Kid Chameleon. King's
unty. Klax, Kris Kross: Make my Video, Krusty's Super Fun House,
akers v mtsr:\mings LHX Attack Chopper, Lotus Turbo
w Abrams Baffle Tank, Marky Mark: Make my Vidso,
[ Land Master of Monsters, Mercs, Midnight Resistance.
wulhet MNBWMOM Story, Night Trap. Nostalgia 1907.
def Outrun, Phamosy Star 2, Phelios, Pit-Fighter,
« r, Predator 2, Prince of Persia,
Wme s ‘91, Quackshot, Rainbow:Islands,
.3, of Shinobi, Rings of Power, Road Blasters
{ ad Roﬂu#ocdﬁcmﬂ Rolo fo the Rescue, Rolling Thunder 2,
 Saint Sword; SD Valls. Sega Classics, Shadow Doncer, Shadow of
: Beast, Shadow of fhe Beast 2, Secret of Monkey Island, Sewer
ork, Shining F Force, Shining in the Darkness, Side Pocket, Smash
n‘-’acce Sonic the | , Sonic fhe Hedgehog 2, Space
Harrer 2, Sgcase lnmders 90, Speedball 2, Spider-Man,
tﬁrhougs , Steel Empire. Stormiord, Street Smart, Streets of
Streefs Gmagew Strider, Sword of Sodan. Sunset Riders,
per Fantasy Zone, Super Hang-On, Super League, Super
o GP, Super Thunderblade., Sword of Vermillion, Task Force
Harier Ex, T2: The Arcade Game, Taz-Mania, Team USA Baskefoall,
lechnocop, Terminator 2, Test Drive 2, Thunderforce Iil. Thunder Pro
Wrestiing, Thunderstorm EX, Time Gal, Tiny Toon Adventures,
Wge Muntant Ninja Turtles: Return of Shredder, Tosjom & Earl,
Ster, Truxion, Turrican, Twin Cobra. Two Crude Dudes,
tmandsamr Vialis 3, Verytex. Wani Wani World, Warrior of
e, Where in the World Is{:crmen Sandiego?, Wonderdog,
199, md"ot won Wrasﬂabd( Xenon 2, Zoom!

hinfs and tips, strategies and secrefts. It's a

Y s_fhe mom‘ accurate and fact-packed

100% accurate and
excell
The ultimate compan i
Sega games playera
Dominic Handy,
Mega Power maga

Holyfleld's Boxing. European Club Soccer.

S[ECER=T1rs Ll

/}vmmm NOW (ROM ALL 600D p0DYSTORES pRICED Jusr £9.99

GAMING MAS'I'ERY SERIES

“With loads of the
ot cheats, U6 The
¢ hints & tip2
ly for

o win!”

\ate
most concis
ook out. Definite
those with a desire
pat Kelly, editor
Segafro magazine

\Us1 £9.99

® Dyer 320 packep pases

® futty wusmrater Witk 500-pLus pitTuRes

© EssENTIAL TRICES AND TACTICS 70 OvER 150 6AMes
@ fut ptayme socurions ror 30-ptus M) cames
@ [AME BUSTERS FOR MoRE THAN 100 Timies

“Up-to- date,

\\S ARN&-.D & ZACH MESTON

PS FOR OVER 150 GAMES!

LETOADS, COOL SPOT, ECCO THE DOLPHIN, FATAL
ET OF MONKEY ISLAND, SEWER SHARK, SONIC 2,
ON ADVENTURES, WONDER DOG AND MANY MORE!

|ent value for money:
jon for

editor
zine

AWESOME SEGA MEGA DRIVE
SECRETS 3 IS AVAILABLE NOW FROM
ALL GOOD BOOKSHOPS PRICED

Book Order Form

JUST £9.99. Please rush me a copy of Awesome Sega Mega Drive Secrets 3 for £9. 99 which
includes postage and packing:

IT CAN BE PURCHASED DIRECT )

FROM THE PUBLISHERS USING THE NAM® covvsssivimmnssssnssssnmnsssssssnn SIGNATUI evvvssinnssnssssemissssssstsssss s
FORM TO THE RIGHT. PUBCIGES .. e minsssismsmnisonsisios o hiars bbb 0 B R 5 S B T R PR AT T A AR
oLl o o NN o e (O I, e ———————————————————————————
DOESN’T STOCK THE TITLE, SIMPLY

GIVE THEM THE FOLLOWING PROBIODIIE ..o S T N RGN SICE T 3 W I A

DETAILS AND THEY WILL BE ABLE TO

ORDER IT FOR YOU. Method of payment please indicate your choice

[ CHEQUE / POSTAL ORDER

e oo Please make payable to Paragon Publishing Ltd

Sega Mega Drive Secrets 3

Authors: Meston & Arnold f

C IT CARD t
ISBN: 1 873650 03 5 O CREDIT C. Expiry date /. i
Price: £9.99 Card number 1 /

Publisher: Paragon Publishing Ltd

Please return this coupon or a photocopy of it (fogether with your cheque / PO if
applicable made payable to Paragon Publishing Ltd) in an envelope fo the
following address: Book Offer, Paragon Publishing Ltd, FREEPOST (BH 1255),
Bournemouth BH1 1BR. It won't cost you a penny in stamps if posted in the UK.
Alternatively, call our credit card hotline on 0202 299900 or fax us with your details
on 0202 299955.

NB: Awesome Sega Me?a Drive Secrets 3 is published by Paragon Publishing Ltd, an independent publishing
compony The book is not published, authorised by, endorsed, or associated in any way with Sega of America Inc. or

?o Europe Ltd. The book is not related and should not be confused with any publication that is printed or
disfributed by Sega of America Inc. or Sega Europe Ltd.

Paragon Publishing Ltd
Durham House

124 Old Christchurch Rd
Bournemouth BH1 TNF
Tel: 0202 299900

Fax: 0202 299955



Chester Cheetah was cruisin’
along on his bike towards Hip city
when trouble struck: Mean
Eugene raced out from a speed
trap, grabbed Chester’s road map,
ripped it to shreds and scattered
the remains across the USA. Poor
old Chester now has to find all
ten pieces and stick them back
together again if his hip-hop
dream of reaching Hip city is ever
going to happen!

Chester can’t really have much of
a brain. Any sensible Cheetah
would pop into the nearest Shell
garage and buy a road map of the
US. Is the guy who's too cool to
fool only fooling himself? If he is,
he’s still pretty serious about this
town-to-town husiness!

-r,a\ i
,q»et

Ches!el’s wnld wild quesﬂukes him
through 10 of America’s fowns.

CHEETAHS CAN REACH SPEEDS OF UP TO 70 MPH.

An Eskimo does his best to attack but
ends up hitfing the penguinl

Yikes! See how Chester's eyes pop out
their sockets when he’s hit by a sprite.

The guardian in the submarine must he
hit in a certain place. Chester can

form his super-jump and land on

head of the guy who's about fo pop-up.

Whether it's a Buzzard, a
Skateboarding Dog or a Scarecrow
Chester kills them in the same way.
His great feline body crushes them
with a huge bop like Bubsy. His
super-jump is easily the most enjoy-
able move, push powN and hit A to
see him leap high above the ground
and come back down to earth with a
heavy crunch that will do serious
damage to guardians!

Although the colours are bright
and the screens very busy Wild Wild
Quest is let down by the dogged
controls. Often controlling Chester is
like pushing a super-market trolley
with a defective wheel.
He'll smash into a wall
whilst running, or hit his
head on a ceiling when
jumping upward (at this
the screen will jerk with
~ untidy results).

Much of the game plays
like a third class Sonic
71 clone and each of the ten
- levels are far too short.
~ They are finished within
minutes making the chal-
lenge as easy as dot-to-
dot with only five num-
bers. Don’t be fooled into
believing this is cool.

Mark “Cheeto” Hill €D

| hester Cheetah has already
appeared in Too Cool To
Fool — a title that really only
« scraped the bottom of the

. platform barrel. Wild Wild
Quest is just another Chester
adventure with a high
price but not a great deal
of good gameplay.

Each level is littered
with power-ups. There
are three different paws
to collect: small, medium
or large. Sorry, no fries
come with it, just the
chance to gain extra con-
tinues and ride the bonus
levels if paws are plenty
by the time the exit
is reached. Power-ups
include sun-glasses for
one extra life, sneakers
for three or a special guitar that'll
give you a fabulous 10!

EASTER 1994 SEGA PRO
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KANEKO
£39.95
OUT: NOW

i

CART SIZE:  8Mbit

. Machines
(04291869459

JICK /10
see another platformer like this it'll
b ium too sm..,
PETE '3/10
ido Dido without any originality, style

srapHics. O 9%
A The levels really dazzle you with
right colours and bold sprites.

Controls and screen scrolls are rather
ogged — this needs to be smoother.

accompany f the ten levels.

‘ Swnd FX are rnther tame = old spot

gnpleceo the map on each
!evel is too simple and straightforward.
" Little to test the mind — objectives
re simple and levels just too short.

1. Glossy, but gumeplay
and unoriginal wﬂh




Yep,wahmemhergolf
onourhmdsio&s,bumﬂﬁs
going to be good enough to top-

obscene pair of orange and
w green tartan flares that | could
find, I'm safely wrapped in a charm-

; So, I've climbed into the most

ph the mw, MA 60” from Hn ~ ing purple M&S V-neck

~ top of the leaderboard? The name  Sweater that's two sizes
| too small and I've got my

bdlllld “‘9 M isa W ONe,  faithful caddy lugging my

as Pebble Beach was the site of  gear around for me while

the 1992 “sop."' but is that a | pretend that golf is all

about getting exercise.
So, what’s next?

gwcmufgndquhy?ﬁm

’1,‘urounddow;ybgiveu'nicepanmmic view of the hole.
~ user interface. In many golf games,

the various ball selections have

o find out... Well, the first problem

“nw’ ﬂnro’s mm 1 like be"ﬂ | came across was the
‘than a quick round of video golf.
The birds tweeting in the trees,
the breeze ruffling my hair - all
these things are totally absent
from Mega Drive versions. But

who cares? The outdoors are —
only for people who can’t handle ﬂiﬁ&iﬁfﬁﬁkﬁﬁ&.
I¥s nice but slllococow.

being inside anyway...

- disappearing over the horizon, you

When your shotulechom huve been made, ﬂ’s time to blast the ball away and
hopefonhabest - ‘

These menus are accessed when a shot needs fo be prepared. Unforlunoiely
you can't alter something once you've decided. The rﬂle red dot on the golf
| ball in the SWING screenshot moves up and down and allows you to choose
| the spin to put on the ball.

DIRECTON  MENU

EASTER 1994 SEGA PRO

one actually hits the ball when all

been made - angle of stance,
approach angle, spin, then
thwack! But if you forget to
alter your angle of
approach (say) you don’t
get the chance to correct
your mistake before you
hit the ball. And when
you've chosen how hard
you want to hit the ball,
instead of (as expected) it

,nMgdﬁngmﬁnﬂbﬂsﬁllm
PGA standard.
5/10

”“wmltllemmdmmverynwk-
rd o get o grips with.
SE /10

‘&w

suddenly have to contend with the
ball spin selector. This all tends to
put you off your stride a bit.

Worse, if you leave the spin
selector for too long without making
a selection, the computer goes
ahead and chooses one for you!
Unfortunately, half the time the ball
dribbles a derisory three feet or so
and not the expected 340 yards.

Okay, so maybe I'm just being
pernikity. Not when you consider the
miserably slow course updates. And
when you ‘fly over’ the course at the
start of the round, the picture moves
more slowly than a rugby player
being chased by a nymphomaniac.

Add to this a pathetic single
course, a pointless battery back-up
which ‘saves all your in-game statis-
tics’ (wow, that's useful!) and what
you have here is a badly put togeth-
er game which isn’t as playable as it
so easily could have been.

Putt your money to better use —
like buying any golf game but this.

Nick “In the Club” Merritt <>

EALE N DR
RED SRR

updales by g
£ sign. If you know your @
00ds from your sand-wedges, avoid. %

When taking a pult, the computer grid
shows the lie of the green. One useful
feature is the slope indicator.
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MicroMachines:
S —

MICRO MACHINES

The latest versions of the number one,
best-selling arcade race game! ¢ Race
miniature boats, tanks, Formula One cars,
dune buggies over 27 mad race tracks in
your bath, sand pit, bedroom and pool

e d table! * The most playable, challenging
Master System™ Game Gear™ afcade racing game ever devised! Megadrive™ Megadrive™
2 “Certainly the best Game Gear title available” Mean Machines Sega - Game Gear™ — 94% MEGA
“The best Master System release in months - an essential purchase” Mean Machines Sega - Master System™ — 93%

PLAVERS ¢ :

ON 1 “Probably, the most playable game ever seen on the Mega Drive” Games Master - Mega Drive™ — 93%

GAME GEAR

Licensed by Sega Enterprises Limited for play on the

MEGADRIVE©  GAMEGEAR™  MASTER SYSTEM'

Codemasters’



ELEPHANTS CAN SWIM FOR UP TO THREE MILES USING THEIR TRUNKS AS SNORKELS.

CAlRO 3-1

—_—

CJ Journeys across the globe
fo six different locations. Here
CJ crosses from lialy to Cairo.
Life has been bad for CJ the
elephant. There he was, drink-
ing through his trunk in a
peaceful African national park
when a nasty man decided to
take him to London Zoo so that
thousands of tourists could give
him hell with their flash photog-
raphy. So CJ escaped one night -
determined to get back to Africa.
He packed his trunk, set off, and
now everyone is after him!
Grabbing an unlimited supply of
peanuts CJ decides they’ll make a
good weapon since his trunk can
propel them like bullets. With
bombs and umbrellas at hand to
break falls and cause a few
sparks to fly CJ is well-equipped
for his journey. The question is,
can he make it all the way home?

If CJ falls then he’s got his trusty
umbrella to take him gently to the floor
~ good for avoiding nasties.

Guardians are easy to defeat if you spit
the peanuts quickly before being hit

more than once.

O

— Elephant Fugitive

has six levels — each

split into three parts

with a guardian at

the end of every third
part. Starting in London where busi-
ness men attack with suitcases CJ
must then travel to Paris where
snails and hopping mad
frogs pose a threat, then
i's onto the Swiss Alps
for a meeting with the
snowmen and some yode-
lling girls. Level three
takes our elephant throu-
gh Cairo, the place of the
ancient mummies and the
final leg is Africa — home
of the elephant-eating
plants, cannibals and wit-
ch doctors!

The lower than average
price tag suggests this is
a below-average game — the price
doesn’t lie. Playing through the first
level takes me back a few years. It's
just another platformer with hearts
as power-ups, peanuts as weapons
and bombs as, er... bombs actually.
It's one of those games where you
have your energy units (three in this
case), and everytime you're hit it's a

This is more
like it; enter-
ing pyramid
couniry. Now
you don't
want fo jump
there CJ
because the
ceiling is
made up of
vicious spikes.
Use you head
and drop
down instead!

EASTER 1994

This is not a bad level to look at. The desert
scene pictures the ancient pyramids as CJ

makes a rendez-vous with a mummyl

kiss goodbye to a heart and search
for more along the way.

CJ is keen to move around the
screen but his peanut spitting is not
always very effective — often it's a
little slow. The bombs are useful but
even these don't always bounce
where you'd like them to go. The

levels are quite tough —
they are boring.

® but
PRO"P Spikes, moving bar plat-

THE WAY AHEAD IS
NOT ALWAYS CLEAR.
Orren CJ can
WALK BEHIND A
BUILDING AND FIND
“ A SECRET PASSAGE.
HE MAY EVEN NEED
10 JUMP UP INSIDE
EVEN IF HE'S HID-
DEN BEHIND A BRICK

forms — all so common in
games of this type. The
gear-link race offers a bit
of a different challenge
but apart from this CJ is
disappointing. Not one I'd
purchase even if it is at a
budget price.

Mark “trunk-slump” Hill &>
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Judging by the tall iron structure this
must be Paris. This level is full of all
things old — moving blocks, spikes, efc.
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£21.99
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. READY

TRLERERT

S ELEPHAMT rIvE!

TRUNKR-2- TRUNK

= PUSH START? i:

CARTSIZE: 2Mbit

PLAYERS: 2

STAGES: 6

SKILL LEVELS: 1

FEATURES: gear link

CONTACT. Code-
masters
(0926) 814 132

PROViIEW

NICK < /10
For nostalgia I'll be kind as this reminds
me of dead and buried platformers.

PETE =/10

Poor platform fare. Why would anyone
want to buy a copy of this?

JASE < /10

Graphics are okay, gameplay is stan-
dard. Just plain predictable.

PROSCOre

crapuics 7 O%

A Bold and colourful backdrops for each
of the six different locations.

¥ Sadly there is little imaginative
design for each of the levels.

souno 70%

A There are some fine tunes accompa-
nying each of the six levels.

W Sound FX are okay, but in a weak
release like this they need to be hetter.

cameprLay 4 2%

A There are a fair few hidden passages

and rooms to be found.
W This is very much your average run-
of-the-mill platformer.

cHaLLence 3 0%

A The awkward attack patterns some
sprites perform can make life difficult.
¥ Only six locations — once cracked
there’s little incentive to play again.

4’

Yuk! Thisll never be a dassic.
Although CJis easy to play this is
yet another tiresome ‘I’ve seen it

all before” platformer.
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C02 (CARBON DIOXIDE) IS THE GAS THAT MAKES FIZZY DRINKS FIZZY.

Fido Dido is someone we’d prob-
ably all like to be. He’s a thinker
who solves problems in unex-
pected ways. He's non-violent,
cool, laid-back and happy. His
main claim to fame is a few
appearances on the TV. He’s
appeared in a soft drinks advert
and also played the star role of a
‘bumper’ character used in the
transition between Saturday
morning cartoon shows and
commercial breaks.

Now Fido comes to life after his
artist falls asleep at her table.
His travels will take him through
seven levels — the final one being
a well-kept secret. Kaneko have
tried to create an unconventional
and original game that remains
true to 7-Up star Fido. It's good
to be cool...

Fido goes to the Rodeo! On this first
bonus game you must stay on your
horsie until the time is right to jump
up and grab spuds ‘n’ cash.

Next Fido uses spuds to shoot down
bottles thrown in the air. For every
bottle that's shot Fido will receive
some dollars.

The final bonus game is Pontoon
where you get the chance fo gam-
ble your hard earnt cash in the
hope of making serious money.
Points are the prize sadly.

‘ BEFORE...

Fidodwesfmmhlghuhwetha

s into a large tub (is
i it full of water or a certain
' fizzy drink?). This is the way to

,; mix the colours. Here he’s just

found two more. Lucky he

picked up a pair of goggles.

i ...AFTER
: . Lcoki:ggoodﬂhecoloursmm

_ starfing look lot b mgh

\ to a

: Jus!efewmomcohursure

"I needed to return the fair fo its

"'} colourful self - so you can't
have a rest yet. B

Fido switches on the big
fan so the instructions for
making a paper aero-
plane will be blown onto
the floor.

A day at the fairground
is right up Fido's sireet.
You see he got there
through the posicard,
better than an airport!

This is the artist
who's fallen
asleep much fo
the delight of
Fido. You can
see clues fo dll

the levels here.

When Fido finds
a pencil he can
draw blocks for
jumping on.

ido Dido is like a role model.
In his own video game we
can imagine the scene
before picking up the joypad:
cool, colourful and full of life.

The adventure begins when
Fido’s artist falls asleep at her draw-
ing table. When she’s asleep
(there’s a superb static picture of
this at the beginning of each level)
Fido springs to life and gets sucked
into one of the seven possible items
on the desk. The first, a pencil hold-
er, is where Fido has to save his
sister from flies attracted by the light
of the lamp. When he falls through
the postcard he enters a real funfair
and becomes an artist himself by

o

FiDO

Fido's in the process of building the

dinosaur’s head. finish the dinosaur.

EASTER 1994 SEGA PRO

ISSUE 31

You need eight of these boney bits to

A flying dinosaur takes Fido up to a
platform to the eighth and final bone.



restoring its colours. From here
there’s a Mega Drive which Fido
finds electrifying inside. Fido must
fix the bugs — a bit of the old bug-
killer and a solder-pen does the job!
The levels go on in a
dinosaur book  where
bones must be collected
to build a T-Rex, and
when Fido actually enters
the artists dream it's
sharks that give the
action some bite — as you
can see there’s lots of
novel stuff here.

| found this game quite
enjoyable, if rather frus-
trating at first. Fido is not
the  smoothest  sprite
you’ll ever control, but his
black and white image is
perfect against the colourful world
around him. He interacts with many
things. On the table-top rulers all the
pencils, erasers etc. do various
tricks. Pencils can be used to draw
blocks for Fido to jump on, sugar
lumps attract flies and there’s a
machine called a ‘Points Enhancer

HERADFOR
THEERIT

ON THE FIRST LEVEL
STAND UNDER THE
LAMP WHERE THE
GIRL IS TRAPPED,

DROP A SUGAR

CUBE TO ATTRACT

FLIES. WHEN ONE
OF THEM IS ON THE

SUGAR, JUMP ON
THE CUBE TO HITCH
A RIDE TO THE GIRL.

for Fido to work out. Various trap-
door icons must be found to unlock
sections and a bonus level exists if
Fido can find the right door and
snap his fingers to open it.

The funfair is perhaps
one of the best levels.
Fido restores the black
and white scenario to full
colour by collecting 12
drops of paint. It's fun
working out that he
needs the unicycle from
the Dodgems tent to ride
the wire then using the
goggles to dive into the
tub below. This mixes the
colours and hey presto
the fair is washed in
colour! It's satisfying to
pull off these stunts. Look
out for Fido’s thought bubbles —
these’'ll give a few clues.

Amidst the pretty 3-D backdrops
and cool sprites this is standard
platform stuff but the puzzles are
satisfying to work out and each level
plays differently with its own theme.
The walking, sliding and bouncing

may be common, but the cool sce-
nario is packed full of fun. One
reservation though, is that when the
hard work of using Fido’s clever-
thinking to solve puzzles has paid-
off there’s little incentive to go
through the same steps again.
Once you know what to do it all
becomes very easy — maybe the
game needs more levels or puzzles.
Either way Fido Dido oozes quali-
ty even if the long-term interest is
weak. For really laid-back people
this is worth a look and you could
feel deprived if this isn’t nestling in
your collection alongside Cool Spot.
Mark “fizzed” Hill €D
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CARTSIZE: 8Mbit

PLAYERS: 1

STAGES: y 4

SKILL LEVELS: 3

FEATURES: password

CONTACT. Kaneko
(081) 202 3434

NICK 8 /10
A fun platformer with a lot of nice
touches, will it last though?
PETE > /10
More interesting than your average run
and jump, but possibly too samey.
JASE Y /10
May be good ‘n’ cute but in the end just
gets too horing.

GRAPHICS 8 8%

“Hmmm, | wonder how you build a paper aeroplane? These
instructions aren’t in English. Same old story - never could build a
decent one...

Yes, at last, I've made a plane. It's so big | can fly it! Well, | sup-
pose this is the aim of the game. Now, where’s that exit?”

| don't redlly think you want-
ed to do that Fido. Turning
drawing pins upside down is
a silly idea. If you touch the
pin-end you're in trouble.

% All done in the cartoon spirit of with
stylish sprites and backdrops.
. The parallax 3D scrolling looks really

smart in the background.
80"

The various tunes are good to hear —
even when things become frustrating!
v Apart from your usual array of
bleeps nothing special.

camerLay S4%

Lots of puzzle-solving fun in a cool
and innovative Fido Dido world.
7 Frustrating to control Fido at first —
this is not as smooth as it could be.

CHALLENGE 78%

Finding the bonus level on each stage
is a challenge in itself at times.
v Won't hold your interest when clues
are solved and the game completed.

HEY THAT WAS GREAT
%

One of the more original platform-

ers with interesting designs, some

good ideas and a great character.
But the fun may be short-lived.

Don't forget that the tail needs fo be @ Exit stage right! But only sfter your

One of the many nasty insects that
finished as welll mons| is complete.

buzz around a lot.
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Let me introduce you to the luck-
less delivery man, Bubba, who
without a word of warning is
sucked into a world of mayhem
and madness. A lanky lad,
Bubba’s misfortune begins after a
‘successful’ drop-off goes horri-
bly wrong — as his delivery truck
is hijacked by an alien spaceship!
Dumped on a strange, hostile
planet (where he teams up with
Stix) he must now find his way
back to Earth.

Can you help Bubba and Stix
escape from the clutches of
Waldo and Urfnurkle T Floink’s
Theme Park and Zoo? A volcano,
alien ship and underwater maze
are among the areas waiting for
you, but once entered you may
never return...

P

Bubba lives in a wibbly wobbly world
and sometimes things are too much for
him to stand up fo — though with an
alien driving the steamroller this may
not be wise...

Nah mate, you don’t wanna do it like
that, you wanna do it like this.
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Gepres
Another special feature is the trans-

portation unit which works just like that
thing in Star Trek.

[ 60
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Clear a level and this screen
with a big pointy thing
shows you where you're
going next.

Some puzzle games are
good, but this is just down-
right ludicrous. Throw Stix
towards these ‘things’ and
one knocks the other on the
head with a fan and reveals
a jack so Bubba can step-up
to the higher platform.

ISSUE 31

This moving tree will creep up behind
Bubba, trying to give him a nasty
fright. Worse, he stands in the way so
that you can’t turn back!

eaders in both Mega Drive
and Mega-CD game develop-
ment, Core Design (Chuck
Rock, Chuck Rock 2,
Thunderhawk and  many
more) have devised an intriguing
puzzle game with a mind-frying
assortment of alien inhabitants on a
bizarre planet. This is a somewhat
different venture to Core’s usual
pursuits and the initial prospects
were exciting to say the least.

'Some games look good but
they’re almost super-glued to a pre-
cise formula that must be followed
to complete a level — here, this is
not the case. Each level introduces
you to a new group of aliens that
are brilliantly animated in their own
unique way. Subtly shaded graphics
help create a wonderful backdrop
for puzzle-solving and Bubba and

g

In Waldo's interplanetary star cruiser
Bubba must find his way out of various
rooms via an on-board vacuum cleaner.




Surprised? you will be - by all the
horrible alien creatures that inhabit this
planet. It's just a good job you've got
that nice Stix to help you out. T

By crouching Bubba is able fo throw
Stix in a low arc, hoping to catch any
nasties who may be leaping around on
the lower level.

Even the most innocent looking bush or
shrub can turn, at a moments notice,
into a Bubba-eating, fang-toothed (very

hungry) monsirosity

Sy o,
"IN OUT: APRIL
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CART SlZE 1 6Mbit

Stix is pixel perfect — a real credit to
the behind-the-scenes designers
and animators.
Influenced by various
ambient bands like The
Orb, Nathan McCree has
created — in my opinion —
his best score to date.
Moody, atmospheric and
pleasant to listen to, this
is one game you might
switch on for the music
alone. The intro sounds
are up-beat and should
be hip enough for the
most discerning street
warrior. On another note
(excuse the pun) the
sound FX are equally
groovy and realistic — you even hear
the wind as Stix flies through the air.
Bubba'’s painfully funny antics are
closely matched by Stix’s stupidit,
and unexpected usefulness. One

(unlike the famous Chuck).

An early example of a puzzle from
the game is where you throw Stix at
a boulder, it rolls away
and flattens an innocent
alien, then falling back
towards you to serve as a
stepping stone. Some of
the tricks are extremely
simple to master but later
in the game you are set
multi-task problems — as
in the alien spaceship
wish is made up of five
levels with a switch to be
found on each.

At first even the most
simple puzzles take a
while to suss out, but |
was somewhat disappointed at its
long-term life after playing through

SHIP TRAVEL TO

DEACTIVATE THE
LOCKS. ONLY THEN
WILL YOU GET TO
THE TREACHEROUS
VOLCANO, AND
THAT’S ANOTHER
STORY ALTOGETHER.

Indian take-away.

Jeez Bubba, you've redllygot to stay away from all those late-night visits fo the

(0332) 297797

PROV W

NICK /10
Very puzzling bt all in the best possible
way. Totally sticktasticl

PETE /10
A fascinating platform-puzzler with
plenty of interaction to keep you busy.
MARK /10
Some excellent animations and sounds
go to make up a great release.

PROSCOFE
crarics 8 8%

A Fantastic animation of every sprite,
nasty and background.

W There are certain levels that appear a
little too bland and uneventful.

four out of the five levels in one day!
However this may have had some-
thing to do with the fact that | simply
couldn’t put the joypad down. The
side-on viewed playing area is large
and varied and this style is sure to
captivate a good number of both ¥
puzzle and action fans. :
There’s no doubt that Bubba and
Stix will set the flame of curiosity
alight and lead you towards hours of
frustrating but enjoyable gaming. It
is by no means a real ‘must buy’
product, but if you’re hunting for a
more sophisticated puzzler this will
certainly prove a worthwhile pur-
chase. Fans of Flashback and
Fantastic Dizzy will probably be
intrigued by yet another visually
captivating puzzle game.
Jason “with a stick” Johnson Se

moment he’s a simple platform, the
next a more intricate cooking utensil
or tightrope walker’s pole — it's out-
rageous! Compared to Core
Design’s previous platform based
puzzlers (in particular Chuck Rock
2)Bubba and Stix is light years
ahead and thankfully it takes a
much more brain teasing approach

SOUND 90% |

A Jolly, ambient, furious. Whatever the
level depicts the music suits it. Spot on!
W There may be a very minor fault in
the music, but | couldn’t find one.

GAMEPLAY 8 3%

A Controlling Bubba is a joy as he
relentlessly pursues level after level.

W Throwing Stix at a specific target is a
little tricky and often causes problems.

CHALLENGE 80%

A Initially taxing. With limited lives
and one continue it's about perfect.
W Experienced puzzle-solvers may find

themselves at the end within a week!

Surprisingly,
cracking this
problem is
much easier
than it first
appears.

Bubba takes a
break from ll
this hectic
puzzle solving,
alien bashing
action.
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A thinking person’s game disguised
as an action platformer that has
addictive qualities only matched by
Flashback and Another World.

ISSUE 31



UP UNTIL THE NINETEENTH CENTURY MUSLIM CORSAIRS PREYED ON MEDITERRANEAN SHIPPING.

Ooaarr me maties, “ave | got a
tale for you. Legend has it that
there be some hidden hooty way
over on Cape Sealph. I'm telling
you there’s a map somewhere
that'll lead you to the treasure. If
you can get there first then the
Emeralda gem be yours. With
this here gem my friend you'll
rule the world.

Ahoy maties, | think Ive bin
“aving too much of this here rum.
I just remembered that old sea
dog Brutal Bernard has stolen the
very map. He’s got “is eye on the
booty. He'll sweep the lot if you
don’t get there first. | think you
better just “ave a swig and be on
you way. You've gotta outsmart
these here salty scoundrels and
find that gem!

Shiver me timbers | think I've just found

lthough Captain Havoc is a
pirate his quest to find the
booty takes him through
thirteen different levels
that are made up of far
more than just ships and oceans.
After leaving the pirate’s ship on
stage two he goes on through city
streets, underwater caverns, a burn-
ing town, a checkerboard maze, a
frozen palace, a fort and then finally
Bernard’s turf (the other guy who’s
after the gem).

g B S -
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myself a goblet. | could give it fo the old dear
or get some exira cash ~ either way though
it's a damn fine goblet.

Yikes! These crumbling ledges can really

caich you out. | gather Sonic the Hedgehog
had similar problems during his adventures.

-, B
This is the ‘bumning helmet’ level which
Havoc must run through as quickly as
possible - it's hotl

62

Is this hell? I've never seen flames
with a face and arms. Playing with fire
is not a good idea.
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Typically this platfomer holds no
secrets. The thirteen levels aren’t
split into zones, there are no bonus
stages and the game format remains
as a simple eight-way parallax
scrolling adventure. So what’'s new?
In a word — nothing much. Even the
objectives and power-ups are old
hat. As Captain Havoc you collect
juicy pieces of meat to restore your
energy. There’s a goblet worth 10
points and magical boots crop up for
a little bit of extra speed (Sonic
sneakers or what!). I'm getting rather
irritated with these repetitive ideas.
To cap it all there are diamonds you
can collect. Get 100 and guess what
— you get an exira life!

So why would | want to slag off a
game just because it
looks like a Sonic adven-
ture? There’s nothing
wrong with the graphics.
The backdrops are
smooth, the sprites are
detailed, the colours are
bright and the scrolling is
first class. Sound FX
aren’t bad, there are the
satisfying little chimes as
diamonds (as opposed to
rings!) are collected and
a deep powerful pinball
type sound when extra
lives are found. It’s
almost got that Land of lllusion feel
when you start playing. The smart
fading backdrops back up what |

]
YOU ARE
AND

J

REPEAT

I don't like what | see up ahead.
There seems to be this huge fire ball
blocking me view. Shiver me fimbers.

ISSUE 31
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PRO%ip
DEFEAT THE FIRST

GUARDIAN AND
F-THE- S

LIKE THIS:, BOUNCE
ONT EIR)-IEAD )

LEAP BEHIND THEM\

THEY DIE..

e

stage
beyond the land of the pirates and
finds a frozen palace where pollufion
is a serious problem.

i

) &
pi
!

indiana Jones eat your heart out.
Running away from these boulders is a
tiring business. | hope I'm not flattened
~ tuming info stiff cardboard is a sorry
way fo die.

say. It's the lack of innovation that
bugs me. There are loads of moving
platform bars, Sonic style swings,
crumbling ledges and row
upon row of spikes. Yikes,
I'm fed up with spikes.
Why not some ugly pit-
monster or a dodgy rope-
bridge. New ideas please!

Havoc has his Flipper
Flip move for attacking the
salty scoundrels and
guardians, and a Slippery
Slideaway roll for daring
escapes. He looks good
on the screen, moving
quickly (not quite as fast
as Sonic though) and
coming to a grisly end.
You watch as the barrels drop over
his head and begin to clatter about
on the ship’s deck with poor Havoc

FE, THEN

BBER THEM
N
)
THIS UNTIL

- ™
q Ty ey
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There’s only one way fo deal with
these fires — jump on the water pumps
and give’em a good soaking.



inside! It's also pretty funny seeing
the gunpowder blow him up, he
turns black and flies upwards,
freezing in the air for five seconds.
Getting flattened by a boulder also
has its funnier side — he looks like
he’s been crushed under a steam-
roller! But any thought of adding
new features ends here.

High Seas Havoc draws you in at
first, but the old style- of gaming
becomes a little tiresome. This year
we need to see more original titles.
High Seas Havoc has the playabili-
ty of Sonic the Hedgehog minus the
speed. Only thirteen levels, not a
lot of separate challenges and
ideas used over and over again.
For forty quid you may wish to
avoid buying what is really yet
another standard platformer.

Mark "m-dog' Hil <©

platforms that
swing on
chains. |
remember my
mate Sonic
telling me about
them when he
was on his
travels through
similar pastures.

shake hands
and be polite
- these

Industrial disaster] Now you don't
really want fo do that do you.
Radioactivity is a rather nasty way of
kicking the bucket. Beiter get out of
that liquid fast

Hey, |hc|i’s nowuytolmuﬂhesallon

a pirate’s ship. You're a hooligan you
sabre-toothed and what's more a

deck-scrubbing nightmarel

T T e B e B 1
VTR W TR WeEs) WEOWl TR GOUS WERn
e e v

Yes, I'm rich! Look at all these lovely treasures | found. Just a litfle “off the beaten
irack’ exploration now and then can recllypuyoffyoulmow

W

Goodness, gracious, great balls of
ﬁnlmumnﬁmgucrdlnncantbe

extinguished ~ you've just got fo leg-it!

No worries here. This little fire can
do no harm. A little jump and then it’s
fime fo sweep up more diamonds.
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Running from the great fire ball is
never easy. You've got fo get rid of the
flames and run through very quickly.

ISSUE 31

SEGA
G £39.95
OUT: NOW

CART SIZE: 8Mbit

PLAYERS: 1

STAGES: 13

SKILL LEVELS: 3

FEATURES: continues

CONTACT. Dream
Machines
(0429) 869459

PROViIiEW

NICK S /10

Not had but not very good. The words

“Sonic’ g “platformer’ come to mind.
<k /10

Pluyuble at first but the controls turn

" out to be awkward and gameplay poor.

JASE <k /10

This is yet another Sonic clone that even
falls behind the likes of Sockert

0
crapHics 82%
A A polished platformer with smooth
and detailed ‘Sonic” style graphics.
A Good animation — when Havoc’s flat-
tened by a houlder he turns wafer thin.

SOUND 8 0%

A Some great little tunes - they’re
slow and often quite emotional.

W Nothing original about the FX -
samples are similar to other platfomers.

- GAMEPLAY 67%

A Plenty of action with wackysprites
and 13 tough guardians.

W There’s barely anything original here
despite the glossy touches.

CHALLENGE 77% ?

A Some tough levels to complete -
don’t expect to finish this in a day.

W It’s a shame there are no sub-levels
to offer players a different challenge.

8

Visually impressive platfomer let

down by the fact that the guming

lzle is so unoriginal. Fun for a bit
ut Imrdly sets any standards.

P T Wy

| 63
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SAN FRANCISCO WAS FOUNDED BY THE SPANISH IN 1776.

Picture it: You’ve already seen
your team drive downfield, rip-
ping into the Dallas defence and
not giving Aikmen the chance to

get back on the field. Now
though, late in the third quarter,
several plays have gone against
you and you’re down ten points
to 39. Worse, your number one
quarterback — Joe Montana - is
injured and his replacement, the
inexperienced Steve
Young, has his back to
the wall on fourth

and nineteen.

Do you put Montana

back in and gamble that
he can turn the game
around or decide to
keep faith with the kid
and give him the chance

to be a hero?
It's your job to make this a
great football game — not just
another whitewash.

lways wanted to coach an
American Football team?
No? Okay, so most people
dream of being the quarter-
ack — Dan Marino not
Don Shula — but still, as coach you
get to call a lot of the shots; the big
plays and the even bigger gambles.
This is, supposedly, what NFL’s
greatest: San Francisco vs Dallas
allows you to do, recreating some
classic confrontations from the glori-
ous past of these two teams. So,
what do you get for
your £55? A Madden-
esque playbook, a
very dull graphic of
the pitch scrolling
under you as you

~ JUST PUT THIS ON 3
DEMO MODE AND
WATCH THE ACTION
AS THIS IS\ REALLY A
SPORTS VIDEO
TRANSFERRED (VERY
BADLY) oNTO CD.
ALTERNATIVELY, GET
THE REAL THING
FROM YOUR LOCAL
VIDEO SHOP.

Joe Montana holds back from the
scrimmage fo put in a good throw
upfield hoping the line will hold.

Aikmen takes a hit for Imgenng in the
pocket too Iong There are no close-ups
or different viewing angles fo excite.

Ouchl a
head on col-
lision - not
so maich a

ing chicken.
A hard
‘defense’
has always

pnoiip |

been the

10:54 1 151 cus

hallmark of
these two
feams (as
well as some

{3 rdand 4

Full-screen FMV in all its

glory... yes it really is as
poor as it looks.

move up or downfield and some very
dodgy looking FMV footage. The lat-
ter is so grainy on full-screen mode
that your fingers will be itching to
tweak the tuner as an avalanche of
electronic snow churns the players
into drifts of red and white.

Still interested? The playbook is
pretty much as you’'d expect only
with less plays and options than
most NFL sims. The real problem is
that this tries to be interactive TV
footage — with all the problems that

EASTER 1994 SEGA PRO

it
sive

Your choice of plays is very limited.
From the five sirafegies you get a
choice of only three plays.

causes (the same FMV being used
again and again for similar plays) and
at the same time a decent American
Football sim. As you've guessed it
falls well short of scoring in both of
these departments.

For a while you can hype yourself
up watching some great plays even if
you have to squint to make out the
action. Eventually though, everything
about this becomes mind-numbingly
dull. For a really playable game buy
Madden. For a slice of razzmatazz

buy Joe Montana.
For classic San
Francisco vs Dallas
action buy a sports
video, not this game.
Pete “Don” Wilion €I>

ISSUE 31

SEGA
£54.99
OUT: NOW

“ . I
NH \1 RlAlJﬂTM

CD ACCESS: medium

PLAYERS: 2

STAGES: n/a

SKILL LEVELS: n/ e

FEATURES: save

CONTACT. Video
Games Centre

(0202) 527314

PROViEeW

NICK 3/10
I’m not an American Football fan — this
game certainly won’t change my mind.

MARK < /10

Nice idea, to recreate great sporting
moments like this, but it doesn’t work.
JASE =/10
After a-matter of minutesd-was bored to
death with this uninviting foothall game.

PROSCOre

BT 0
GRAPHICS 3 8 A)
A | suppose you might like to see some
of the old NFL action but...

WV ...the FMV is of a much poorer quali-
ty than other ‘interactive’ releases.

SOUND 69%

A The only real-bright-spot is the run-
ning commentary: following the action.
¥ Like the footage this gets repetitive
with the same comments and FX.

0
cAmePLAY 257
¥ Where is it? You select a play but
have no control over its outcome.
W Lacks any depth as far too much is
decided by historic footage aind the CPU.

cuaLLence. 20%

¥ No tournament, play-offs or league,
just the choice of these two teams.

W This will bore you to death as every
play is repeated over and over again.

Whether you’re a gamer who
wants a decent sim or an AF fan

wanting fo re-live some the past
you'll be very disappointed.

1



S5TAR TREK

O Pz puce!

0839 405061

Includes: Starfleet Academy Jacket
Videos- 6 movies in original widescreen version
Captain's Log - the full story of the Enterprise voyages!
Star Trek watch - tell the time in space!
Plus - alarm clock, caps and more...!

| +OEGA
MECTDRIVE
turbo 0839405056

+ Super Nintendo or
egadrive Il
0839 405053

SEGA
IEGA CD

EeEh, games

08398105054

Al GAVAT 200 AIGANCDES2 \

g amelonlyouidehalce

099955 oiiiss S WIN 2250 WORTH
1/ ﬂﬂ”[f /

mm S100,0111lo1 083905059/, z‘ﬁese Zz’dme:; and mire: @
g @idthe games of j/ow c@be UpYtoN:250!

Calls cost 36p per min cheap rate 48p per min other times. After 31.3.94 calls cost 39p cheap rate 49p per min other times. Max possible cos
Please be sure you have permission to make this call. Competitions close 31.5.94. All competitions have six multiple choice questions and
tiebreaker. Nintendo/Sega/Amiga/Gladiators/Jaguar & Star Trek are all registered trademarks of their respective companies. We are neither rela
to nor endorsed by them. For rules and winners' names please send SAE to InfoMedia Services Ltd, PO Box 28, Northampton NN1 5D€&.













































































































