| 100% FOR SUPER NINTENDO PLAYERS Folig(ly £225

| INDEPENDENT SUPER NINTENDO MAGAZINE

g i
= %
'é - s

Il

(7096661 90°

~~~~~~~~~~
guarantee
of value
9



A multi-level shoot ‘'em up based on aspects of all three LETHAL WEAPON
movies. You can choose to be either one of the two high fire-power cops...
each having his individual strengths - and weaknesses! Thefe are many
—Tnissions to comptete including the rescugof a‘#ddnauped"giﬂ, the persuit

and arrest of drugs runners, finding and arresting a police murderer, plus

many more. You choose the level to suit your objectives within the game-play.
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hings don't stand still
around here, that's for
sure. As well as our new
price (sorry about that), we've
got a few more changes for you
this month - I'll tell you about
them in a minuteé. First, though,
a few highlights from this issne
—we've got a giant feature on
Japanese comics, and how
they've influenced Super NES
games, an in-depth look at
Starfox (the first game to use
Nintendo's new Super F/X chip),
and more previews of games
about to come out in the States
and Japan than ever before, This
is all stuff you just can't miss.
Then, on page 24, you can

read the results of our Golden Bea

reader’s awards, voted for by
Super Play readers. What did you
think was the best shoot-'em-
up of last year, or the best
driving game? Which
software house was
most reliable? Was

than SFII? See if you
agree with the rest of
the readers here.
Now for the
changes. There are
two new people
to introduce
you o this |
moanth, and one
farewell,
Farewaell is to
Traci
Roechester,
our art editor
for the first
five-and-a-half
isgues, who's
moved onto
pastures new,
We wish her luck in
her new ventures, and
thank her for the
sterling work she's
done in getting this
magazine off the
ground, and raising its
standards to the
heights it can now
boast. Cheers, Trace,
The first welcome is to
her replacement, Lisa Nichalls,

Mario Kart really hetter F i
"

who some of you may remember
from her work on Amiga Power or
Commodore Format, Becoming art
editor of Super Play is a well
deserved promotion for her, and I
know that she'll be ace. Welcome
to the team, Lise. The other new
face is Allan Brett's — he's the guy
who won the National Computer
Game Championships at the
Future Entertainment Show last
year, so he's got a fair claim to be
one of the best games players in
the country. He's also a
massive Super
Nintendo fan. This
month he's
brought his

consummate gaming skills to
Super Play with not one, not twa,
but three Plaver's Guides. There'll
be more from him in the future.
Finally, | hope you enjoy the
giant Starfox poster presented
with the magazine this issue, and
we'll sea you next month. The

best is yet to mme%

Matt Bielby,
Editor
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SUPER EXPRESS

Super Play's World
News Network

The hottest news from around the world!

PREVIEW SPECIAL ............ooooooccinnimsimmnmnmmnmsnssersresas 1
Join us for a closer look at the hottest new games about
to be launched in both America and Japan!

R A e |
Jonathan Davies comes over all literary.
LIVE FROM HELL CITY ..cooninnnmmririsnsnssmsnsnasanmnnes 14

Peter Evans explains the sort of music the Japanese like
tio listen ta!

R LD 20
Live action vs anime - why the Japanese prefer to do it
on paper.

SUPER PLAY'S HOT LIST ........... P AT ki 23
The games we play the most — and which we think you
really ought to go out and buy!

THE GOLDEN BEE AWARDS ... 24

The results are in! Find out whether the games you voted
for came out tops!

waordwide on the SNES over the next couple of months!

R n R [ (1] e e e A o iy |
The biggest selling games around the world this month
SUPER PLAY INTERVIEW ... ... [

We have a chat about Street Fighter 1, Final Fight Il and
life in general with Joe Morici of Capcom USA

STARFOX: THE FIRS

A first look at the most important
gameof1993! . . . . .. . )

The word ‘revolutionary’ shouldn’t be used lightly, but it's hard
to see how else Starfox could be described. There's no two ways
about it — the arrival of the Super F/X chip is the most important
event since the launch of the SNES itself, and one look
at Starfox’'s amazing 30
graphics will show you
exactly why...

SPECIAL FEATURE

We make the connection
hetween Japanese comics
and Japanese games................ 42

Cute
animals
and big-
eyes — are
we talking
SMES...

Packed to the brim with playing tips, and Pages and pages of your letters! Plus: the very first
incorporating Ask Ade, our regular games advice examples of your envelope art — and they're great!
column = that's Mode 7! :

Whatever accessories you're after for your Super Bargains galore in what are surely the world's
Nintendo, from T-shirts to binders, you need look finest reader ads!
no further than this!

You've been asking us so many complicated Every single Super Nintendo game in the world
technical questions that we've had to specially rated! (And there are foads of them...)
extend Gamefreak this month to cope!
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1993 A Bee Team Produection

| . GAME REVIEWS
ER F/X
GAME

Left: Fox McCloud and his
chums, the heroes of the
game Siarfox (far left), are
due to become "93s
biggest heroes. Find
aut why here!
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Absolutely your last chance to take advantage of
ordering a subscription at the old low price. You
could save yourself a small fortune!

v
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Our increasingly dubious predictions as to what'll
be in next month's Super Play.

Commm )

All those tricky technical terms that've been
troubling you explained.
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Nintendo to spli

=% With Bandal

did you vote

for?); an  AND WHY THIS MIGHT PROVE IMPORTANT TO YOU

interview with
s Super Play went to press, ramours in None of this is likely to happen before April

one of the industry that Nintendo are about to  this year, however.
split with Bandai, the Japanese toy And the significance of all this to you?

CBPGOM'S tOpP  giant whose UK branch has been handling Well, it shows an increasing commitment on
2 Nintendo's business up until now, were the part of Nintendo to the UK market, for one
men, and confirmed. Bandai currently handles three thing. We can only hope that means we'll get
important markets for Nintendo - the UK, more official UK game releases, and more
ga mes, gamas, France and the Benelux countries (Belgium, regularly too. Sadly, however, we can’t

mes wﬂl‘, e the Netherlands and Luxemburg), with other realistically expect it to lead to a lowering of
ga . locally based distributers handling the rest of  prices - but, then, you probably
gOt more Europe (except for Germany, where Nintendo guessed that anyway.
already has its own set-up).
H However, despite great
pl‘E\"l ews tl'liS success (particularly with the
Super Nintendo) over the last
iﬁSII'B th:: ever year, it seems Nintendo are now
b re planning to handle all their own
ore... hardware and software
distribution - though Bandai
still get to keep Konami, Capcom,
et al as a sort of sop to them.
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o be: John Wayne
5 ever lived at:

SUPER PLAY
MATT BIELBY
JASON BROOKES

PROFILES

I like my hat becausa: It makes me
look like Davy Crockett 1 like my hat because: My brother
gave it to me

A

C



Following our Consumer Electronics Show

ril (CES) report last issue, and taking heed of
the massive number of new games lined up

for release from Japanese and American

on companies over the next few months, we
thought it

high time
we took &
good look
at some of

the bost of
them, as a tasty
teaser for the
reviews we'll be
running over the
next fow issues.
There are
S0me
real
goodies
here, as
you'll see.

one
get

utterance: ‘Weetahix'
5 legt r Who monster: The
mummies
Always wanted to be: Fighter pilot
Number of addresses ever lived
at: §
Actor who should star in The
Jonathan Davies Story: Sean
Connery
Actor everyone else thinks should
star in The Jonathan Davies Story:
Roger Moore
I like my hat because: | wouldn't
give a XXX for any other hat

JONATHAN DAVIES

new games
that are
fit to print!

- PREVIEW SPECIAL

Yos HI ,s COOKI E (Nintendo/Bullet-Proof Software)

nother of four characters — Yoshi, Mario, Eoopa or
Nintendo's Princess Daisy — each of whom has his or her
games using  own special advantages (Yoshi plays a very
their most popular family defensive game, for instance). Despite the
of characters (Mario, et al) in a fact that we've
non-platform game environmant, geen many similar
Yoshi's Cookie is a Tetris-based games hefore,
puzzle game. You have to arrange  Yoshi's Cookie is
the cookies on screen in order, so bound to be very
that they disappear, which clears well done, and
the stage. At first you start off therefore a big
with two types of cookie, but it hit. We'll be
builds up to six eventually, the reviewing it in
game getting harder and harder as you  detail very soon.

progress through it.
Parhaps the
P tnat Do ki s Yoshi's Cookis is but
e N the latest of the LS
player 'vs' mode, where current crog of
you can chooge ane of Tetris lnakalikes,

SUPER PLAY
PROFILES QuIZ

Despite the injection of
fresh blood, amusing tales
are thin on the graund this
maonth. Still, heres a
poser: Which member of
the Super Play team, as a
child, used to be delib-
erately abandoned in
supermarkets by his or ber
parents. They'd hide
behind the baked beans,
watching with sadistic
glee. If you think you
know, send the answer to:
Supermarket Ordeal,
Soper Play, 30 Monmoisth
Street, Bath BA1 2BW.
You might win & T-shirt!
Last month"s answer (the
wet Irousers thing):
Jonathan Davies. The
winner was Paul Clements
of London.

9 ANSSI

Earliest utterance: "‘Ghee' (trans:
“drink')

Scariest Dr Who monster: Davros
Always wanted to be: An
architect

Number of addresses ever lived
at: 3

Actor who should star in The Jez

aranted to be: A rock 'n’
roll star
Number of addresses ever lived
at: 11
Actress who should star in The
ory: Patsy Kengit
e else thinks

EG6T TIHdY

s thinks should
star in The Jez Bridgeman Story:
Gonzo out of The Muppets
I like my hat because: It's
American

JEREMY BRIDGEMAN

Story: Sandra Dicl
I like my hat because: It keeps my
BATS WA
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Football |

(Capcom)

Electronic Arts, watch out! Up until now,
Capcom — despite being dab hands at beat-
'em-ups, platform games, shoot-'em-ups
and many other popular genres — have
never actually turned their hand to a SNES
sports game. Until now, that is. MVP
Football, revelling in its official NFL licence,
is a one-or two-player game, offering a few
unusual features = a coaching mode,
allowing you to change plays mid-game,
and a special MVP (this stands for Most
Valuable Player) option, giving you set
situations to cope with (almost like the
chess puzzles in posh newspapers), instead
of forcing you to play through a whole

i |
Dead Dance

game. Add to these features weather and
field conditions, TV-show style graphics,
and so on, and you've got a serious
contender for best American football game.
Look for the game on US release in March -
we should have our review next issue.

Dkay, okay, 50
[ you can't really
¥ cep what the
game looks
like from this
shot, but rest
§ assured, it's

N from Capcom,
50 it'N look
gaod? EA and
other sports-
meisters had
betier look to
their laurels

e - _
' First Samurai ¥

(Jaleco)
It's tempting to say next-to-nothing about this one -
after all, it's a beat-'em-up, it's very Street Fighter II-
like in looks, it features special moves like Ryu's
Dragon Punch, and it's coming soon. The rest you can
probably make up for yourselves... i

Street Fighter I fans! You can’t
possibly be suffering from withdrawal
symptoms caused by a lack of
lookalike
games [they're
all aver the
place), bat i
you still need
another one,
Jaleco's Dead
Dance looks
| as fine as any.

=
s ¥

Remember the \
Amiga version of
thisT Well, First
Sannral on SNES

3.

{KEI‘HGO] L T 1 Inoks almast

L. 3 Y 3 al
| Looks familiar? - TR T —
by That's because it 3
e probably is — this

o is the Super NES conversion of Vivid Image/Image Works' First
Samurai, about to appear in Japan under the Kemco
| banner. In-game screens are almost identical to the

indeed), though quite how much gameplay's been
¥ tweaked we don't know. Mev Dinc, creator of First
Samurai, told Super Flay: ‘The game's out in Japan at the
end of June, I believe (Eemco actually posted an earlier release
date. but they may have changed their minds — Ed), and Europe
| scon after that. It's been developed in lapan by"Eemco, but
they've kept close to the original concept. ['ve been play-

‘ testing an almost finished version now, in faet, and it's

} great — it's got bigger opponents afid more variety than
| the first one, and more sampled sound and background

Aladdin

(Capcom)

previous SNES Disney collaboration, Mickey's
Magical Quest, They'll be a US release

towards the end of '93, but no news as to
whan it'll officially reach the UK.

One of the games Capcom announced they
are developing at the American CES is
Aladdin, based on the smash hit
Disney cartoon, yet to be released
in the UK, but wowing audiences
in America. Aladdin, the follow
up to Beauty & The Beast,
features a giant blue genie,
voiced by actor Robin Williams,
as well as
Mmany
sequences ideal
for transformation into a
platform game (as this,
undoubtedly, will be). These
include a rooftop chase across
old Baghdad (or wherever it's
meant to be) and a high-speed
flying carpet ride through a
collapsing, lava-filled cave.
Expect something at least as

Capcom's Aladdin is still at too early a stage to show you
any pics of it, 50 here's the film instead. We've seen It and
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(Capcom)
-, Before Aladdin arrives, we'll gea
7 Capcom's second Disney-based
/" game — Goof Troop, featuring Goofy
and his son Max (heaven knows who
his mother was...) in an adventure
based on the current American Goof
Troop TV show. The plot has a bunch of
pirates kidnapping Goofy’s pals Pate and PJ
ol & fishing trip - time for Goofy and Max to
infiltrate their South Pacific island fortress,

avoiding various traps and challenges on

the way. A two-plaver game, it features
an unusual top-down viewpoint (almost
Gauntlet-like in perspective), allowing both
of you to play at the same time. Look for a
release around September this vear (though
goodness knows if the TV show will ever
malke it to this side of the Atlantic or not.)

M, | P R By

& - £ 5 ey !
l“-ﬂrn-n---ii e T -]

The traditional Geoty, as

you and | know him,
[abave), and now with sam
Max im froaf Troop (right).

Jungle Wars 2

(Pony Canyon)

Those with longish memories will remamber top
games creator Peter Molyneux ( Populous,
Powermonger, etc) slagging the predecessor to
this one off in his Japanese show report (issue 2),
and he's certainly right in saving the games ain't
too spectacular graphically. This new one comas
across as a Zelda-style light RPG (but set in a
jungle, of course), coupled with odd side-viewed
fighting bits. Of course, it'll probably never get a
release over here, so it all hardly matters.

Jimngle Wars 2 uses the still fantastically
popular Zefdsstyle viswpoint to tall its
story of Tarzan-style herpes, heroines
and funay animalks. i doesn't ail take
place in the jungle, thomgh - there are
deserl bits, mountain sections and o0 on
ton. The RPGish fighling bits are pretty
strange, by the look of things.

(Dragon’s
Earth

(Human)
Fans of Datebook will have noticed a few

months (*The Devil's Psychology Game’,
anyone?), some of which (at least) it's
tempting to put down to bad translation.
When wae first heard of Dragon's Earth in
the original Japanese, it seemed possible
to translate it two ways — as Dragon’s
Earth, or as Dragon's, um, Posterior,
Luckily, we went with the right one, and
now the game's out in Japan it's possibla
to ascertain what the actual game is
behind the name - it's a very pretty
RPQ/strateqy thing, featuring some
particularly lovely dragons (of course),
sabre-tooth
tigers, et al.
Onee again,
the game is
unlikely to
get an
English-
language
release, so
this might
just be the
last you
evar read
about it
hara...

So, what you §
really want
from a game are d
some nice B
looking &
dragons, eh?
Then you've
come to the
right place
they dont come
much nicer tham ~
the anes in Bragon’s Earth, the latest big RPG to sweep
1o vast papularity in Japan, this ane put together by the
generally excellénl Human. The graphics are very
intricate, with lots of excellent little characters
cropping up all over the place - both man and beast.

odd-sounding games cropping up over the

<

9 aINssi




SP"“NG i Supei' Wagan Wbﬂd 2' s 5
PREVIEW SPECIAL @ ......

Super Wagan World is a cute action
— - e <) game aimed more at the younger
(and erapper) gameplaver — the

y |
int being, it isn't all that h

Super B s o s v

Mega Man |

(Capcom)

Long running — and ultra-popular - NES
game sernes Mega Man is about to hit the
Super Nintendo. This will be, amazingly,
the ninth Mega Man game (there've been
five on NES and three on Game Boy), and is
likaly to follow the same, ultra-cute
platform-based lines as the earlier modals.

space to
CONMTUET
Wagan World,
and you have to fight him off through a
whopping &6 stages, each with a boss you
have to beat in a mini puzzle game (there's
not a fight to be found),

This cute little green dinosaur Is your hera - a cuddly,
friendly character for a caddly, friemdly game. This is
what you might call your beginners' platform game - it |
3 ain't exaclly hard to complete, |

H you don't know this \ ,//
guy, you obviously T
never had a NES
Mega Man has :
sold more games H\

than anymne -"f - - \
shart of the fat FI nal Flght ' ' beat-'em-up on a home system yet — the

plumber himself, addition of a twe-player mode (the only
[Screenshot from thing really missing from the first game) is
WES version | (Capcom) just the icing on the cake. Don't expect to
— Currently under development, this was see the game until late Summer though.
another big game to
cause a stir at the
CES. Considering
the quality of the
original Final Fight,
and the advances
made by Capcom
since then, this
SEems certain to
become the best
walking-along-and-
killing-things
The original Final Fight
was easily the best
wilking-along-and-hitting-
people game on Super
Mintendo, and now il"s
aven better

y €

ST

"‘Don’t Lose!’, Evil Keno i:05

(Datam Polystar) anything to do with
You want weird game names? You got "em! tennis, but kendo — -
| Evil Kendo is pronounced ‘makendo’, which the martial art using a
sounds (to the Japanese) a bit like McEnroe sword. It's about a ki
(as in John McEnroe, the tennis player). This girl called Tsu-rugi
was a popular joke in no mai - translated
Japan, which is as ‘broad sword :
why it's used here. swing' — who is a kendo
The actual expert. She's asked by a Monster |

game, however, Incidents detective to go off and arrest
doesn't have loads of monsters, so she does. It looks
great, and we'll have a

review in a couple of issues.

Ouite what all the monsters in ‘Don't
Lose!", Evil Kendg have done o deserve i
being arrested we don't know, nor do we
know why this cule young girl is the one
Chasen to do the arresting. However, we do
know that It makes for one intriguing - and
good-looking — game, and that's the sorl of
knowledge that coants, right?

APRIL 1993
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@( Back To

The Future 2

(EMI)

A bit late in the day, perhaps, but EMI are about to produce a
new Back To The Future game, this one more a sidewards-
- scrolling cute actioner than previous efforts on other
systems. This 8 Mbit cart features various sections,
’ including the high spead skataboard bits here. More
details as
we get This cute,
g big-
o PEadEd,
hig-eyed

3 i charactar
N = = = B 1o Beck To The Futwre 2 the game

The Puzzle

(Namcot) . s
Remember these cute little Galaxian- -, %
lookalikes from Super Play 37 Well, now they're back, but this
time they're in a cute Tetris-type affair (currently the in-thing it
seams, what with
Yoshi's Cookde, et
al). It's just a quick
glimpse = we'll look
at the game in more
detail next month.

osmo Gang: Ej
g

Remember what we said
aboul Yoshis Coakie baing
but ome of & number al
Tetris lopkalikes around at
the moment? Well hare's

| another one.

Devil’s Course

(T & E Soft)

Fans of previous T&E Soft golf games - things like Pebble Beach
Golf Links; Walalae Gountry Club and the like, all using the same
game engine — will be pleased to hear that the company’s most
radical golf game yet has recently be released in Japan. It
containg some giant

waterfalls, sparing

towers of rock, sheer cliff

faces and other

dangerous (and certainly

unusual) features, to

create something not

unlike a giant-sized

crazy golf game.

(Goodness knows how

well it all works,

though.)

Sick and tired of boring,

‘ordinary’ golf coerses? Then
look mo further, 8
R s S ——

Iy

Jonathan Davies pushes his half-moon
spectacles up his nose and examines the latest
in Super Nintendo reading material.

ULTIMATE UNAUTHORISED
NINTENDO SUPER NES
GAME STRATEGIES

ISBN 0-553-56123- 5

COMPUTE’'S CONQUERING
ZELDA ADVENTURES

ISBN D-87455-270-2

These books can be bought in all good bookshops or,

failing that, from Computer Manuals Ltd, whose phone
number is (021) 706 6000 and whose address is 50 S‘:
James Road, Tyseley, Birmingham B11 2BA. '
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PLASTIC FANTASTIC!

Amiga hit comes to the Suaer Nintendo

{System J)

when night falls, they tend 10 go
mad and fall off! it's Putty’s job to
" save the three or four robots he'll
i find on each level, transpoming
them individually to a safe haven
wheng they can spend
the night, which isn't as

L . easy as it sounds
g ey What makes the
ol é;i i;iiiid game, thowgh is the
b amount of imaginat
character it displays throughout —
FE g these incredibly busy SCreens are
packed with enough weird baddies,
weapons, and incidental characters,
0 send your head spinning when
. -Du first see the game. Even better,
great digitised speech samples
parmeats the action — there are sald
to be even more of these on Super
MES that there were on the Amiga =
giving each sprite his own distinct
character. (Just wait till you see
Dweezle or Uncke Ted, for instance.)

Dweezle the cat (left) bursts through the screen to torment Putty
when he fails to do something. Nice :nhurs lhmughn'l the game.

here are platform games,
T and them there are platform

gamas, and the SNES has
its fair share of both good and bad.
Howevar, what it doesn't have are
many platform games as original
as this one, a bizarre, colourful,
sensual overload of & game,
featuring an appealing biob as its
central character, an array of
excellant villaing, and soma of the
best sampled speech and sound

Putty throws a pnu:h at some critier.

Ugh! :Tia.ﬂlnt nghu

gffects yvat heard.

Putty is, of course, the SNES
incamation of System 3's successiul Amiga release of
the same name from Autumn "92. The game is divided

its rather nasty business.

Putty himseif can do all sorts of
stuff — bounce, stretch, punch [yas,
really) of even absorb other characters, and he needs
to take on the properties of some of his absorbees 10

.. - " .
e : = d |
R o o

A putty rabbit? What's -'f

into six worlds, built up of smaller levels - each of
these is about threae screens tall, and takes place on a
network of platforms which are, apparently, a tower
being built up towards Putty Moon. Putty is climbing
the tower to get home, but — oh no! = arch villain
Dazzladaze has sent his minions to stop you. Not only
that, the friendly, solar-powered robots who're building

oncel), and will be the first

get past certain sections of the game

Futty will be avaitable in May in the UK {US and
Japanese releases will actually
of a handful of games from
System 3. Expect Dawn Of Steel (a rejigged version of
their AMyth) later on, with the very different Putty If
showing its face at the end of tha year.

7 ;
going nnl ﬂ“ wlll g -

be reveale m'ﬂ_ s
come much later for

( WUNFAIR'" |

GAME PRICES

Will the government force
them lower?

o you think Nintendo game prices are too high? If so, you's
D not alone — 1,f;u might have more powerful friends than

know in the battle to force them down. We're referring, of
course. to the Office Of Fair Trading, who've bean interested in the
affairs of Nintendo and Sega since early "92. Up until now the QOFT
has seemed content to simply ‘monitor’ the console giant's activities,
but a recent Christmas/post-Christmas spate of anti-console news
stories (see last issue) — some focussing on the ogutrageous prices
game carts — seems to have spurred further action.

Howewver, it doesn't look likely that a decision will be made on

wl_:-.].m or not to refer the case to the ‘dnnnpuhea t;a F."lF.-l’gl:'IS
iigsion for a while, If it is, a report will be compiled, the
Department Of Trade & Industry will look at it, and if they decide
action is needed the two companies may be forced to lower their
prices. The question here isn't whether Nintendo and Sega dominate
the market — as .:[pu]'hr they do = but whether Lh[‘,’ are using that to

.

force prices artificially high. We'll keep you posted.

BUY ME, YA
FRAG HEADS!

The main man pra _,____

_ - e -
arrives on Super ?,r;" B '
Xiep e

Nintendo

cean are to dna.‘aNEs-“*ﬂ G\ 7
game based on DC's

violent Lobo ‘hero’,
perhaps the only really hot
DC hook to be launched in
the last year. Lobo is a sort
of heavy metal biker killing
machine from the future,
and the comics are blackly
humorous all-action things,
with extremely grizzly art-
work from late '80s comic
megastar Simon Bisley. No
ideas of what it'll be like
yet, but expect it to be hotl

A\



|38 o) e .
) 2

o =y
\

1t Putly ' ' g

15 i
ENTERT : ,
'jliﬂl{#T'.i‘rﬂ ] . s 4 @ |

\

&
sind 141
2"

i i r é- -:-'.c . ﬂ::_ . - e
Lk G T mf—“n = d 3010 : ; ana nig ainec

- - y F { N At L] d L e CNGg 1
77 e il
T s et T vk d . 0 0
- T e o b
gk : s Ve e d . hae
0 1 D A 0 DO 0 Lo oria
omp a0 (] 0 2 gotiate 0
. doo
R 0 0 0D the goo
a0 o-Dloc 0 alls (
0 . L) i L (10 ()
oIoC
-
L) 0 i




R
£a
&
[4%]
&5
B
_/

@ APRIL 1993 ISSUE 6

Here he is again - it's Peter Evans, programmer, gameplayer,
all-round Renaissance man, and Super Play’s correspondent
in Japan. And this month he’s wearing headphones...

ot wishing to be accused of being an

ignorant savage, I'm now directing this

column's seemingly boundless energies
to tha subject of popular music in Japan. Yes -
the Japanese listen to pop music too, except
that it's rather different to the stuff we're
familiar with in the UK. And they take a totally
different approach to the whole pop world.

First, however, a brief language lesson.
‘Donna cngaku ga suki desu ka?' This, for those
readers who don't attend Japanese lessons three
nights a week (like I have to), means: "What kind
of music do you like?' As for ma, I'm completely
indiscriminate and like almost anything. With the
exception of Punk and Thrash Metal, that is.
(Sorry guys, I like to hear myself think.)

S0 where does one look to find pop music in
Japan? In the usual places, of course: the radio,
on TV, and in the shops. In some areas, canned
music is piped to all the street cormers during
shopping hours. Harajuku is a good place to tuy -
and Sunday's are best.

Busking in glory

his Summer, while browsing around

Shibuya, the following occurred: There

was a large group of people standing
around the entrance of a department store
watching, or competing in, a Super Hang-On
challenge. (The Super Hang-On arcade
machine, which is shaped like a motorbike, is
still big here.) This was all well and good,
especially as the attendants were all female
with endless legs. Being completely useless at
action games, [ just stood and watched the
‘cutes’. (Ooh - sexist comment! They have
those in Japan, too.) Clearly, riding on brightly
coloured motorbikes is a strictly male thing,
but the OLs (Office Ladies, if you recall)
obviously enjoyed watching.

After about five minutes of this, a truck
pulled up with a load of musical instruments on-
board. Five young men jumped out, climbed into
the back, picked up the instruments and belted
out a couple of hard rock numbers before
bowing, thanking the audience profusely and
driving away. Vary educational, very loud and
quite entertaining.

The band had instantly acquired a large

LIVE

FROM HELL CITY

~ MUZAK MAESTRO, g413.

audience through a couple of very simple
measures. One: they looked for a crowd and set
up right next to them. And two: they drowned
out all other distractions. An interesting, and it
seems successiul, market ploy.

Different wavelengths

ut let's get back to the subject, starting

with radio. Hadios are things with knobs

or buttons on. They draw on the power of
the metaphysical plane, translating what they
find there into electrical waves through the use
of components such as condensers, resistors,
valves and transducers. After amplification by
a couple more valves and things, they emerge
from the huge hom-loaded erkmographs as
sound waves. (We apologise for the temporary
interruption in our columnist's sanity. Normal
service etc - Ed.) However, you all know how
your radio works - it's different from a Super
Famicom, which uses much smaller valves.

Music on the radio takes very few
forms here in Japan. In fact, there are

e

7

S0 where d'you buy Japanesa pop music then? In shops
Iike this store in the Shinjuku district, of coursel
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Above: The man himself,
Peter Evans.
Background: Yep, it's
another gratuitous pic of
Tokyo to get you “in the
mood’.



SS3UdX3 H3dNS

Strategically placed around this page:

A selection of the cute girl pop idols who sell
records by the truckload. (To Western ayes
they're virtually interchangeahle.)
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just two major radio stations. There's NHE,
which could be likened to Radio 3 back in the
golden age of radio’ (circa 19667). It makes good
listening for classical music fans, and peopla
who're looking for something else on Japanese
radio, other than three men talking in silly voices.
Classical music is good for the soul, ] reckon. It's
aloo good ovoompaniment whon you're blasting
down motorways. Organ music is especially good
for this: not much beats storming down the M1
to the strains of Bach's Toccata
and Fugue In D Minor. It also
unnerves other drivers. (Here in
Japan, driving is measured in
kilometres — and very slowly at
that. On the one occasion [
tried taking the car to work, it
took around two hours to
drive the 10km from my
home to the officel)

The other main radio
gtation is J-WAVE,
otherwise known as 81.3
FM. This is how Radio 1
ghould be. It's very
American, but one can't

Famicom Tsushin— a huge-
selling weekiy(!)
multi-format games mag -
it regularly features
Japanese pop idals.

have everything. All the shows are bilingual.
They play the latest music, And they've got Yuka
Nukina. Daisulki! (Another swift Japanese lesson:
‘suld’ means ‘I like it'; 'daisulki' means ‘Ilike it a
lot'; and ‘kirai’ means ‘T hate it".)

Yuka's programme is called Macintosh Non-
Stop Power Play. If it's any help, the programme’s
jingle is along the lines of ‘From the World to
Tokyo on 81.3..." Yuka's voice is like liquid gold. It
was love at first word, What she says doesn't
matter — it's the way she says it.

81.3 FM iz the channel that wakes most
Tokyo-itas (a word you'll find under
‘termite’ in your

dictionary) in the
morning. And a
very large
percentage of the
music they play is
foreign, as opposed
to domestic.
There are a
handful of other radio
gtations, but their
karmic impact level is
much lower. It does
not help that reception
is poor for them either.
FM-Yokohama is
pleasant, but suffers
from interference from
the intervening hills

Pools of custard

ext, televigsion. The choice of music on

television is a little more limited, unless

one has either cable or satellite. If you
do, you should be pitied, as you get MTV. On
the up gide, though, thers are classical music
concerts on the NHE Education Channel, and
there's late night music on TVE. But that's not
all! It's time to mention the "K' word...

Karanke. (There goas my career|) Or, in the
case of television, ‘terekara’. The format of
terekara shows varies. Typically, two contestants
ging along to the backing track and are judged an
their performance. The winner gets some prizes
and the chance to come back at some unspecified
date in the future. The loser is dropped into a
pool of boiling custard. This doesn't mean,
however, that diminutive old ladies in kimonos
sing cover versions of Bruce Springsteen. That
wiould be too easy. Instead, they have to sing
‘enka’ — popular Japanese love songs.

There are lots of different kinds of terekara
shows, all diffarent yet, at the same time, all
identical. The best thing about these shows is
that they subtitle all the songs. The worst thing
is that they use lots of kanji. (Kanji are Chinese
characters, which written Japanese is full of, and
which are a lot harder to read than the simpler,
phonetic katakana symbols they use for writing
Wastern-sounding words.

The music’s cute too!

o that's where the stuff comes from. But
Sw]mt's it like? Leaving out imported

music, which accounts for a large
percentage of listening here, the bulk of
Japanese listening can be broadly described as
‘J-pop’ - Japanese pop. 5o far we've been lucky
- there are no popular Japanese rap artists. But
there’s plenty that - to Westem ears at least -
sounds just as weird:

@ Punk lives on in Japan, and Jun Sky Walkers
are living proof of this. They seem to be missing
the point though — they sound like a... well, like a
punk group always used to.
It's dated, while in its
heyday punk was at the
cutting edge.

Far left: The Shibuya
district of Tokyo.
Left: Cuteness sells -
FM-Towns regularly
use the Queen Of
Gute, Arisa
Mizuki, in
their
ads.
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... Falcon Neo
Classics From
Studios In

London City!)...

...rarities fram a
popular game

music composar

(we think)...

...here's another
popular one, the
theme to top
blaster
Arglay...

...and finally a

Oragon Slayer
one. (This is a

JDK Special’,
apparently...)

...and here's

We'll start with an

easy one - the
mugic CD to

(ves!) Sireet

Fighter il...

*’.’j

..0ut here's
last month's
COVET Qame,

Valken...

one you'll have
heard of -
driving game

F-Igra...

+-- L DSt of
Pop'n Twinbee,
based on the
spaceship with

® [dol singers. In essence, these are cute girls
who sing cute songs. With most of them it
wouldn't matter if they just stood there and
looked cute — they'd still sell records. It does
help, however, if they're 'exceptionally’ cute, or
can sing, but not much. The records still sell
loads. The group Mi-ke for example, consists of
three girls who sing cover versions of anything
going. But cnly one of them actually sings.

® Goddesses (Of Cute). These are the cute ones
who last a bit longer, and are just that little bit
different. Many are film starlets. And Arisa
Mizuki is The Overcute — the Queen Of Cute, If
you find an FM-Towns II advert, that's her in it.

# Famous names. There are quite a few of these.
Here are just a few to whet your appetite: Chage
and Aska, two men who proye that J-Pop is not
restricted to women; Chisato Moritaka, who likes
shiny clothes and wears the-miniskirt-that-
would-not-die - best described as glam-rock;
Yumi Matsutoya (Yurming), who is very good and
very popular with 18 albums so far, the latest of
which, Tears And Reasons, is selling well
Adverts on television always have a little title
informing the watcher who the music is by.
Yuming, for example, does Kirin lager music.

# Enka, Japanese popular love songs. If you don't
understand Japanese you'll miss on the detail of
these, but they're incredibly funny all the same!
Women, and sometimes men, sing with warbly
voices to music that sounds like it's being
produced by a couple of people twanging things
in the kitchen. It can also be done with large
orchestras playing in the same style, viz: “Bop,
twang, bip-bop, twang..."

The music of the games

inally we come to the undeniably relevant

subject of game music. It's hugely

popular as everyday listening in Japan,
and there’s an awful lot of it. Some being so
well disguised that it could be passed off as the
real thing. (Music that is.) Here are a few ideas
to threaten your wallet with:

# Falcom Neo Classics From Studios In London
City. A double disc. Ever wondered what the
theme Wanderers from Y5 or The Legend of
Haroes would sound like if it was played by an
orchestra? Well now you can find out, Disc 2
contains the Logic System Versions, which are
quite entertaining. Most notable is track 10, The

Morning Grow, which conjures up images of the
lawn doing wondrous things. Now if only I had a
lawm... (We're not quite sure what he's on about
either — Ed.)

@ Dracula New Classics. This is a pleasant 45
minutes of orchestrally-arranged music. Or is it?
Are those real musicians or just cleverly
programmed computers? Who knows, Who really
caras? It's great either way.

® Nameco Game Sound Express Vol 6. An
uninspiring title maybe, but if you're a fan of Star
Blade or Galaxian 3: Project Dragoon, then vou'll
like this. It's cheap (1,500% — about £7_50), with
two dialogue tracks explaining the plot.
Wakarimasen! (I don't understand!) But it has
the Star Blade ‘happy ending’, so I'm happy. Star
Blade is of the few arcade games I'm good at,
and the end titles are worth the struggle.

@ Dragon Slayer = The Legend of Heroes. From
Faleon. Who would have imagined that an RPG
could become an action-packed anime film? Not
having seen the game, [ can't really tell you how
faithful the result is. But there's plenty of action,
some real baddies, the odd comic moment and
the promise of more violence in part two,
Incidentally, I met the man who did the character
design for it, Ken Ishikawa. He works for Go
Nagal and makes the most incredible models!
(The soundtracks for this, and the Alms that
follow, are actually popular listening material,
which is why I mention them.)

# Kuro no Shishi - The Black Ninja. Puerile
American animation fans beware — the
characters in this anime are fully capable of
massacring anything they ever come across.,
There are shades of Tarminator in here, too - one
of them is mostly machine. It's definitely not
destined for Saturday moming TV, though, not
being nearly violant or bloodthirsty enough. Fans
of Go Nagal will like it.

@ Ranma 1/2 The Movie. Those of you that like
the games of the same name will like this. It's
utterly cute, and utterly hilarious. Ranma 1/2 was
one of the big Summer movies in Japan, and it
shows. There are Niki-nikis everywhere! (They're
rather like bikinis, only, erm, even sexier.) It's
thoroughly cute family enterfainment, basically,
and even better if You can understand Japanese,
as there are plenty of good jokes in the dialogue.

Next month: Purther insights into the wacky
world of Japanese culture from Peter Evans.
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ONLY IN

JAPAN

We're quite big on all
things Japanese here at
Super Play (as you might

have guessed),
especially when they're
as cute as these...

| A CUDDLY TOY FOR
EVERY OCCASION...

We thought we'd take a
different, slightly more visual,
tack with Only In Japan... this
month. Everyone likes cuddly
toys (right?), but nowhere can
vou get such a vast range of
the things as in Japan, where
they really do have a soft,
padded animal (or person, or,
erm, car) for every occasion...

Can it be...7T
Yes, it'sa
squidgy Scott,
Brains, FAB 1,
Thunderbird 2
and Mole!
F.A.B.!

‘r:u jlrst.l.mm‘t seen cute until
you've seen a stuffed Ultraman
and family.

The Dragonball |
£ characters
haven't

escaped heing
depicted in

felt and cotton
gither.

ISSUE 6

Mor have Mario, Luigi, Yoshi and co.

| That’s enowgh
stuffed toys
-HI-}
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THE NEWIE FROM CAPCOM WE'LL NEVER SEE!

An action-
packed fight

scene from d
Braath OF Fire.

G

A racoon
with a

turhan an,

yesterday.

at, even when it's the sort of APG that's unlikely to gat
translated into English for a UK or American release.
{Indeed, Capcom Vice President Joe Morici says as much in
our interview on page 28.) This one is currently causing quite a
stir in Japan, where expectations run high = many people are
expecting the guality to be comparable to Street Fighter I, The
big difference between this and any similar games is that the
Breath Of Fire creators have spent a lot of effort on the
isometric 30 fight scenas — one Japanese magazine has
described them as ‘looking so real, it's like two plastic models
; baﬁllng it out,” whatewver that may mean. Your party consists
" of eight characters = including a girl
: with wings, a man-wolf, a
snake-woman and a cute
racoon-type character
with massive claws.
Apparently, two characters can

Ar‘qr new game from Capcom just has to be worth looking

.-!' DOne of your eight characters -
& (we think it's a satyr).

This bit may explain why Breath 0f Fire got its name.

(Capcom)

ombine their powers when the situation really demands it.

As yet it's unclear guite how much the preponderance of
apanese text will make the game impossible for Westarners to
play (thowgh we suspect that it

will be the case), but we'll still
bring you more news on the game
as wa get it. Certainly, expect to see

o mam O Fira sitting high in the

Japanase charts soon, and consider -

R it Japanese-styla APGs are ever to
Peatch on in the English-speaking

BEST OF PUCK!

USA lIce Hockey (Jaleco)

t doesn’t look like NHLPA Hockey = EA's ice hockey

game — will have it all its own way for long. Not only is

thera Taito’s Hit The lee (due any day) about to take a
pop at it, Jaleco are about to throw their tuppanny worth in
too. USA Jce Hockey includes all the teams, options and
statistics you'd axpect, and presentation (scrolling up-and-
down like Kick Off) almost identical to the EA game. Look
for a Japanese release this month, and a review next issue.

; —
Mo Ry
_ -E{v.m-

-

g

d are on for a score in USA Ice Hockey.

THE SECRETS OF NINTENDO'S

’ emember how
Nintendo are the third
most profitabie mon

financial company in Japan, behind
yota and Nippon Telegraph &
Telephone? Well, Nintendo's story

is this
spending in Japan,'

as they ;
other things. The unit price of our

‘despite low consumer

Yoshihiro Mori says, "I
by our soft-

SECOND
TIME LUCKY?

F1 Grand Prix
Part 2
(Video Systam)

e've
mentioned
F1 Grand

Prix Part Two a .

couple of times in the past, but we've never
actually shown you it. Well, now here it is - the
latest in a long line of games hoping to take the
still-vacant Super NES definitive-Formula-1-
driving-game slot. The game persists with the
same overhead view as its predecessor (indeed,
at casual glance they're all but
indistinguishable), which means it's saddled
with that old can't-see-what-cormears-are-
coming-up problem that’s bugged most games
of this type. This, however, hasn't done
anything to diminish its appeal - it's riding
high in the Japanese charts at present. We'll
have more details - including the all-important
is-it-any-good? - with the review next issue.

SUCCESS REVEALED! (weL, sorr o)

products is
HNintendo's y
buy their kids g.mm softwara.' No
doubt British Nintendo players
culd reply that at least someocne
gets software 'relatively cheap”!

cut ba
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Now you can play NES games on
your Super Nintendo, thanks to the
Superdeck from Hornby

CK TO BASICS

r rather, ‘Old Tech’, as this column
should perhaps be called. Basically, what
Hornby have come up with here is an
adaptor that lets you play 8-bit NES games on
your SNES. It does a bit more than that, of
eourse, It's got a flashy front end that lats you
tart up the colours and sound on 8-hit games.
It'l] handle up to four carts at once, which you
can choose between, from a menu. And it's
got special 'safety features' which will
prevent you from plugging in cans
the wrong way round. But that's
basically what it is — an 8-bit to 16-
bit convertor, It comes out in June,
and it'll cost between £30 and £35.
But this all begs the question:
Don’t wory - this is an early protetype Superdeck.
The real thing will look nothing llke this.

4
-

Famicom (NES) in 1985, and has since crept
onto PC Engine, Game Boy, Amiga and other
gystems, sometimes under the alternative
name, Dynablaster. The rules are simple: you
play a tiny ‘bomberman’, who runs around
these magze-like, baddy-filled screens. You set
your bomb, then quickly run around
a corner, getting out
of the way
before the
short fuse

ver since the release of the Super
E Multitap five-plaver adaptor (see last

issue), we've been waiting for the
arrival of the Super Nintendo version of
Bomberman with bated breath. The reasons
why will hopefully become clear in a minute.
For those of you who don‘t know the basic
game from one of its earlier incarnations,
here's a quick run-down.

Bomberman first appeared on the

om! A hatty explosion at the top there (right).

bomb
explodes,
¥ clearing
zome hlocks
out of the
way, and
§ hopefully
- either taking
B out an enemy or revealing a
hidden power-up. These power
8 ups can either increase the
number of bombs you can carry
and use at any one tima, or the
power of their explosions; while
'‘bad’ blocks, can, if walked over,
§ slow you down, make it so you
can't control the release of your
bombs, or muck up things for you

e
o v -

CH

why would anyone want to play nobby NES
games on their Super Nintendo? Well, Hormby
have conveniently come up with a list of
reasons, most of which do seem to hold water.
1) Although they might look and sound inferior
to their Super NES counterparts (it says here),
NES games are generally just as much fun to
play. You don't want to chuck your old NES
eollection when you buy a SNES, now, do you?
2) There are lots of NES games that simply don't
have equivalents on the SNES - classics like
Super Mario Bros 1, 2 and 3, the original
Castlevania games, the Mega Man games, New
Zaaland Story, Rainbow Islands, etc.
3) NES games can be bought for as little as £20.
S0 how are Nintendo going to feel about all
this? (This is, of course, a totally independent
product, just as Game Genie was, with no
official backing.) After all, the arrival of the
Superdeck might be enough to kill off the ailing
NES market altogether — why buy ona when you
could have a SNES and a Superdeck for not
much more? We suspect that if the idea did
appeal to Nintendo, they'd have done it
themselves, so we asked them. ‘No comment,'
said Bandai, Nintendo's UK distributor,
surprisingly enough, though this isn't the last
we expect to hear from them on tha subject.

Four players
and twi
bombs right in
thie middle -
very tricky.

N Near the
start of @
four-player
game,
EVEryone
looking for

{ power-ups.

in several other ways.
Best of all though is that the game has

two modes — the ‘normal’ mode, where you

simply have to clear the screen, and (yay!) the

multi-player battle game, allowing up to four

to play simultanasously (not quite as many as

the five you had on PC Engine and Amiga, but

good encugh), hiding around comers and

trying to blast the other players out of the

way. Of course, to do this you'll need a Super

Multitap, but it's well worth it, let us tell you!
Bombernman is currently completed, and

due for a Japanese release soon. We'll be

reviewing it soon, so keep your ayes open!. /
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To Western eyes - where only Disney can get away
with feature length animation - the Japanese
fascination with cartoons seems a bit, well,
strange. Why are they so into them? What's the
advantage? Helen McCarthy explains...

makers bother with
animation, especially for
science fiction and fantasy
movies. After all, given the
state of SFX today there's
very little that can't be done
in live-action, and don't
people identify more
readily with real actors than
with drawings? That got me
thinking, and, as often
happens with me, thinking
led to daydreaming and...

omeone asked me the
other day why film-

... We've only just started
shooting on my eplc trash-sf
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Gunner Nuns
In Outer Space,
and already it's all going
horribly wrong. Arnie, whom
the studio has Insisted | have
for the male lead because he
can guarantee bums on
seats, has a problem with
the script - he doesn't like
the scene where Sigourney
socks him on the jaw and
knocks him out cold after a
10 minute slugfest in the
mudbaths of planet Tralll,
and is demanding a rewrite,
s0 that he wins and gets to
2o off to the tavern with the
cute, green-haired 18-year-
old identical twins. They
should have been 13-year-old
identical twins, but we can't
have anything too risque

because we have to get a 15
certificate to stand a chance
on the cinema circuit.

Meanwhile Sigourney
doesn’t want to wear the
kneelength, flamecoloured
wig, and feels that having
paid her dues as an actress

she shouldn’t have to peel
her top off for a
mudwrestling scene. Tom,
the romantic hero, won't
wear the full make-up for the
scene where the Mother
Superior's curse transforms
him into a half-man, half-pig.
His cute little nose will only
be its true self for 10 minutes
of screen time.

The SFX unit are
screaming blue murder
about the spacebattle where
37 small truckships involved
in the Galactic Truckers'
Race suddenly decide to peel
off and join Sigourney and
Arnle in their little oneon-
one fighters, taking on the
might of the Mother Superior
and her killer legion of crack
androgyne pilots in sleek
Starhawks. The design for

We're massive,

at Super Play, so
Halen only had to

ance far ©
off and gathar up all
our ald Porco
plcturas o presant
o gou hére, Enjog!
Left: This guy might
look Hike the hiero of
the plece but no -
he's acmually a cad
and & bounder, not
unkike the
characier scior
Tarry Thamis played in
all his films.

Right: Now that's a herg,

the Starhawk has already
been modified three times
from the novel description to
bring it in line with budget. It
gets less sleek every time,
The guys playing the
alien leglon can only work 20
minutes at a time in the suits
and prosthetics, and the
second unit shooting their
big fight scene is already
going over-schedule and
over-budget. plus the men in
suits (who really control
every movie made in
Hollywood, whatever
directors might like to
pretend) are getting worried
about possible heatstroke
and accident claims. We
can’t shoot on
location because
of the budget, so
the desert fight
is being done on
a set on the
studio lot,
and I think it'll
show...
Finally,
the producer
has just

F. .

come in to tell me that we're
all about to be preached
against on prime time TV by
a leading evangelist,
shunned by the Amish and
excommunicated by the
Catholic church for our
negative portrayal of
religious women. Negative?
The Mother Superior is a
beautiful queen bitch with a
heart of ice and a mean hand
with a bullwhip - what's
negative about that?

It’s almost a relief to
come back to earth and
realise I've got nothing
worse to cope with than this
week's bills.

Contrast this with the life
of the anime flm-
maker. No matter how

fantastic his setting,
or how

- complex his
i sCEnario,
the cost
imvalved

is only

the
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Tom Crokge coats S10 miElonEn) &
fim, What a stupid amount of money.

Sigourney insists on having contral
er the script, whila Arnia will sat
goun out of house and home.

Animate your fim instead, argues
Helen McCarthy, and you save
gourself all of these problams!

number of cels required. His
actors never complain about
scripts, costumes, sets,
stunts, or fight scenes. Every
one of his characters will
look exactly as he wants
them to look, say what he
wants them to say, and do
stunts, fight scenes and
overtime without a quibble.
He can even kill off a lead
character in the first reel if
he likes.

Look at Miyazaki Havao's
latest release, Porco Rosso

the male lead is a

dream of a
role

Its
Porco!

Our hero is
a2 WW1
figing ace,
now hanging
out in 1930°s
Italy, and
Nyging a fab red
saa plane on
adventures

in the old
romantic
mould, a
heroic
fighter ace
of the "20s -
who just
happens to
look like a
pig. Marco
is the
perfect
leading
man, but
how many
live actors would be willing
to play an entire movie
behind a mask? Heroine Fio
is a 17-year-old with a
passion for alrcraft who
spends much of her time in a
flying suit that makes her
look like an exceedingly cute
overstuffed red tyre, and
wears never a scrap of make-
up = can you see Winona in
the role? ’
The anime director's
aliens can be as weird as he
can imagine and his artists
can draw. In The Guyver, an
original animation video
(0AV) where buckets of gore
and sexual violence abound,
the Guywver of the title is the
eight feet of spiky, muscled
death into which the young
hero transforms on contact
with a strange device.
Massive, mean and
impressive doesn't even
begin to describe it! In the
American live-action
‘version’, released here as
Mutenoids, the Guyver is a
man in a rubber suit and
Mark Hamill ends up as a
sort of monster version of
Lewis Carroll’s caterpillar
and looks, like everyone else
in this sorry mess of a {
production, completely
and utterly absurd,
In anime, battles can
be as gory, sex sCenes as
sexy and his horror as
schlocky as the director
likes. If the film he wants to
make s too esoteric or too
erotic, too bloody or too
banal to make a mainstream
cinema release or TV
glot, he can still p
put it out on o

'
i

video for a much smaller
audience, so ratings and
certificates needn’t worry
him unduly. This is often
done with OAVs like Joker, in
which the lead character
switches sex at will, or
Supernatural Beast City,
where demon abuse, half-
insect transformations and
black magic battles are
central to the story.

Compared to his
Hollywood counterpart, the
anime director has massive
creative freedom. With fewear
cost problems and far fewer
hindrances
on his

g
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A selection of stills from the Parce Rosso Aims. How much would it cost to
buy & genuvine seapiane for a live action film, let alone recreate "30= Italy? And

vow mich would the actors bet You

Imagination, he can make the

film he really wants to make,
And that's why film-makers
bother with animation. Is it
any wonder?

can avoid all that if you draw everything

ANIME CONTACT

Anime UK magazine, 70
Mortimer St, London W1,
i:{':i 50 from SF/comic HIHI]]H_
or mail order from the
publishers + 70p p&p). The

; x Manga Club, Island
. \// World Com-
\ munications,

Y 40 5t Peter's
v\ Rd,
London
Wi
98D,

9 ANssi
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GAME WORLD

VIDEO GAME TV SHOWS
FIVE NIGHTS A WEEK

Video game TV shows seem
to be cropping up every
few days now, especially
on Satellite TV. Sky One,
for instance, has just
launched its Games World
series, which is on five
nights a week in the 6.00-
6.30pm slot. Games World
consists of five different
shows, one each day of the
week. Here's the listing:

MOMNDAY
This is The Eliminator, a
gameshow where ‘five contestants
are whittled down through a
number of knockout rounds to
leave one champion.” The guy who
wing this appears on Friday, too.

TUESDAY
Tuesday is House Of Games night,
a show similar to Juke Box Jury,
where new games are reviewed by
a panel of experts, celebrities and
gameplayers, Presenters are Jane
Goldman - game journalist and
wife of Jonathan Ross — and Neil

West, Editor of Mega magazine.
Meil says: Tt's going to be great!
We'll have all sorts of people
on, and I'm going to be dressed
up like Gomez out of The
Addams Family.'(!)

WEDNESDAY
This one's another gameshow, Try
Your Luck, which seems to have a
phone-in element — one part of 1t
offers 'the tantalising Fundress, a
card game where viewers take on
a computer character — and the
losers lose more than their shirts!'

THURSDAY
This is the one Jason's bean
waiting for = it's The Peep Parlour,
4 tips section hosted by the
Gamesmistress, played by Diane
Youdale {Jet from Gladiators!). She
is partnered by ‘cartoon peepshow
hostess' Madam Pixel.

FRIDAY
They've saved the ‘best’ for last, all
right. Friday's show is Beat The

Future's
vary own Neil West|

Elite, where the player who won
The Eliminator at the start of the
waak returns to pit his skills
against a group of ‘Videators' -
gameplayers who draess like a sort
of cross between the Gladiators,
WWF wrestlers and Ryu, Blanka,
etc, from Street Fighter II, (Just
check out the pics below!)

Now we're not promising any of
these shows will be brilliant
(except for Neil West's one, hem
hem), but they have been put
together by Hewland International,
the people behind GamesMaster
(the show), so they should know
what they're talking about. And"
they're bound to be a good laughl

The Super NES
modem: two-

player games,

inter-city style!

Ever wanted to play a two-player
game with your pal, but can’t
because you hoth live in separate

- towns? Well, happily it doesn't look

like this'll be a problem for long,
thanks to a company called Baton
Technologies, who've come up with
console-specific modems for sale in
the US. The system is called
Teleplay, and though it hasn't been
released yet, Baton have high hopes
for it - both the Mega Drive and NES
versions are scheduled for release
this year, with Super Nintendo later.
Special games are being developed
to take full advantage of the fact
that you're playing the game against
each other, using different monitors
in different rooms. (Sadly, however,
guite what these special games will
be like hasn't yet been made clear.)

STUCK ON SKuLJ

CAN YOU STAND THE MIGHT OF THE

(Are you sure you're ready for this?)
Beat The Elite’s ‘Videators’ include:




1 his way to a hot date,

s his spaceship and
nself stranded.

to his escape Lies
in successfully
negotiating a
series of
platform-filled
levels, dodging
baddies and
collecting extra
bits and "bobs’.
(Hey — we made a
funny!} There are three
warlds altogether, each with
between 10 and 13 leveals.
If all goes well, BOB should
be in the shops at the beginning
of May 1993,

His Nastiness
himself,
\ the avil
wilkain
Skilljagper
He certainly
hasn't got a
very pleasant
telephone
manner!

SUPER PLAY'S

HOT LIST

There are plenty of great games
reviewed in this issue of Super
Play, but we’d hate you to overlook
the following older titles...

IIB& Ilusiﬂ}
(zames with robots in are surprisingly thin
0 ond, considering how popular
of stuff is in Japan. But Walken
an makes up for the shartfall, with
fabwlous graphics and sound, a great
robodic feed and loks to attack wilh your
assault suil's potent weaponry.

palisid i
{Konami)
Playing Tiny Toonsis exactly like
watching an inferactive cartoon, and a
really good cartoan at that. The animation
and sound effects are spod an, there's lots
of variety from level to level, there are
loads of good jokes &nd the difficulty leve
i5 .,;l al:u:uul rll,,'lr I.":'hal mare could you

AAARAN

(Bullet-Proof Software)
You've gol Sue, Super Pigy's Production
Editor, 1o thank for this one's inclusian
She's done litlle elsa this month except
play Tefris, while occasionalty shouting at
people 1o work harder, and it's besn
driving us bonkers. SAill, this is as good a
version of Tefrisas any, and we suggest
you go oul and buy it.
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PTIIMMY CONNORS® PRO
 TENNIS TOUR

(Ubi Soft)

Lriti we see evidence bo the contrary,
we're prepaned to bedieve: that Sy game
that bets 1Gur people play al once i5 bound
fio b @ winner. Even if you haven't god
e frignds {or & four-player adaplor),
his is & great tennis game which, in many
ways, is nedy as good as Super Tennis

(Nintendo) ©
After taking a beief holiday from the Hot
List far the last coupbe of months, i's
back. Super Mario Kart fever is gripping
the Super Piay office once again, assisted
bry those great adverts on the telly, and 1§
we've bean able to think sbout litle else. It g
may sound |ike we're |abouring the point
bt we think it's just abot perfect
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It's the Super Play readers’ verdict
peripherals and the events of 1992.

BEST SNES GAME OF THE YEAR
T /8 STREET FIGHTER Il

Runners-up: SUPER MARIO KART, SUPER
MAR‘II} W{IRLI}. THE LEGEND OF ZELDA: A
LINK TO THE PAST, SUPER PROBOTECTOR

| Mo, no, let's try and guess. Er... Nolan Ryan's Basebail?
. s T As if. Prediciable?

Huh. ¥ou lot. You're so predictable. & whapping 97% of you
woled for Steeet Fighter 1, with Final Fight, Turies and Super
A o1 Dauhle Oragon - the anly other beat-'am-ups o even merit a
Chwn Li and Dhaisim fight te the  MeNtion — squabbling over the remaining 3%. A bit of a foregone
death in, guess what? | dan't conclusion this ane. (Don't miss our player's guide for Streer
think we have to spell it out! Fighter il on page 48.)

BEST smis DRIVING GAME
¥ & SUPER MARIO KART

Runners-up: ZERQ, TOP GEAR

Hurrah! That's 3ll we can say to that. In fact, if you hadn't put
Super Marie Kart fiomiy at the top of this categary, we'd probably
have fiddled it so it was_ {Or been sorely tempted to, anyway.)

I°d b getting boring if we were
to again say that Mario Kart is
owr awe led, Bl il jost is...

to have completaly captured the hearts of the nation — and nearly
thrae quartars of the vote.

BEST SNES STRATEGY GAME
‘SIM CITY
Runners-up: POPULOUS, SUPFER RAMPART

[a]
Wl : bl
= The precise meaning of the word “strategy’ seemed to have
)] eacaped many of our readers, with evarything from WAF
uh 3 : 1 Wrestiemania to Super Probotector making a showing. Skm City
o Power at your ﬁnuM'M' yow can  Shong through, however — 3 verdict we'd heartily andorse.

build and destroy a city at will

wilh the lauch ol 3 button.
o
o MOST ORIGINAL SNES GAME
o, .  #4"2 SUPER MARIO WORLD
E ﬁ Runners-up; PILOTWINGS, LEMMINGS
= z

How else would a fal ltalkan
plamber get uch fama?

on the games, the personalities, the

F-Zarp and Top Gear are worihy runners up. but Manoe Kart seems

ood evening ladies and gentlemen, and welcome to the Royal
G Festival Hall, er, Bath, for the presentation of the Super Play

Golden Bee Awards of 1993. Whether you took part in the
competition, and filled in the coupon in issue 3, or not, you're
probably dying to know who the winners and losers are. Well, take a
seat, and wait for the lights to dim and a hush to descend upon the
star-studded audience...

Remember, folks, we asked you to vote based on the games and
peripherals released in 1992. And that meant either on import or on
official UK release (co older games like Supar Mario Waorld qualified
because the UK market only actually saw them for the first time last
year]. In each category we've picked a winner and two runners up,
based on the percentage of the votes you cast.

BEST SNES SPORTS GAME
& SUPER TENNIS

Runners-up: SUPER SOCCER, JOHN
MADDEN 93

As one of the first five Super Nintento games to be made available
in this country, Super Tennis seems 1o have built up a strong
following. Mot surprising = all of us at Super Play would have
woted for it, any day. Much the same goes for Super Soccer,
another one of ‘The Five'.

This is ome of aur favourites,
fmo. In fact, i's ane of the kst
{Enmis games 0m amy system.

BEST SNES SIMULATION
‘PILOTWINGS

Runners-up; SIM CITY, F1 EXHAUST HEAT

The problesn here, perhaps, is that simufations are pretty thin on
the ground as far as the Super Mintendo is concerned. There's only
really Pttwings (and S Gily, maybe) - but there're so good we
don't really naad any othars.

Successfully halding the fort
until other good simidation
gamess appear on the SHES.

- ‘1. * HOME ALONE

Runners-up: PITFIGHTER, WHEEL OF
FORTUNE

Ins ligt of mominations for this category made pretly sorry
reading, with many people clearly bitter about ill-judged
game purchases. The top three (which we won't glorify by
mentioning again) were way clear of the rest. How many

T ——l
of you have really played Whee! Of Fartune..?

be s supcedstul ag the filml

Runners-up: CASTLEVANIA IV, PRINCE OF
PERSIA

We didnt even bother counting the virtes for this category. Well,
all right then, we did. But it was kind a foregone canclusion. Super
Mario Workd swept the board, with nearly 85% of the vote, Not
surprising, perhaps, as 8 be the only plationm game many peoplke
know. {And, of course, it's a brillant game.) Howeves, a hardened
core of Castlevama fans made sure thair voices were heard.

BEST SNES LICENSED GAME
AS“SUPER STAR WARS

Runners-up: THE ADDAMS FAMILY, BART'S
NIGHTMARE

Cobowrful graphics, and an
imvnbved and emjoyable game,
speell ‘deserved seccess’.

Well, there we have it. Those three 'best licensed games' in full,
And we wouldn't argue with your chosces. Super Star Wars is a
smashing game, as are The Addams Familly and Bart's Mightmare
It just goes to show, really,

Luke Skywalker and Darth Vader
confront each other in the fab
Super Star Wars,
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-LEGEND OF ZELDA: A LINK TO
THE PAST

i URRETE- U y
| :E R LEGEND OF THE MYSTICAL MNINJA
#<5 ACTRAISER

While Legend Of The Mystical Mina isn't actually available in this
country ye, it seams enough of you have played the impart
version to propel the game to within spitting distance of the top
slot — except that Jelda got 25 times more voles!

da's boen kidaagged, aad
sor pld Link has to try and
escue her — again!

BEST SNES PUZZLE GAME
¥ LEMMINGS

'.__,x.__ Runners-up: KRUSTY'S SUPER FUN HOUSE,
i PUSHOVER

There are lots of great puzzle games on the Super Nintendo, but it

thirds of you nominated it. Krusty's Super Fun House and
O .;||-:|5_ ingeniows and Fmﬂb'ﬂr dre [hﬂ WDI'IIT;T runnars-up.
sddictive, as we've described it

n What Cart?

BEST SNES PERIPHERAL
7 €2 pRo ACTION REPLAY

Runner 1. ADAPTORS (VARIOUS),
IE CAPCOM JOYSTICK

There aren't all that many peripherals for the SNES. Bui
the Action Replay seems to be number one. All kinds of
adaptors picked up voles, which we've lumped together to
put adaptars generally onto the shortlist. And the Capcom
joystick did well too, presumably because of “that game’,

BEST SNES GRAPHICS
@f STREET FIGHTER li

Runners-up: AXELAY, MICKEY'S MAGICAL

i_g‘ QUEST

Sl £ty 7 Has Streat Fighter [ really got the best graphics on the
1 v B Super Nintendo? Or have you just got into the habit of writing
Electritying graphies, certainky, "Sireet Hﬂnfﬂf r awery time you see a doted neT Avelzy and
bart the best on the SHES? We Mickays Magleal Quast we'd agres with, however.
fhink there are better.

I you cam make it oat from the
gloam, this is a pic ol Super
Castlevamia, honest!

FAVOURITE INTERNATIONAL SOFTWARE PUBLISHER

A wery handy littie gadget this,
and papular with you lot.

BEST SNES SOUND
SUPEH CASTLEVANIA IV

,..p_.\ Runners-up: STREET FIGHTER I, SUPER
Ea‘ PROBOTECTOR

Jasnn Brookes, Super Play's in-house sound 'n’ miusic expert,
noddad sagely as he sxamined the results of this section. He
loves listening to Castlevania and Probofector, And then he
spotted Streat Fighter 1. “What? The sheep! The sheep!' 5F has
ot great sound, but even so...

Producers of the most successiul -
game yel on the SNES.

‘CAPCOM

: =, Runners-up: NINTENDO, KONAMI

=

Ba.éiﬁalr_.' a re-jig of the International Publisher category,
demanctrating that the most respected games publishers
seem to be those with good in-house development teams.

Top gualkity games from a bop
quality games devaloper.

seems that Lemmings is your favourite by a long way — naarly two-

FAVOURITE UK SOFTWARE PUBLISHER

.1 Runners-up: ELITE, GREMLIN

A

True, Dcean put out far more games than anyone elsa in
this country. But they seem to be games people really
like. And thelr growing importance in the US and Japan
may well see them featuring in the International Publisher
category nexl year.

FAVOURITE UK SOFTWARE DEVELOPER
“OCEAN

T Runners-up: BITMAP BROS, GREMLIN
l GRAPHICS

BrlLaln 5 fa'murltu software
pubdisher.

ﬂftartmlr success above, amything other than another victory for
Ocean hare would be perverse. °| really have to claim all the credit,
explained Ocean's Ken Lockley, while being escorted from the
stage by a pair of uniformed security officers. The Bitmagp Bros?
Well, a lot of that can probably be put down to their success on
other machines, but Gods shows they can do it on the SNES, too

BEST THING TO HAPPEN TO THE SNES MARKET IN 1992
—— 'STREET FIGHTER II

Runners-up: SNES BEING LAUNCHED IN THE UK,
SUPER PLAY

Develepars of Rebecop 3 and
Lethal Weapon, amongst
countless other games

Yawn. But we have to admit it: Street Fighter If has probably done
o more for the Super Nintendo than every other game put topether
a3 There were sufficient Fteralists among you to make sure the Super
Nintendo's UK launch got its dus. And a big ‘thanks very much' to

E Honda ries his bundred hamd
skap om Dhalsim, who's looking a  everyone who voted for Super Play.

bil damaged

WORST THING TO HAPPEN TO THE SNES MARKET IN 1992

g‘ THE PRICE OF GAMES

Runners-up: SMALL NUMBER OF GAMES

AVAILABLE, SUPER SCOPE
There wera a huge number of nominations for this category,
ranging from tha Sega CD ROM, throwgh a varkety of poor gamas,
to a sedection of ‘other’ SNES magazings, Those two old bug bears,
Thit one thing everyane seems to  the price of games and the limited selection of games available,
carni hiead and shoulders abova the rest, though, with a number of
dispirted Super Scope aowners making their faglings known .

EAHE WE‘RE MﬂST LOOKING FORWARD TO NEXT YEAR
-SUPER STAR WARS

: Runners-up: SUPER MARIO BROS V, DESERT
1—7 STRIKE

agree with - games are mwch
too expensive

Of course, ‘next year now means ‘this veas', so the sensa of
anticipation is all the stronger. Those eagerly awaiting Super Star

J Warg and Desart Sirika shoubd have their desires fulfilled very
Star Wars: the movie fans love  Shorly, but Mano-watchers may have a longer wailt - perhaps
this game, as il follows the plet  @ven until the release of the GO ROM late this vear/early next year
brilliantly

TILL THE SAME TIME NEXT YEAR, THEN

Bee Awards for 1992. We would like to congratulate the winners
and indeed, runners up, and commend them on their performance.
We hope you have had a pleasant evening, and we'll see you next year,

THE WINNERS!

As you may remember, we offered Game Genies, courtesy of Hornby, to the
10 readers who, in the editor’s opinion, most closely predicted what the
top five games in the ‘Best SHES Game of the Year' category would be. The
following 10 people will consequently be receiving a Game Genie in the
post pretty soon: Ben Little of London (the only person to get all five
games in the right order), Roger Pimlolt of Blackpool, Kieran McNully of
Shannon, Ireland, Paul Clark of Aberdeen, D Smith of Folkestone, Danigl
Nix of Audley, Keith Perry of Milton Keynes, Paul Wright of Farringdon,
Stephen Roddis of Shetfield and Gareth Jenkins of Bridgend. Well dong!

w ell, ladies and gentlemen, that concludes the Super Play Golden
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POP'N TWIN BEE

(Konami)

' formations
*' -n\ mmm
-.4‘ e W TS ““

T, Don’t be put off by the fact that this bit of the page looks really boring.
' It's actually incredibly interesting, detailing, as it does, every single
game coming out on the Super Nintendo everywhere in the world over the
; next couple of months. Wow! So read it...

ste SNES releases than you've seen
$ince, well, last month’s Dalnbnnl(.

MONTH DATE GAME TITLE GAME TYPE PUBLISHER COUMTRY

Mar 5 F1 Exhaust Heat 2 driving Seta Jap

Mar 5 Monopoly board gams Sunsoft Jap

Mar 12 Edomakira APG Micro Warld Jap

Mar 12 Super Kick Boaing sports Eleciro Brain Jap F1 Exhoust Heat ?‘Sllflh Foriress Of ﬂﬂ'm sﬂ' Famistar f{'-ﬂﬂ:

Mar 12 20010 Basehall spofis G Amussments  Jap fllill" M

Mar 12 Ogre Battle strategy Guest Jap fast.

Mar 12 California Gamas |l spors Hect Jap Mar v Gireat Battle I11 sbrabagy - Bamprasto Jap

Mar 12 Supar Famistar 2 sports - Mo Jap Mar = Uitira Sevan " peat-gmeup Bandsi dap

Mar T Nigel Maneoh ; Mar - John Madden &3 sparts Electronic Arts LK

F1 Championship driving Infecom Jap Mar & Super Star Wars action - Ve UK

Mar 19 Super Batthetank simulation Pack:In Video Jap Mar 2 Tiny Toons i Konami UK

Mar i Jungle Wars 2 RPG Pomy Cannon Jap I o a Aligh v Predstor action Acthigion UK

Mar mild Supar Dunk Star sports Samay Jap | ar H Cyche Grand Prix racing Hindsom Soft UK

Mar 2% Supar Wall And White Deer  strategy Knei Jap | Mar 2 Gods platioem PMindscape LUK

Mar 6 Pop'n Twin Bes Shiot-"gm-ip Konami Jap Mar = The Irem Skirs Game sporis Hisdson Sott UK

Mar 25 Interrational Tennis Tour sports Micro Wharkd Jap Mar . Nigel Manssll

Mar o6 foshi's Gookie e Nirtend Jap F1 Crampionship driving Gramiin LK

Mar 6 Dt Strike shoot-'am-i5 EA Japan dap Mar = Temminator 2 shoot-'em-up Anclaim UK

Mar Iatg Bio Matal shook-"sm-up Athera et | Mar - Super Parodiug En00t-'Bm-up Konami LK

Mar lata Foriress Of Fuary action Jalecn Jap | Mar - Mickey's Magical Ouest platicern game Capcam UK

Mar - Supar Wagan Land 2 APG Mempat Jap : Mar i Bast 04 The Bes) hest-"ar-up Mirdesdo UK
0o ar = [Dabustitar action Micno ‘Waorld Jap j

har i Super Alr Diver aclion Aami Hp | agri 16 Bual O PG ima Jap
g Mar - Wayne's World action THO s gl 1 Sephentrion sl hrar Jap
] Mar - EVD ] simagation Enix Us Mgl i Elnard RPG Bame Plan 24 Jap
] 0 Sk i i Vic Tobul us Apil - Fist Samural platform Kemea Jap
- B Inindo RPG Kisel us Apil = Holy Sword Lagend 2 APG SqareSoft  Jap

Mar - Foothail Fury sports Sammy us Agril = Bubsy atfarm Accolide us

Wy - Albart Qyssay sk et - Al - Shadawrun APG Data East us

My - Fowemonger strategy Imagingar Hp P Buzuki F1 driving Nendy UK
2 M Daad Dance heat:-\m-ip Jaleco dap - The Biues Brathars platiorm Nintendo UK
g Mar ; Tohaen £ Vidao System Jap April - Chissmaster Siraiegy Mindscaps UK
-l Mar - The Blugs Brothers action Kamco Jap April o King Arthur's Warld puzzle Jalecs UK
-l e SHEA ¢S iy AP -, on A - Magic Swont beal-'em-up Capoom UK
E Mlar = Metal Max 2 shralgy Dala Exst Jap Apni o Pititilé Beach Gl apits Nirtando UK
o Mar Devil's Course sports TAE Saft Hap Apni & Super Double Dragan peal-'em-up Hintendo UK
< Mar - Jo Jo's Bag Advenher action E-b_hrl Team Jap Aprd & Super Fang action Capcom UK

Bl = The pe:ll‘spggfhntmﬁarm puzle Vaicot dap Aprd - Super Star Wars action NC UK

M - Wogh - Seaamd Wi shrmiegy Wl Yo - M - Woeld League Baskethal  sports Nintendo UK

Mar 3 Powemonger stratagy Immagenear Jap Aprd - Wing Commander shoot-'am-up Mindscape UK

Mar = Daorapechan Spaits Neat Jdap

1 - Tsupari spints Tecmo o i ;
y m: meﬁ? RFG Bandi j: We've done our best to make sure all this information is as accurate as possible, but
Mar - Silver Saga 2 RPG Seta dap release schedules are constantly getting rejigoed by publishers. It's a dog's life..
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OFFICIAL PENGUIN
GALLUP UK CHART

Compdled for Super Play by Gallap
SUPER MARIO KART
Mintendo
Mario Karl, Mario Karl, rah rah rah! It's still riding
high! 537
BART'S NIGHTMARE
Acclaim
Don't have a cow, man! Um...
Simpson-type things. 91%
PILOTWINGS
A Mintendo

Earm yoursell some wings, and become a pilot!
|Bwess wial? Yep, you're sacked. — Ed.) 927

A

Heading straight back up thi charts again, atter a
brief dip. 53%
SUPER GHOULS 'N' GHOSTS
Mintendo
Top platforming sction. Watch out for the ghouls
and the ghosts! 85%

and other Bart

Mintendo

Compilad for Swper Play by Console Concepts

ASSALLT SUITS VALKEN

MCS Masiva (JAP)

FATAL FURY

Takara (Jap)

SUPER STAR WARS

VG (JAF)

TINY TOONS

Konami (JaP)

JAKI CRUSH PINBALL

Maxat (JaP)

CAVEMAN MNIMIA 2

Data East (JAP)

MIEHE‘I"S MAEII:#I. QUEST
sapcom [(JAP ¥

DESERT STRIKE

Electronic Arts (LIS)

JOHN MADDENMN '923
Electronic Arts (LIS)

"% OUT OF THIS WORLD

Interplay (LIS)

Needless to say, Assault
Suits Valken has swooped
Inte the top slot with all its
gums blazing (see our in-
depth review last issue) -
no massing about. Fatal
Fury's doiig very wall, toa,
thanks no dowbt to its
rispuitation as being ‘a bit
like Street Fiphter i, And
Super Star Wars has
slipped down from the top
position. Dtherwise the UK
import chart lpoks broadly
similar to last month's =
hardly surprising, given
that mo really major games
hawe: been released in the
mionth since then. We
miust admit to being a
little sarprised to see
Caveviran Minfa 2 doing so
well, though,

ZELDA - A LINK TO THE PAST

SPIDERMAN & THE X-MEN

Acclaim

Spidey uses his incredible climbing abilities o
clamber up to number six. 72%

SUPER MARIDO WORLD
MNintendo

It's been talked about so much that it's very tricky
1o think of anything mew to say. 94%

It's this or Kick OV, really

SUPER SOCCER
Mintemndo

- gnd Super Soccer

seems to be winning by a mile. 83%

o

SUPER PROBOTECTOR
Konami

We're not guite sure what a Probatector is - but
he's pretty damned tough! 307

10

SUPER WWF WRESTLEMANIA
LM

Unconvincing wrestling game that, chart-wise at
least, seems to have peaked. 74%

6@000000@0

JAPANESE

Compiled for Super Pley by Tai Diso

FINAL FANTASY WV
Square Soft

GODDESS REINCARNATION
Atlus

STREET FIGHTER Il
Capcom

DRAGOMN QUEST V

Enix

SUPER MARIO KART
Mintendao

WIZARDRY V

Ascii

SANGOHKUSHI N

Fuoei

HERO BA.'I'I'LE RECORD
Banproesto

THE LEGEND OF ZELDA
Mintendo

FINAL FANTASY IV

Square Soft

Apart fri ol faves Super
Marip Kart and Street
Fighter i fwhich, along with
Zefda, we would've thought
were a bit past thelr sell-by
dates in Japan by now), the
Japanese charl seems jam-
packed full of RPGs. We've
covered Dragow Ques! Vin
detail in Super Play, but the
Final Fantasy games are
almost as popular - the
success of Final Famlasy V
having dragged Iis prequel
back into the chart. The
surprising thing is that even
a major action release like
Assault Suits Valken - so
popular here - can'l scrape
an entry, which only goes to
show how tight the APG
thing has got the Nipponese
market Sewn up at present,

Chart beat. Cross your chart and
hope to die. Charts'd be a fine
thing. Just some of the many
titles we rejected before arriving
at ‘Chart Throb'. Doesn’t look
quite so bad now, does it?

Mo change in the top
slot - Super Mario
Karf's firmly rooted.

The only new entry
in the UK chart is

i
i

Spiderman,

N e

And Street Fighter If
Is conspicuous by
its absence.

Compiled for Super Play by Woody Carter

STREET FIGHTER 1l
Capcom

SUPER MARIO KART
Mintendo

MARIO PAINT
Mintendo

JOHN MADDEN "853

Electranic Ars

BULLS VS BLAZERS

Electronic Arts

y NHLPA HOCKEY

Electronic Arts
PER STAR WARS

MICKEY'S MAGICAL QUEST

Capocom

FF: MYSTIC QUEST

Square Soft

» DEATH VALLEY RALLY

Sunsoft

* The American chart looks
abaul the same as it ever
toes — lois of Electronic
Aris sports games, which
the Americans seem to be
50 keen on, jumbled up with
Strewt Fiphter N and Super
Mario Kart. Tch. It’s
interesting to see just how
popular Mario Paini seems
o be proving over thema.
Those zamy Americans
obviously haven't had the
benefit of being able to
read Super Play's in-depth
review (see page TO). They
also seem to have
developed a strange
fascination with Death
Vailey Rally — which we
rated at just 42% in issue
4. Maybe thene's something
we missed!
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Above: 'Streer Fighter If 15 now
generally considered to be the fastest
selling video gami in history’ Joe
Muorici wanes lyrical abour Capcom's
biggest game ever.

ANOTHER CHAT
WITH ONE OF
THE PEOPLE
WHO SHAPE
THE FUTURE OF
SUPER NES
GAMES

Joe Morici is a Senior Vice
President at Capcom USA,
based in Santa Clara,
California. As one of the most
prominent publishers and
developers of Nintendo games
over recent years, Capcom has
a reputation for quality. It also
has a huge research and
development team, Their
arcade division has been at
the leading edge of coin-op
video game development for
years, and has created many
landmark games - including
the most successful arcade game ever, Street Fighter
II. This, along with top-selling SNES games like [V
Sguadron and Mickey's Magical Quest, has given
Capcom a massive profile in the ind ustry. Recently,
Capcom was voted the best international software
publisher and developer by the readers of Super
FPlay in the first Golden Bee Awards (see page 24).

Dkcay, Joe — here's an easy ome to start off with, How many peaple do Capcom
employ s Japan and the States?

AW&'W got over 100 employees here in America, and nearly
ol over In Japan,

Does that mean most of your development is done in Japan? Indeed, do your

guys in America create aqy of the games?
AN:J. all Capcom's development takes place in Japan. Of those

500, over 350 are programmers or graphic artists, working on
all sorts of projects. It's because we've got such a big and
experienced creative team that | think we're able to produce so
many games of such extremely high quality - your readers will
know all about things like Street Fighter land The Magical Quest
starring Mickey Mouse, Though 350 sounds like a lot of developers
~and is a lot compared to most companies - we actually need
more. At some point we hope to set up a separate development
team in the US, and perhaps one day in Europe too.

Tap: Final Fight [T, rumoured to be brilliant, with
4 simultaneous two-player mode, sadly mERSIng
from the first version. Above: Goof Troop

Goaty and san Max take on a banch of pirates in
this cute Gavnlel-esgua rOmp

JOE MORICI, Capcom USA

o :
By Jason Brookes

We all know it's been a massive, massive hil, but just how

SucCeEssTal s STreet Fighter If been tor Capeom?

Well, what can | say? Very successful. Street

Fighter If is now generally considered to be the
fastest-selling video game in history. I'll give you a
few figures to illustrate what | mean. In Japan it was
released for the Super Famicom in early June 1992,
and sold over 1,000,000 units in less than a month,
Since then, the Japanese market has seen a further
3,000,000 units sold. Here in the US, the game was
released about a month later and we've sold
1,500,000 units so far, We expect to sell a further
2,000,000 Street Fighter If carts in 1993. On top of

that, there are the figures for the UK, Europe and the
rest of the world. It's taken off everywhere.

A question we are constantly asked is, of course, will
Capcom be releasing Street Fighter i Champian Edition
far Super Nintendo? If nat, how about the new Turbo version?
We don't have any plans as vet to release either
version of the game on any home platform.

Dkay, can you tell us anything about the other games

Capom are curently developing?

As it happens, we've just announced a new

product line-up. Final Fight Iis scheduled for
an Autumn release this year in the US, Goof Troop is
our second Disney licence for the SNES, and is a two-
player top-view adventure,/action game with
collaborative gameplay. It's based on a new Goofy
TV show. That's due in September. Super Mega Man,
Masters Of Monsters and Aladdin are all new titles that're in the early
stages of development, However, we have no plans to release our
forthcoming Japanese RPG Breath Of Fire in the US - that sort of
game isn't very popular over here. (See Super Express for more
details of all of these games - Fd.)

What are you doing about the rip-off Street Fighter H arcade beards that keep

appearing in arcades around the world?

There are a lot of them about, aren't there? We hear about new

ones everyday, and we're obviously worried and annoved by
them all. To try and give them a good run for their MONEY, we've
been working closely with officials from the Amusement and
Machine Operator's Association (AMOA) and the FBI to pursue
counterfeiters aggressively.

amongst the first Nimtendo CO redeases?
A Capeom will wait before entering the CD ROM market — we're

not going to jump in there what we feel to be prematurely,
We're currently evaluating the ind ustry to see which systems come
out on top. When the time is right, however, we'll certainly be there
to provide strong support for whichever ones are successful. Don't
expect to see CD stulf from us this year, though, or maybe even next.
Don't hold your breath, basically.

Q Fimally, what CO ROM plans do Capcom have? Will anything from you be
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WIN
£500

WORTH OF
SUPER NINTENDO
GAMES AND
ACCESSORIES

JUST JOIN THE CLUB, ANSWER
3 EASY QUESTIONS PRINTED BELOW
AND IN NOT MORE THAN 12 WORDS
COMPLETE THE TIE BREAK SENTENCE.

Q1. WHAT IS THE NAME OF
MARIO'S BROTHER?

Q2. WHAT IS THE NAME OF
THE GIRL IN STREET
FIGHTER 1I?

Q3. WHAT DOES SNES
STAND FOR?

TIE BREAKER
| JOINED THE N.S.
CLUB BECAUSE...

PUT YOUR ANSWERS ON A SEPARATE
PIECE OF PAPER OR POSTCARD
AND SEND IT ALONG WITH THE
COMPLETED MEMBERSHIP FORM.
THE WINNER WILL BE NOTIFIED BY PHONE
AND THE NAME WILL BE PUBLISHED IN
THE NEXT ISSUE OF THE CLUB DIRECTORY.

: NAME:

: ADDRESS:

: TOWN:

|
|
|
|
|
I

COUNTY:

TEL NO:(STD) NO:
PARENTAL SIGNATURE:

ET YOUR PARENT TO SIGN IF YOU ARE UNDER 16)

POST CODE:

SUPER NINTENDO

FINISHED YOUR NEW £40 GAME?
CAN'T AFFORD TO BUY SECONDHAND GAMES?

WHY NOT JOIN THE

ATIONAL SWAP

THIS CLUB IS DEVOTED TO SUPER NINTENDO OWNERS

ALL IT COSTS IS £2.00 MEMBERSHIP AND £4.00 TO
RECEIVE A DIRECTORY OF EVERYONE IN YOUR AREA WHO
WANTS TO SWAP WITH YOU! YOUR EXCHANGE INVOLVES
NO MONEY, YOU DEAL ONLY WITH STRAIGHT SWAPS.

EASY! FILL IN THE COUPON BELOW, SEND A CHEQUE OR
POSTAL ORDER FOR £6.00 (NO CASH PLEASE) MADE PAYABLE
TO PO BOX 267, SOUTHAMPTON, S09 7TW,
AND IN APPROX 30 DAYS YOU WILL RECEIVE YOUR DIRECTORY
OF LIKE-MINDED CLUB MEMBERS READY TO SWAP.

DON'T FORGET TO SHOW COUNTRY OF ORIGIN FOR EACH GAME (A - AMERICAN, J - JAPANESE. UK - BRITISH)

_ SWAP DETAILS (PLEASE PRINT IN BLOCK CAPITALS)
GOT:

WANTS:




_Starfox is the first
, ‘gametouse
:’- Nintendo'’s eelebrated.
Super F/X a‘di'a_nr.gd_
- -graphics ¢hip, and by -
" far thie biggest release
“__-of the firsthalfof "~
.- the year. So, we. - &
<" thought it worth
- ‘taking a*good long
pre-release lookat -
the game and'its "':
" significance, ..

here are two
reasons why
Starfox

looks set to be the
most talked-
aboul game of
1993. The first
is that's it's
being
published
by
Nintendo
themselves, and
a new release from
them is alivays a major
event. The second is that it's the
first game to use the new Super F/X chip.

MNow, we explained exactly what the Super
F/X chip is in issue 4, so we're not going to go
through it all again, (Aw, go on - The Readers.)
Well... all right. But only quickly, mind

Okay, vou've only got to look at a game like
Race Drivin’to see that, as it stands, the Super
Nintendo simply can't manage fast, detailed 3D
filled-polygon graphics of the sort seen in Amiga
and PC games like Knights OF The Sky, Formula One
Cirand Prix or Coar Ard Oriver, I can do wonderful
things with Mode 7, it can fill the screen with

FUSH STRART

1o
EXIT

massive, fast-moving sprites, and it can
splash loads of colours around, but it simply
hasn't got the processor speed to cope with
the complicated maths that 3D polygons involve.
Enter the Super F/X chip which, when included in a
cart, solves the problem at a stroke,

S0 what have Nintendo done with all these
polygons? They've turned them into an epic space
shoot-"em-up, that's what. And Mario's nowhere to
be seen. Instead, we've got a whole new set of
heros — Fox MeCloud and his chums = and they're
on the trail of a mad scientist, Andoll, who's taken
over the planet Venom and declared war on the

The Startox crew,
staring, Dan Dare-like
intn space. Fram 180 to
right: Slippy Toad, -
Pefipy Hair, Falcy
.. Ranvaldi and fox -
‘McCloud. You'd
EETTAINlY (PUST Your . -
planet’'s safety to this
* o lot, waalde't gou? |
. [Well. - Ed) . -+

peaceful neighbouring planet, Cornelia. You =
playing the Starfox crew, of course — are based on
Cornelia, and can take one of three routes to
Venom, using vour advanced Arwin fighters.
There are three or four stages to each route, and
they take the form of flying-through-space bits,
flving-over-planet-surface bits and fving-down-
tunnel bits. On the flving-over-planet-surface bits,
it is possible to shoot down some of the buildings,
though you'll have to watch out for the falling
masonry if you do so. (Obviously, getting crushed
by a collapsing skyscraper is not good for vour
health,) Various power-ups and extra energy
supplies are available as you go too, but one thing
o can't ﬂ‘]'llFH"E" are your wings, which can be
shot off by enemy fire. Don't worry = vou can still
fly without them, but you no longer have the
benefit of their energy-bolt absorbing properties,
which could cause problems. (While you have
them, your wings halve the force of enemy hits, so
losing them is obviously a Bad Thing). As you
might expect, you meet Boss characters at the
end of every level - the first one Iz an Attack
Spacecraft Carrier-thing, and others tend to be
similar large, polygon-formed mechanical
monstrosities.

Here's a quick run-through of the first stages,
to give vou some idea of how it all works:



the buildings (or, alternatively, shoot them

out of your way), try and get through a
series of five gates cleanly to collect a powerup,
then you face the giant Attack Spacecraft Carrier.

The game starts with some of its best graphics

— the buildings move towards you very smoothly.
While you do have some control over how high
you fly, you're forced into a narrow corridor of
movement, like Afferfirmer et al.

T his happens over Cornelia's surface. Avoid

COENERIR - THE BRSE

his one's an asteroid belt, with the floating
rocks causing obstructions to both you
and your enemies. You can blow up the
red asteroids (but not the grey ones) you come
across with your guns, while the Boss character
bon is an Asteroid Sweeper, complete with elght
giant offensive cannons. On this stage you get an
additional viewpolnt to use - one where it seems
nd as If you're actually sitting inslde your
spacecraft's cockpit itself (complete with middle-
of-thescreen gunsights), not flying along
just behind your craft, as was the case

is,
:1;5_ earlier in the game.
el
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 — WHO IS STARFOX? —

Age: 25
Weight: 47hkg
Height: 152cm
Species: Fox

The Starfox leader is the son of a great fighter
pilot, and was expelled from the Galactic
Military School Of Flying for trying to
Investigate the cover-up of his father's death.
Very moral and intense (a bit like Elliot Ness),
he picks and chooses the jobs the Starfox crew
will take on - he won't let them handie anything
he feels to be politically dodgy, Tends to rely on
his instincts and go with hunches a bit more
than is wise, and (the devill) is rumoured to
have a bit of a soft spot for the ladies.

Species: Rabbit

An old friend of Fox's father, Peppy is cool and
caleulating, spending much of his time getting
Faox out of the trouble he keeps landing the
team in. He's the one the rest of the gang look
up to, especially for a sense of fair play - he
referees any brawls they get into, ete. His fifth
sense is highly developed

tn
-
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X
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Another ex-Galactic Military Schoal 0f Flying
pupil, he looks up to Fox as his role model. He's
always getting into trouble, but his brilliance as
a spaceship mechanic more than makes up for
this. A cheerful character, and the least
aggressive member of the team.

Age: 28
Weight: 51kg
Height: 175cm
Species: Hawk

Falco's one of the more hardened, aggressive
Starfox team members. He's been Fox's rival at
times in the past, and his pilot skills are
rumoured to be even better than his, For him,
winning is everything = pride is his main
motivating factor. This is the guy you'd really
want as your wingman, given the choice.

WHES W

EMEMY




with many giant alien space cruisers to

take on - at one point you actually have to
enter one of them and destroy its engines from
the inside. Once inside, vou can find a power-up
which will make yvou ;
transparent and invulnerable B i
- essential if vou're to do well L
on the rest of this level.

T he game gets altogether tougher in this bit,

BUT WHAT'S IT ACTUALLY LIKE TO PLAY? e

Starfox was shown in Britain blow up part of the mothership. There was a fine as far as it went, but [ could see myself
fﬂl‘ l’hE first time at the recent huge explosion, and it sank lower in the sky, but growing weary of just flving along in & straight
didn’t give up. | kept up my assault till it was line, taking the course the game dictated.
uﬂdﬂ-ﬂ“l}' TDF And Hﬂhh}" Fair reduced to a tiny blob - a shadow of its former ‘Cor, that was good,” the official fawned.
at Earls Court, London. We self. But it kept shooting at me. And then | died. ‘People don't usually get that far on their first
It obwioushy wouldn't be fair to judge the go.' | muttered something about ‘being a
made Jonathan Davies

game from such a cursory examination - for that  professional’, then realised that she probably
embarrass himself in front of you'll have to wait for the full review in Super said that to everyone,

Play next month. But, having heard conflicting y ;
the crowds... reports on the speed and smoothness of the /..‘-h”.ﬁ” is heing relessed in Japan first, "\ﬁ |
graphics, | have to say that | was jolly on the 21 February. The US release has
“‘Okav, A is smart-bomb, B is the air-brake, X is impressed. While not really approaching the been set at the end of March, with the UK I
turbo-thrust, Y is fire, L is bank right, Ris bank  sort of thing that's possible on a top of the version following at the beginning of :
left, LEFT is left, RIGHT is right, UP is up and range, incredibly expensive PC, they're better \  May. No price has been announced yet.
DOWN is down. Off you go.’ than anything an Amiga could do, and very A : ,/"J
‘Pardon? [ replied. But he'd gone, and | had superior to the likes of -
no option but to take a deep breath and press Race Dnivin'.
START. The intro sequence was great, | took in Thiey really are very
the mission briefing and then watched from afar 30, too =1 actually felt
as my ship and its companions were launched quite scared a few times
from Starfox Central. And then — whap! - | was in as missiles hurtled !
the cockpit, fighting for my life. towards me. And the
Yikes, | thought, as enemy laser bolts whole Starfox experience 1
thudded into my ship. | returned fire, taking out was very enjovable, ’
baddy after baddy while trying not to crash into There was always lots
the buildings whistling past on either side. Then golng on, the baddies |
this big walker thing stepped onto the screen looked great as they l
and turned to face me, seemingly impervious to swooped about, the
my bullets, Ha! | slammed on the brakes and controls responded
launched a smart bomb, and the walker thing qulckly and realistically,
disappeared in one of the best explosions ['ve the sound effects and
seen in a long time. Things seemed to be going explosions were spot-on,
fine. And then it all went horribly quiet. and the whaole thing was
There was a gentle throbhing sound, and very exciting. (Perhaps
everything went dark. | sank lower in my seat as assisted by the fact that |
|  this massive mothership-thing passed slowly was playing it on a
| owver my head and positioned itself in front of gigantic screen between
|  me. It hovered there for a bit, gvrating slowly, a couple of noisy loud-
E and then launched its attack. All these pods speakers.) [ do hope, i
|  poured out of it and headed straight for me! Eek!  though, that the game [
| | was firing like crazy (obviously) and, with the ‘opens out’ a bit in later WEE & W 3 7 nca 1
\help of a couple of smart bombs, managed to levels, The first level was it tn Ja L -F/




ZAP COMPUTER GAMES
TECHNO HOUSE-LOW LANE-HORSFORTH

LEEDS 5540

MAIL ORDER SIZZLINGLY HOT LINE

0332 590077

LOW LOW PRICES - ALL THE LATEST GAMES & MACHINES -
SUPER QUICK DELIVERY - NOD SILLY MEMBERSHIP FEES AEQUIRED
TO BUY. DUR MOST FRIENDLY STAFF ARE WAITING FOR YOUR CALL

ZAP HOURS: Bam-7pm Mon=Fri » Sam-1 30pm Sat. and Sun. FAX NO: 0532 5AE529

I!E? SUPER NES usA = SUPER NES LsA lﬁAJ‘IICﬂM meu"

STAR WARS........ £54.99 NBA ALL STAR CHALLENGE .............. £39.99 BLUFS BROTHERS
MICKEY'S MYSTIC QUEST.. E48.99 GRADIUS Ull............ - E36.99 METAL MAX  ....

STREET FIGHTER I.. < £54.99 WAYNE'S WORLD WCALL

J MADDEN 93 ...... L4490 P i rsssrsremannis WCALL M:N FO-GEO
NHLPA 93 ..... -£44.99 SUPER CONFLICT ovveveec.. CALL

MARIO KART £43.99 ININDO ; : VIEWPOINT............

FATAL FURY... -£48.99 FOOTBALL FURY woeeevecevessereermmmsrrenne FATAL FURY 11 ......
DESERT STRIKE vvvvcvessesscessssnssressmnnn £44.99 FIRST SAMURAI.. . SIDE KICKER SOCCER
FANMA 12 11 CALL SUPER STRIKE EAG SENGOKU 1

FATAL FURV....... CALL HIT THE ICE .... ART OF FIGHTING.,

L= CYBERNATOR coocvineemansmssssssssisas LALL TOYS........... WORLD HEROES ...... £139.99
ALIEN II..... JCALL SIM EARTH.... HASEBALL STARS II . £128.99
US SU P EH H ES ALIEN vs PREDATOR . AR T TOM AND JERRY . KING OF THE MONSTERS I1.. L£129.99
. WARF SPEED ........ Edd.05 STREET COMBAT.... THRASH BALLEY oconvimsernsrminseisnsissan £11 89,98
+ GAME OF YOUR CHOICE TINY TOIVS.,.. eCALL DUNGEON MASTER LAST RESORT. £120.99
P10 3 9 ”ﬂ::m;’;ﬂ-ﬁ: t..;:.‘: HUNT FOR RED OCTORER.. £42, tl:.u';.ﬂ'l.:: j;i:m'... ::::x
TERMI JCALL SENGOKL......
§42.99 £14 +Pic) | SPIDERMAN.......... & £42.09 g ‘ E AMICOM MPE" MUTATION NATTON.vveuniaassicnsosnnnn £119.99
. OUT OF THIS WORLD £44.99 SOCCER BRAWL . L1188
] NCAA BASKETHALL . Edd 5 STAR FOX..... CALL ANINO DUNGIS...o.coreemesasnssssrsasseemem £129,99
‘ ZELDA H........ £340.99 STAH WARS. EMNHTMAN £1256.00
ACTRAISER..... £30.99 TINY TOONS .., GHOST PILOT,... £85. 00
FACE BALL Z004)... e EZD.09 RUSHING BEAT II.... SUPER SPY........ £, 0
SOUL BLADER ... £d44.00 FI EXHAUST HEAT II BURNING FIGHT «....oosevosmereeenensssasesns E85. 0N
CEOL. WORED CALL RANMA 12 W........ Nt R CROSS SWORDS . o
ROAD RUNNEN L4459 COMBATHIBES .. cean 451,580 POOTBALL FRENZY.c.oauemnnansnsae. £125.00
CHUCK BOCK ... < 3000 FIUMAN RACING wn 4,98 AT : £, 00
KING OF THE Mt KING OF HALLIES, £48.089 KING OF THE MONSTERS ....cceeeianann LES. M)
POWER MOVES STREET FIGHTER II. £54.99 MAGICIAN LORD cou.voserseesieessenssens ces EBT0
LEMMINGS FATAL FURY....oveveeee. L4855 2020 BASERALL £95.00
ROBOCOP 11 £34.99 PARDINUS ... ES—— T NAM 75 £65.00
BEST OF THE BEST ....voeeeeeceemseasssanns £43.99 2020 RASERALL . el CALE BLUES JOURNEY «.cvuvvsseremeemsssasssss oo BT M)
BILAZE 0N BATTLE TECH...cosccnecsss. e lCAILL BASERALL,...... LET. (M)
SUPER ALESTE.,.., a8, NAXAT SUPER PINBALL .. CYHERLIP... L8500
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SUPER

Silkworm on the Amiga begat SWIV on the Amiga.
And SWIV on the Amiga begat Super SWIV on the
Super Nintendo. And, er, here it is.

The helico,
around the

e —
Game: Super SWIV

Publisher: The Sales Curve
Developer: Stornm

Price: £44.99

Release: March/April

Players: | or 2 simultaneously
Cart ROM: 8 Mbit

BITS ‘N’ PIECES
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00D, BAD OR UGLY?

Super SWIVis one game where you won't
b wanting for weapons. For starters

thera’s your cannon, which can be upgraded
into a spread cannon, a flame thrower, a
aser or a multitude of other goodies. And
then there are special weapons — homing
missiles, ordinary missiles, spinny-roundy
blab things... the list goes on and on,

(Only not here.)

Eek! A bit of space

o filll As it
happens, we've
been dying to tell

you about the trains (an example of which
can be seen to the left). And now we can
They look great running wp and down
their tracks, and even better i1 ¥ou

Pressing ever onwards,
here’s the giant helicoptery
boss fram level four.

And here's a glimpse into &
level six, Coo, (That's
enaugh levels - we don't
want o give everything

away = Ed)

L

In
almost
avery
respect,
Super
SWIV
isn’t in
the u!lght&st bit boring. In fact,
it's one of the best scrolling
shoot-'em-ups on the SNES.
Everything about it smachks of
quality and professionalism,
and in many ways it out-
Japaneses the Japanese,
(Despite its being coded right
here in the UK.) Yup, it's a big
thumbs up for Super SWIV,

Take the graphics, for
example. They're not boring at
all. The scrolling's ultra-slick.
The sprites are all well
designed and animated, and
look really purposeful and
mechanical, with the shadows
under each object giving a
good sense of depth.

The way the game is
presented is far from boring.
There's a good intro sequence,
up there with the finest the
Japanese can offer, and the
options screens and things are
nicely done. (Although,
frustratingly, despite the
hundreds of different control
layouts you can choose from,
there isn't a way of getting
Fire on the Y button and
Special Weapon on the B
button. Tch.)

It's also quite interesting
the way the game expands on
the Amiga version. Rather
than being a straight
conversion, Super SWTV takes
all the best bits out of the
original and sticks in some
new ideas of its own. We've
now got sideways scrolling, so
the playing area is about half
as wide again as what's seen
on screen. The weapons
system, too, is quite a bit more
impressive than the Amiga’s,
with some smashing spread
missiles and homing thingies.

And another really non-
boring thing about Super SWIV
is... erm...

Um..

No, it's no good.
It's time to face
some home
truths. But, before
we do, I'll just
stress it again:
Super SWIV is one
of the best shoot-
'em-ups around
on the Super
Nintendo. As a
game it's quite a
hit better than
Axelay, even if it
doesn't have the

advantage of Axelay's pretty
amazing 3D graphics.

But there are, as you may
have gathered, one or two
aspects of Super SWIV which,
together, conspire to make the
game just a teeny bit boring.
Like the graphics. [ was
fibhing slightly when I said
earlier how good they are. On
the whole they are pretty good
- really slick and everything -
but they're a bit, well, brown,
aren't they? The music (by
David ‘Interesting' Whitaker)
doesn't help matters, either.
It's very subdued - perhaps so
it doesn't drown out the
muffled, weedy explosions
that result when you blow
something up.

Then there are the bosses.
Not only do they tend to be
static, ground-based bosses.
and rather unimaginatively
designed ones at that, but they
take absolutely ages to kill.
They don't strike you as being
all that exciting to start off
with, but when vou've been
hammering away at one for a
good five minutes without any
vigible signs of damage, you'll
begin to wish that bosses had
never been invented. Or shoot-
‘em-ups. Or life in general,

Finally, although there's
always plenty going on on-
screen, and always plenty to
shoot, there's something not
quite right about the way the
game's paced. It seems just a
tiny bit too slow. Or
something. I can't quite put
my finger on it. Perhaps it's
just the cumulative effect of
the problems outlined above,

Anyway, we seem to be
drifting off course a little here.
Super SWIV is a smart game. If
anyone tries to tell you
otherwise, go and find
someone else to talk to. It's got
graphics to match the best the
Japanese can offer. It's got
variety aplenty. And it's lots of
fun with two players. It's just
a bit boring, that's all.

® Jonathan Davies

GAMEPLAY
-m

| GAMELIFE |
83% -

OVERALL
SCORE:

LAl

VERDICT: One of the top, ooh, eight
scrolling shoot-'em-ups on the
SNES. Very slick but, strangely, not
uenmlﬁngaﬂtnmlﬂhnwm
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Please enrol me as a member of the Cart Options Club:
g | e L S e
TRl iisiansininsennasns LYo -0F Machine (US/UT/Ian)........cociinimimii s s

0 I wish to be a viewing club member. 1enclose a cheque/postal order for £5.50.
0 Please supply the following carts for me to view. I enclose £5 for each:
e e e e e L e e e e

0 I wish to swap the following carts. I have enclosed the cart(s) plus £3.10 for each swap. I understand that
membership to the swap club is free,

Full membership details will be supplied once your form has been processed,
Please allow seven days for processing of form.

NINTENDO 16-BIT GAME BOY

PAL | BOOSTER, ... 3409 CONTROL PAD - ASCIl_ APOLLO JOYSTICK.._ PHILIPS MK 11 LEAD.__...14.99
SCARTLEADEXT..... 1489  SCOPE GUN + GAMES.. .me ggh&m& ------- ae'aa SUPERCONZPAD 1490 |
ALDID LEAD.....—eiiseeerenmns 988 STEALTH JOYSTICK........ 29,09 i UNIHFEHSAL.D'I'PNJ. ...14.% BOY WATC
SN PRO PAD - CLEAR.. 1499 TMEBOY WATCH, ..

SOFTWARE USA JAP FACEBALLZ0CO...41%..... NBAMLSTARS...4198.... SMOMY.. 41993039 | DEhLACEMENT JOVSTICK..

% L ¢ 1 HAMDY BOY .
ACTRISER............—.. 41003499 FATAL FURY ....oorsveenes . 5% mmmﬂﬂ SKIMS GAME - GOLF 4144...... LlﬁﬂT.ﬁmmGNlFEFl
ADOAMS FAMLY 41993890 FINALFANTASY Il....40.99...... NHLHOCKEYS3... 46994499 SOULBLAZER. 414 g gt
AMAZING TENNIS . 419947150 FMALRGHT........... A499.4459  NINJA BOY . ALIENS 2 PRWCE OF PERSIA

AELAY. i 44893908 GUNFORGE .—........ 41.99.38.99

BART NIGHTMARE... 4199........- G FOREMAN m-ﬂ.ﬂ ........ - SPINDIETY WORLD 4199399 BATMAN JOKER AOGER CLEMENTS
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H ; ; ; DR FRANKLIN T2 ARCADE GAME
CHUCK ROCK..........4198.- . NICKLAUS GOLF 4180 THO SUPER CHAMP 41.99.36.59 ot oo L
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PART TWO

The original Ranma 1, game gained a bit of a cult

Japanese Release

following when it first appeared on import, Game: Ranma 1/2 Part Two
& Developer: In-house
with the release of Capcom’s world Price: £50-£60
hEﬂti“g Street Fjghter ll. Can Part Ll ﬁ:;:::' P:: ; giﬁruitanecmzfy

Two make all the difference? Cart ROM: |2 Mbit

Yes, this time there are
EVEn more
characters to
choose from
than tha frot

-Lu .. 4 gamal

b - They'ra the
Pr anvep B vicindest
;b ot ET SO Dcople-who

LSl change-

&y into-

' other-things-
" when-doused-
bry-water you'll
BVET 502

Akane has a few tricks up her sleeve - the most obvious being this huge spiky ball on a
chain, Fair play? No, just plain silliness

This
You might Casino King is a
Ike this. Mot new character,
a lot taken from a

recent
Ranma
film.

This
is Akang,
the girl Ranma's
supposead to -
marry (when he's

nol a girl himselt,
that is). This chap has the wackiest moves in the entire game. He looks just

like the King Of Hearts, and uses a giant playing card to block other
people's attacks, (Mo, it's not worth asking us why.)

' The first opponent you meet in
50 who is Ranma? Well, you may Takahashi is said to have become one of & u o the one player :ElmE is this

remember a feature we ran in issug 2, the five wealthiest women in Japan, ot . 2 ‘ bloke with hatimer. Heré paor
which took an exhaustive look at games through the success of her creation - old Ranma’s toe gets 3 wallap.
based on Japanese anime. The original The plot goes like this: Ranma is a e : T 2 BES - e
Ranma 1/2 game was one of those - it's —y [EENAQE Japanese boy wha comedies, but with lots of scrapping — for instance), and every character seems
4 bizarre story, originally created by a ¥ (through a magic curse which has every character can furn into keen to putting his/herits fists up at
woman called Rumiko Takahashiasa _¢%s  befallen nearly every character in something alse at the every opportunity

S0, choosing a
theme for the

game didn’t pose
much of &
prodbem...

manga (comic),
and since

transterred to
TV. Ms

drop of a, er, drop
of water

{Ranma’s
dad becomes
a giant panda,

o .-5" the show, with different effects),
See 8 tums into a girl when
. N gets wet!

"'f:w 7 (Hence, the 1/2
Eﬁ - &, De’s half boy, half girl.)

q =¥ The stories are sort of

‘Hiyaaaaaah!’ Time for a . - £ 7 .. .Ranma's ...ne blocks his way out of  ...°Dooosooof!’ What a guy, ...and finally Ranma does his
: hundred-hand slap around ﬂ #, best special trouble... &h? (0h - he’s a girl)... Ryu impression.
‘&. \i_hn chops... . move. .. /

RANMA 1/2

&= b



"~ *Ryu and Ken are pussies!’

delivering a gigantic firab

game, special moves just seem to

fiddle with the buttons (ie, | couldn't work out the
conmtrols). Pressing two at the same time seems to work

€ 29

Shampoo att
with her maracas.

This girl has a spade to whack peopla

around the head with. Poor old Genma

the Panda doesn't seem on the idea, and

o ; tries to bland into the surroundings,
m

first - - - b e e
LE i wealelela Ty |
L ]

''''''

- - g >
o - e =,

& the s ' - £
ast This i
-who 5
g- -Shampoo -

she's got
ngs- purple hair, and
used- turns into a small
w'll pink cat when she

gets wet.

sean a yellow panda

ore? Us neither. They

crop up here, though, to

prevent confusion in the
twio-player moda

{ vhire identical
(apart from colour) characters fight it ou baen included
for the fairest of one-player matche

| ] Crikey
i 1 | I'm not
| 2 | SUre
about
| this
: | ona -
s, —
hardly the easiest game in the
world to judge. The main
problem is, of course, the
amount of Japanese text in
the manual - there's loads of
it, and it rather scuppers the
process of learning to play the
thing. The danger is, of
course, that oodles of special
moves might have just
passed me by, (Those with
long memories may
remember the original
Japanese Street Fighter Ils
had a similar problem when
they first arrived in the UK. In
that case, however, enough
people were familiar with the
moves from the English-
language arcade game for it
not to be quite the problem ]
had with this.)

The problem with special
moves aside, then, how does
it work? Well, it's not unlike
the original Ranma garme,
which wasn’t a favourite of
mine, but had a certain charm
that couldn’t be ignored, This
was mostly down to the
fabulous range of characters
the game boasted, each with
their own quirky moves. This
element, complete with
plenty of new characters, has
been carried over to the
sequel successfully, but
unfortunately everything else
looks, to my eye at least,
rather less impressive. First,
the graphics seem to have
suffered slightly - the slick-
locking backdrops of the
original aren't quite there, but
admittedly the animation is
just as good, and that's much
more important. The sound is
similar to the original game
too, though the front-end
sports a terribly weedy little
concoction. (At least the
game’s packed with lots of
humerous Japanese speech,
which sounds funny, even if
you can't tell what anybody’s
actually saying.)

As previously
mentioned,
you're likely to

GOOD, BAD OR UGLY?

few hours with the game I felt
I was getting the hang of
most of it. The bigger, more
integral, fault is that many of
the fighters' abilities are so
poorly matched — something
the first game suffered from
too. The male and famale
Ranmas are easily the best
flh:’cl]’ﬂt‘ti‘rﬁ o use, with many
of the others proving useless.
This means, of course, that
one-player games can be a
real doddle, unless the
difficulty level is cranked up a
bit. (I suppose this allows you
to deliberately choose weaker
characters to make the game
more challenging in one-
player mode, but equally it
makes some matches too
challenge-free to be fun.)
When all's said and done,

this isn't a game you're going
to get all that much game-
play out of.

The other big thing is that
none of the characters do
their magical transformations
from human to animal or back
again, though they did in the
first game - a bit of a waste of
a fabulous concept, when you
think about it, and something
bound to disappoint fans of
the characters massivaly.

All this said, however, [
had initially intended to
recommend Ranma 1/2 Part
Two — it's likeable, and full of
character, which is more than
you can say of many of the
Street Fighter IT clones we've
reviewed lately. However,
after spending a fair amount
of time on it I'm now more
reluctant. The fact remains
that beat-'em-ups (and
especially the one-on-one
variety) are incredibly difficult
games to perfect, and this is
vet another that completely
fails to get close to Street
Fighter II in the
entertainment stakes. A fine
game to play in short bursts,
then, but by no means a
must-buy. (And goodness
knows where the 12 Mbit has
gone - you can't see any
evidence of it on screen.)

@ Jason Brookes

find that the
gameplay

82%

18% | T17%

suffers more
from your lack
of proficiency
in written

. B4%

Japanese than
anything else,
but that doesn't
mean that
progress can't
be made. After a

| LHOdINI




TEST DRIVE I

THE DUEL

You may well be wondering what happened to Test

Drive 1. There wasn’t one. Accolade abandoned the

project after noticing that its name could easily be

misread as ‘Test Drivel’. (Stop lying - Ed.) Anyway,
here, for some reason, is Test Drive Il.

that could only
possibly work ona -
games console. Super
Mario Kart, for
example, or Axelay.

seem just as happy on a computer as they
do on a console - Gods is one, as is The
Addams Family. And symmetry fans will be
pleased to note there are computer games
that simply don't transfer well to consoles.
These tend to be big, complicated games -
games that concentrate on recreating the
real world in as much detail as possible, at
the expense of the ‘clean, simple fun' idiom.
Test Drive II is the latest in a long line of
Amiga and PC games brought to the Super
Nintendo, and it shows. First and foremost
it's a car simulation, and it simulates cars
pretty well, The gears and things work just
fine, and at times it's almost possible to
believa that you're actually driving a car. In

' There are others that

Here's a typical on-the-road situation.
You're stuck behind this painfully slow
Wolva estate (or whatever), on a clear road,
and you feel you just fhave to overtake. Do
you put your foot down, pull out, and jet
the awesome acceleratative properties of
your F40 (or whatever) take over? Or do you
hang around behind it and whinge a lot?
Only you can decide...

GOOD, BAD OR UGLY?

this respect the game's way ahead of
something like Top Gear, which always
feals like you're playing a game (albeit a fun
one). The road scrolls really well, too,
although the graphics look a little tawdry.
But it's perhaps because it is so realistic
that the Test Drive IT concept doesn't gquite
seem to hold water. You find yourself
thinking: look, all I'm doing is driving along
8 moderately winding road, that's
moderately populated with cars, at a
modest 150 mph. Why do [ keep crashing?
And your conclusion is that there's some-
thing not quite right about the controls.
While steering round bends seems easy
enough, for some reason the simple process
of changing lanes is a complete nightmare.
It should be easy enough, but strangely you
always either go into the back of the car in
front or screech out of control and go into a
terminal spin. It gets easier with practice,
sure, but you tend to ind yoursell cursing
the controls more than you do other drivers.

UK Reloasa H I'é

Game: Test Drive ll: The Duel
Publisher: Accolade
Developer: Distinctive Software
Price: £44.99

Release: March

Players: |

Cart ROM: 8 Mhit

P WORLD'S FASTEST? S8

2n three of the worl

ol F1

LR T
| instrument panals and different engine sounds.

The other thing you may notice is that
driving along an open highway at 200 mph
in Test Drive's Ferrari F40 isn't any more
exciting than driving down to Sainsbury's
in a Mini Metro.

® Jonathan Davies

GRAPHICS
68%

| HAMEGY
54%

GAMEPLAY

SOUND
TO% 9%

5
OVERALL
SEZG};E: 53%

VERDICT: Firmly rooted in its
computer-game origins, this looks
out of place on the SNES, even
though it's a good conversion.
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Bill Beaumont, Wil
Carling and Nigel
Starmer-Smith are the
only three people we
can think of who play
rugby. And World Class
Rugby is the unly
rugby game we
know of on the

UGB

C

)l

: Z 1
Game: World Class Rugby
Publisher: Misawa Entertainment
Co. [Original: Audiogenic]
Developer: Denton Designs
Price: TBA
Release: May
Players: | or 2 simultaneously
Cart ROM: 4 Mbit

UK Release

Super NES.
(Spooky, huh?)

It's World Ciass Rughy, the only rughy
game on the SNES, and it's the

ultimate play-off between Rich as
England (hooray!) and Jez as the All
Blacks (boo!). The options have all
been set (via a usefully user-friendly
option screen), and kick off is abowt
to take place. (Note the handy meter
at the bottom of the screen for setting
the power and direction of your kick.)

11

KICK OFF 111

...but Rich, the
undisputed
favourite, wins it
and scores. He
goes in for the
COMversion

=0

1ds into the game, and it's a
scrum down alrgady. Jez has the put in...

Jez gets nasty,

Tha ref is

any of it,

PHUSE

And, to cut a long story
short, Jez scores. And then
min F.nuj then he

HINYERS L

and

on ane

n't hawving
however

...but misses. (He probably torgot to
taka into account the wind, which ha
foolishly set on ‘full’ before the game

started. The clot.)

_HALE TIME

completely ._.:uppErEd. Eu[ =

GOOD, BAD OR UGLY?

If you always
thought football was
| afunny old game,
then perhaps you
haven't quite taken
the time out to fully
consider the
implications of rugby. Particularly its
incredible number of rules. Backwards
passing, close tackling, scrums, rucks,
mauls, line outs, penalties and conversions
- not only do rughy sims have to include
the 'lots of little men running about a big
pitch’ element of football, they also have
to cope with all these things as well.

As as result, rugby games on computer
and console format are sparse. (It couldn’'t
also be because the Americans and
Japanese aren't all that into it, could it? -
Ed.) Hmph. And when they do appear,
there is invariably so much going on and
50 much to think about that the experience
is simply one of total disgruntlement.

As for World Class Rugby, well, it
certainly tries its hardest to please,
Tackling is automatic, as are rucks, mauls
and scrums. Placed kicks and conversions
can be judged perfectly, via a handy little
meter, and there are always enough
players on screen to pass to. The scrolling
is fluid enough to follow the ball at all
times, and your team members respond
faithfully to the joypad. And the Mode 7
graphics work a treat, creating a fine 3D
pitch, and following the guy with the ball
s0 you can always tell where he is.

S0 what's the problem? Well, there
isn't one really. True, the game does keep
halting to show you the scoreboard, and
there are far too many rucks per game - if
there are opponents nearby, it proves
almost impossible to pick a lose ball from
the ground without one, and that ain't
realistic. All this is bound to annoy the
non-rugby fans amongst vou after a while.

Indeed, as a non-rugby player [
couldn’t help wondering about the
suitability of the game for conversion at
all. Particularly, I thought the bit which
allows you to pick strategies very limited.
(You can pick offensive strategies, but not
defensive ones.) Although the SNES tries
its hardest to position players where you
might want them, the formation is never
quite as you'd like. It appears this has
been thrown out for the sake of a Kick Off
like smoothness to the game, but I can't
help feeling we lose out on something.

However, that said, Jez - who does
play rugby - loved the game. And you
can't say fairer than that.
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@ Rich Pelley

SUUNE ‘ GAMEPLAY

GRAPHICS
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VERDICT: Rugby has none of the
Iai]mgs of, say, Kick Off, and will
be great for fans. The rest of us will
find it a bit stop/start, however,

...and it's a draw by defautt! Honour is
saved. (It wasn'f very fair, though - Ed\)

— Rich ‘accidentally’
pushed the reset button...




C,

| I

FROM GRAPHIC ACTION TO ACTION GRAPHICS:
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WHAT SUPER NINTENDO GAMERS OWE TO THE COMICS

isual media in

Japan is a many-

headed hydra of
an industry, a slavering
monster that lumbers
back and forth across
the country
showering products
on unsuspecting
‘otaku’ (fans) like a
tropical monsoon.
This beast never
loses its step, as it
gobbles up the
cash fed to it by
the folk who
buy the game
carts, the anime
tapes, the
comics, the toys,
the colouring
books, the cuddly Chun Li dolls... Its only
enemies are the twin warriors of Fashion and
Trend, who regularly lop off the odd head or two
here and there, when a product goes stale and
falls out of favour. But the hydra is strong, and
for every head severed, two more appear to take
its place. Nowhere is this more true than in the
Japanese comics industry, where at least a
billion comics are published every year. (I's
been said that the Japanese use more paper to

Recoqmise
this Nide lot? It is, of
coursa, the Soreet Flightar IF cast, in

ong of the many SFI comics.

MNow that’s action! Japanese comics, ke this
Ramms 1:2, usd ULrageous Shetd-
limas and affects o craats &

fealing of

make comic books than they do to make
toilet paper.) The Japanese word for
comic is ‘manga’, pronounced just how it
reads, and, literally translated, it means
‘involuntary pictures'|

In the West, comics tend to be thought of

as pure kiddie fodder, or as subwversive

underground trash, and those who read them

are often treated accordingly = it's unlikely you'll
ever see a suited corporate businessman-type
reading a copy of The Amazing Spiderman on the
train. But in Japan the reverse is the norm.
Massive (by Western standards) phone-book sized
comics line the shelves of street-corner news
vendors, and they're purchased not only by
teenaged boys, but by their fathers, mothers,
sisters, girliriends, grand parents... even their
teachers and employers,

The range of titles and subjects for manga is
mindbogglingly wide - everything from science
fiction to swords and sorcery, sports to romance,
history to the military, even comedy and
pornography are all available as weekly comies,

produced by the
truckload to feed the
hundreds and
thousands of fans
across the country.
The weekly manga
books, commonly
known as “shonen
manga’, are
usually anything
up to 300 pages
long, printed
black-and-
white on thick
newsprint-
style paper.
In a given
week over
B, (00, 000
will be
sold.
LUnlike
most

The bizarre nature of many Japanese games can at least be

partly explained by a study of the manga, or comics, on
which they’re based. Jim Swallow - Japanese comics expert
and Super Nintendo fan — does his level best to explain.

American comies, which only feature one story
running throughout, manga can often contain 10
or more different titles running in serial format,
week after week, not unlike the British 200040,
The shonen manga are made to be disposable,
like many of lapan's consumer products — to be
read and then thrown away, the same as we do a
daily newspaper. Western comics, which are
often avidly collected and traded. differ from
manga in this way.

r

- i
s“’}, | = ]
'y \

] Iﬁ S
b i

Looking porgeous and haughty, Chun Li mocks a defeatad
epponant in this scans from the Street Fightar I comic strip.
The acton In 5F s spectacular]

However, the stories aren't completely
throwdway. If a manga becomes very popular, it
will often be reprinted in large volumes that
gather the sections of the serial together. These
volumes are printed on higher quality paper, with
glossy sliprovers, and are made to be kept by
collectors and fans.

It goes further too. A manga series is often the
starting point for a hot media property — many
titles go on to be animated into TV shows, movies,
or video series by manga’s sister industry, anime
(for more on this facet of Far East media, take a
look at Helen McCarthy's regular Anime World
column, on page 20). Novels can be based on
manga characters, too = something almost
unheard of in the West. And, of course, console
games also spin-off from the merchandising
super-nova that always occurs when a comic
becomes popular,

And it's not always a one-way street — original
games and anime frequently spawn manga
versions of themselves to fuel the wants of trendy
fans. Ryvu and co from Streel Fighter [ are a case in
point, with a serialised tale of their pugilistic
antics appearing in a Japanese Nintendo
magazine. These short bites of kinetic SFIf conflict
are so heavily filled with speed-lines as to give a
reader a nose-bleed! Indeed, look at any Japanese
games magazines vou'll find a few pages of manga
strip in amogst the cartridge reviews and cheat
sheets. Chances are, you'll find semething similar
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yvou can get them, and - yes -

i you glance through a Japanese role-playing
games magazine, or a painthall sports monthly, or
even a week-by-week motor maintenance course
where part one comes with a free binder...

It's clear, even to the casual observer, that
manga is a major, perhaps an integral, part of the
visual media culture in Japan, read by everyone at

east once in their lives, free of the ‘fanboy’ stigma
attached to it here in the West,

One thing that happens often is that special
edition comicbooks are launched to promote new
games - often packaged with Japanese games
magazines. And comic strips based on games
often appear in the body of a magazine, telling the
story, or featuring characters from the game.

In this way manga has a lot in common with
computer and video games, which without doubt
hold a similar place in Nippon culture, while being
gimilarly looked down on in the West, Indeed, with
the propagation and multi-media expansion of
manga, the connection between the two is
stronger than ever, and looks set to stay that way.
To see this, just take a look at the Japanese Super
Famicom games rated in What Cart? (see pages 88
to 53) = the marketing forces behind Nippon's
comichook empire have not been slow to exploit
the manga/game connection, adapting comic-to-
cartgon hits like Ranma 172, Area 88, Lishio And
Tora, and Hokato no Ken (aka Fist (OF The Norih

Star) into games for Japan's console top gun.
Anyone who's seen any of these games will agree -
the characteristically expressive and dynamic
Japanese art style has proved perfect for
transference from paper to cartridge. If vou're one

" of the people who've enjoyed games baged on

Japanese manga, you'll be interested in reading
more about the original source material - mayhe
you'd even be interested in getting hold of the
comics for yourselves. This is where | come in,
Chver the next few pages | hope I'm going to make
it clear what game-relatecd
comics are available, where

if they're actually any good.

" i 3 . ‘
Draganball T |
panals are from a
comic that uses still framas |

N :

fram the anbme series, Instead of original artwork. (There are,
of coarse, more conventional Dregenbali comics toa.]

Ranma I/Z I8 ong of the most

popular strips of afl, This is
actually @ translated US
‘varsion of the camic -
loak for It &t gour
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comichook heroes and adventures - games

like The Rocketeer, Spiderman & The X-
Men, Batman, and the ubiquitous Mnja Turtles
can all trace their ancestry back to the humble
comichook. What follows is a look at the
Japanese manga heroes who have crossed Into
the digital realm...

T he Super Nintendo is no stranger to

THE GAME

RANMA 1/2

ne of the most
popaular types of
SNES games by far

is the beal-'em-up, in the
tradition of the
grandaddy of them all,
Dowble Dragon.
Although the mega-hit
Street Fighter IT
currently stands
supreme in this fleld,
some of the
wannabes for that
honour stem from
the pages of manga.
A good example
is Ranma 1/2, also
known as
Neighborfood
Combat, Perhaps
the best way to
describe the
manga this game
was based on s as a polymorphic kung-fu sex
comedy! Created by Ms Rumiko Takahashi, who is
sald to command one of the highest wages for a
woman in the whole of Japan, Ranma [/2is a
delicate (ha!) tale of martial arts, romantic
relationships and water-induced shape-changing.
Ranma was an explosive hit when it first
appeared in the pages of Shonen Sunday in August
'87, and, two vears later, the manga crossed over
to become a popular television series. What made
it so sought-after? Ranma was blessed with the
‘Takahashi touch', in a story which told the tale of
a young man (Ranma Saotome) and his dad
(Genma), the last experts in a long-dead fighting
form, who accidentally fall into
enchanted pools and become cursed
to transiorm into whatever
previously died in said pond when
doused with cold water. As Ranma’s
pond contained a girl, and his dad’s a
panda, things became rather
complicated when the question of
Ranma’s arranged marriage came up...
And if that's not odd enough,
Ranma'’s life soon becomes beset with
martial arts adversaries, some of whom
have fallen for him as a guy, some whom
have fallen for him as a girl, some of whom
have fallen in other enchanted pools, and
all of whom are spoiling for a good punch-
up. All of the above not only macde for very
funny stories, it also lead naturally to a great
idea for a martial arts game licence, and voila!
Ranma 1/2 Neighborhood Combat hits the screen.

Lovesble
characters and high
farce igpify Ranma 1.2

The game follows the usual character versus
character style, with the exception that some of
the players may change into pandas, cute pink
cats, or small black pigs at the drop of a bucket
(Full of cold water, that is). A quick tip: if you fancy
#oing head-to-head with yourself, hold down L and
R while selecting characters. A sequel game has
recently been released in Japan, on the SNES and
the PC Engine, complete with fully sampled sound
and animated sequences from the TV series -
check the review on page 38 for more details,

Sounds good, you're probably thinking. So
where can | get hold of some Ranma comic books?
Well, the original manga series is currently
available in its raw form as paperback volumes
containing the original Shonen Sunday stories, or
in a shorter format translated into English by Viz
Communications as Ranma [/2 Part Two (issues 1
to 11 are on sale now in specialist comic shops).
Other Takahashi tales worth checking out are Lum
Urusel Yatsura (another romantic comedy, this
time with a lecherous-boy-meets-extremely-cute-
alien-babe theme), Fire Tripper, a time-travel story,
and The Laughing Target.

FIST OF THE NORTH STAR

Fist OF Tha Nowth Star ona
for tha strong stomached.

‘em-up licence. Both the manga and the

animated movie (avallable in English from
Island World Video), is full of bone-crunching
fisticuffs, just itching to be played out on your
console. First seen in 1983 in the pages of
Shonen Jump magazine, Fist, or Hokuto no Ken
as it's known in Japan, was a post-holocaust, Mad
Maxstyle epic about a lone warrior, Ken (which
means ‘fist” in Japanese) and his quest across a
ruined world filled with violent gangs and other
hazards. Throughout his weekly adventures until
the story’s end in August 1988, Ken wrangled
with muscular bad guys using his North Star
fighting style to rend and tear flesh and bone in
a variety of graphic battles.

Maturally, this style of martial arts mayhem
was perfect for the prevailing beat-'em-up trend in
games that began in the late "80s and, sure enough,
after battling on the NES and the
Game Boy, big Kenshiro cut his

teeth on the SNES with North Star
Ken 5, a combination RPG and
punch-up bonanza. Recently,
this has been followed by the
cleverly titled North Star Ken 6,
which tries to be SFI, but just
doesn't cut it. Despite some
good graphic pow!, NSK6 lacks
the staying power of the more
varted SFT. The manga is still
a popular seller in its
original collected format,
marketed by Jump Comics,
and it was also translated
by Viz Communications
into English as an eight-
issue series, A further
colour comic mini-series
was planned by Viz, but
this has vet to appear.

F ist OF The North Star is the perfect beal-

Bross,
rude artwork maks

PLAYED

= NOW READ
= THE COMIC

USHIO & TORA

shio And Tora is one of the most recent of

the action/beal-'em-up crop on the SNES,

hased on a manga and anime video series
of the same name. The plot of U&T is the simple
story of a boy and his tiger-demon. Ushio (the
boy) and his family are descended from a great
warrior, who 500 years ago captured a powerful
demon-creature (Tora, or Tiger) and pinned it to
a stone with his magic
spear. Since that time, a
temple has been built
around the rapped
beast to imprison it,
and the family have
kept the legend safe.

When Ushio

unwittingly pulls out
the spear, he releases
not only Tora, but
several other nasty
spirit creatures as
well, and the boy
and his master

form an odd i
alliance to destroy
the ‘supernatural ;:T Id, obd story: b
: o, Iy boy
ggours mtn l mests (erm] fger daman.

temple seal was breached.

The manga is currently appearing weekly in
Shonen Sunday, and will soon be collected into
reprint volumes. As yet, however, no translation
house has decided to licence the comichook, so an
English version isn't available. However, a video
anime series hl_as started, based on the comics. The
SNES-cart, produced by Yutaka/Bandai, is a two-
tiered combat action saga with eight levels, where
the player can take the part of young Ushio with
his magical beast spear (the kemono no yarl), or
as Tora, with his tiger claws and his demon spells,

DRAGONBALL Z

q nother popular genre for SNES carts is the

RPG combat and strategy game, made

famous by titles like Zelda, Soul Blazer
and the Final Fantasy series, which itself has its
own simplistic manga, given away as free
specials with a major Japanese Ninténdo mag.
The manga-rooted games have a presence here
too, with games like
Dragonball £ and
Dragonball Z Il the
follow-up. Based on a
TV show which is the
sequel to an earlier
show (Dragonball) -
and was itself based
on & manga series in
Shonen Jump
weekly - this

Actian, monsters &l
los of shouting: that's
the shallow-bat-fan

Oragonball I,
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combat/RPG revolves
arcund battles with bad
guys who want the
mystical Dragonballs,
which are scattered
arnund the globe.
Chinese legend tells
that when all seven
balls are brought
together, the
Dragon God Shen
Lumig will grant
the possessor a
single wish, and
naturally the
% e bad guys (evil
Bavy agere from space aliens
e all-acthon world of Oragonball il Hhara l]ﬂ- do

oo good with. The cast of the series is well
represented, with gangs of shapechangers (who
sald Ranma out there?) mixing up with gun-
crazed bunnygirls and martial arts wackos.
Generally, Dragonball £ as a cart is a non-starter
- becanse of the heavy Japanese lext content -
but the battle scenes are sharply rendered, and
all the series characters get a look in on the
combal sequences,

The manga featured in Shonen Jump for
several years, and the entire collected saga is
awailable in the original Japanese for anyone brave
encugh to decipher it for themselves,

Muore

DRAGON QUEST V

taying with dragons and the like for a
moment, Dragon Quest Vis a good
" example of a game that has crossed back

over the media barvier and created the demand
for a manga based on the game, rather than vice
wversa. This is largely due to the influence of the
character designer Akira Torilyama, who in
addition to helming the production of one of

Japan's most popular

© games ever (drawing

crowds of tens of
thousands when the
game premiered),
was also a manga
artist, and the
creator of the
aforementioned
Dragonball
series. This 12
Mhbit colossus of
an RPG stayed
glued at the
number one

slot on the
Japanese

charts for
months,
prompting a8 guesy, ke many Jup

‘Making OF comics, fedtures Ants of shouting.
documentary

on NHK, the Japanese equivalent of the BBC.
Originally closely linked with the game’s story,
the manga and the TV anime series it was based
on were changed so that only the series’ name
was the same. Currently, the manga is
untranslated, and the reprint books are difficult
to locate outside Japan,

3X3 EYES

nother manga which became an action
RPG was the present day mystical
adventure series 33 Eyes, which, not
surprisingly, featured a cute girl with three eyes

{although the extra one only appeared when she
wielded her mighty magical powers). The manga
told the tale of Pal, the last of a species of three-
eyed humanoids with strange powers (the
Triclops), who live in a remote part of China. In
the beginning of the saga, Pal came 1o Japan to
search for the son of the professor who sends her
to him as a dying request, and in the process
becomes involved in a plot to control powerful
demons. Seemingly sweet and innocent, Pai's
personality changes while in the throes of her
magic-using, and i1's during one of these
episodes that the son she’s been seeking,
Yakumo, is accidentally killed by her pet bird-
demon. Pai is forced to blend her life-force with
Yakumo to bring him back from the dead, but in

doing so she turns him into a zombie. He friend Nobita

discovers a strange Chinese letter on his head, into the Fourth

denoting his nndead Dimension by

status, and later, he _“T‘———hl,______h way of Nobita's desk =
finds out that he is / | ———— drawers - something similar to Jamie And
immortal when run - - jmeﬂfagl‘c Torch! The atomic cat proved that he
over by a bus! | had won the hearts of the Japanese by best-

Yakuma's
inability to die
becomes a running
joke throughout the
seriek, as time after
time he is killed,
only to come

back to life
again. After

teaming up with
Pai, Yakumo realises that their

only hope of leading a normal life is to find the
mystic Statee Of Humanity, which will make Pai a
human being and de-zombify him. But, dark
powers want the ugly little statue to summon an
evil demon, and the intrepid duo, together with a
Chinese archeologist called Ling Ling, are forced
to race against time to find the statue first, From
this background, the RPG game posed a quest: to
recover the statue and save Pai, or die trying...

From its weekly serial version, first published
in 1983 by Kodansha Ltd, 3&3 Eyes has been
reprinted in several Japanese language volumes,
and translated into a five-issue minkseries by
American comics company Innovation. You might
still be able to find this in specialist comic shops.
In additicn to the manga and the games cart,

the series was also successful as an animated
video, a translated version of which is slated for
release by Island World's Manga Video label soon.

DORAEMON: WORLD
OF THE FAIRIES

more recent RPG/cute-'em-up release,
which is bound to be confusing, is
Doraemaon: World OF The Fairies, a new
title for Epoc software. The Doraemon of the title
is the star of a popular animated TV series and a
manga that has sold over 55,000,000 copies since
its first appearance in 1971. Doraemon is a

nuclear-powered robot cat, capable of ravelling

This i Darakmon, the cute
atomic robe-cat Soon to

appaar in & new Super NES
game, and very big in

with his young

selling his 33 volume manga series, and
drowning the toy market with coddly
Doraemons, The comic volumes are still on sale,

and still a hot property, althongh no-one has
tranglated his adventires into Faglish.

AREA 88

any manga series are packed with ultra

violent scenarios ideal for smart game

designers to turn into
arcade-action blasters, so it
comes as a surprise that the

only real manga shoot-'em-

up conversion so far has

been the mercenary war

epic, Area 88, known as

UN Squadron in the
US/UK. This coin-op
conversion of an arcade

hit stems from a manga

series that ran for a few
years in the late "T0s

and early "80s, a
multi-volume epic of

love, war, treachery

and honour, Area

&5 was very much a

jet fighter soap

opera, kind of like B8 ane of the fow
Top Gun with a WAT ComiCS to come to the Wast.

little Dallas mixed in for dramatic tension.

The story revolved around Shin Kazama, a
Japanese pilot who is drafted into the mercenary
alr force of a warring North African state after
being betrayed by his former best friend, Kanzaki.
While Kanzaki wings his way to Japan to take
control of the airline company they both worked
for, and have his evil way with the boss's daughter
Ryvoko (Shin's true love), Shin finds himself forced
to fight to survive in the desert skies, hattling the
enemy from the airbase Area 88, As Ryoko tries to
find her lost love, Shin crosses paths with Kanzaki,
and becomes involved In hazardous missions, each
time fearing that he has become a heartless killer,
and not the same man that Ryoko fell in love with...

Of course, the sentimental stuff was neatly
trimmed away for the game licence, and Areqg 85
was turned into a hard-hitting shoot-"em-up
featuring stages based loosely on the manga and
anime. The characters in the game are drawn
straight from the manga, with the three pilots that
a player can select; Shin Kazama
in his F-20 Tigershark, Mick
Scymon in his F-14 Tomcat, and
Greg Gates in his A-10
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Tha high speed action in Ares 88 plags just Hke a Slm, and s
equaily a8 exciting a8 angthing Top Soo et al has o offer, These
action scenas go on for 10 pages at a dma.

Thunderbolt. Other characters are McCoy, the
money-grabbing equipment-supplier to the pilots,
who appears on the weapons selection screen in
the game, and Saki Vashutarl, the base
commander and chief of Area 88's forces. Saki
appears to give the player his mission briefing at
each stage, and in case yvou're wondering why he
has an "X’ on his forehead, it's because
he has dishonoured his
family by fighting against
his father in the desert
war. In the manga, Shin
was forced to fight till he
survived three vears or
made $1,500,000, while
players of the game only
have to make it through a
dozen levels of intense
warfare to reach the end!
Since the original
Japanese manga finished
several years ago, the
collected volumes are a little

COMIC SHOPPING: WHERE TO FIND IT

inding manga in its translated form is no
tougher than taking a look in your local comic
shaop. The titles mentioned in this article - Area
B8, Fist Of The North Star, Ranma 1/2, Ranma 1/2 Part
Two, Lum Urusel Yatsura, Fire Trigper, The Lavghing
Targetand 3x3 Eyes — amongst others, are available
as current or back issues from comic shops like:
= Forbidden Planet, 71 Mew Oxford Street, London
WC1A 1D6.
+ Gosh!, 39 Great Russell Street, Landon WC1B 3PH.
« Nostalgia & Comics, 14-16 Smallbrook Queensway,
Birmingham BS 4EN.
+ Shetfield Space Centre, 33 The Wicker,
Shetfield 58 BHS
Untransiated manga in either compiled valume
form (the size of a small paperback book) orasa
weekly shonen manga magazine is more difficult to

@ SUPER DEFORMED
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hard to come by, but
the ever-present Viz
Communications
translation team
produced an English
version of the comic
from April 1988
onwards until the
comic was halted at its
42nd issue. The
English translation was
only a small part of the
entire saga, which
went on for volumes
and volumes, Anally ending with Shin and Ryoko
reunited, and the nasty Kanzaki getting his just
deserts. An animated series of the manga was also
produced in three “acts’, featuring a different
version of the tale. i vou like aviation, the comic is
worth a look just for the excellent aircraft artwork
b creator Raoru Snintani

MAGICAL GUY ADVENTURE

oing to the other end of the spectrum is

Magical Guy Adventure, known in Japan

as Magical Talruto-Kin, a platform cute-
‘em-up if ever there was one, Very much in the
mould of the concept-proven Super Mario line,
Talruto-Kun the game can be traced from its first
appearance as a manga strip in the weekly

Shonen Jump magarine. Although it really found
fame and fortune as & Kiddie "toon, the manga

version was also a big seller, relaying the
adventures (magical adventures, that is) of kiddie
wizard Talruto and his very long tongue. The
game features Talruto on a quest to rescue his
girlfriend, a cute little girl wizard, as he licks the
marauding bad guy sprites to death. It isn't half
strange, but Japanese kids like it, and so it sells.

HEROES

t this stage, a mention
should probably be made
of the huge range of Super
Deformed, or SD, games that are
available, and their relation to
manga. The recent trend in
Japanese animation and media is o
create ‘cutsy’ versions of popular

Cute Super Daformed robots crop ap on TV, in
pames &0d n comics. Indeed, hare's one now.

get hold of. If you live in a city with its own Far East
quarter, you may find them on sale in newsagents and
supermarkets. The titles mentioned in this article -
Area B8, Hokuto no Ken, Ramma 1/2, 3x3 Eyes,
Magical Talruto-Kun, Dragonball, Doragmon The
Atomie Cat, Gundam, S0 Gundam, Ushio And Tora,
and Dragon Quest - may be available from:

= Japan Gentre, 212 Piccadilly, London W1V SLD.
{The Japan Centre also sells manga and anime
merchandise and Japanese games magazines, as well
as imparted Super Nintendo and Game Boy carts.)

= Books Nippon, 64-66 St. Paul's Churchyard, London
EC4AM BAA.

Further information on manga and anime can be
got from Amime UK magazine, produced bi-monthly at
£3.50 an issue, edited by Anime World columnist
Helen McCarthy, and available from all good 5F and

like S0 Dodgeball, SO Great Battle and S0
Gsundam. By far the most famous and most
merchandised is the Super Deformed Gondam
series, which has created a massive range of S0 |
toys and model kits, as well as cartoon shows, i
game carts and comic books. The SD comics l
tend to be small affairs, not as well produced as |
their more “serious’ counterparts. Often, the SD |
comics are freebies with other SD products, or
they are short one-offs printed in specials and
shonen manga magazines,

COMICS BASED ON GAMES:
THE RELATIONSHIP COMES
FULL CIRCLE

ther movie-based

game titles, like

Gundam F91
and [Htraman, have
also seen print as
manga comics, but
these tend to be
produced as much
less ambitious spin-
offs, rather than as
full-blown mangs
storfes. Usually, manga
versions of popular products
like Gundam F91, or GPX
CyberFormula, will be adaptations of the
animated movies they stem from, sometimes in
the form of ‘movie comics’ that present the
anime in ‘photostory’ form using still pictures
taken from the cartoon or movie, Other types of
manga that relate to movie titles are those with
several short strips based on characters or
incidents from the movie in question, Sometimes

serious, but mostly for fun and spoof

value, these are
sometimes known as
| paro, or parody titles,
y The difference with
these titles is that the
manga versions come
after the anime/game,
ete, rather than
heing the hasis for

EEREEE——————

4 we mentioned
earlier.

{That's right.)

comic shops, or straight from the publishers at Amime
UK Magazine, 70 Mortimer Street, London W1,

Those of you who'd like to know more about
manga should read the definitive manga book:
Manga!, Manga! The World Of Japanese Co nics by
Frederik L Schodt, printed by Kodansha Ltd, This too
is available from the Japan Centre.

The range of manga being translated is rising
every month, as newer and more dynamic titles
appear, Since the first true manga crossover into the
Western comics industry in 1988, the number of
manga and manga-inspired comics has topped 150.
With subject matter ranging from giant robot battles
to kung-fu to comedy drama, manga has a lot to
offer. Forget everything you know abaut Wastam
comics, and take a chance on something a little bit
differant - you may find that you Iike what you ses!
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CONSOLES

"X UFO PRO 6 £269.99

Star fox
Battle Tech
Dead Dance

Batman Returns
Waynes World
Joe & Mac Il
Ramna : Il

Busby
Star Wars
Chuck Rock
Mickeys Quest
Mario Kart
Wing Commander
Tiny Toons

Street Fighter I
Gods
Axelay
Another World

Assault Suit
Valken

Alien vs Predator
Chester Cheetah

JY, SELL & TRADE NEW & USED GA
L CONSOLES Cmmusmu:sm

murwwumowm m‘rmammrmmr
CIALISTS.

WE CAN HELP ! ! WE ARE THE PART-EXCHANGE SPE!
YOU CAN EXCHANGE
USED FOR USED OR USED FOR NEW

WE HAVE IN STOCK RIGHT NOW
AVAILABLE TO EXCHANGE

FAMLY

Gt ||'if|l
e MEW

ALL USED G.A.MES ARE EGHED WI'I'H INSTRUCTIONS.
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THE SUPERGUN

FLAY ARCADE PCB BOARDS O SCART TV OR
MONITOR INCLUINES

® BUALY M POWER SUPFLY

87 K AFCULD & BUTTORN JOWSTCKS

& | X SCARTAEAD

E300 + PAP

ARCADE POARDS ANAILBBLE INCILDE

STREETRIGHTER i 72, TRACK B AELD, DRAGOHN
SISTANCE

llull ﬂrlhr/!hop mlilm:
Console Concepts
The Village
Newcastle-u-Lyme
Staffs ST5 108
(0782) 712759

TURBO EXPRESS COLOUR HANDHELD

WE AL50 SELL EXTHA MO

(USA) CONSOLE

ONLY £175 + PAP
JAP CONVERTOR £75

ITPADS, MLATIPAD ADAFTOR
AHD CARRT CASL3

OWLY £350 + ﬁu" J

S SRR U,
SES 115 SUAAT, 3 PADE
WARINDRLD .

et JOALL
X L BT | EIEE
AARVIYN 3 WY BAVE 558
VGAUE (AR 4 30ME + FS';EI.‘#.UH £yl
+ SONIC HEDGENOG.. ...
BEDGED + 14 4 BUTTON JIVSTEN
PR ANY AVE LP 10 F73 . T <PAP

FIRE POWEE 2000 (SN
EIRDC . ot

WORLD TF i

ASSAAT SUTT VALREK ELROPEAN L S T

i Lo h mﬁ‘&: £A. L

SPRWARS ... oo LRL .l.ﬁ’l;E-..i.—.-I'EHB_M-—AHEﬁK—I;K

JAKTCRUSH PIAALL CAL MG SLOCKN WOLF BOMEE A

COMBNTRIBES ... .. . AL, mnsn.fme DEWIL CRISH, FINAL

TN TOONE e ML LAPTNN, GALALH BE. GURIKIE, LACKE

RiAA VT ARRT Y. .. S T CHAN, WGHT CREATURES FRAASDL e R

KMG OF RALLY . S - TR STAREAAIEN, SPUTTERHCHISE, S/PER SACEMEGAFORCE .. CAL - supes BATTIETANK
STAH SOLIER TALESPM. H TYFE SMAGHTY L

WPOSSANGEE

FOOMPUETE], BORLDHER BLADE. REUTORMA S,
SANES FROM 2N 0 2 Ll KW GETas

FRACE OF PIFSW

EHE 11
SUPEH OFT B
SHINORIE. .. ;
MTH.IIEH.HHB
IR OHES
LA,
LEVMRGS
FART ¥5 SARCE MUTRATS
WARIWORLD A
LENMNGS. .
STRA WHRS
13 PHE ARCADE
WRFWRESTLIGT,... AL

GAMES NEED CONVERTON FOR
RMIEA cooo DML UISE ON UK SAES, CRP COMYERTOR FLArS | CErsToRM I
MISSLE DoMD" o) ALL GAVES RELEASED 50 FAR
DARTY LARRY ... - TH R AR KART, DHLY £330 Y
WEHAVE FAR mmum

ARG TENNE ... OML CONSOLES THAN BE CaN
DEETOF BEST pora Brolhey . CALL mmmmusmm
LY BBLARERS ... o AL AECUAE PLEASE CALL (08 NOW. PREDATOR §
BARTS WCHTWARE I T
CHUCHFOCK . CALL I ALSG STOCK LTNE GANEBOT, PG
mmﬂ.r ...... AL ENENETUBAOSRAFY, SUFER
:'5" kL ah L
GBS ERT ETHME o ML mewm —
DOUELE DRAGON - LA AL D000 SUREET
DFVTH LU FUALLY RO PR G TOAVALABLITE

TERMISAICE

ORDER DETAILS: All consoles are despatched Parcel Force N.u;:t Day Delivery
(Saturday delivery is axtra £6.00) Cheques — Pleaso allow & working days for clearance.

P+P; Consoles £10,00, Joysticks

£2.50, Each gamea £1.50

Ploase state if you are a new customer or plaase quote your customer number.
All machines and games are Japanese unless otherwise stated,
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STRE ET SUPER PLAYER'S GUIDE

So you reckon you
know all about Street
Fighter I, eh? Well
cast your eyes over the
pages that follow and
think again. They
comprise the ultimate
guide to all seven
characters, telling you
how to get the best
use out of each one,
and how to avoid
finding yourself at the
the wrong end of ‘the
ultimate humiliation’ -
a Perfect. And how do
you know it’s the
ultimate guide?
Because it’s been put
together by Britain’s
best games player
(and that’s official):
Allan Brett, winner of
the National Computer
Games Championships
of 1992.

FIGHTER i

orget about lesser mags

who claim to have the

‘definitive’ guide to SFIl.
This guide is constructed
with the help of some of the
best players in the country.
I'il give you a run-down of
each character’s abilities,
and then all of their bone-
bustin’ combinations. (All top
Street Fighter Il players talk
like this - Ed.) Finally I'll tell
you the dirtiest tricks going,
which no compact powder
can shift at 40°C.

Remember that this guide
is not for all the crap players
out there who choose to fight
the computer (on anything
but level seven). Computer-
controlled opponents become
predictable and, as any half-

By Allan Brett

skilled player will realise,
human opponents call for far
more skill to beat. Therefore,
the dirty tactics are tricks to
try on your mates, or that pro
who rules the local arcade.

A Few Hints

* Many people (including me) develop a
very predictable style of play. Vary your
tactice. A gond trick ic ta fake part of
your routine and punish your opponent

when he reacts. (Remember: even if your

style ot play is littered with flashy
comhbos, it doesn't mean you're
unpredictable.) .

« Pressure tactics are best. Corner your
oppanent and throw a series of random
kicks and punches. [Though not too
random!) Hopefully your opponent will
panic and try to escape, whereupon a
well-placed kick or punch should
dispatch them nicely.

CAPCOM (JAP/US /UK)

+ Every little counts. If you knock your
opponent down, throw a Fireball and
time it so that he must block as he gets
up. A little bit of energy is depleted -
not much, but it could be the difference
between winning and losing.

» Never use the soft jab and throw
technique. It's not foolproof, and you're
liahle to receive a smack in the gob.

Guile had better get a move on if he
wants to defeat Chun Li.

E HONDA

SPECIAL MOVES
Sumo Headbutt
Hundred Hand Slap

COMBINATION MOVES
Slightly lacking as far as combos are
concerned, but they're easy to execute.

COMBO 1

Jump in with a Bellyflop and use a
medium Squat Kick upon landing. Follow
up with the Sumo Headbutt.

COMBO 2
Fly in with a Headbutt and then a slap,
followed by a Hundred Hand Slap.

COMEBO 3

Deadly, but simple. Jump in with a hard
kick and take your opponent out with a
close range, double hit hard kick again.

MASTER COMED

Bear huyg. Upon release, smash your
opponent with a Hundred Hand Slap and
finish with a Headbutt.

DIRTY TRICKS
1 After a throw or grab attack, your

opponent’'s landing should instantly be
greeted by a Hundred Hand Slap.

2 Occasionally you may be able to fool
your opponents with a slow Headbutt
rather than a fast one.

3 Remember, Honda's Headbutt can
cause double damage at close range.
4 Attack in phases, using a 3-4 hit
combo, then back off. Use Honda's
double hits, as his hit speed is lacking.
5 Honda's too slow to keep up with the
others, so keep them in the corner.

E Honda knocks Dhalsim's block off with a neatly executed Hundred Hand Slap.
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SPECIAL MOVES

Dragon Punch
Firehall
Hurricane Kick

Camhination Moves
Seme are pretty similar but have varying
effectiveness in different situations.

COMBO 1
Jumyp in with a hard kick, trying to get it

Fyu finishes Dhalsim off with a well-
placed kick in the chops.

ZANGIEF

SPECIAL MOVES
Double Lariat
Spinning Clothesline
Spinning Piledriver

COMBINATION MOVES
Being a big lad, Zangiet is incredibly

What relation this move has to a
clothesling, we've no ideal

to hit below the neck. Follow this up
with a medium sweep and then finish
with a Fireball. Practice is
recommended when attempting to do
this. In time you can produce a
combination move of lethal speed.

ComBO 2
Jump in with a hard punch, and then
deliver an uppercut followed by a
Fireball - a stunning and almost
foolproof method.

COMBO 3

Hot so much a combo, mare an extended
version of the Dragon Punch. Get in
close, and use a strong punch fallowed
up instantly by a Dragon Punch. This
takes practice but, when perfected, it's
devastating.

MASTER COMBOD

Jump in with a hard punch and then
deliver a Fireball. Then your opponent is
almost always suckered into jumping.
whereupon you can stun them with the
deadly Dragon Punch.

DERTY TRICKS

1 Force your opponent into the corner
and proceed to pound him with missile
attacks. He'll have no option but to
jump, whereupon you can punish them
with the Dragon Punch. For those of you
whao're repeatedly getting thrashed by

slow, as well as having a rather sad
jumping ahility. Normally his combos are
extremely limited.

COMBO 1
Jump in and kick, following up with a
crouch kick and finishing with a
Piledriver.

COMBD 2
Body dive followed by a double hit
power kick.

COMEOD 3

Leap towards the enemy with a fierce
punch, then duck and use a strong slap
to the stomach. Finish off with a
Ducking Roundhouse.

MASTER COMBD

Jump in with a kick, and follow up with
a face press. Upon release, move in for
the Double Lariat.

NB. These combos are guite sad, but
that is as far as Zangief's abilities go.
Professional players rely on the
incredible grabbing range of the
Spinning Piledriver to take oul their
adversaries, ;

DIRTY TRICKS

1 The Spinning Piledriver has the best
grabbing range available. Use this
knowledge to the full. You can grab

Ryu's trying to firekall his way out of trouble, and Ken had better decide to either
block it or jump pretty quick, or he’ll be flattened.

this tactic, you best bet is to jump
straight up over a Fireball and then try
to Fireball your way out.

2 Leave airhorne opponents alone until
they almost hit vou. This may be risky.
but a well-timed, last minute Dragon
Punch is costly on your opponent’s
energy bar,

3 When jumping into an opponent, kick
them in the chest, not the face, and
then sweep. If you kick them in the
chest, your opponent can't block and
then sweep. Remember, though - you're
susceptible to tactic 2.

4 1f a fight's going nowhere fast, just try

opponents in mid-kick or even in special
moves (eg Blanka's Thunder Storm).

2 Use the Slamdown throw for when you
need to defend, and you're in range.

3 The Double Lariat gives you immunity
trom missile attacks. Master this
manoeuvre to give you a chance against
opponents such as Guile or Ken.

4 Like all grab attacks, the faster you
hit the button, the more energy is
depleted.

5 Use grab attacks like the Head Bite,
Stomach Pump and lron Claw as often as
you can.

SFH

walking up to your opponent and
throwing them. You'll be surprised how
often this works.

5 Sometimes, instead of jumping in and
kicking your opponant in the head, just

“jump in, land and then throw them.

They'll be expecting the kick or punch,
and you land slightly sooner If you leave
them alone. You're met with your
opponent in the blocking stance
waliting for you to attack, and you can
throw them.

5 Don’t forget that any sweep
marnoeuvres are vulnerable to the
Dragon Punch.

& Prabably the best advice | can give
you is not to pick Zangief!

Looks like Dhalsim was too fast for
Langief, who's missed him.

28404 PAUSE I

K S

EEN. -

Zangief's got Ken in the Spinning Piledriver. Looks fike Ken's going to have a bit of a S .
o’

headache when he gets oul of that!
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CHUN LI

SPECIAL MOVES
Spinning Bird Kick
Hundred Foot Kick

COMBD MOVES

As she's the fastest selectable
character, Chun Li's combos tend to be
very fast and easy to execute.

She may be a mere slip of a girl, but she
can knock Blanka for six.

COMED 1

Jump in and do a powerful kick followed
by a standing weak kick, and then squat
with a medium kick.

COMBO 2

Squat weak punch, stand strong punch
and then hard kick as you jump forward.
If your opponent is not stunned, throw

as you land (if possible).

COMBO 3
Jump in with a hard punch, squat with a
hard punch and then go for the Spinning
Bird Kick.

MASTER COMBO

After a guota of mid-air stomps, land
and go straight into a Hundred Foot
Kick. Finally, you can either squat hard
kick ar try a throw if you're feeling
daring. if this combo pulls off it will
stun immediately.

DIRTY TRICKS

1 Remember: Chun Li possesses some of
the best mid-air kicks in the whole
game. Use them to full effect.

2 The Spinning Bird Kick can cause
damage as Chun Li drops down to come
oat of the move. Judge the distance and
use the appropriate power (weak,
medium or strong) to make sure you drop
onto your opponent’s head.

3 After knocking your opponent down,
produce a Hundred Foot Kick to sap a bit

Very undignified, but very effective: Dhalsim’s in real trouble fram Chun Li's

Spinning Bird Kick.

maore of their strength as they get back
on their feet.

4 Using the ‘stamp on head’ manoeuvre
to the full, as many as five hits can be
achieved and you can overpower certain
of the other characters’ special moves.
5 ODpponents left lingering in the air
after an attack should always be
punished with a mid-air throw. Ghun Li is
one of the only two characters to
possess such throws (Guile being the
other one).

G By pinning an enemy against the edge
of the screen, It's possible to spring off
the wall for a double hit. First, use a

Head Stomp and then press for a
Roundhouse Kick.

Ryu tries desperately to fend off Chun Li
and her vicious Hundred Foot Kick,
without much success.

BLANKA

SPECIAL MOVES
Cannonhall
Thunderstorm

COMEINATION MOVES
Attacking with combo after combo is a
surefire recipe for success due to

BL &ML Gkl
a2 —-
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Blanka demonsirates a move he picked
i frinm the Ballet Rambert.

Blanka's superb spesd and
accessibility.

comBso 1
This is dead simple, but highly
effective. Use the double-hit knee

Dhalsim's in for a shock as Blanka
produces his special Cannonball.

attack and then hit punch to produce a
Meck Bite.

COMBO 2 -
Jump in with a hard kick followed up by
the Double Head Butt. Use a Cannonball
to stun. |

COMED 3

After a Neck Bite in the corner, use the
Thunderstorm to fry your opponent as
he's released.

COMED 4

Approach your apponent and use the
double-hit Claw Spin. Afterwards, use a

D18 L

Come anywhere near Blanka when he’s in this electrifying mood, and you'll be
shocked out of your skin.

low, long-range power punch and finish
off with a cannonball.

MASTER COMEBD

Definitely the best, and also the easiest
to execute. Jump in with either powerful
punch or medium kick, and follow up
with a squatting medium kick and finally
a cannonball. That should suffice to put
your opponent in a daze.

DIRTY TACTICS
1 Blanka's jumps are very quick. Use
thiz knowledge to take out opponents

who have just thrown a Fireball. With a
kick or punch you should be guite safe,
and not need to worry about such things
as last-second Dragon Punches.

2 Vary your Cannonball speeds. By doing
this you can trick your enemy into
reacting too early, and punish him
accaordingly.

3 Blanka's flying kick is guite excellent,
and can take out many other flying kicks
quite efficiently.

4 Don't forget to make full use of
Blanka's squatting power punch. As well
a5 hieing hard it has superh range.
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DHALSIM
SPECIAL MOVES
Yoga Fire
Yoga Flame

COMBINATION MOVES

Dhalsim is mainly a long-range attacker,

but he does have a couple of nifty
combos up his sleeve.

COMBD 1

Use the Yoga Foot Spear and land a
double headbutt on your opponent. This
is great for stunning them.

COMED 2
Use your Yoga Fire and follow up with a
long-range power punch. Finally, use

Dhalsim's fiery breath's about to
barbecue Ken.

Dhalsim's really getting hot under the collar, and is going after Ken with his

powerful and roasting Yoga Flame.

MASTER COMED
Fire a slow Yoga Fire and, just before it

powertul ones. Medium kicks are a lot
taster and have a superbly long range

reaches your opponent, slide into them during a jump.
A your slide technique to catch them off and then use the Double Headbutt to put 4 Coax opponents toward you by beating
Bt guard. This does take practice, but the them into a daze. a hasty retreat. Your opponent should
slide will reach your opponent, if it's approach you and you can then
timed correctly. Your opponent thinks it  DIRTY TRICKS unexpectedly unleash your Yoga Flame
won't be, and so is left vulnerable, 1 Use the slide to get past Fireballs if upon them. :
they're giving you problems. 5 It may sound silly, but the best way to
COMBO 3 2 Dhalsim is incredibly vuinerable to attack is by backing off. By jumping in
As you fall from a jump, uSe your mid-air throws during a jump, so use you can become vulnerable if a punch or
medium kick. As you land, slide into the Yoga Foot Spear to reach the kick fails to meet its target. If you jump
Dhalsim has rather an unfair advantage your opponent and get him in the ground quicker. away from your opponent you can attack
with his rubber-like limbs. Headlock. 3 Use your medium kicks more than safely without any fear of being hit.
COMBO 2
Throw a slow Sonic Boom and follow it.
As it hits your opponent, use a medium

GUILE

SPECIAL MOVES
Somersault Kick
Sonic Boom

COMBINATION MOVES

Possessing above-average power and
speed, not to mention incredible
versatility, Guile is probably the best
character. His Sonic Boom is the fastest
missile attack, and his Somersaslt Kick
is second only to the Dragon Punch.
Naturally, Guile has all of the best
combos, too.

COMBO 1

Jumg in with a medium kick, drop down
for a medium sweep and finish with a
Somersault Kick.

sweep, and jump forward with a medium
or hard kick. As you land, pound the
hard punch butten to do the Back Drop.,

COMED 3

Throw a slow Sonic Boom and follow it.
As it hits your opponents, do the upside-
down kick and then drop down for a
Double Foot Sweep.

MASTER COMBO

This is a classic. Jump in with a strong
punch after throwing a Sonic Boom, and
then drop down for a squatting medium
or hard punch (depending on how good
player two is). Now throw a Sonic Boom
and follow that up with an awesome
Clothesline Punch. This is more than
enough to send your opponent into
URCONSCIDUSNESS.

Guile’s Sonic Boom's about to knock the
stuffing out of Ken.

Guile's impressive Somersault Kick coupled with a Sonic Boom is about to make
mincemeal of Ken, who's trapped in a corner.

DIRTY TRICKS

1 Use the speed of release of your Sonic
Boom to punish opponents who are still
frazen after throwing a Fireball.

2 Use the shoulder press instead of the
air toss, as the former is more powerful.
3 Use small somersault kicks to avoid
being kicked in mid-kick, and also to
avoid vuinerability to air attacks.

4 Whilst close to your opponent, use an
uppercut to fake your vulnerability and
then enleash either a Sonic Boom or
somersault kick. (Your opponent will be
hit in mid punch/kick.)

5 W is possible to perform a Somersault
Kick and have it blocked, and then
perform another instantly as your
opponent goes for the throw.

i Trap your opponent by using a
combination of Sonic Boom and medium
kick/punch. Keep shuffling forward to
prevent being pushed out of range.

7 Use the crouching block direction on
the pad to charge both a Sonic Boom
and a Somersault Kick simultaneously.
Depending on how your opponent reacts,
you can unleash either of these moves
without having charged the wrong one.

al
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US UK Release

Game: Gods

Publisher: Mindscape
Developer: The Bitmap Brothers
Price: TBA

Release: US: Out now/UK: April
Players: |

Cart ROM: 8 Mbit

' TRICKS AND TREATS ‘It's a game about me

and my family!’
exclaimed Matt. ‘Even
the title's
theologically unsound,
from a Christian
viewpoint,’ remarked
Jeremy. ‘Iit’s one of my
: L. favourite ever Amiga
L ey = games!’ cried Stuart _
;E e ' | Campbell, and ran off e oo e
with it. y | 7
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things in the floor, try being neat and tidy and flicking it
back again. (Just do it, all right? It's going to do you
some good In 3 minute, you know.)

e ok ....._...._,._,__..,...,,__ —

15 .._..L._,L'_

Now blast your way up here and flick that other switch
on and off. (While you're doing it, why not take a bit of
time out to admire the patented Bitmap Brothers
metallic-look graphics™)

oy

TFEEFRERRF
I LEl

BOSS® =S oSS =

Hutr-'ih! You've found a Iﬂ*1 Shoot the bad guy who's Then run back over here again. As you reach this Blimey! A secret passageway is reveabed, packed full
guarding it, and put it in your pocket (well, inventory paint, you should hear a deep rumbling sound, almost of goodies! And to think - you wouldn't have known
pouch) for use a little bit later on. like 2 stone slab being dragped from a wall... thit at all if you hadn't tried a little experimenting.
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Dur hero
completes lavel
one, world two.
And, as if by
magic, the
shopkeeper
appears...

Fireballs are great,
'COS YOU can use
them at the same
time as a standard
throwing weapon,

OB =

i
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Spears are the most

powerful throwing
weapon, often
taking out two
baddies at once.

Throwing stars
replace the hasic
knife that you start

This crap
bird-like
thing hangs
around
annayingly,
occasionally
offing a
baddy who wanders too close {and
really should have known better)

aff with (like the
Kmives, you can
have up to three at
once), and are lots
{lots) better,

8.
Grab the neat stuff, then pick up the little teleport gem,

and, miraculously, you'll find yourself zapped onto the
next screen shot, past a mean wave of baddies...

5 0 9 1

“....and a blg set of spikes, and possessed of a tasty

points bonus. Keep experimenting like this and there's,
ooh, practically no limit to what you can discover,

GOOD, BAD OR UGLY?

Where's the music
gone? The original
two-year-old Amiga
game that this is a
conversion of
boasted an intro
~————  tune called Into The

Mwhiuhwumufthubam
pieces of computer music in the whole
world ever, official. (Source: Stuart’s Big
Book Of Really Great Computer Game
Tunes.) When I got this to review I was
beside myself with excitement at the
prospect of hearing it played by the Super
NES's mouthwatering sound chips. But
both of me were crushingly disappointed
at the feeble blippy rubbish that actually
accompanied the title screen when we
plugged the cart in and switched the
power on. Well, it's not that bad a tune
really, but compared to Into The Wonderful
it's Take That and no mistake.

But never mind, eh? There seems to be
a game attached to the intro music, so let's
take a look and see if that fares any better.

Gods is a platform shoot-'em-up and
some. Un the surlace it's much the same as
any other platform shoot-'em-up, but
probe just beneath the, ar, blue exterior
and you'll find something
cleverer. ¥'see, Gods is full of puzzles. Oh,
they're not as obviously puzzley as, say,
the ones in Pushover, but they're puzzies
nonetheless. While playing Gods, as well
as having to jump gaps and shoot enemies,
you'll have to pull switches, discover
combinations, manipulate objects, find
hidden routes and things like that.

Or rather, you won't. The really
interesting thing about Gods, you see, is
that you can simply play it as a platform

S -1- -

-game with lots of shooting in it if you

prefer, and still have a fair chance of
getting to the end. But take the time to get
to grips with some of the cleverer bits, and
you'll find a whole new dimension there. It
wouldn't be far off the mark, indeed, to
suggest that you could complete Gods
without even playing 50% of it In that
raspect it's like Super Mario World, but
other respects in which it's not like Super
Mario World include the almost complete
lack of any real variation in either graphics
or gameplay, a character you can't identify
with (probably because he hasn't got a
face), and, er, the fact that Mario isn't in it.
But it's really good anyway. Sort of.

# Stuart Camphbell

GAMEPLAY

68%

4%

VERDICT: Gods has a very different
feel to most SNES platform games,
and that’s no bad thing. It's got a
lot more depth, too, but the game-
play’s so repetitive you might get
bored before you explore the many
subtly-hidden features. Stick with
it, though, and this'll last you ages.

T luf’u 19%
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KING ARTHUR'S

Excalibur, the Holy Grail, Guinevere, |
Lancelot, the Lady of the Lake, Camelot,
the Round Table - you won't find any of

them in King Arthur’s World. What you

will find, though, are enemy soldiers by

the barrack-full, asking, nay, begging to
be hacked to pieces.

This is King Arthur. If he get killed, thunder clowds
will roll across the sky, the kingdom will be
plunged into chaos, millions will be left at the
mercy af the forces of evil and - worst of all

wou'll have to start the level again from scratch.
He's pretty tough, though, and will happily take on
20 or 50 enamy knights,

Your objective on each lavel is to get the king safely
o the, er, objective. On the training levels it's a
treasure chest, and later you'll be hunting down other
kinga and gocdness knows what alee.

You start off each level at your base camp
As the levels get more involved (and
[emgthy), you'll ba able to move your camp
closer to the action. The advantage of this
is that vour troops (see below) emearnge
from here, and the shorter their walk to the
pattlefield, the better for all concerned

It's Kinmg Arthur’s World® Hack, slash, burn, charge,
clamber, and, er, walk through 30 levels of enemy
fortifications, collecting as much gold as you can on the
way. I's just a tiny bit like Lemmings (we don’t mince our
words here at Super Play), in that you're trying to keep your
eye on lots of ditferent characters at once, each of whom
has a different range of abilities.

By jipgling around with all manner of icons (a small selection of which are
shown here), it's your job to mobilise your army and s2t them congueanng
the enemy kingdom. You've got a variety of troops at your disposal, and
you're given a fixed number of each on each level - usually just enough to get
the job done, with a few in reserve in case of accidents Once they've done their

oh thay head for home and — if they make it alive - you can use them again

Knights are your basic “arrow-
fodder’, and are the only chaps who
stand any chance in a head-to-head
fight. They can slay five or so baddies
betore eventually

keeling over,

Position a soldier between the enemy in a sansitive
operation and they’ll provide a few seconds grace before
caving in. It can't be fun, being a soldier,

but that's war for you.

And here's an example of a soldier in action
He's bravely holding back the tide of enamy
kmights while vour archers shoot them all with
their bowes and arrows. You'll need 10 do lots
of strategic thinking like this

Barrelmen carry round barrels full of explosives = handy
for blowing open doors, or getting rid of the spiky
crusher things you'll occasionally encounter. They tend
tor be a bit vulnerabla to enemy fire, though.

There are two sorts of wizard
nice ones, that top up your
men’s strength, or make them
invulmerable for a bit: and
nasty ones, which can rain
down fire on the enemy, or

Engineers do all
the jobs no-one else
wiants to do, like

building bridges and
ladders, shifting your
base camp, battering

down doors and control their minds, or cast
satting up fire- any number of ather despicable spalls on your opponents. They
throwing catapults. tend to be in short supply, though, and can only cast each spell a
Their modern equivalent would probably be the “staff writer'. fixed number of times. Apart from that, they're great. Engineers, doing their catapult bit.




8 done their
again

before

] lf
UK Refease e
Game: King Arthur's World
Publisher: Jaleco
Developer: Argonaut
Price: £44.99
Release: May
Players: |
Cart ROM: 4 Mbit

PR ALL ABOUT ARTHUR

King Arthur was a pretty amazing guy. Here are
five incredible King Arthur facts:

1) He managed to pull out a sword that

BnFrldl rou n|:I 1atn|# in
was 50 he could st

iot, because he had a nicer smile.
4) Ha once thought he'd found the Holy Grail, but
it turned out to be Sir Gawain’s darts 1|npin
5) Er..
{ You're fired - Ed.)

GOOD, BAD OR UGLY?

i At first glance, King
Arthur's World
honestly doesn't
look like anything
special. The idea's
really exciting and

- ! everything - laying

siege to castles, hacking through enemy

armies, nicking treasure - but the graphics
aren‘t too special, the way the levels are
laid out isn't very inspiring, and it all looks
horribly like a Lemmings clone.

Its case isn't helped by its awful
control system. [ don't know how they've
done it, but even after I'd been playing the
game all day, 1 still kept pressing the
wrong buttons all the time, and frequently
found myself just pressing everything in
the hope of achieving the effect I was
after. True, the game's a complicated one,
and you've got loads of available aptions
at any one time, but surely they could
have come up with something better than
this. (A mouse improves things a bit, but
whao's got one of those?) It's not just the
way the buttons are organised. either.
There are lots of silly design flaws. For
example, as 500N as you press ‘A’ to make
a soldier drop his bomb, or build his
bridge, or whatever, the view immediataly
Zips back to wherever the king's standing,
meaning that a) you can't actually see
what happens, and b) your soldier usually
gets killed as he's trekking back to base.

But, although I'd be lying if I said it
was possible to get used to all this
constant hassle, you do learn to live with it
(albeit grudgingly). So I'll stop whinging
now, and tell you how good the game is.

And it is really good. It's paced just
about right. It's full of well-thought-out
puzzles. It's got a definite medieval feel to
it (even if it does skimp on the Arthurian
legends a hit). Although the graphics
generally aren't too hot, there are lots of
neat bits, including some nice explosions.
It introduces new elements gradually, 5o it
doesn’t get repetitive. And it's got that
essential get-slightly-further-each-time-
you-play quality (helped, of course, by the
provision of passwords).

In fact, in many ways [ think I prefer
this to Lemmings. With Lemmings you
know where you stand, and just what
you've got to do, at the beginning of each
level. King Arthur's World has got more of
an ‘exploration’ feel to it - something I
always like in a game. It's also much
easier to relate to little chaps in armour
than horrible blue things with green hair.

CUHN

o

TS

® Jonathan Davies

GRAPHICS | SOUND | GAMEPLAY
74% | 60% | 80%

GAMELIFE | DVERALL 85%

860 | SCORE:

VERDICT: The controls are a total
nightmare, and the presentation
isn't great, but otherwise this is an
absorbing and extremely addictive
little game. Keep an eye out for it.
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CHEETAHNH

‘l don’t believe this - it’s a game based on a il u

crispy cheese snack!’ remarked Jason, before Baisaas Chestsr Chiatah
plopping Chester Cheetah into our Super DeveSande bk
Nintendo’s cart slot. ‘That’s as bad as a game Price: £45-£50
based on Vanna White.’ Well, almost... e

Cart ROM: 5 Mbit

(= W@ REVIEW

Thase unde rground
bits are often just dead
ends, but at least
there're always bots of
(heatos Paws™ - his
favourite snack — for
you to collect.

i -

The driver of this
steamroller looks just like
Mutley from Wacky Races :
Mow, a game based around — T Level two is even more sickeningly colourful thaﬂ lewvel one.
him would be fab. W _ e S S The gameplay picks up a bit here, but it never presents
anough problems to provide much of a challenge.

el

| couldn®t quite work
out what this
contraption was
supposed to be, Walk
under its begs and it
disappears

Above: These
hippo's will
help you
across the
walar — use n— " y v—— "
the crocodiles  Chester enjoys a few moments of invincibility with the aid of
as stepping this magic guitar. His side-kick, a monkey-type character,
stones. helps out tod, grabbing items that're out of reach...

GOOD, BAD OR UGLY?

For the uninitiated, too hard, particularly with the graphics. The Super Nintendo platform games have become
Cheetos are a brand of game's intensely colourful, but it's in a sickly too good for this to carve itself much of a
American cheesy puff ‘My Little Pony' kind of way, which is only place in our affections. Younger players will
snacks that taste a bit  likely to appeal to young children. (I suspect appreciate the humour and colour, but for the
like Wotsits. In other our hero would have earned himself more rest of us, it's best left on the shelf.
waords, they're pretty street cred if he'd been treated to a slightly
— ! 3 disgusting, and I'll try less lurid colour scheme.) & Jason Brookes
and mention thPm as few times as possible. Unfortunately, however, the gameplay is
It's lucky, then, that it's not Cheetos fairly stale - it's just too slow and predictable GRAPHICS SOUND GAMEPLAY
themselves that are on trial here, but a game  to be very much fun to play. Sure, there are a
based on the preduct's mascot - the ‘famous’  few bright spots - the hits where Chester T3% 58% 57%
Chester Cheetah. He's like a spotted version really struts his stuff, swinging on ropes and

of the Pink Panther, and a bit of a cool dude, things - but they're few and far between. The GAMELIFE OVERALL 53%

while the game design Kaneko have selected  game's also fairly small - I've a feeling these

for him is the inevitable platform thing - a six levels won't last you very long at all. It Em SCORE:

dodgy choice, as the competition is so strong  can be frustrating too, with more than its fair

Chester's creators would have to perform share of odd, or simply lazy, gameplay VERDICT: Over-colourful graphics

miracles just to get him noticed. elements. It all adds up to a fair-to-middling lh& kids, but this is st;:iu
It's clear that Kaneko haven't managed to  release, then - not bad, as such, but nowhere please I;H:: sl

perform any miracles here, though this is a near good enough when you think that it's up the gameplay department. It's just

fairly decent little game. The guys have against such tempting classics as Prince Of too slow and plodding.

certainly tried hard with it - sometimes a bit  Persia, Mickey Mouse and Super Mario World.

Thanks o Tele Games, (0533) 880445, for lending us this cart.




Japanese Release n

Game: Aliens vs Predator
Publisher: 1G5

Developer: In-house
Price: £45-£50
Release: Out now
Players: |

Cart ROM: 8 Mhbit

ALIENS .:
PREDATOR

Brilliant idea, isn’t it? The Aliens vs Predator
concept made for a fabulous comic, and will soon
(it's said) be appearing as a film too. But, the
chance to make a top-notch game of the thing
seems to have slipped through IGS’s fingers...

What do you do when you get bored
of hunting humans? If you're a
Predator, you'll go after even
tougher prey = in this case, Aliens!
The year is 2493, the planet is
Ryushi, and here’s the intro bit...

hofa
iyers will
hut for the

on Brookes

DPENATND

GOOD, BAD OR UGLY?

I'm afraid every doubt

' I had about the sort of
conversion Aliens vs
Pradator would
receive have been
confirmed. It's a dog
of a game. Doing a
bﬂa’s am- up is a]wa',m risky, the limited
scope of the genre making it far too easy to
turn out a very average praduct - good
programmers and designers are needed to
inject new ideas and interesting gameplay.

Unfortunately these are two things
Aliens vs Predator just doesn't have - if
there's a single original idea here, [ didn't
sea it. The other big thing it lacks is any real
sense of purpose to the action - you don't

get to know why this Predator is going after
the Aliens. It all adds up to a game where
the execution of the fighting moves is the
only thing it could possibly have going for
it, but oh no, it falls down here too. The
punching feels weak, the graphics are only
average, and frustration sets in so regularly
that after about half an hour's play, I
wanted to go to the pub. The concept of the
game is great, but, let's face it, walking
along a horizontally scrolling screen and
repeatedly pressing the same button is plain
boring, no matter who the sprites are.

All in all, then, Aliens vs Pradator is a
truly disastrous game. Avoid.

@ Jason Brookes

b

GRAPHICS | SOUND | GAMEPLAY

65% | 52%

28%
GAMELIFE

“gane | o L0

OVERALL
E_EBHE:

VERDICT: Not quite in the same dire
league as Pitfighter and it's motley
chums, but severely lacking all the
same. Don't buy it. The name is
probably the best thing about the
whole sorry project.
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BLAZER

Soul Blazer hasn't
actually come out
officially in the UK yet,
although a release in
the near future seems
likely. The thing is,
though, we’ve had so
many enquiries from
people playing import
versions of the game
(both the American
and the Japanese one,
known as Soul Blader)
that, if only for our
own peace, we
thought a complete
player’s guide might
be in order. It’s been
compiled by National
Computer Games
Championships 1992
winner Allan Brett, and
it’ll take you through
the whole game from
start to finish.

PLAYEFR

- Lan

TERG U IMNEE g T GEH T

g

sou L SUPER PLAYER'S GUIDE

By Allan Brett
Assisted by Rich Pelly

ENIX (JAP/US)

you'll need to return to the
watermill and turn the wheel. Upan
exiting the mill, go straight down and,

using the ivy, go into the cave to
9 collect iron armour and other booty.

[
AWhat an interest ing
A name,

Flattery will get you everywhera!

Mg S w2

&

!

s e ol a
- | Alright, continue on.
= | Good luck!?

i3
...'ﬂﬂ. PR

Well, thank you kindly - how polite they are in this game!

=] I
A
LEY 7.1 EXP
B FLAVER
»

You'll get a lift from this bit. (Groan!)
Return to the underground elevator to
a destroy the last lair, then proceed
to Underground Castle (East).
i) To destroy the last base in Under-
ground Castle (East), use the dream rod
o enter Lisa's Dream. A gate in the
Underground Castle (East) will open.
Return here and collect Lea’s Brush from
the chest. Then, return to Lisa.

LISA’S HOUSE

o Lisa reads you a note. Go to the top
of the stairs where the architect

stands. Use the Brush to enter the

painting - the second bit of this stage.

277 GEW ?3'

R B U

logtid )

Halfway up the stairs is th...[Cut - Ed.)

S you may already have  two things that apply to the . Try not ta get in front of missile-
realised, this game’s game as a whole... firing enemies.
split up into five * On most areas, a new piece of armour
different stages, which are Gﬂﬂﬂ' al tips P oo, fm-;j::'*
H * Try to hit the enemy with the end of confront the bosses without 4
::::::“.w: “h:::hlu':'hh- your sword swing. You'll do a lot more = Experiment with different types of
ORing Teray inte [rT— I LT ——
Dark World and the final « Don't go rushing around chasing the T ———
conflict. I'll tell you exactly  enemy. instead, play it cool and position  * If you run out of medical herbs, check
where to go and what to do in  yowrself behind a wall and let the enemy  how many monster lairs remain and work
f the stages, approach you. out whether vou'll need to pet anather.
:::: ‘:'Ill dn:’t :1::: :“tin' « Stay away from bases until they're » Always wear a bracelet.
Sure y S5 any deactivated. + Don’t rush from one zone to another
~ important bits. First, * Don’t bust a gut frying to retrieve any  take your time to gain experience to
however, take note of one or  of the gems. increase your streagth.
GRASS VALLEY P T"ﬂ LED'S PAINTING
UNDERGROUND CASTLE o '5) The Zantetsu Sword’s here. Don’t
oajhhﬂdwt-ﬁm /| ! warry about undestroyable bases.

e N i
’++ +
&+ B L
seapeaee
-4
e
- o -
A - * 4
- A ol i e ad

Len's painting what, exactly?

THE BOSS

@ He's fairly simple. Only use the
middle treadmill, though. Entice

the boss to the left or right of the

screen, then dart up the middle

treadmill, score a few hits and retreat,

Repeat this until he's dead.

Afterwards, return to the Chief's House
to collect the Key Stone. Then proceed
to Greenwood,

The boss is big, but very easy to kill.



t of missile-

¢ piece of armour
found. Don't
thout them.
arent types of
works best in

ical herbs, check
s remain and work
i to get another.
et.

one to another;
experience to

d's here. Don't
troyable bases.

PERE GEM.

Ah,

| smell
delicious seeds.
have some don’ t vou?

% = ——
some =
You

‘l-ill‘thuthhmdlnﬂarlnu“mﬂ?ﬁ,hnﬂhllpsl

GREENWOOD
WATER SHRINE

As soon as you get the delicious seeds,
omummmmm

FIRE SHRINE

A couple of lairs can't be destroyed until
you have the Zantetsu Sword, and you'll
seed the company of a mele to reveal
some of the other ones. Before you
proceed to the Light Shrine you must
return to Greenwood. Speak with the
moles - try the first burrow you find -
and you'll discover some leaves
saderneath Turbo's bones. A sleeping

Also, make sure you obtain one of
the Master's Emblems, not to mention
the lce Armour. The latter is obtained by

mlummlmnlllmln'

mmumgmmmm-
I:I'.i'l. 7 ExE VT GEM & I
FLAVER
¥
L]
fven .H||||||| I am ania
5] "-|Ilm|| in real |ife,

the right of the bird. Mow you can reach
the chest containing the lce Armor.

LIGHT SHRINE

@ Again, some lairs are invincible
until you possess the Spirit Sword.

Remember to get the Light Soul too!

LEWY

I & EXP 4R id aEm l,lI

HLAYER
| Light Shrine ]

e
-

P =

= = e HMonster Lair
a Hemarn imyg 0 I

Throw a little light on the situation [/
thought | sacked you earlier this isswe -
Ed.) in the Light Shrine.

THE BOSS
The first head is the “light’ head. It's
easily killed by simply standing and
slashing it to bits as it gpoes around you. -
The second head is harder, hut still
poses no threat to a hardened gamester.
Stand in the middie of his path as he
circles you and slash him till he dies.
The last head is the fire head, and is
deadly if tackled wrongly. The best way
is to wait till it stops to spew a fire
stream, then quickly attack and retreat.
Stay out of his way until he stops again,

i

& - - I_.'w ¥
i &
i ol
TR

AE = e
BLAVER

=-_-;.-,r;;_'g,=,.—”|

Wonmn The

My name s
== mn e,

Bl lhis nlace ia a0
hreight | cannot see I

I'am a mole and | live in a hole.. (Who-
ever wrote these captions Is fired - Fd.)

Upon returning to Greenwood you mast:
= Get Monma to her hole (the third
ohﬂlm-lﬁdllﬂnm
her ribbon. Give this to the male down
the hole to the left and talk te the mole
below in exchange for a shield bracelet.
= Get the goat across the Crocodile
Bridge. The goat will release a fairy
jewel of great importance for later on.
= Go to the forest guardian and obtain
another Key Stone. Then go ta St Elles.

-

bird holds the key to their retrieval. An native of Fangarn, perhaps? and then do the same thing again. This is Greemwood in all its glary.
ST ELLES to collect the Bubbie Armour. Then go to collect the Critical Sword from the THE BOSS
Begin by talking to the shrine above your  down to enter the Coral Reef. When chest on the way down. Quite atough cookie, this one. The trick
puint of arrival, and then head back and athlu_llﬂulnﬂllﬂ is to swipe at and destroy one of the
_tlhnlhiﬂ'lllﬂﬂr_utn ISLAND 4 hands that go for you. The skull should
the monster lair you couldn't previously @Thhlﬂnhhnhhlmmw- come down, whereupon you can take a
get fo. - forward. Make sure you have the few swipes at it. Quickly back off before
Thunder Ring, as you need it to destroy it hits you, as it darts across and
ISLAND 2 some monsters at the top of the island. retreats to its original position. Try to
After the newly-appeared statue has dispose of the hands as quickly as
opened a path for you, head to Island 2. The fourth statue will now appear, possible, as they spell certain death for
emm—ﬂmmmn leading to the Ghost Ship. Don't forget the careless,
destroying certain monster lairs, or  to visit the two sleeping dolphins and to ,
[opening up more lairs. . collect another Emblem. The Ghost Ship  Once the boss is dead, return to St Elles
(i o itself is pretty easy, and only the boss to see the queen and get another key
«f',*#fﬁ,"iq““*“. i TR ies9s tin  ars || should pose any threat. stone. Head to the Mountain 0f Souls.

Collect this very useful Bubble Armour
from the palace.

ISLAND 1

Fairly simple stuff, except that one base
is unreachable. By going back to St Elles
you can enter the palace at the battom

LEV FI EXP h"!ﬂ‘?*'ﬂk! NEL
BVEF
4-

n.t.--:-a.-
-.. r
‘..J

Walk dowmward woder
the sea and no fo flie

agr e am.
Make like the Man From Atlantis.

Rain Island won't pose you too many
problems.

ISLAND 3

Make sure you have the soul that stops
the lava around you from hurting you. By
this paint you should possess the
Mermaid Tears, which should be used at
the top of the mountain to stop the lava
fiow. One lair cannot be destroyed until
later on, so leave them, but don't forget

Work out where to go next with this map of St Elles.
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MOUNTAIN OF SOULS

Straight away, go to the outside and
start killing monsters. Watch out for
snowballs, Dme of the lairs will reveal
thie Lucky Blade and other booty when
you get inside the second part of the

mountain and start sliding. Return

to the mountain for some special
shoes.

Inside the second part of the
mountain, you should keep going until
you can't reach the final few lairs,

° Also, look out for invisible ice

bridges which flicker on and off
periodically. The thing to do is to return
to the Mountain 0f Souls and find
another entrance to the ice cave you've
just visited ta get to the remaining
monster lairs. After you've finished the
ice cave you'll reach a new area which,
if you destroy some lairs, will lead you
to previously inaccessible lairs. (Oh, and
find the magic armour. )

Crivmeb st taiegiidenty,

146

lce to see you, to see you. .. (Smip! - Ed.)

IR &Rl

It's no use hiding! | can see you!

.Inihlllwlhinllll-h:ﬂuﬁq
plant's dream opens up 3 new path
in the final area, and a Master's Emblem
lies where the plant once stoad.

THE BOSS
’ 's well hard. There's no sound
advice, unfortunately, but by trying
to avoid his bullets and inflicting as
much damage as possible (don’t worry
about being hit by the fork) you should
get away with it. Dne hint: 2 he fires
his two billets. mowe down and they
showld miss.

'mumuum“
1o the mountain and obtain a Key
Stone, whereupon you showld proceed to
Or Leo’s House.

DR LED'S HOUSE

First, find you way to the first dungeon
basement. As soon as you release a
great door, return and get the Zanteisu

Sword (you'll need the lce Armour). With
this you can finish the lairs off in the
dungeon basement, and you may now
destroy the lairs in earlier levels that
were previously untoschable. Belore you
return, though, finish Dr Leo's House.
Head upstairs and go to the Model Town,
MODEL TOWN 1 f
As soon as a great door is released,
return to it and get a soul (the invisible
monster's soul, actually). Clear the
Model Town of bases/lairs.

MODEL TOWN 2

No special tricks here - it's all pretty
straightforward. Keep your eyes peeled,
though, as treasure chests are often
cunningly hidden among the houses.

ABDUT THE ROUSE

The plant near to the Model Towns has
leaves which you can use o lure the
cats out of the room where the mouse

LEV s EXP FEPEY GEM are
M ATEP i i

FL. r——
Fi e

L

Three onto one? Any time, any time..,

LEV I8 EXp

FHEIY GEM L
PLAVER "

L AR R
| hope you wiped you feet first.

is. Go into the mousehole and get some
new magic. Now go downstairs and find
a new staircase which leads to a secon
dungeon basement, and the boss.

THE BOSS

Dead easy. When it stops, close in and
slash it when it's fired its missile. Then
run around to avoid the dropping hombs.
Repeat this and it should die swiftly.

Afterwards, find Marie the Doll to get
another Keystone. Then return to Grass
Valley and enter Leo's Painting, where 2
few lairs still remain - destroy them.
When you return 1o Grass Valley you'll
be able to get a Master's Emblem and
the Recovery Sword, but I'm nat going 1c
spoil everything so you can find them
yourself! Now go to Greenwood, and find
and destroy the remaining lairs (except
the ones in the Light Shrine). Do the
same in 5t Elles and the Mountain Of
Souls. Now head for Magridd Gastie,

MAGRIDD CASTLE

Finding the dungeon is easy, but, once
in the Torture Chamber, check all
skeletons for the Harp String, especially
the one at the top right, After finding the
Spirit Sword, and clearing the dungean
of lairs, exit and go to Greenwood.

GREENWDOD

Return to the Light Shrine and kill the
monsters with your Spirit Sword. In
Greenwood you'll be able to get hold of
a red-hot item from a little bird,

BACK AT MAGRIDD CASTLE

The Harp String makes the musician
play, which entices a soldier to the front
row. You'll find a VIP cand where he was
standing, which accesses the left tower.
First, the false wall soul reveals secret
passages. Go to the torture chamber and
previous dungeons in Magridd and look
for the passages and treasure chests. In

Magridd Castle Grounds, a sleeping
soldier has some Elemental Mail.

THE LEFT TOWER
It you have the Soul 01 Reality you'll

i

D

Hello everyone, and welcome to Butlins Transylvania! We hope you enjoy your stay.

have no problems. Don't forget to
callect the treasure in the prisan area.

Back in the Castle Grounds you may
find that the queen has gone, leaving a
Platinum Card behind which gives
access to the Right Tower.

The dungeon is easy, the climax is
fab, but the boss is hard. Use the mobile
key to start the ship and face the boss.

THE BOSS

Take your time with this boss. Stay in
front of the cahin to avoid being blown
to the hack of the deck. To heat the
boss, wait for it to swoop. Then, if
you're standing to one side of the cabin
you can hit it safely, bul when it
produces fire streams from the top of
the screen you should wait for it to fire.
Then move to the apposite side of the
cabin, making a large gap between the
streams to save you from sustaining
damage. Be patient and you'll be okay.

KING MAGRIDD

The king will now come Lo his senses
and give you the final Key Stone to open
up the gate to the Dark World.

But beforehand. .. You should have
one red-hat item; another waits for you
in the Dark World. As for the last one,
you can find it yourself!

The eight Master's Emhlems allow
you to use magic without gems. Here are

thi locations of six - with some hints.
1. Grass Valley - Climb some ivy to
reach a small ledge.

2. Greenwood - A lodger in the sword-
bearing squirrel’s house has the goods.
3. 5t Elles - Search the coral reef well.
4. Mountain 0f Souls - A room with no
door containing a snall. (Use the light.)
5. Mountain 0f Souls - The position of a
sleeping plant hides the goods.

6. Dutside Castle Magridd - By the wall.

DARK WORLD

Collect the final red-hot item, then visit
the king in the Mountain 0f Souls who
gives you the phoenix magic you' Il need
to kill Deathtoll, whose palace appears.
Dan't farget to find the Soul Blade
and the Soul Armour before confronting
Deathtoll. The actual monsters bit
betorehand is pretty standard stulf,

THE FINAL CONFLICT

In his first form, Deathtoll's a wimp. In
his second form, he's still a wimp
{provided you have all eight of the
Master's Emblems - if not he's harder).
Running out of gems is a big worry as
you need the Phoenix Magic to kill him.
Don't waste gems and he careful when
he open his mouth. (Don't get in frant of
it.) With a hit of luck you'll be able to sit
back and watch the end sequence now.
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Victoria Road

Hartlepool
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T526 BDB

Tel: 0429 B&9459 (5 Lines)
Fax D429 274660

Open 9.30am till 7.00pm
& All Day Saturday
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SAINTS ELECTRIX, 82 NEW STREET,
ST. HELIER, JERSEY, CHANNEL ISLANDS.
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Publisher: Ocean
Devulnpur: In-house
Price: £44.99
Release: March
Players: |

Cart ROM: 5 Mbit
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Game: Lethal Weapon
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Ocean’s Lethal Weapon
game kills three birds
with one stone, as it
straddles the films
Lethal Weapon, Lethal
Weapon 2 and Lethal
Weapon 3 all in one go.

At the game's heart is the police SLORE SR04 4D e Ty ~sconE samisze
station, which consists of two floers zew : -~ - P

and five doors, Each door has one of
the game's missions behind it, and you
can go through any of the first four you
like. This is great, because if you get
stuck on mission one you can say:
Blow it, I'l go and have a crack at
mission two instead. And if things
don’t turn owt too well there either,
you can try mission three instead. And
if that... (They get the idea - Ed.)

¥ -HIEE"‘ r.

TRAFPED

Mission four is Lifts-And-Moving-
Platfarms City, s0 precision
jumping skills are called for

believe it or not, the setting for mission three. Wark your
wers, andrying to come fo terms with Mel's
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In mission one you're clambering round a dockyard/building site-type place looking for It's down into the crocodile infested sewers for mission two, where you'll be hopping
smugglers. One false move and you'll find yourself in the shark infested waters benaath, fromn platform to platform while shooting baddies (a theme commaon to all the missions,
facing the prospect of a long climb Dack up again n fact). Watch out for deadly spikes, which pop up from the floor withowt warning.
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GOOD, BAD OR UGLY?

Have any of our readers noticed r : | There are many
the remarkable lack of aspects of Lethal
similarity between Mel Gibso Weapon which,
(star of the film L although they'd
and the central ¢h normally drive a
Ocean's |

reviewer to despair,
I'm really not that
(Actually folks Cear bothered about. It doesn't worry me, for
bought the Lethal W n licence example, that it takes the unadventurous
they obtainad rights to use platform shoot-'em-up approach - the sort
photos of paople from the fil of thing that used to be the norm for film
hence all the digitisag licences until software companies started
keep appearing through 1 receiving threats of violence from
- but not the right disaffected games players. No - I'm easy.
own likenesses of I don't particularly care, either, that the
sprites are a bit titchy. After all, it means
more detail can be packed into each
screen. Nor am I that bothered that the
graphics generally aren’t too great. While
pretty pictures are always a bonus, in an
action game like this you ought to be
concentrating on staying alive, not
admiring the scenery.

In fact there are lots of things about
the game that I quite like. I like the way
it's laid out - the way you can do the first
four missions in any order you want. I like
the down-to-earth idea behind the thing.
And the difficulty level is about right,
giving the game a more-ish, get-slightly-
further-each-time-you-play quality.

But the trouble is, in the long run all
these nice bits get utterly swamped by a
whole host of niggling flaws. Hare's a
selection: the utterly unconvincing

they by any chanc

characters. That's why the it
chap you control doesn't look
much like Mel or Danny.)

SCORE annl 75

examples...

GERRE G630

hile Lethal Weapon has,
by and large, been
competently put

logether, there are millions of
irritating little flaws in it which
can really grind a player down. In
isolation, you prabably wouldnt
be all that bothered by any of
them, but when you get about
three happening to you at once,
It makes you want to scream. Or
break something. Here are some

attempt to simulate inertia on Mel Gibson;
the dull front-end screens: the completely
thick baddies who wander around
everywhere shooting at random; the lack
of any tangible attempt to improve on the
Amiga version - in fact, in many ways it's
worse; the fact that, although the sprites
are really tiny, there isn’t actually any
more detail than would be possible if they
were a bit meatier. And there are many
more where those came from. |

And then there's the biggie, the... the... |
whatever the opposite of a coup de grice
is. The trouble is that the gameplay relies
far too heavily on the idea of trying to
work you way up to the top of a set of
platforms, with the ever-present danger of
missing your footing, plunging all the way
back to the bottom and having to start
again. That sort of thing is okay in
moderation, but when it's the basis of a
whole game it makes you wonder.

So I'm afraid I really can’t recommend
Lethal Weapon. It's got its good points, but
they're more than outweighed by its bad
points. Simple as that.

® Jonathan Davies
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JICT: Sort of alrightish. But it's
the same old story - there are lots
of much better games than this
around for the money.
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Super Star Wars is ‘one
of the best - if not the
best - film-based
games ever’, to quote
our review in issue 4,
and save ourselves the
trouble of coming up
with a new sound-bite.
It really is splendid,
and hoasts oodles of
solid playability
underneath the flashy
visuals and fabulous
soundtrack. A player’s
guide, then, was on
the cards from the
start. And here it is.
Bear in mind that the
guide’s been put
together by Allan
Brett, who’s officially
the best games player
in Britain. He tends to
scatter words like
‘easy’ around quite
liberally. Mentally
substitute them with
things like ‘nail-
bitingly difficult’ or
‘positively scary’ and
the picture should
become clearer.

he game is divided up
Tlntn 15 levels, which

roughly correspond to
the major scenes of the film.
The vast majority of them
involve hopping from
platform to platform and
leaping over ravines. One or
two see you whizzing about
millimetres off the ground in
various pieces of Jedi
hardware. All bombard you

with baddies large and small.

But, as with all great Super
Nintendo platform games,
there’s more to Super Star
Wars than initially meets
the eye...

Tatooine Desert
,.fiwlﬂl top of the first big sand dune,
“—~fire up to reveal a big heart.

#— This boss is really easy, and if you
“—can't kill it you have problems. But,
for those devoid of gaming ability,

By Allan Brett

here's how to do it. As soon as you see a
tentacle rise out of the quicksand, move
away as quickly as possible and let rip
with your gun, not forgetting to shoot
any threatening rocks. Repeat until
there isn't a boss any mere.

Heading For
Sandcrawler

rfzﬂ As long as you remember that going
“_/ forwards with the thrusters turned
off causes you to fire at the floor, you'll
be okay. Shoot your quota of Jawas, and
then head for the sandcrawler. (Don't
bother with any other Jawas.)

tg‘ Dﬂ'ﬂ‘ggﬁfln ﬁuh

SRR DS

Outside Sandcrawler

7 This level calls for a nifty display of
' jumping skillz, and can ha
Incredibly frustrating = vis: missing your
footing, plunging down to the ground
and having to spend hours climbing
back up again. Use both types of jump
to help you reach the platforms and
dodge enemy firepower, and use the L
and R buttons to get a better look at low
moving platiorms. Before you jump down
the entry shafi at the end of the level,
shoot the area above it to reveal a 1-up-
and a hlaster power-up — rather hamdy,
all things considered.

Inside The Sandcrawler
(%) Note: The drop leading to the half-
“—/way checkpoint conceals a secret
chamber in the left wall. Jump across
the drop for the goodies.

e The sandcrawier boss isn't half as

deadly as the stuff you fall into
when you drop off a ledge. At the start
there are two ledges. Stay on the first
one to avoid two deadly solar flares, and
then jump on the second one before the
first one scrolls off the screen. Now
stay to the front of the ledge to avoid
being pushed off and blast away for all
you're worth.

Land Of

The Sand People

I.-"i') Look owt for hidden 1-ups here (iry
' the cormers of empty caves). Your
only threat is the jumping bit across two
hottomless chasms where stone-hopping
talent is needed to get across. Use the
somersault jump for safety. (And keep
an eye out for the secret cavern outlined
in Mode 7 in issue 5 - basically, fall
down the second chasm and hold LEFT.)
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Land Of The Banthas
-, The Banthas are easily disposed of
— with either a powered-up gun ar
your light saber. Before the boss, an
empty room on the left hides several
hidden hearts to top up your health.

b

BOSS

7= The mutant Womprat is dead easy.
“— Just hald down jump and fire
together, and take 40 winks.

o g Fa ']
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Heading For

Mos Eisley

/1_1):1 The same as the first landspeeder
“— level, but you shoot more Jawas,

et 2 m_:,';ﬂ—‘%uﬁ

e T

Mos Eisley

This level is long, so keep an eye on
your health sword. Also, look oat for
boxes stacked in threes which usually
contain pick-ups. Don't forget, too, that
barrels can be used to cross spikes by
running on them.

Cantina Fight

Select Chewie for every level from now
on as he has the largest health sword.
No advice, except to say that a powerful
weapon and a full health sword are
atdvantages when facing the boss.

BOSS

~—, Whether you actually win or lose
'1%) against this monster depends
entirely on the mood you find him in. Iif
he stays back a lot, chances are that
he'll get a good caning. But if he's
always right against you, it'll probably
result in your death,

CAIME - uH
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Escape From

Mos Eisley

= There isn't really any useful advice
\12)) can offer. After all, the level is

siraightforward blasting, and the
maintenance droid is a joke (easy
peasy). Watch out for the boss, though.

BOSS

Py This hover combat carrier is best
- tackled by first taking out the gun
underneath by staying under the ship.
Then, destroy the two thrusters and
finally the remaining twa guns on either
side. Then just blast him to bits.

Death Star Hanger Bay
l'i_-;)'l Thie cound advico cheuld holp:
*—"1) Develop a rhythm when jumping
awer TIE-fighters.

2) Use any platforms raised to jump over
holes in the floor.
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BOSS
@—) This ED-209-lookalike is more

—~" pasily beaten from the back than
the front. Slide under it when it jumps,
and blast away. (A powerful gun helps.)
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Rescue Princess Leia
Only the overwhelming enemy artillery
poses a threat here. Jus! remember to
biast wall lasers and jump out of the
dips where crushers fall.

BOSS

@h honest: do you really need help
—" with this one? it's second only to

the maintenance droid in the easyness

stakes - just point and shoot.

Tractor Beam Core
37 Only your jumping ability will help
“—you through this bit.

BDES
@ Just stand directly below the
“— tractor beam core and fire up.

Death Star
Surface Attack
(i&.lmrt from the shoddy 30 effect,

— this hit's a laugh. Don’t hother
going tp and down, just left and right.
Collision with a tower is instant death.

Final Trench Attack
Concentrate on shooting enemy fire and
saving your shields. Darth Vader pops
up here in his own fighter, but he's
quick to kill. Hitting the exhaist port is
easy. As your counter reaches 50, hit
the L and R buttons rapidly to send
several photon torpedoes toward it. At
least two are sure 1o hit the target, and
that's the end of the Death Star.
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Left: Blimey! Four
words at once.

Right: Although

we'va managed fo
make the word ‘GIN'.
the computer hasn't
recognised it as the
rmakers have omitted
all words that might

GOOD, BAD OR UGLY?

L
UAEE 00| 1like Tetris, and I like

words, so I was expecting

this to be the game of my

dreams. [ should have

known better. It sounds

great - making words out
of the letters that fall down the screen, With
longer words scoring more points.

But then the problems start. First, the
chaneces of getting anything better than a
three-letter word are slim, especially with
the lack of vowels. (Luckily this is a US
game, though, and they're keen on short,

lead youngsters

astray.

‘§15'.) Then there's the crazy layout of the
screen, which crams all the action into the
bottom left-hand corner. But what ruined it
for me, though, was that the blocks fall 50
fast, and there's such a short distance
between the top of the playing area and the
bottom, thatl you aren’t given cne w Liinhk.
So, it's just a game of luck, and seems silly.

And then you discover that pressing
‘pause’ freezes the action, giving you as
much thinking time as you want, while
utterly destroying the point of the game.
For heaven's sake.

US Releast

Game: Wordtris

Publisher: Spectrum Holobyte
Price: Approx. £45

Cart ROM: 4 Mbit

Or so they think! Heh, heh, heh...

GRAPHICS | SOUND GAMEPLAY

50% @ 57%

'GAMELIFE | gyERALL
44% SGURE:

VERDICT: Fine in principle, and fun
for a little while, but they seem to
have made a bit of a hash of it.
What should needs lots of brain-

easy-to-spell words, so you'll be able to
pick up points from things like ‘GEE’ and

power is really just a game of luck.
@& Jonathan Davies

GOOD, BAD OR UGLY?

Mode 7 in abundance too,
as well as loads of really
loud explosions.

But, as usual, all you can
do is shoot things. So this is
really just a version of Space
Invaders (which would be
bad enough in itself) where

us Release |

Game: X-Zone
Publisher: Kemco
Price: £37.99
Cart ROM: 4 Mbit

The Scope's such a nicaly-
made piece of equipment,
and it works so well, but it's
looking increasingly likely
that decent Super Scope
games simply won't happen.
X-Zone is cast in very
much the same mould as the
Super Scope 6, Battle Clash,
ot al, in that things whizz
around the screen, and have

This is probably the hEIt
Super Scope game so far,
usurping Battleclash by a
good few percentage points.
But that's really not saying
all that much.

@ Jonathan Davies

T FRE B RRRTLT AV
GRAPHICS SOUND GAMEFLAY

79% | 68% | 60%

i Jﬂ.ﬁi:....ﬁ' OVERALL .
Do
plenty of

5!][5.-'“ SCORE:
variety to the VERDICT: The best Super Scope game
to date, but still pretty dire. So,
unless Terminator 2's any good,
we're going to light a bonfire and
toss our Scope onto it. Sorry.

it yet (if you'll
excuse the limp
pun), with
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Baseball is largely unloved in this

country. And here at Super Play we

like to side with the underdog, which means you’ll
have to read this baseball game review. Sorry.

Pro Baseball
League 93 rises
above lesser
baseball games by
bombarding you
with ‘meat
{ouches'. Like this
one, for example,
whera the batter's
just been sent out

The intro
Seuence is
excellant. The
tension mounts
s the batter
grips his bat.
The pitchar
narrows his
eves, takes aim
and... falls over
= into the arms
of a pair of
gorgeous
babes. We've
watched it over
and over.

The ‘automatic
fielding” option
takes the
heartache out of
the usually hit-
and-miss
positioning of
your fialders,

BET Wk
jury
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Japamese Release n

Game: Pro Baseball League 93
Publisher: Sony Music Entertainment
Developer: In-house

Price: Approx. £50

Release: Out now

Players: | to 2 simultaneously
Cart ROM: 12 Mbit

Baseball for the dimensionally
challenged? Not at all. This is how

the Japanese like their sports games
to be = cute, slick and colourful. Wa

tend to find oursebves agreeing.

Oh no! Qur

fielder

bursts into
tears as the

ball slips

through his

hands.

As the ball rises inta the air, the view switches to this

bird's-eye overhead one, with lots of brilliantly-animated

players running around.

As well as playing games, vou can practise pitching,
batting, fielding and home run-scoring. Which is
surprisingly good fun.

7| Asl pointed out in
[ my complete guide
to baseball games in
issue 2 (which I still
can't believe I
agreed to do), the
Japanese are into
baseball in a big way, and they churn out
baseball games by the lorry-load. The
trouble is, here in the UK we really don't
care a fig about the sport, so tracing
importers who stock the games can be
tricky. We got our copy of Pro Baseball
League 93 sent over from Japan.

But why did we bother? Well, basically
because we'd heard such good things
about it. It's the sequel, after a fashion, to
a game called Extra Innings, which was
awarded 65% in issue 2's guide, The good
points of Extra lunings were (s really cuie
characters, slick animation, accessible,
Japanese-free front end and the fact that it
was the best-selling baseball game in
Japan at the time. The downside was the
speed of the thing - the ball whizzed about
s0 fast that hitting or catching it was
virtually impossible.

8o has the speed problem been cured
in Pro Baseball League "937 Well... I'm not
telling. You'll have to wait to find out.

Everything else is great, though. The
characters are more or less the same as
those in the original game, but they're
more colourful and cuter. They've got nicer
backgrounds to run around against, too -
and the animation during the overhead-
view sequences is a vast improvement.
The front end, too, is smarter and easier to
use than ever before, with most of the
important bits being in English. The sound
effects are great, the music's okay (it's the
same as Extra Innings', in fact), and the
little clouds of dust as people slide about
the place are a nice touch.

And - yes! - the speed’s exactly right,
making the game fast enough to be
reasonably exciting, but slow enough so
that you can tell what's going on.

While it's still a baseball game, and
can thus get extremely tedious unless
you're a committed fan, Pro League "33 is
the best of its kind - at least until 2020
Super Baseball comes out in March.

@ Jonathan Davies

GRAFHICS

SOUND
80% | 8

GAMEPLAY

GAMELIFE
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0%

VERDICT: Sure it's another baseball
game. But it's a really good one!
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FLYING RERO

BUGLE'S BIG ADVENTURE

e weapons you get in Fying

Another cute Japanese shoot-'em-up bounces into
the office looking for a keen, skilled games player
to take it through its paces. How naive - two thirds
of the review team are hopeless. (0i! - Ed.) Looks

like Jason will have to save the day again...

Japanese Release n

Game: Flying Hero: Bugle's Big
Adventure

Publisher: Sofel
Developer: In-house
Price: £45-£5

Release: Available now
Players: |

Cart ROM: 8 Mbit

Yes, those are giant fiying monkeys whizzing around the
screen, and no, | don't know what the reasoning behind
them is. (I'm only the reviewer, after all.)

‘Twin Bee! It's Twin
Bee!' | cried when 1
switched on Flying
Hero. Unfortunately

the window was open,

and everyone in the

office panicked,
fearing they were about to get stung by a
couple of furry insects. I knew what [ was
talking about, though - Twin Bee is actually
a Konami shoot-'em-up with a very similar
look and feel to Flying Hero's. [ can spot a
rip-off a mile away but, given that the vast
majority of video games are rip-offs in one
way or another, I'll turn a blind eye for now.

Besides, the fact that Flying Hero stars a

winged baseball called Bugle (who looks
uncannily similar to the mascot of Ultra
Baseball) is excuse enough for giving it a
chance, especially when it provides all these
monkeys, teddy bears and other critters to
blow to pieces. Blow to pieces, that is, in a

1 L] 3
LR e e LT L]
& &

~

Boss three

rises from

the water in

the torm of a large firehall,
(Ye=, | spotted that flaw too.)
It looks great, and stopped me
from getting onto level four.
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Holding down L or R while firing will let you shoot at an
angle. Each of your different weapons can be powered
up a few times, too.

GOOD, BAD OR UGLY?

nice, friendly way, of course. Anyway, aren't
I supposed to be telling you whether it's any
good or not? (Now there's an idea - Ed.)

To be honest, I really wasn't expecting
this to be much fun. After all, the best shoot-
'em-ups usually arrive with about four
months of hype and publicity behind them.
But Flying Hero is fun, and it's slickly
programmed and very plavable. The lack of
slow-down helps it along to a degree, too -
slow-down being the stumbling block for far
too many games of this type. Also, the
provision of just three continues makes for
an addictive challenge. So far so good, then.

But there are aspects of Flying Hero that
aren't so great. The graphics are fine, but
that's as far as it goes, and shoot-"em-ups
need gob-smacking graphics to succeed
these days. Next to Parodius it all looks a hit
drab. The sound is pretty average too. (See
‘graphics’, in fact.) And it plays... well, fine,
but not spectacularly well.

gxpact to De knocked o

anything spectacular hara

ones are typical,
(BT, MOFe Carg
th the bosses
a real effort -

actually a baseball with wings. or

milar. Indead

(h na! It's all gone blus and purple! And there's a mutant
purple rubber glove an my trail - and lots of... cherrias
flying about for some regson. Weird!

0Oh damn. I'd better just say it, hadn't I?
Fiying Hero is a very run-of-the-mill game,
As such, it can only be recommended to
committed shoot-"em-up collectors, Twin
Bee fans, or lovers of cute games.

@ Jason Brookes

68%

An average shoot-"em-up
with sturdy gameplay and a sense
of humour, but hardly a must-buy.
Full of cute things, though.
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HARLEY'S HUMUNGOUS

ADY =1 TURRE

Game: Harley's Humungous
Adventure
Publisher: Hi Tech Expressions

Developer: Visual Concepts/ EA
Price: Approx. £50
Release: Out now

Players: | or 2

Cart ROM: 4 Mbit

At first glance, Harley's
Komungous Adventure is a
fairly typical sort of
platform game, the twist
being that our hero is only
about six inches tall, and
his battle ground is the
inside of an average
suburban house. (Fans of
The Incredible Shrinking
Man, Honey, | Shrunk the
Kids and similar will be
right at home.) Harley's a

scientist who's had a bit of

T
I

a shrinking accident, you
see, and has to piece
together his exploded

shrinking machine, as well

as fight off the mutant
bugs he's created. It's all
in a day’s work...

Iwel They pop open their ragged-lipped lids to

cul you as you try to jump over them, then they roll
inexorably off the shelves, set on crushing you.
They're heavy enough to make the screen shake. ,/

Us Release o
———

not unlike Harley’s

|E"-ﬁ FLOEL
|

. 5, Gk

You start in

| | this lab bit

where you

build up power

] by collecting

items (nuts -

to tack together the shrinking

maching with - and Tugl) .irgilll'l:i[

a time limit. Try ot to fall into

any of the beakers - it'll lose

yoe=vatuable time.

TANKS A LOT
we re now in the playroom (hence easy-to-draw
DEAR) backdrop), and sitting in a little toy tank, while
The cryptic title bouncing balls, walls of bricks, big gaps (this tank
to this kitchen- can jump, T
based story unbelievably), AT
refers to the and spiky
~ rather vicious jacks throw | i
'\ tin cans that themseives at | 4
populate this us. It's l M-
original and : b
fum, this bit, if
not all that

g

RUGGED'

Still in the playroom, but now running across a
{very wibbly) carpet,

1 on maore bugs.

ue

Harley takes
closet,
& Harley

E must...
but no.

I| climbs lots of
platforms,

| does lots of
jumping, and
| searches for

| anather bit of
shrinking
maching.

surely?

bty B o i s ot S P

).

If you crossed Honey, |
Shrunk The Kids with a
platform game, you’'d
probably get something

Humungous Adventure.

‘BOXED

| Trapped
inside a

You get
the idea
by now,

GOOD, BAD OR UGLY?

Harley's Humungous
Adventure is one of
those games that
looks fairly primitive
when you first play
it, but proves hard to
dislike. It's got
l.maumatmn and an intriguing plot at least,
even if it ain't got that much polish (EA
arcade games are never as slick as their
maore serious sports stuff anyway, and this
is a case in paint).

Imagine these, for instance: a toy tank
that jumps; tin cans that make the screen
shake as they bounce off the shelves; arrays
of knives and forks that will kill you when
you land on them (shades of Roger Rabbit);
collectable weapons that include nails,
firecrackers and other tiny household items:
& hero who (modishly) looks bored when
voi leave him standing ctill for a fouwr
seconds [even to the extent of picking his
nose)... Neat stuff, and not the sort of detail
you'd expect of a sub-standard game.

However, with all that said, this isn't a
major release (or, at least, it won't be in
most people’s eyes), and there's one simple
reason why - the graphics. These are what
you might call serviceable, rather than
great - with flat colours, a simple palate,
blocky sprites and (quite importantly) a
fairly nondescript central character. Despite
it's strengths, this hardly stands a chance
against similar efforts from Konami,
Capecom et al, and that's mainly (but not
exclusively) down to the way it looks.

Is there an explanation for this? Well,
graphics just aren’t an EA strong point, it
seems. Their sports sims can get away with
average visuals when it's speed, depth and
accuracy of conversion that count. When,
however, you're dealing with a genre
where sheer visual appeal is a much more
important part of the brew, things fall
apart. Listen up, EA - the game designer
you've got here has some potential (he still
needs to make the game a bit more packed
and busy, though), but give him a graphic
artist with rather more flair next time, huh?

® Matt Bielby

GRAPHICS  SOUND
65% T0%

13%
GAMELIFE  OVERALL

686, SCORE: Bg%

VERDICT: Cleverly thought out, fairly
inventive platform game with it's
fair share of good bits, but very
average visuals. It's got potential,
even if it isn't always realised.

GAMEPLAY




MARIO PAINT

The latest fabulous add-on for the Super Nintendo MICE SHOOTING, KID
is a mouse - a bit of plastic with a ball in the
bottom. It’s a lot more exciting than it sounds,
though, and comes complete with a drawing
package called Mario Paint.

Marie Paint, unusually for
something with ‘Mario® in
its title, isn't actually a
game. It's a drawing,
animation and music
package that's aimed at
budding young artist-
cum-Super Nintendo
owners. It's got a host of
features, but at its heart
is this hit, where you can
draw simple pictures on
the screen. They can
either be really good or
completely crap (like this
one). (O = Jez.)

While Mario Paint is a fun little cart and
everything (for a few minutes), the
important thing about this package is
the mouse that comes with it. Although
it's a bit hard to explain, basically it
opens up whole new vistas of... er...
whole new vistas, anyway.

Imagine trying to draw something in
Mario Paint with a joypad, for example.
You'd be able to draw horizontal and
vertical lines okay, and, at a push,
diagonal ones. But if you wanted to draw
One Lhat wads dlimost norizonal, out
sloping just a tiny bit, you'd be stumped.
And curves would be an impossibility.
With the mouse, though, you move it
around on the table and the little pointer
on the screen follows. So you can draw
circles, curves, any sort of sloping line...
whatever you want, basically.

e 7z 5 But Mario Paint is only the start.
i S00M you can expect to be inundated
.
Lo

i with mouse-compatible games that let
% you use the mouse to point to icons and
: things on the screen. Powermonger and
ﬁ | King Arthur's World are the only obvious
‘ﬁi" 3 | examples at the moment, but there are
= = d more on the way. Watch this space!

L]
T oA L oOE R T B And before you ask, no - Nintendo
[[_u[—_l E;.@r o d CLERRY currently have no plans to release the

mouse on its own, so if you want the
u m n E thing, you're going to have to buy Mario

bl 5=

LT

Paint and lump it.

i Perhaps the second most exciting bit, afte

is the music composition ser

sounds to build tunes out of. Hurrah!

3 L%
g = : 7

iAACO0E. oM

And the third most exciting bit, after the music, is this'©  Design each frame separately, using the 'copy’ feature  And hare's the result - an all-singing, all-dancing, fully-

- the animation saction. Here you can create a short if you want to create duplicates of the first frame to animated... erm.... well, Jez reckons it's a man walking
sequence of pictures and then get Mario Painfto play  tweak. (Although perhaps the ‘erase’ function would be - along holding a flag, but we think it looks more like..
.\ihrnuuh them like a cartoon. miore appropriate here ) (Gl - Jez) um... actually, we're not quite sure. ; /




UK Release

Game: v
Publisher:
Develope
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Releaze:

Players: |
Cart ROM: 5 Mbit + BB

You can add fext

to your pictures if
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8 users to establish coordination with

', Hmm. It's quite good fun, anyway

| THOUSE Yy, ENd, Wno takes some real swatting
Eﬁi = [l EEI ‘\q___ : s

NEAT LITTLE TOUCHES COLOURING BOOK m —-\

MOUSE SFEED If you're really useless at drawing,

you might want to try colouring in
one of the four sample pictires
provided. To the right is the naked
black-and-white outline, waiting o
b filled, and below [oh dear) is
Jez's interpretation.

RpdageF g

ons and
ger and
obhvious

Like all Nintendo games, Mario Pain is
chock-full of special etfects and nice

rather odd robot thing vou use to save your pictures with

Just think what
Leonardo Da Vinci
might have achieved
if he'd had Mario
2 Paint at his disposal,
Just imagine
‘Sunflowers' with
nine frames of animation. ( That's Van
Gough - Ed.) Or ‘The Hay Wain' with a foot-
tappin’ stereo sound track. ( That's
Constable - Ed.) Or... (Look, this isn't going
to work. Jonathan, go away. Jeremy, Super
Play's designer, try doing a review - Ed.)
Hey! Look at all these buttons!
Qwertyuiop! @£5%~&*! This is fun! (Er... -
Ed.) All right, all right. While I wouldn't
claim to be a world authority on art
packages, [ do spend a lot of time tinkering
about with the Apple Mac eguivalent of

MAR DR IMT

1, Fulhy- ; :
wg'kllrj| g’ Mario Paint, and 1 can draw. So I was quite
;'I_l'“_‘_' pleased to be given the chance to try this.

And, to start off with at least, I had lots
of fun with it. There are loads of features to

| I i
- o ! "u
: - { '.-l_‘"‘ _i
5 LU - | S
-

touches. Clockwise from top left: adjusting the mouse speed; clearing the screen
with a rocket-ship — just one of the many available methods of rid ding the world of
your mistakes; eek! we seem to have comea a cropper in Gnaf Atfack: and the

@K
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GOOD, BAD OR UGLY?

explore (which are explained elsewhere on
this page), and you find new bits every time
you use it. And the whole thing's executed
with Nintendo's usual sense of humour. But
from the point of view of actually drawing
things, it's all so limited. There are only 16
proper colours to choose from, which is odd,
considering that the Super Nintendo has a
palette of thousands. There are lots of pre-
defined 'brushes' for drawing with, but it’s
hard to imagine how any of them could be
incorporated into a proper picture. And
everything you draw looks so chunky.

The really daft thing, though, is that you
can't really do an awful lot with your
picture once you've drawn it. On a
computer art package you can save it onto a
disk to look at later, or print it out onto
paper. But with Mario Paint you're limited
to storing one picture in the battery backed-
up memory. The only other possibility is
recording your creations onto video tape,
but that's a bit fiddly.

Mario Paint’s fun for a bit, and will
probably appeal to youngsters. But it seems
that Nintendo poured all their efforts into
packing it with gimmicks while neglecting
the basics, and I quickly got bored of it

@ Jez Bridgeman
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Game: Imperium
Publisher: Vic Tokai
Price: Approx. £50
Cart ROM: 8 Mbit

you can collect.

Save up your smart
bombs to use on
this giant end-of-

|E'J'E'|'t|-ﬂ'-'.|d'5.".

Gan you spot the spelling mistake in this pic from

the intro? { Lafm f i —

GOOD, BAD OR UGLY?

‘Look, Jonathan - another
assault suits game,’ said
Matt. ‘You remember you
enjoyed Assault Suits
Valken, and this is just as
good.” "Aw, thanks!" I

Well, that's in between the long stretches
when there's nothing happening at all.
There are some reasonable extra
weapons, but they look like the ones in
Super Aleste without being as good. The
graphics are rubbish, though - titchy

SOUND
55%

OVERALL

GAMEPLAY
60%

GRAPHICS
41%
GAMELIFE

wrr.u--a e

il b

replied, not gquite believing my luck.

A couple of minutes’ play revealed that
I'd been stitched up. Again. Imperium isn't
really an assault suits at all. It looks more
like a nobby Shoot-'Em-Up Construction Kit
game on the Amiga, where the central
sprite just happens to look a bit like an
assault suit, and you get attacked by other
sprites which look a bit like assault suits.

wa SELECT TEAM s

; vs |
__mL—-—--- .

CHil 9ok

Game: Super Batter Up
Publisher: Namco
Price: Approx. £50

gprites, not much animation, and weedy
explosions. And, although the difficulty
curve is about right — easy to start with, and
going through ‘tricky’ to ‘incredibly tough'’ -
there's little incentive to stick with it.

It's not very good, in other words, and
this is probably the last you'll hear of it.

@ Jonathan Davies

i

SCORE:

0%

VERDICT: Imperium is very lack-
lustre. In a couple of days time
you'll probably have forgotten it
ever existed. (It's called Assanlt
Suits Darion in Japan, by the way.)

GOOD, BAD OR UGLY?

US Release

Super Play's baseball expert),

and the difference was clear.

Pro Baseball is Japanese

through and though, while
Batter U'p has an American

move well. The graphics are
garish, with lumpen
animation. The organ music is
fine, but it drowns out what

feeble sounds effects there

are. And that's about it.

If Super Batter Up was the
only baseball game in the
world, it might be worth a
look. But it's one of about 54,
and isn't as good as half of
them. Oh yeah, and the
fielders manning the bases

'smm E][EPE

Cart ROM: 5 Mbit flavour. And Pro Baseball is
great, as baseball games go,
while Batter Up is useless.
S0 what's the prob? Well,
there are lots of them. (Deep
breath.) The ball is
pitched too fast,
80 you can't
exercise control
over where you
hit it. The
fielders ran too
slowly and, as
usual with
baseball games,
they're off the
screen most of
the time, so it's
hard to position
them properly.
The ball doesn't

refuse to retrieve the ball,
even if it's rolled to a halt
. right at their feet.

Top: Being an Amearican
pame, Super Batter Lp
teatures good, honest,
American baseball leams.
Left: Why do baseball balls
have to be so horrid amd
hard? And why do they
throw them so fast?

® Jonathan Davies

Right: The overhead view is great for the batting
tearn, but not for the fielding side, trying to track
the ball as it heads for the boundary.
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a::k again and absolutely

brimming with tips, it’s

Mode 7 - Britain’s biggest
and best Super NES tips section!
You'll find these pages packed
with a choice selection of the
most helpful, most unusual, and
sometimes just plain weirdest
cheats ever, just the job to help
you past even the toughest of
bosses. And if your problem
isn’t solved here, then don’t fret
or cry — write to Ask Ade and
he’ll give you some tip-top
gameplaying advice.

Just like those camcorder
programmes on TV, Mode 7
relies on your input, so if you
want to help gamers worldwide,
or can’t live without either a
fairly impressive Super Play pen
or an incredible Super Play T-
shirt (depending on how good
your stuff is), send in your
cheats and tips to:

Mode 7, Super Play, Future
Publishing Ltd, 30 Monmouth
Street, Bath, BA12BW.

ow! It seems as if you
lot really are getting
yourselves into a lot of

bother. I'm currently receiving
more mail and more requests
for help than ever hefore, so

I've really got my work cut out.

I’m also starting to need a bit
more room, so let’s not waste
any more space on chatting -
Pl get straight stuck into
helping the hapless.

Remember, do keep sending

in your gameplaying queries
and answers to the questions
I'm stuck on, and also, when
you write to me, the more

detail you go into, the easier it

is for me to know exactly what
you're on about.

Justin Martin, Bournamauth,

S

MODEY,

CALLING
ALL CHEATS,
CRACKERS,
AND GAME
FREAKS!

NHLPA Hockey ‘9

He's obviously been cracking his way
thraugh this one, has Daniel James from

Pinmer, as he's sent in a passcode from
gach round of this ice-bound fightfast
But do the codes have to ba this long,
though? It takes ages to type them in

® If | remember correctly, this cheat was
first printed in an American magazine, but
only worked on pre-production copies of
Contra 3. The cheat was taken out when
the game was released. Sorry.

. Wh

Leigh Morgan, Reading.

GBMYYT3ZPJJRXIZD - Second Round:
Montreal ws Long Island
GT113HSPYIWBKRYC — Semi Final:
Montreal vs New York

CAWS3VI421 LIRYHS - Semi Final: Los
Angeles vs Minnesota
CAZBWBBOOP3TLVA - Final: Los
Angeles vs Boston

A pen’s on its way to you Daniel.

e WAN SJ

& There was a cheat on the Amiga
version that let you fool the computer
into giving you loadsa money, but it's not
on the SNES game. Or at least, | couldn®t
get it to work, anyway. May | suggest that
you simply stop building too fast and set
taxes al reasonable rates - that way, you
simply shouldn't have a problem. You're
being too greedy is all.

&

Difford, Stevenage.

Mark
@ Good point except, when | reply to a
plea for halp, the distressed person has
normally already stated what system the
game is for, and therefore | shouldn't

Super Pl'ﬂhl]tEl:tﬂ!'

When the screen is scrolling, pressing
UP, UP, DOWN, DOWN, LEFT. RIGHT,
LEFT, RIGHT will give you 13 lives, which
is better than a sound thrashing with a
large piece of scaffolding. Goodness
knows how he found that out (or indeed,
how any of you find anything out), but
thanks (and a Super Play pen) go out to
Mark Byrne of Surrey for that one

You, too, could be the proud owner
of a Supar Play pen = if you can come up
with an amusing anagram of the words
‘Super Probotector’. Send it to “Amusing
Anagram of Super Probotector
Competition” at the usual address.

need to repeat myself. As for your own

plea for help, see the answer to the Last
question — we know of no level select in
the finished version of the game.

@
less Jackson. Surmey
JESS JACNS0N, JWTEY.

@& Robert Carnay of Ampthill is after soma
too, so here thay are, He also wants to i
know about a level select cheat. | don't
know of ona, but perhaps someone else
does. These codes were seqt in by Pierre
Poliquin from Quebec in Canada,
incidentally, Cheers Pierre.

Level 1: BRNGBBY
Level 2: VRYND9X
Level 3: 3PDWRGH
Level 4; CK1B3x2
Level 5: LYGYRVR
Level 6: MNKJBJS
Level 7: TVMRD&9
Level 8: 4IF+DTR
Level 9: QRLHTCE
Laval 10¢ BRTCOYR
Level 11: Q2GSTPI
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(Human)
Here are all the passcodes for all the
ievels of Fro Wrestiing, thanks to Roger
Prydaerch from StOCKport, and no, we're
not going to send you Desert Strike.

Easy level:

GVGN2 BSECT WT
CUVT3 XQTED P3
|KCXE YKPNI PP
[KGHY UGTWA HX
LRRY3 SEJIA IV
FOSBE HUOJN U0
BFMEG 0J30R YL
CUVTS RWHMP TX
MGKTC AJCGK HM

KYTZF TMA3V AM
JKNSD LBEEN BM
FO5PF DOBRR YS
HGWGF 1JT55 0
LRRKT 2MLMA IV
GVSX0 V250PF WD
KY7VC YLM7X DO
JKNZD LEPAP TO
EYECI Y3J8I DI
GVSO0 V2VOP GD
CGUW2T TUGWT 7L

Hard level:

O5\2B ATOFI EI
GVZRG FKMEX 63
05V2J 13aF1 LI
KYXDR LYGHN JU
GV2RC 2ZWECT WT
GV2R2 BOUSP GD

Just type in the passwords we've listed above, and the ‘wrestle’ follow

Level 12: BFOP33N
Level 13: YJU+1R
Level 14: ZYMB3RT
‘Level 15; QKCXTNT
Leval 16: 44KIDDJ
Level 17: T1QBVIV
Level 18: 400WMV
Level 19: YAYTMET

. Level 20: 8X11F52Z

@ Please could you give me some

passwords
the first pas
the two snakes, b
S0ma more?

Barry Evans, Birmingham.

& No problam (thanks to Carl Clarabut of
Enfiald, who sent me a whole bunch of
codes recently). Hera's the lavel one
code, the ona you've already got, for
anyone who's intarested:
2-K4-B6-D;7-C

And here's a level two code, to get vou
that little bit further into the game;
3-B;5-C;7-D;8-A

® | believe it does.

LOST SO0ULS

And here're some of those gameplaying
queries that | just couldn’t help with.
Can you do any better?

an't kill the last boss, Dark Cloa
you please tell me how it's done? Also

there a menu?

Steven Heaton, Ashton-in-Makerfeld.

@ Sorry, | haven't really played the gama.
Can any one alse help Steven out?

® Please could you help ma? After |

GV2RK REUSP GD
CUSLJ FCTOX LP
CUSLZ VSTQX LP
CUSLE NKTQX 3P
CUSLR 52T0X 3P
KYXDT J223R A
KYXDOD ZX23R FI
KYXD3 BS23R VI
KYXDOL RC23R V|
AYIYP YJTML GY
AY3YT IZTML GY
AYIYH QBTML WY
AYIYX ARTML WY
IKKXE FXTXS WV
Extra dude: IKKXU VHTXS W

Here’s whara you type them in. (Look,
we're just trying to be helpful.)

e I-'I'.

S EETIRE
There was this terrible accident at the
boomerang-throwing competition,

but | ahways pat beaten. Do vou know of

amy cheats fov

Chen Hogi, Ux

bridge.

@ | hate soccer and never play the game,
50 | can't help you, but seeing how you
seem to think differentty I'l ask all the
readers if they can help. Amyone?

Maggie's Temple or Bartzilla$

Stephen Middletan, London.

& Mo, | don't, and Rodney Whitemare has
asked me the same question. Doas
anybody else have any tips or cheats, to
put these two guys out of their misery?

PROBLEMS SOLVED!

This is the bit where yow the readers
help out those peaple stuck on their
games. i you can solve any of their
problems, then write to me.

We're really great at this game, bul we
won'l ‘rabbit’ in

To get you whizzing through all the levels
of this ane, K Ruston of Rotherham (tell
us your first name, 'K’ = we're all friends
around here), has diligently made a note
of all the pass codes, and even included
an extra bonus pass code (whoao!) which
apparently lets you pick the gamea you
wani to play on the bonus whael,

i i
FEE LR

Level 1: FLUCKY DUCK/BABS BUNNY/
FROG WITH GLASSES ON

Level 2: ROAD RUNNER/MONTANA/
ELMYRA

Lewel 3: GOGO DODO/SHIRLEYS
HAMPTON

Lovel 4 MO0 WITH QLASOED ONS
PLUCKY DUCK/BABS BLINNY

Level 5: GOGD DODO/CALAMITY
COYOTE/ROAD RUNNER

Level 6: HAMPTON/PLUCKY DUCK!
FROG WITH GLASSES ON

Bonus code: ELMYRASSHIRLEY Y
CALAMITY COYOTE

Mitty stuff, ah?

o
i F)

Level 3: SCRATCHY
Level 4: BART DUDE
Level 5: BOUVIER

David Saunders, Hounslow.

= Cheers David

That's quite enough
questions and
answers for one
maonth, | think. Don't
forget, though - I'll
need lots more for
next month. So write

without delay to:
Ask Ade, Super Play,
Future Publishing Ltd,
30 Monmouth Street,
Bath BA1 ZEW.
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HUMAN
GRAND PRIX

Im a battle game, if you don't like
the look of the starting grid, hold
Select and press B to change it

STARTING GRID

e ELATER N
LR L = ..

Bulls vs Blazers

Here's a game that's just crying out
for some codes. It can stop now,
thanks to Mr HJ Sulaiman of
Southampton.

Supersonics vs Suns

(uarter Final: FOZBGCVT
Supersonics vs Clippers

Semi Final: FOXBICVP
Supersonics vs Knicks

Final: FODGZCVG

Supersonics winning the
championships: FOWGZCVC
Watch for postie with your pen!

The Addams
Family

Another code that pretty much
plays tha game for you. is this ong
sent in for The Addams Family by
Marc Obertelli from Heysham
Entering 21112 will instanitly give
you a sword, 100 lives and
Pugsley. So that's that one
finished then

Desert Strike

This one's the ultimate cheat, in
that it gets you to the end of gama
sequence without all of the hassle
of plaving any of the game itself!

t was sent in by Gregory
Frensham and works on his
American import copy of Desert
Strike. Type in 99P55LM and vou
shoukd be whisked straight to the
White House lawn. Thoroughly
paintless, maybe, but pretiy
interesting nonetheless

ACTION REPLAY
CODES

You'll need an Pro Action Replay
cartridge to use these cheat
codes, and the simplest way to
get one of these handy little
gadgets is to turn to page 78.

Super Probotector

TEIF 8AB3 Player 1 infinita lives
TEIF CAG3 Player 2 infinite lives
7EIS BCO2 Player 1 infinite bombs
TEIS CCO2 Player 2 infinite bombs

Super Star Wars
TEOBFBOA Infinite lives
TEDATS24 Infinite energy

Smash TV

TE18A06 Everlasting weapons
player 1

7E189906 Everlasting weapons
player 2

Lemmings

TEOE50X Where X is the number
of climbers you want to start the
level with

TEDO960X For floaters

TEDS70X For lemmings
TEOOSB0X For blockers
TEDO990X For builders
TEOD9B0X For miners

TEO0D9COX For diggers

THE MUSIC ROOM

A tip already? The first of many, let's hope. If
you go through the whole of the first level
without shooting any baddies at all (apart
from the engine thing at the end of tha level,
of course) you'll be able to select a brilliant

D L R L T T T

flame thrower on the next level, We tried :

going through all of that level as well without

shooting any baddies, just to see what would

happen, but we got killed. Sorry about that,
Incidentally, did you know that if you

lived in Germany you'd pronounce the game's

name as ‘Assault Suits Falken'? Incredible but

true. And, that being the case, you'd be

forgiven for thinking it had something to do

with birds of prey or something.

ASSAULT SUITS
VALKEN

f

GAME BOY
miEsn
DIRIVE

B Finehley Roaid,
(oppasiie Golders
Green tulwe slation)
Lomdon NW 11 1R
Telephone: 081455 5001
Open Tidoys o week

10 Kemsinglon Church S(.
(opposite Barkers)
London W8 4EP
Telephone: 0T1-937 7755
Drpaay Mlovmalay -Sanved oy
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‘Got a Nintendo?
Then get this!

100% FOR PLAYERS OF ® Super

NTENDO =’

' Indnpendent_ﬂinterf
mag from high-flying
Future Publiihin?

ake our pick of the Gs
’:Illaght: sims with F-15 Strike _Eagle,

n And Burn plus Top Gun ‘
;r\:‘: tell you what's hot and what snof!)

Check out this month's TOTAL for

reviews of all the latest NES, SNES *;
and GB games. PLUS we've got 10 *t=ix
Al copies of Jimmy Connors Tennnis
with four-player adaptors to won!
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ISSUE 6

Just for you, we've put
together a collection
of fabulous goodies,
all offered at
unbeatably low prices.
Keep your issues of
Super Play in the style
to which they're
accustomed by
purchasing a binder.
Experience all that is
Akira by picking up
the video of that
breathtaking film.

Also on offer this
month for the fashion-
conscious are these
special Super Play T-
shirts. Plus! Get more
from your gameplaying
by piugging in a Pro
Action Replay cart.
Get those cheque-
books out, and fill in
the form below now!

L

PLA

Please send me ( tick appropriate boges):

———£11.99 (code SPLAY) £9.95 (code 5PTS2)

—_£44.99 (code SPLAV) ____£5.90 [code SUBINDA)
—F9.95 (code 5PT51) __£10.99 (code SUBINDB)

Total cost £

Method of payment:

Card number

Expiry date Postcode

Date

Signature
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SNES TECH &
GAMING ANSWERS

There are three things you should know about Gamefreak:
1) He knows more about the Super Nintendo scene than

anyone else. 2) He’'ll answer questions that lesser
magazines wouldn’t have a clue about. 3) He won't

try and take the mickey out of you. (Unless you really
‘deserve it, that is.)

Dear Gamefraak,

1) Will The Secret of Monkey Island 1 or 2 ever

be released on cariridge or CD ROM? If so,

when exactly?

2) In the office what is your fastest Mario Kart

time on Mario Circuit 17

3) How much does a Datel Pro Action Replay

cart cost?

4) When are MicroProse releasing F-15 Strike

Eagle on the SNES?

5) Are there any other flight sims planned?

6) Is Zelda IV actually being programmed at the
. moment?

7) Do you have any info on it?

Darren Morton, Cloebury Mortimer, Worcs.

1) It's appearing soon on the Mega CD, but
thera's no news on it for the SNES. Yet.

2) Since Matt erased them all the other day (he's
so clumsy), | can’t check my personal best — |
know it was around 1' 06" though.

3) £49.99. However, if you buy it from our
Superstore on page 78 you'll save a fiver. We're
50 good to you.

4) It's scheduled for February in the States and
June in the UK.

a) Argonaut are supposed to be programming
three games using their new Super F/X chip - it's
perfectly suited to these kinds of games.

6) & 7) Yes! But for proof you'll have to use a
microscope on this photo of Nintendo's
headquarters in Japan. If you look carefully in one
of the top windows you'll sneak a look at Zelda /11

This is as near as our man in Japan got lo Nintendo HO.

If you really squint you can just make out a CD
ROM player too! (Calm down — Ed.) Don't tell
them | told you though.

Dear Gamefreak,

1) In the games with battery back-up, just how
long does this last?

2) Will Mortal Kombat ever be released on the
Super NES?

3) Does the Datel Pro Action Replay actas a
convertor ton? Does it run Mario Kar?

4) If games only cost £10-15 to make, how come
they cost £45 and above to buy?

3) When Sensible Soccer comes out, will it have
the backpass rule Included?

§) When is Starfox coming out, and is it similar
to Star Blade in the arcades?

7) Is Bubsy a 16 megabyte cart and, if so, does
this mean it will cost the same price as Sireet!
Fighter IR?

8) Is it true that the Super MES can't handle
digitised graphics in any form? (Look al
Fitfighter!)

9) When are you going to review Gods?

Tim Walker, Great Barr, Birmingham.

1) It should last a good while on an unused cart.
However, if you switch a game on and off
repeatedly it can lose the data stored on it. Also,
avoid placing such carts next to magnetic fields
(televisions, hi-fi, ete) — interference can corrupt
the data inside.

2) Yes, later this year, and by all accounts it's
looking brilliant.

3) Yes, it works as both a dual cartridge universal
adaptor (to allow US, Jap, or UK games to be
played on any console), and also as a bridge
adaptor o let US games be played on a Japanese
machine and vice versa (as US and Jap systems
and carts have the same security codes, a ‘host’
cart does not need to be plugged onto the back of
the Pro Action Replay).

4) Nintendo's market is far smaller in the UK, and
50 they claim that they lose the economies of
scale (cost savings of large scale manufacture
and distribution) that enable them to keep cart
prices lower in the States and Japan. There fs
some truth in this, but we are still exploited. We'll

by Jason
Brookes

Mortal Kombat - due on the SNES later this year,

look at this in greater detail in the near future.

5) It should include alf the options that made it
into the Amiga version,

6) Starfoxis simildr to Star Blade but not quite as
linear. Star Blade didn’t allow freedom of flight -
the computer had a set route — Sfarfox will be a
bit more interactive, with more control. It really
looks the business. We can't wait.

7) It's not 16 megabytes, but 16 megabits. A
megabyte is 1,024K while a megabit is 128k -
thera are 8 megabits in a megabyte.
Consequently, Street Fighter Il and Bubsy are 16
megabits or two megabytes in size.

8) No, of course it can. Fiffighter’s just a mess,
9) It's reviewed on page 52.

Dear Gamelreak,

1) How much is the average Super Nintendo
game in Japan?

2) Which is the best driving game other than
Mario Karf?

3) Which is the best - Datel's Action Replay or
the Game Genia?

4) Will the SNES CD ROM discs work on the
Philips CD-I, or the other way round?

a) Is there any way of controlling the bosses in
Street Fighter I?

Richard Cank, Whixall, Shropshire.

1) Around ¥9,000 (approx £45).

2) F-Zero is easily the next best one-player game,
but like Mario Kart it requires a bit of ‘getting
into’. Human Grand Prix is the next best two-
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F-Zero-t
seems a bit
simplistic to
begin with,
2 but ends up
* proving 1o be
= areal
challenge.

player driving game after Super Mario Kart.

3) The Game Genie is catching up in the ‘cred’
stakes — there now exist some decent codes for
Street Fighter I, like the Action Replay ones.
However, the Action Replay has the distinct
advantage of being able to be used as an adaptor
for foreign games. Also, it's just been discovered
that the Action Replay can be used to get around
the problem of new foreign games that don't
work through any normal adaptors. The only
game that falls into this category so far is Super
SWIV (called Firgpower 2000 on US import) — by
putting a code in the Action Replay first it allows
the UK console to run the game without any

problems. Should future imported carts have this

feature (protection routines written in the game
code), then an Action Replay could be a
worthwhile investment. Of course, the Game
Genie could be used in the same way with the
relevant code.

4) CD-I compatibility is a bit of a grey area at the
moment. We'll let you know when we have more
information.

5) With a Game Genie you can control the
bosses, but it doesn't give you an accurate replica
of the Champion Edition (see pic) - it crashes and
glitches badly and the moves are just overlaid on
those of other characters (eg Ryu's hurricane kick
i5 used on M Bison to activate his flaming
torpedo). It seems the game wasn't programmed
to allow players to control them properly.

Controlling M Bison with the Game Genie - it's not perfect, though.

Dear Gamelfreak,

1) In Gamefreak issue 3 | noticed that you said
you could get your UK Super Nintendo
converted to a full-screen, full-speed console,
and also have it deprotected to run foreign carts
without an adaptor. Is this wise, or will it wreck
my maching?

2) Which eompany would you recommend to do
the conversion?

3) Will | still need an adaptor to run US caris
(because they are a different shape)?

4) Would I still need a SCART TV for a
converted machine like this?

John Fletcher, Darlington, Co. Durham.

1) & 2) The UK console is designed to run at 50
Hz, and anything that changes it is in danger of
invalidating the warranty. 60 Hz conversions and
software deprotection on the UK machine may be
reliable, but remember that internal conversions
such as these can't be guaranteed to be 100%
compatible with future add-ons like the
forthcoming CD ROM unit. Only go through with
such conversions if you're prepared to pay to
have your machine corrected should you
encounter any problems.

3) You'll still need a bridge adaptor to extend the
cart slot of the UK console.

4) It doesn’t have to be a SCART TV (if it's
converted to 60 Hz PAL), but it must be able to
detect a 60 Hz signal. I've covered this side of
things extensively in all our back issues.

Dear Gamefreak,

1) Can | connect an imported SNES to a
Commodore 1701 monitor? (At the moment my
UK SNES is connected io it using the stereo AV
cable. )

2) Does the cable mentioned above provide
better picture/sound quality?

3) Can Jap/US joypads and joysticks be used
on the UK SNES, or do | have to use another
converier?

4) Why are games released earlier in the
Slates?

James Bowden, Rudston, North Humberside.

1) & 2) Is it connectad through the SCART socket
{21-pin), or an ANV connection (usually a yellow
plug/socket)? If you hook up an imported console
to your monitor using the same cable you'll only
get a black-and-white picture because the signal
is composite NTSC. Imported machines need
custom SCART leads or monitor leads to display
the necessary RGB signal on UK monitors/TVs, If
you want advice on such connections, give TDS
Trading a ring on (081) 677 5113 - they make up
Super NES leads specially for use
with all kinds of monitors and TVs.
3) No, but some are compatible =
check with importers. Funnily
enough, UK pads seem to work fine
on Japanese and US machines.
{ 4) Japanese companies often have
offices in the States and therefore
can plan US translations,

- conversions etc, much earlier. As far
+ - as US-developed games are
- concerned, they get released in the
States first because it's the main
market for them. In the UK, most of
the Japanese companies are
represented by the official UK
distributor Bandai — release dates are
staggered to give time for the
redesigning of packaging, the
manufacture of UK carts (all
hardware and software is
manufactured in Japan no matter
where it's sold), and the preparation of marketing
support. Companies that don't distribute through
Bandai still have their release dates decided by
Nintendo of Japan.

Dear Gamefreak,

1) Will games with battery back-up save games
through an adaptor?

2) How lang does the batiery last? ;

3) Will UK games still have screen borders and
a slower speed when run through an adaptor on
a Jap or a U3 machine?

4) 1 am going to Hong Kong next Summer. Will
Hong Kong games work on my US SNES, as
they use PAL machines over there?

WHO KNOWS IT ALL?

The Gamefreak, that's who!l
He's willing to share his
copious knowledge too, so if
yvou've got any Super
Nintendo-related gueries, you
couldn't do much better than
writing to him at: Gamefreak,
Swuper Play, Future Publishing,
30 Monmouth Street, Bath
BAl ZBW. We'll print your
answer as s00n as we can.

5) Is Nigel Mansell's Grand Prix any good?
When's it out on import?

6) Which is better as a lasting and fun game -
Mario Kart or Top Gear?

Simon Leung, Sheffield.

1) Yas, no problems there.

2) For ages, but playing the game will keep it
charged up.

3) No, they're full screen and full speed.

4) You can buy all types of carts in Hong Kong.
5) It looks great, but isn't being released until
March in Japan. The UK distribution hasn't been
confirmed at the time of writing.

B) No contest — Mario Karf wins hands down.

Dear Gamefreak,

1) Will we ever get to see a US or UK version of
Dragon Quest ¥? Does your Japanese
correspondent Peter Evans think it's better than
Zelda i

2) Top Gear 2. Where is it?

3) About three or four years ago | saw an
amazing anime film on the telly about a boy
whao lived on a giant airship or something and
had a mission to destroy a legendary island
floating in the sky. Anyway it was really good
and all the script was in English - there were no
subtitles, so maybe it wasn't an anime cartoon
after all. Still, what | really want to know is
does it exist or was | just hallucinating?

4) | thought the Streef Fighter i Mario Kari
‘game of the yeaf® contest in issue 4 was a
conspiracy! Streel Fighter Il should have won
hands down. | agreed with most of the
comments but Streetl Fighter If has tar more
depth and the music is excelleni. It seems lo
me that you just fiddled the ratings to make
Mario Kart come out on top. Also ‘originality’
shouldn’t come in to it

5) Please do a complete joypad/joystick test
like you did with adaptors.

Ben (a SNES junkie).

1) A US version is coming out this year. Peter
likes it a lot but says the text slows him down —
he's not 100% fluent in Japanese yet. -

2) Gremlin's Top Gear 2 from Kemco has been
delayed and won't appear before April. It looks
like their Mige! Mansell game will appear first in
March.

3) It's called Lapuwia and it was apparently on telly
at New Year, | missed it too. (Sniff.)

4) SFN doesn’t have far more depth at all = the
very nature of three dimensions gives Marfo Kart
maore depth before you take into account all of the
different game styles. SFIl's music is okay, but
hardly excellent. Originality happens to be the
reason that Mario Karf has such appeal — it canl
be ignored. Anyway it's our opinion. You are
entitled to your own, you know.

5) Okay, next issue perhaps.
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Dear Gamefreak,

1) Which is better, Super Soccer, or Super
Soccer Champ? Are either of them the best
football game on the SNES?

2) Why are Mega Drive games cheaper than
SMES games? Is it because the Mega Drive is
lotally erap?

d) Do all the UK games on the Super
Nintendo have borders on the screen like
Sireel Fighter I?

Fabio “The Italian Stallion' Mastrangioli,
Maidenhead, Berks.

The ltalian Stallion? Who's he kidding?

1) Super Soccer Champ is only any good as a
two-player game. Super Socceris the better
game and currently the best soccer game

Super Soccer— not a perfect game of foatball by
any means, but currently the best available for the
super Nintendo.

Super Soccer Champ (aka Mat Trick Hero) — it
lacks the style of the original arcade version, and
is only any use in two-player mode.

available on the SNES. That is, until Sensibile
Soccerarrives,

2) Most Mega Drive games are cheaper, it's
true, and this can only be put down to more
sensible pricing policies. As for the ‘totally

Sensible Soccer on the Amiga — you'll have o wait until the Autumn Tor
the Super Mintendo version.

Marig Karf - probably the best game in the world,
and cheap al wice the price!

crap” factor, I think Nintendo certainly play on
the fact that the SNES has some incredible
games when compared to the Mega Drive. Of
course, this doesn't excuse them from pricing
trash like Race Drivin’at £50 and classics like
Mario Kart at £40 — how is anyone supposed to
understand that?

J) Most games on the UK SNES have standard
borders like on the UK Mega Drive (a 50 Hz
image). As explained before, SFIl has larger
borders than most games because the game
has a narrower display to start with (to keep
the speed up). SFIf has borders even when
running on a imported 60 Hz console but,
admittedly, they are far less obvious.

Dear Gamefreak

1) First, I've been nearing
some news knocking aboul
that two totally awesome footy
games are to be released on
my faithful SNES - Sensible
Soccerand Striker. I'd like to
know when they will be
released, and have you seen
any screenshots?

2) I'd also like to say issue 3's
1993 year planner is greal.

3) Will there be any more
games like Mario Karf thal
need a special adaptor?

4) When will Super Star Wars
be released in the UK?

5) When is the CD ROM being
released in Japan.

6) Will there be any decent
anime games?

7} In your opinion what is the
most playable game ever?

8) What exactly is the ‘Super
F/X', and is it
anything to
do with 32
meq boards
or the SNES accelerator?
Shanaz Mishir, Hyde,
Manchester.

1) Striker is currently being
programmed for the SNES
(see pic) and is looking far
better than the jerky (but
playable) Amiga version. It's
to be released by Elite in
June. Sensible Software's
Jon Hare talked about
Sensible Soccerin our
interview with him last issue
(see pic). He reckons it will
have bigger sprites but will
essantially stay the same (ie

brilliant). It's not to be released for a while yet
— probably around September. Both these footy
games could turm out to be the best on the
system. UK programmers, eh? You can’t beat
‘e for a decent footy game, that's for sure.

2) Shucks.

3) There are a few games that only work
through more recent adaptors, When ordering
an adaptor, always check to see if it works with
Desert Strike, Pilotwings and Mario Kart. We
covered all the best ones in our guide to
adaptors last month.

4) February/March.

5) Possibly not until 1994,

&) Anime games in Japan suffer from the same
problems that film licences did on the Amiga -
the licence often costs so much that the
programming is poorly funded. Examples of
good anime games, however, are the Ranma
series (see page 38) and ¥s I which isn't too
bad either. In fact, the best anime games are
usually Japanese RPGs, but it's unlikely many
of them will get translated because of the
obscurity (to most Westerners at least) of the
characters and scenarios. Shame, eh?

7) Probably Super Mario World or Super Mario
Kart. Predictable, I'm afraid.

8) The Super F/X s a custom chip built inside a
normal cart to enhance the graphical
capabilities of the SNES (especially 3D). Check
out the news of Starfox on page 30 to see what
it can do. The 32 meg boards are just

A not-very-good picture of Siriker on the Super NES. | found a befler pic
in Tofalf's office, but spilt coffee on it, so it, er, wasn't. (Clof - Ed.)

cartridges with four times the data capacity
(normal carts are 8 meg boards). There are no
details yet of games that use such caris, cost
being the main problem. The SNES accelerator
is @ mis-used term for the Super F/X chip.

Dear Gamefreak,

1) Will there ever be an adaptor to play 8-bit
MES games on the SNES?

2) Is it possible to make your own SNES
games like you can on the Amiga?

Brendan Rogers, London.

1) Yes! Hornby have recently shown one at the
Toy Fair in London. More news soon,
2) Yes, but only with very expensive kit,

@] €66T TludY 9 Anssi
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“It” is the latest edition of the highly informative and
frequently amusing video games organ, GamesMaster,
and a more monstery publication it would be hard to
imagine.

This month there are reviews of Streets of Rage 2,
Mutant League Football, Dragon's Lair 3, Super SWIV,
and more.

You will also find the opportunity to enter all manner
of entertaining and exciting competitions, contests

and challenges.
It's available now at all good newsagents, some super-

markets and a great many garages.

Presented with the issue are a set
of four Streetfighter 2 post-
cards, each depicting a char-
acter from the mildly popular
beat-em-up in a thrilling action
pose. The cards are fully func-
tional and can be sent through
Her Majesty's Post. There are
eight in the set, allowing much
common-room swapping and
bickering.




‘A FAULT
IN MARIO KART’

Actually, we don't think
that's why you wrote in at
all. We think you wrota to
point out that you'd made
it to the 150cc circuits,
something most of us
haven't managed yet - as
you well know.

‘PURSUE
AND LAUNCH’

#1 1'd like to pick up on Adam
Leitch's letter from the February
issue. Although he does voice some
very legitimate concerns, 1 don't
think he has too much to worry
about at the momeant.

I think Nintencdo are right to pull
out of the CD-ROM market, for the
time being at least. The SNES user
base may be relatively small, but it
is young, has the most potential for
growth and is easily the most
exciting of all the conscles currently
on the market.

There's little point in writing off

HYPER EXCITING
READER’S VOICE

This month in Play Back: stop mentioning Street Fighter II; CD-ROM and bits
and things; slow-down in Mario Kart; saving up for games; the whereabouts of
the man behind the Super Nintendo; Street Fighter Il's music (here we go
again); addiction to games; and, of course, much, much more.

the other 32-bit systems because
they're all bound to enjoy some
degree of success. (Although,
looking at the Lynx, it's difficult to
gay what the future holds for the
Faleon and Jaguar.) But what's for
certain is that it will take time for
tham to aestablish thomsalves,
because the console and home
computer markets are so firmily
entrenched in the current favourites
- namaely the ASOWE00 and Meaga
Drive. But whereas Amiga
programmers are showing a
preference for 1 meg-only games,
Sega have chosen to pursue and
launch a new hardware add-on
based around existing technology.

While many people are not yet
prepared to embrace CD-ROM as
the all-seeing, all-knowing oracle, it
iz widely regarded as the future of
video games. There's certainly
plenty of scope, but 16-bit
technology isn't really equipped to
make the most of it.

HMintendo, on the other hand,
have wisely decided to kill two
birds with one stone by developing
a 32-bit CD-ROM. They are
obwiously working hard to get it
right before release, so in the
meantime they're stretching the
boundaries of 16-hit, and
simultaneously whetting our
appetites with the introduction of
the Super F/X and DSP in-cart chips.
The Super Scope and mouse can
only add to the equation - imagine
a polygon-driven helicopter sim
using the Scope to target and the
mousa to control and select
weapons. Wishiful thinking,
perhaps, but the reality could be
closer than we think.

Mega CD games like Night Trap
and Sherlock Holmes show a
willingness to approach the subject
from a different and innovative
angle, but they're little more than
glorified demos with limited lasting
appeal Until CD-ROM finds its
niche, [ think Nintendo's philosophy
is the right one. Roll on Star Force!
Yours faithfully,

Julian Roche, Altrincham.

on Ken 6, Power Athlete and Brass
Boss in issue 4. [ noticed you
complaining about them being
Street Fighter I clones. Why
shouldn't they bae? The style of
&FI 1s bnlliant, and I'm glad
people are making games in the
same style. | agree with what
you're saying about the quality not
being very good in Japanese beat-
‘em-ups, but if you look at the
amount of Western ones that are
good and the amount of Japanese
ones that are just as good, the Jap
ones win hands down. | think the
Japanese games designers are
working very hard, and the public
are demanding a lot of new games
in Japan, 8o [ don't think we can
blame them for having a lot of
awtul clones.

‘WHATEVER
HAPPENED TO...’

2 Whatever happened to the

MES and

Surely, by making su
invention, which has made
Nintendo millions, he would
have got a handsome pay
packet. I heard a rumour that

he hardly got paid anything,
and lost everything,

Yours sincerely,

Chris Stacey, Colchester.

Yours faithfully,

Ben Flynn, Bracknell.
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#% 1 am an anime freak who buys all
the videos from Japan, and who has
recently seen an episode of Ranma
which was subtitled to be sold
abroad. What an excellent 5 Sire
programme, [ thought, and scraped you possibly gain by buying a
together enough money to get game that's basically a reworking
Ranma 1/2 Part 2, even though I'm of Street Fighter
not a beat-'em-up fan. You can't fault Super Play's logic
This made me read your reviews [I'm afraid.

3t Fighter IT. What could

only worse?

THE SUPER PLAY

INTERESTING{OMETER

Your at-a-glance guide to the happening topics in Play Back.

Anime
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‘IT TAKES ME
TI-IREE MONTHS’

read your poll

I'll.lrﬂl.":'i rth.r

purchase in the

months, It takes me three
months to save up for one.
Dean Fenner, Grimshby,

We were pretty amazed
too. But, as they say, that's

show business

‘A LOAD
OF OLD TOSH’

49 In your Street Fighter Ovs
Mario Kart feature in the February
issue, you said that the SFII music
was one of the conversion's weaker
points. This is, quite frankly, a load
of old tosh! It has been the general
consensus of opinion in my circle of
SMNES-aholics, that SFIT's music on
the SNES is not as tinny and
tuneless as the arcade machines,
but more upbeat, melodic and
‘soulful’. Basically, the SNES music
outshines the arcade music in every

. way. Whether this is because

everyone is now so used to the
SNES music is debatable, but I
doubt this is the reason. When
played head-to-head, the SNES is
the Champion Edition. (Ha ha!)
Regards,

.Charles Thombhill, Stockport.

Jason Brookes, Super Play's sou
n music expert, replies: No it isn

‘MY NAME IS TOW
#2 Hil Hrmm-h'lm,l‘m

"mmuh% 7in
issue 4, at the bottom of page
84, reads ‘Back up RAM ni

‘WRITE BACK
AND EXPLAIN’

#5 1 think that you have fully
under-rated Super Mario Kart, with
its Mode 7 graphics, and all of the
nice characters. Ite rating should be
in the 90s, but you gave it 89%. I
know because [ have got Mario
Kart. Please could you write back
and explain?

Darren Lingham, Newmarket,

Okay. We gave it 93%, not 89%

‘NEXT
DD-DH"S GHANNT’

Yours faithfully,
Liam Walton, Kingswinford.

‘JUST
STARTED READING’

#3 Please spare me some of your
precious time. I've just started
reading your mag, and [ think it's
the best out of all the ones I've
seen. [ just thought you would like
to know this info. I've found out the
average of each point in a review
(issue 4). [ know it's a bit stupid but
I felt like it!
Average graphics: 72%
Average sound: T0%
Average gameplay: 61.6%
Average gamelife: 47 6%
Average overall: 65.1%
I domn't think these scores are bad at
all considering there were games
such as Fitfighter and Road Riot
4WD! That's all.
Thanks,
G Boon, Stanley.

hat a singularly odd thing to do

‘ANNOYINGLY
LONG-WINDED’

#1 Tha debate over the safety of
so-called universal adaptors could,
and probably will, go on for years. [
have found (to my utter horror!)
that using an adaptor with a
battery back-up cartridge as the
English security chip decoder, will
sometimes wipe the memory of the

In an attempt to disuade you from sending us jokes, we'll mark any
printable ones out of 10 and send Super Play T-shirts to the senders
of those scoring five or above.

0 What goes puff, puff, fssst?
A Robert Maxwell's last cigar.
Julian Roche, Altrincham.
2/10

Two strawberries are walking down the road. One says to the other:
‘Where do you live? The other replies: ‘Tm not telling you! You might
come round and nick my washing!”

Julian Roche, Altrincham.

0/10

Q0 What do you call a fish with no eyes?
A A fsh

Melanie Ix , Eeynsham.

s rew, Eeyns

0 What do you call two rows of cabbages?
A A dual cabbageway.

Sam Bridges, Sevenoaks.
0/10

e

game. (Not the game itself but, for
example, the position you're at in
Zelda I, or your racing scores in F-
Zero.) This has not only happened
to me, but my friend as well. We
have different adaptors (he has a
generic adaptor similar to the O
Systems one shown in issue 4, and
I have a Datel Universal Adaptor),
and have experienced this in
different games. (I lost my position
in Mario World, and he lost hig
character in Zelda.) I'm not trying to
scaremonger, and I believe
adaptors are great if used properly.
My gripe with them is that a lot of
younger SNES users may not
realise the damage these adaptors
can cause if they are not used
properly. Their parents, more often
than not, know even less, and look
upon consoles as an expensive, but
pretty much idiot-proof, toy.

What I'm trying to say (in an
annoyingly long-winded way) is
that these adaptors, and many
carts and pieces of equipment, do
not come with enough advice and
warnings. My Datel adaptor had
ong photocopied sheet telling me
how to use it, with no wamings.
Most people haven't heard
warnings not to pull carts out of the
machine with the power on, or
that if a cart is not pushed firmly
home you'll get nothing but a
blank screen.

My advice is (Wow! Are you
still reading this letter?) that you
should always make sure the
cartridge is inserted the right way
round, with the machine switched
off, as far in as it will go. Don't
move the console about while it is
switched on, or
switch it on when
there is no game
inserted. With

VOICES WOULDN'T
SUIT AKIRA’

Yours sincerely,
Matthew Carl Rose, Wirral.

‘THE BOTTOM'’

|JJ',' }ur fer i

Yc'urs
Steven Kilmister, Yardley.

N
KINDLY LEAVE THE STAGE |

i




adaptors, be careful. Push the games on as far
as they will go, check that they are the right
way round and don't change games or jolt the
carts with the power on. If your adaptor has a
switch to select the foreign or UK game, don't
switch it with the power on. (Holding reset and
switching the game is not a good idea.)

I've lost hours worth of playing through my
mistakes, and even a copy of Mario World
which my mate fried by pulling it off an
adaptor!

Yours sincerely,
Christopher Harris, Portsmouth.

‘HAVING PROBLEMS
THROWING A BOMB’

#1 1am a gran of 76, and I felt I must write in to
say how much we (my grandson and I) enjoy
Super Play. We have had all the copies.

I am writing mainly because of your cover
of Zelda. It is fantastic, and of course my
grandson completed it — with your help. [ am
stuck on the last level (six) near the end.

I rang the Nintendo Helpline at one point as
we were having problems throwing a bomb
onto a conveyor belt. I was told it was only a
matter of where you throw the bomb from. It
was hopeless, s0 I rang again - to get the same
reply. We were very frustrated

One day, | was messing about. [ made a
block with the Staff of Sometia and, threw it on,
and when it reached the switch it pressed it
and it exploded and changed the colour. T
couldn't believe how easy it was. Why haven't [
geen it in any magazines? Surely other people
hawve worked it out if I have

Thank you once again [or your lovely
magazine. [ usad to get several, but now I don't
need to spend the money if | get yours. [ thus
save up for more games, [ wish you could twist
their arms to get the prices down.

Yours sincaraly,
Jean Portus, Blackpool.

about how wonderful we

ave in all the stuff

ire (though we lovre
fing it), but, well, we've been feeling a bit
in the dumps this month, and we neaded

it of gentle reassurance

We wouldn't normally

- =y
Tl ALk S

T ey
2 Mgl S LA
Eerw BAT T8

‘The Ranma Man'(?), Hants.
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| Phil Harrison, Ashford.
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‘It would be great fun to play games with
friends remotely.’
Peter Lee, Ipswich.

Er... yeah. (See Super Express this month.)

‘Either I'm cracking up, or my eyesight's
bad, but it seems that in every SNES mag,
every cart is rated differently.’

You're absolutely right. Every magazine
gives the same games different marks.
Odd, isn't it?

‘My friend thinks that Action Replay is
illegal. Is he right?
Luke Rose, Yeowvil.

Not as far as we kmow, but see the bottom
night of pl19 in issue 5.

‘'l have only one complaint, and that is the
b item "Kindly Leave The Stage™.'
Paul Johnson, Biggleswade.

We couldn { agree more. It's terrible, and
wie wish we'd never started it.

‘I think you should only review games that
score 70% and over.'
Jonathan Scotson, Paisley.

What do other readers think? (Lynich fim!

= The Other Readers.) That's settled, then.

b g

Want to get something off your chest?
Fancy winning a de-luxe Super Play
pen? Why not kill two birds with one
stone? Drop us a line and, if we print
your letter, the pen’s yours! The address
to write to is:
PLAY BACK, SUPER PLAY,
30 MONMOUTH STREET,
BATH BA1 2BW.

SUPER PLAY ENVELOPE ART ————

Fra

Georglo Sfakiotakis, East Grinstead.

The Super Play postbag's been looking an
awtful lot more cheerful since we invited you
to decorate your envelopes. So we'd like you
to keep doing it. (If you want to.) The
address, as usual, is: PLAY BACEK, Super
Flay, 30 Monmouth Street, Bath BA1 2BW.

Picking a winner is virtually impossible
in view of the exceptionally high quality of
all the entries etc, ete, but in the end we
decided to give this month's Super Play T-
ghirt to Neil Devine. Nice one, Neil

HARDWARE FOR SALE

® Datel Action Replay, as new, fully boxed, £25.
Call Max on (0483) 32873,

@ Atari Lynx for sale. Includes four good games,
carry case, all the leads. Worth £265, Selling for
£110-£150. Highest hidder wins. Tel: (0360)
440103.

@ Atari 520 5TE, good condition with 25+ games.
Bargain at £130 ono. Tel: (0246) 412538,

@ Amiga 500, 1 meg, joystick, mouse and
Flightgrip, loads of games, £300 ocno or swap for
SNES with games. Tel: (0835) 63811,

@ Super Atar Lynx with Califormia Games, in
perfect condition and boxed as new with
adaptor, £60, Tel: (0932) 345168, If not in, leave
message.

& CGame Boy plus nine games for sale. £150. Tal:
Carl (room 7AZ2) on (061) 445 8710.

# Commodore 64 for sale. 181 games, Action
Replay, excellent condition, £176 ono. Tel:
Sheffisld 444368

& Amiga 500 for sale. 1 meg RAM, two joysticks,
mouse and mat. Loads of top games. £300 ono.
Tel: (0384) 373721.

@ Atari 5TE, 1 megabyte RAM, over 30 games
and many magazines, one-year-old with another
two years' quarantee, Waorth over £500. Sell for
£300. Tel: (081) 471 9854,

® Neo Geo for sale. Three games, two joypads
and game card. £250 or swap for Super NES. Tel:
(0252) 332712 after Gpm.

# Game Boy with Duck Tales game for sale,
boxed as new, £60 or swap for SNES UE games,
ie Super Probotettor and Final Fight or Turtles IV
and Double Dragon.

@ Super NES, two joypads, convertor, 10 games,
all in excellent condition + loads of mags thrown
in free, £390 ono. Tel: (0748) 675036

# PC Engine SCART plus seven games for £166
ono. Tel: (0604) 231337 after bpm.

® Amiga 500, 1 meq, 28 games, disk box, mouse,
two joysticks, £12 dust cover, 12 months old,
good condition, only £280 ono. Genuine sale.
{0536) 523492

# §-bit NES with two joypads ahd games inc.
Super Mario 1 and 3, vge, only five months old,
£70. Phone (0734) 426081,

# Nintendo Game Boy, seven games, adaptor,
carry case, all £65. Tel: (081) 861 4703 after Spm.
& SNES for sale, £150 of games including Street
Fightar IT, Addams Family and Super Tennis.
Tel: (0D695) 571484,

® Game Gear for sale, includes Sonic and
adaptor for £80 ono. Boxed with instructions.
Unwanted Christmas present. Or swap for two
Super NES games. Tel: (0495) 270697,

@ SNES, one controller, Street Fighter IT, boxed
with all leads, £110. Only two months old!! Tel:
(0483) 32873.

@ Turbo Grafix 16-bit consale + colour
enhancement lead. SCART, with game. £80. Tel:
(0935) B40R5E.

® SCART Mega Drive, PSU, two pads, six games
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inc. Sonie, Gaires, Mercs, Devil Crash, Monaco,
Perfact cond., all boxed, instructions. Sell for
£200 ono. Tel: (0923) 2B6766.

#® Atari Lynx 2 with PSU and five games: Blue
Lightning, War Birds, Electrocop, Rampage, Cal
Games. All boxed, good cond., £140 ono. Tel:
{0923) 285766.

® Amiga 600+ for sale with mouse, joystick and
10 games, good condition, sell for £220. Tel:
(0B1) 472 3337.

® Super Famicom (SCART), ex. condition, two
joypads, FSU, all leads, Marno 4, Super Ghouls ‘n’
Ghosts, UN Squadron, all boxed, £130, Tel:
{0862) 662040

® Atari 520 STE, over 55 gamas plus Maverick 1
joystick and mouse, worth over £700, will sall for
£250,

_GAMES FOR SALE

® NES games for sale. Seven in total inc. Double
Dragon 1 and 2 and many more. Tel: (0256)
810513 after 3pm.

# Sex! Good waord, eh! Jap Famicom games for
sale. Exbaust Heat for £30, Joe & Mac (US) £25

. and Goeman Warrior (Jap) for £156 ono. Tel: (081)

304 0834,

® 5im City, F-Zero, Lambeer’s Basketball, US,
used, £32. Thunderspirits, Jap, used, £25. Datal
Universal Adaptor, new, unused, £15. US Ascii
pad £20. Tel: (081) 426 0138,

" @ WWF Super Wrestlemania for sale. Boxed with

instructions, Only £20. Tel: (081) 960 4096,

#® Axelay for sale. Mint condition, bargain at £35.
Or swap for US/UK Supar Aleste (US version).
Tel: (0371) B50963.

® Turtles IV (SNES) for sale. Tel: (081) 751 1358,
& Turtles IV for sale, £30 or swap for Axelay, Sim
City, Sonic Blast Man. Will pay £36 for Fatal Fury
or King Of Monsters, Tel: (041) 639 3783,

® SNES (US) games: Desert Strike, Amazing
Tennis, Pebble Beach Golf and NHLFPA Hockey
‘83, Will swap for any US gamas. Tal: (0268)
511674 after Gpm.

® Loads of US and Japanese SNES games priced
betwean £20 and £30 each. Also [ have hundreds

' of different console mags for sale. Tel: (0908)

J6T236.
& Amiga games for sale: Premiere £12, Midnight
Resistance £5, Tovota Calica GT Rally
f4, James Pond £4, Speedball 2 £7,
Prince Of Persia £65, Captain

MARKE

@ Turties IV, brand new, will sell or swap for
another game, Offers. Tel: (051) 932 1051,

#® SNES games: US Contra IIl. Gradius [T, UK
Lemmings, Axelay, Another World £30 each. UK
F-Zaro, Zelda IT1, £26 each. Tel: (0483) 32873.

® [ want to sell my Mega Drive games for £20
each: Arrow Flash, Wrestle War. Game Gear
games for only £16 each: Factory Panie,
Columns, Pengo. Famicom games for £30 each.
Tel: (071) 582 5863,

@ Zalda III: A Link To The Past, one month old,
US version, £33. No offers. Tael: (0524) 414456,

WANTED

@ Super NES and Mega Drive gamas. Will pay up
to £25. Tel: (0463) 221173 after Tpm.

& Bought Super Tennis second hand. Need
instruction book. Can anyone help? Tel: (0252)
623962 avenings/weekends.

® Members wanted for game swap club. Our
details in exchange for your name and address,
Tel: (04562) 503660 between 6-Spm.

@ Wanted: UK or US SNES games. Will pay from
£15 to £25. Tel: (0527) 32230.

#® Nintando GGame Boy and SNES games wanted,
sold and swapped. Tel: (0273) 593371 after 6pm.
® Wanted: Turties In Time. Swap for WWT,
Dragon's Lair or Lemmings. Tel: (0226) 286317,
# Badly wanted: good quality second-hand
Super Famicom or American games, namely
Super Star Wars, Ranma 1/2, Axelay. Cash paid.
Tel: (031) 665 2070 after 4pm.

® Super Mario Kart US or Jap wanted. Will buy or
swap for Mano World (Jap) and some cash. Tel:
(0453) B24178.

# SF/SNES games wanted. For swap, sell, buy.
Also PC Engine. Tel: (0909) 481741.

SWAP

® Swap UK Wings I for UK Pilotwings, Super
Soccer or any UK game. Tel: (0977) 897768
after Gpm.

@ Swap UK SNES + two joypads, leads etc. for
Amarican SCART SENES. Will pay p+p. Tel:
(0709) 364494 daytime.

® Swap Super Mario World (PAL) for another
SNES PAL game (esp Super Probotector, Final

'-----—-------_----------

Whether you're buying, selling, swapping or
canoeing (Eh? - Ed), Supermarket has ads by
the armful. Just fill in the form and send it to us.

Fight or Ghouls n' Ghosts). Tel: (0865) 741648, ,
® Will swap Super Castlevania IV for almost any
other SNES games. Tel: (0246) 412538,

& Will swap UN Squadron (US) and adaptor for
Super Aleste, Axelay or Smash TV (UK). Will sell
for £30. Tel: (081) 960 4096.

® Swap Super Probotector for Actralser, UN
Sguadron or Ghouls 'n’ Ghosts, UK versions only.
Tel: (031) 455 7250,

@ | have F-Zero, Sim City and Kick Off all boxed
UK. Swap for Zelda IIl, Castlevania IV or Super
Mario World. Tel: (0534) 36037 after 6pm.

® [ will swap Kick Off or Super Tennis for Mario,
Final Fight, Smash TV or Super Probotector.
Please tal: (0505) 683507 between 6-10pm.

® Swap UK SNES Addams Family for UK SNES
Sim City or Populous. Must be boxed with
instructions. Tel: (0642) 250313,

® Loads of Super NES games to exchange. I may
even sell some. For a list, tel: (0232) 844473,

® Swap Contra Il (US) for Prince Of Persia (US).
Must be boxed and with instructions. Tel: (0823)
268063,

® Swap UK Super Castlevania IV and Top Gear
for Dragon's Lair and UN Squadron. Also have
Super Marie World. Consider any game. Ring
(0532) 641725 after Gpm.

* VWil swap UK Maro IV I d UKJaUS SNES
game. Tal: (081) TRE 0076

® [ will swap any of my games for the SNES for
any of your games you've got to swap. Tel;
(0224) 208831

FANZINES

® New fanzine, Ninsole for Super NES. Loads of
reviews and previews. Only 60p. Tel: (0670)
717706,

® Super Format is hera! The newest and best
fanzine for the SNES yet. First issue free! Tel:
(044282) 7738,

MESSAGES
AND EVENTS

® City Hunter comics, volume 1-27 (all Chinese
translations), £40 the lot. Also, some Japanese
animation music CDs for sale. £12 each, Tal:
(071) 226 62756 before 8pm.

Dynamo £4 and RBI 2 £5. Tel: . ‘-
(0642) 584821, 2 BOOK YOUR FREE AD HERE! [
@ For sale: Super Ghouls ‘n”
Ghosts (Jap) or Top Racer (Jap) It's simpde. Just fill in this form or a phatocogy (in biock caps please. and don't farpat b add vour phone number), stick it to the back of a posteard l
£30 Joe & Mac {Jap) £25 I or envelope and send it to Supermarket, Super Py, Future Publishing, 30 Mongnouth Street, Bath BA1 2BW. If you're under 18, please ask your I
Swap &Ii‘jl' for Mario IVI:JF;{:] BI. I parent of guardian 1o sign the coupon, This sendtce is only avallable fo privale advertisers "
other Jap titles. Tel: (051) 259 [ Please print my advert at the earfiest T S I wank my ad 10 1BaE: ....cocerisriscsssesississns i
4139 5-9pm. opportunity under the following Address ..., i
® SNES (UK) WWF Wrestlemania B cisssification: B
for sale £20 or exchange for Super l
Mario World (UK) or Krusty's Fun Hardware for Sals 0 .
House (UE). Tel: {0874) 625251 I Games for Sale 0 I
betwaan 4pm and Gpm. I Wanted o 3
® SNES games, Pilotwings and Pen Pals 0 TR oot inin - i
Kick Off, £25 each or exchange for W yyecqapes and v o i
{ﬂg?ﬁég;hﬁgﬁnlhﬂh games. Tel: B Fancines Q Sigmature of parentiguardian (if you're el |
Y Swaps | | e s S e e [SUPER PLAY B)
® SNES WWTF Superstars for sale. I .
g;giiifnou&ﬂwﬂf:{azag?ﬁgﬁ . Sorry, but Soper Play can accept no responsibility for ads placed in this section. .
% . Tel:
(0992) 554581, 1‘------------------------"'
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WHAT CART

t's the Encyclopedia Britannica of Super Nintendo

games! It's the Who's Who? of SNES carts! It's the

scourge of Super Flay's Production Editor! It's
being shamelessly ripped off in other mags across the
nation! It's What Cart? - a complete listing of every
Super Nintendo game available across the world! This
month, for the first time, What Cart? is pushing the
200-game mark, rubbishing any suggestion that there
aren't very many games on the Super Nintendo. It's
easy to use, too. Just work out what letter the game
you're interested starts with, turn to the appropriate
page in What Cart?, and run your finger down the page

till gou find it. Simple!

@ A surprisingly small number of people haue taken

us up on our challenge to tell us about games that have

passed What Cart? by. And most of those who've done
it have simply told us about brand new games we
haven't had a chance to review yet. 50 come on, folks.
We know there must be games out there we've missed
Send a brief What Cart?-style review to us at What
Cart?, Super Play, 30 Monmouth Street, Bath BA1
2BW. and you could win a fabulous Super Play T-shirt

ACROBAT MISSION (JAP)
Techiku, 8 Mbit

1 player, SF2 38% :
A despicably feehle vertical a
scroller, (Mol & gooud start,)

ACTRAISER (JAP/US/UK)
Eniw/Quintet, 6/3 Mbit + BB

| planyer, 52 90°%

A brilliant combination of strategy and
platform action, Graphically it's well
dhinie, bl the visiasls are bl

eating dust by the tab music a
Buy the UK or L5 version

THE ADDAMS FAMILY
(JAP/US/UK)

Ocaan, B Mba

| player, 3] B2%

A podishesd and enjovable romp, A barge
game, featiring well-integrsted
edventure, puzzle and shoot-"em-up
elements, providing an addictive
challenge that gets very frustrating in
places, although o password a

system allows lor quick

completion.
AIR MANAGER (JAP)
Koai. B Mbit « BB

1 fr o players

Unbortunately unintelligible unless
you're flisnt in Japanese, this is a quite
wiell presemted business stratedy thing
abang the lines of Railroad

Tirewws, Mice Mode T intro. f
Imnposaibde 1o judge.

ARCANA (US)

Altarnative name: Card Master |JAP)
HAL, 8 Mbit + BB

1 player

An RPG based around a 30 perspective
(Mikoe: Deangieran Mirsher) sounds gousd, it
it sublers from & very plodding pace -
the combat seenes are particulary long
and drawn out. Graphically it™s not bad,

amd the mugic is well done, _.
biut onldy really recommended
Tor dieshard BPG fans.

ASSALLT SUITS VALKEN
[JAP/US)

Allernative nama: Cybarnator (US)
NCE Masiya. B Mbit

1 player, SP5 B1%

The {imaginary) principle of assault
diails is & lah basis [or & game, b,
addly, this is the hrst to properly take
advantage of it. The result is a brilllamt
{and wvery Japanese) shood-'em-up,
dlripging with high techmdogy

and boasting some very '
satisfying explosions

ASTRAL BOUT (JAP)

A-Wave, B Mbit

| ar £ players

A wrestling fighting game, and not a
very good ome at that. Graphically mod a
compbete disaster, lnd the sprite
collisbon and playability are very ropy.
When you think you could buy a8
Srrewt Fighter I instead, what's ‘
the psimt?

AUGUSTA MASTERS 3D GOLF
[JAP)

T&E Soft, B Mbit + BB

1 tis 4 players

Thee first 3D goll game on the Super
Famicom, and still rather good despite

Japanese text. Graphically. it's a mixture

of hit-maps and |:.'|I}'umu: and it
wawrks quite well, The screen l
updabe could be Bxster, though,

AXELAY (JAP/US/UK)

Konami, 8 Mbit

| phayer, SPZ 5%

CHeary, s Aseliy’s a litthe thin gameplay-
wises. [t = noh! = those graphics!

SUPER

PLAY'S
GAME
|| LIBRARY

ol st el .

2

KEY TO YOUR CHART

You wouldn't believe how easy What Cart? is to understand. Perhaps this diagram might
go some way to convincing you, though:

If the game’s known by other

SUPER PROBOTECTOR (LK)
Alternative names: Contfra

(US)/Cantra Spiw_p-i_________.__-
e K, B MBE

1 or 2 players, 5P2 80%

This s currently the best platiorm

shoot-"em-up aroufid, Superb use of Mode
T and an amazing Konami soundirack

it this in the supgr leagoe.
Number of players Brilllant two-playes sction makes
It easential stuff,

Cartridge ROM size

A mark out of 10.
(Games with an
overwhelming

amount of Japanese
text, rendering them

If the game has been reviewed in a
previous issue of Super Play, here's where
you'll be able to find out which one, and

(ves!) how well it scored

They're possibdy the most impresiive
Oisess. Eer! afe i sofme mind-
Eunpyling baddies, and the game

alternates hetwern neat a‘

horizontal and vertic
scrolling

BART'S NIGHTMARE (US UK)
Acclaim, 8 Mbit

| player, 5F1

The formula may not sound promising =

rather than ans
sofutely superh,

losts ool little sut-ga
bilg e - bat this is 2
and very weird. Womn ul q
graphics and lots of humour n
and it's challenging

BATTLEBLAZE (JAP)

Sammy Corp, & Mb#t

| ar 2 plavers

An awloward game that's nowhere mear
a5 god as its contes aries | Sreef
Fighter if and Ranma [/7). The graphics
are odaay, the sound's okoay h
gameplay's dire, There's ¢ '
reasonsble range ol moves, but

you couald do muach betier

BATTLE CLASH (U5)

Nimenda, 8 Mbit

1 player, SP21 453

This is the first stand-akone game
released for the Super Soope. A shame
that i's so ahort lived and swiel
Cheaper than your 4
average import, though

BATTLE GRAND PRIX {JAF)
Maxad, B Mbit

1 o 2 players

Remember Super Spani, the coln-op?
Well, imagine a version of it (ie an

orverlvsil view driving game) where you

can anly see a tmy area ol the track
around your car, and have to rely on
It signals to wirn you of cormers, We
had a bit of trowble with this ons,
eventually coming fo the

conschesbon that it"s “‘challenging ‘
Lot ol Babes in i, thowgh

BEST OF THE BEST (U3)

Electro Brain, & Mbit

1 ar 2 players, SP5 50%

Lets be honest: this is a kick boxing
pame, not a karate one. Treated as such
It gets the job done pretty well, But, as
with amy game that comes

withim & mile of the word '
"hoadng”, it gets boring fast

BIG RUN (JAP)

Jaleco, 8 Mbit

1 player

Alter a promising start, the abysmal
graplhics and virtually non-sxistent
ganyeplay make jor what is surely the
warsh driving game on the

system. (Nothing like the 2
origing coin-op.)

BILL LAIMBEER "5

COMBAT BASKETBALL (US)
Hudsan Soft, 4 Mt

| or 2 players

Originally an Amiga game called Finure
Baskeiball, this phodding 3
speedball chone is a surprisingly &8
e release from Hudson Solt.  F

BLAZEON (JAP/US)

Atlus, 8 Mbit

| player

A tacky horizontal scroller With anime-
style robiots in. [ts kinda different, but
everylhing's &0 crude and jerky, That
makes this game crap - there a
are 20 many better shoot-'em

-1ps to choose from

BOMBUZAL (JAP)

Afternative name: Ka-Blooey (US)
Kemea, 4 Mbit

| player

Clear bombs rom mazes of tiles by
sotting off chaln reactbons, without
getting blown up. The levels are wedl
designeed and it takes skill to negatiate
theemy, But undortunately the

graphics are dreary, and the 4
game's boring.

BRASS BOSS (JAF)
Lazarsoft, B Mbit

1 or 2 players, SP4 56%

Another Streed Fighler i wannabe that
doesn’ make the grade, Some of the
graphics are okay, and for the

more-or-less

unplayable, are
marked ‘Impossible
to judge’)

moel part it plays all right
bt 5F I does it all so much
Iaetter,

BULLS V3 BLAZERS (US)
Electronic Arts, 8 Mibit

1 ar 2 players, SP5 B3%

A good, solid basketball game which
places Che emphasis on sccuracy and
detall at the expense of
slick graphics, Very
challenging.

CACOMA KNIGHT (JAP)
Diatarn, 4 Mbit

1 or 2 players, SP4 36%

i ]

A tedions variand of Pedater, the anclent
colm-op. It does jts best 1o brighten up
procesdings with some special
backdrops, bt even they're
nal very good.

CAMELTRY (JAP)
Altermative name: On The Ball {US)
Taita, & Mbit

| player, 5P 52%

The klea of & rotating Mode T maze with
a hall bouncing around it is a good ane,
st Taito haven's got the most from it
The levels are 100 easy Lo ‘
complebe, and once you ve

seen them all you won't returm, 28

CAPTAIN TSUBASU 3 (JAP)
Tecmo, B Mbit + BE

1 ar & players

Yiloes® A leotball management game,
hased on & Jap comic hero! Some
dymamic match highlights, but unbess
you can read Japanese, and

e fons of patience, stay

away. Impossible to judge 107

CAVEMAN NINJA 2 (JAP)
[ata East, B Mbit
| player, 5P5 8%

The sequel to Joe & Mac (sort of ),




reasonably playable, and offers a fair
amount of longterm challenge, There's
nothing outstanding about i,

though, and there are ndreds '
of better games around.

CB WARS [JAP)

Banpresto, 8 Mhit

| or 2 players

A slrange anime scrollalong-and-whack
Nagties-wit hewhateveryou-canfind type
of game, RPG elements and bots of
Japamese text rende this a

paor choice for most people, ,
Impossible to judge.

CHESSMASTER (US)
Mindscapa, 4 Mhit

1 or 2 players

¥ ou don't have much cholce of SNES
chess games. This plays a strong game
{we, er, think), bt thera's room for
Improvement. [1's awiully

presented, and the tunes alter '
each move are iFritating.

CHUCK ROCK (US5)

Sony Imagasoft, 8 Mbit

| player, 5P4 61%

Aowell put together Stone Age platiorm
game, with lots of imagination

and fun touches, but ultimately s 4
s all a bit bland and dull.

COMBATRIBES (JAP)

Technos, 12 Mbit

1 or 2 playvers

A dull bl emeup that makes no
attempt to save itsell with any
pck-upabde weapons or ;
Interesting levels.

COSMO GANG (JAP)

Mamco, & Mt

| or 2 players, SF3 70

A Galngorsiyle shoot-'em-up that doesa't
match up o the ancient coin-op mn the
gameplay stakes. A fun two-player
maxde, and some kovely

graphibcs and sound, but spoilt 1
h}' Infinite continues

DARIUS TWIN {JAP/US)

Taito, & Mbit 2

| or 2 players

Lacking in levels for a Darfus game - bt
this isn'l all bad news. Good graphics
okehy sound and not too much sbw-
dovm make it a reasonable buy,

thowgh it's not challenging in 7
!hr hirsd lew lewels,

EIM'IEI CRANE'S AMAZING
TENNIS é JAP/US)

Absolute Entertainment, 8 Mbit

1 or 2 players, SP3 B0

At first this looks like the best tennis
game yel. The 30 perspective works
well - untill you take contral of & player
at the ofher end. A restricted viewpaint
makes It hard to serve and return = a
splil screen perspective

woiild have besn better. t's ’
g, bt Siper Tennis rules.

DESERT STRIKE (US/UK)
Elecironic Arts, 8 Mbit

| player, 5P4 90%

Al mereditly sodictive chopper-basesd
shoot-"em-up with helicopteriness
pouring out o is ears. Exactly like flying
round & desert blowing things :
up with missiles (only not ’
quite g0 hot and sandy). [

D FORGE (JAP/US)

Asmik, & Mbit

1 player

An absolutely appalling shoot-"emeup
with maybe the worst graphics, sounc
andl playability on the SNES. Subthe use
of Modbe 7 gihves the useless

visuals a blocky appearance z
Direadiul sound, oo, Avoid!

DINDSAURS (JAP)

Alternative name: Dino Gity (US)
Irém, & Mbit

1 player, 5F1 83%

{ne of our favourite platiorm games,

this has fab graphics, cute characters
and plenty of amusing bits. But

it's tow easy to finish, We a
lowe it anyway.

DIRTY CHALLENGER (JAF)
Yutaka, 8 Mbit

1 or 2 players

Yet another dire wresiling game, This
time it Includes some very dubious
‘grapples’ - you could be

mistaken for thinking it was 3
all a bit, well, dirty.

DRAGON BALL Z (JAP)
HFuHIal 4 Mbit + BB

1 player
The original Japanese Dragon Bal anlms
series has appeared on the 8-bit
Famicom (NES), but this new version is
the first available for the Super
Famicom. An RPG with combat scenes
and loads of Japanese fext
Extremely Shit in look too, ?
Impossible o judge,

DAAGON'S LAIR [US/UK)
Elita, 4 Mbit
I player, 5P1 2%

This kooks ahsolutely gorgeous, plays
well and Is far botter than the straight
conversion of the coln-op that some
other machines have sulfered. But the
Ifru:stmliu.g |!|F|iq_'u|13,- leve]

hidles 4 game not as lengthy as 3
it might have been.

DRAGON QUEST V [JAP)

Enix, 12 Mbit + BB

1 playes

Thie biggest selling game in Japan to
date is a sprawling RPG cramamed full of
text boxes and, of course, plenty of
Japanese text to be translated lor an
Amwerican release this year in the Drogon
Warrior series. It's primitive

Iooking, and very lapanese. ?
Impossible to jisdge,

DRAKKHEN (JAP/US/UK)
kemco, & Mbit + BB

| player, 5P 54%

Fased on a French 16-bit computer
RFGadventure, this has reasonable
graphics but an swful combat system.
Mt |:n'-:|.1le willl find this a real bore -
even avid RPG fans - bat if you

are tempted, make sure you G
et the LS or UK version,

EARTHLIGHT [JAP)

Hudson Soft, 8 Mbit + BB

| player

Based on & popudar PC Engine game
called Meciarss, this Is an interplanetary
space sirategy affalr, but there's enough
Japaness in here to make it

tricky toowork out. Awobd. ?
Impossible to judge.

EXTRA INNINGE (US)
Alternative narme: Ganba League
Basaball {JAP)

Sony Imagesatt, B Mbit + BB
1or 2 plavers, SP2 6%

Baseball’s tricky 1o translate well to a
games machine, but this probably
miakes e best job of it, with cute
characters and slick action. If

wou really must have a basehall ‘
game, then go for this one.

“F-1 EXHAUST HEAT (JAP/UK)

Alternative names: F1 ROG (US)
Dceans/5eta, & Mbit + BB

1 playrer, SP2 G0%

Your car's a bit small, and you don't get

much warning of corners, But af least
you get a I view of the track. _agi
Mot our fave game, but some *ﬁ
people bve it

FACEBALL 2000 (US)

Bulket-Proof Software, 4 Mhit

1 or 2 players, 5P3 54%

Om the Game Boy this 3D maze shoot
‘em-up is pretty good fun, but the Super
Nintendo comversion suffiers badby.
Sk‘rw.jrrk}' A0 and F
confusing with two players, {jﬂ
Nod recommended. 10

FATAL FURY (JAF)
Takara, 12 Moit

1 or 2 players, SP4 T6%
Omiz of & growing namber of Steeet
Fighser I look-a-likes, and probably the
next best Lhing to The Big (ine l.:;uhj.
okay, plays fine (though the -
contrals are very awkward) aa;_;
and worth consbdering. CL

FINAL FANTASY Il (US)
Alternative name: Final Fantasy IV

gIAP,-

quare Soft, 8 Mbit + BB

I player

A strange one this, as in Japan it's the
fomarth in a very popular serles. This s
the first version to make it to the SNES
ani while it's graphically basic, the
lowvedy music and the Involving .
nature of the quest lift It way ﬂ-
abwve esser RPGs. L

FINAL FANTASY V [JAP)

Square Soft, 16 Mbit + BB

| player

A huge-selling BPG to be translated and
retitled Firal Famiasy ilf in the a

US, Buy that, unbess you read _t:‘
Japanese, lmpossible to judge

FINAL F.ﬂuN lﬂS‘r‘ MY3TIC
QUEST

Square Smt -i Mbit + BB

I player, SF3 To%

A spin-olf younger players’ version of
the popular Final Fanfasy RPG series
that proves to be an enjoyable and
Invalving quest for role-playing "
beginners, Much cheaper ?
than most rebeases, oo

FINAL FIGHT (JAP/US/UK)
Capcom, & Mbit
| player, 5P1 B6%

The brest walking-along-beating-peoghe
up game on the SNES. Brilllant graphics
varied opposition and devastating

mowes, But, it lacks a two-
player mode, and so gets dull
in the kngterm

FINAL FIGHT GUY [JAP)

Capcom, B Mbit

I player

A pointless new version of Final Fighr
where the best character, Cody, gets the
chop, and Guy replaces him. A poar
gamse=music CD is inchudesd }
The game is slighily easier ‘.
than the original

FIRE DODGEBALL (JAP)

Sunzoft, 8 Mbit

1 or 2 players

A cube, anime version of a very welrd
gamee (see S0 Dodgeball for detadls). The
graphics are prefty pood, but the game
isell is a it too simple o be
particularly rewarding. The 1
lengthy intro sequences before ﬁ
each game don't help, elther,

F-ZERD (JAP/US/UK)

Nintendo, 4 Mbit + BB

1 player, SP1 86%

Afabulous Mode T racing gamse, Deacd
st and dead smooth, And deasd deadby,
if wou don't watch ol for the vicious
computer-controlbed hover cars. Bland
scenery and an unlikely futuristic
setting are undortunate, but it's

an Impressive demonstration
of just what the Super
Nintendoe can do,

GEDRGE FDHEI‘IMH 5 KO
BOXING (US)

Acclaim, EMtnt

1 or 2 players, SP2 18%

H-I.I:LIIIH Jmees are |n~'ar|ahly ﬁ;

awlul = but this awful? nA0

GOLDEN FIGHTER (JAP)

Cufture Brain, 12 Mbit

1 or T players, SP1 42%

A very ropy Sreef Fighter I ‘tribute”. The
y:ruyhl-.' £ are rubbish, the
gameplay’s rubbish, the
sound's rubbish... Avaid L0

GPX CYBER FORMULA (JAP)
Alarnative name: Cyberspin (US)
Takara, B Mbit

1 player. 5P1 T0

A top-view scroller, with no warming of
corners. With anims

characters
and cars. And really smooth

scrolling. Average

e sat our
resident
RPG expert
Jonathan Davies
down with a
bundie of games
and asked him to
choose his
favourites. A week
later, bleary-eyed
and mumbling, he
came up with
these...

FIMAL FANTASY Il

Very popular series in
Japan. Simplistic
graphics, but an
involving and_
challenging quest, make this
omne of the hest RPGs.

Y5l

Looking slightly dated
now and lacking in
scope when compared
to the original ¥s
games, but still fun to play, if
you can live with the slightly
ropy graphics.

GRADIUS [N (JAP/US)
Konami, 4 Mbit

I player

Similar to the coin-op and -
astonishingly = all packed onto a 4 meg
cart, this i one to check out. it's an
early fitle, so show-down is a problem -
it rather scuppers the otherwise
beautiful graphics and pewerful umnd
SHIL it's more Impressive
andd playable than Siper
R-Type,

GUNDAM F-91 [JAP)

Bandai, & Mbit + BB

1 player

A massive selling (in Japan at least)
arcade/ afrategy game-thing, with
Japanese text. Still it's playabde I you
are willing to persevere, but

ntially this is one for real

robod lans anly. Impossible

o juclge 1

ZELDA NIz A LINK TO THE
PRAST (93%)

Who would have
thought that an RPG
could be this much
fun? It's big, It's challenging -
if a little on the easy side.

SOUL BLAZER (89%)
Check out our player's
guide on page 58 for
more on this excellent,
bt slighthy weird,
adventure game, Not a
classic, but fun to play.

FINAL FANTASY: MYSTIC
DUEST (79%)

This is a smart and
very enjoyable game,
but for an RPG there's
nut nearly enough gameplay,
and consequently you'll
finish it far too quickly.




GUNFORCGE (JAP/US)

Irem, 4 NaDt

1 ar 2 players, 3P4 55%

Similar to Super Probotector in many
respects, bt not hall as good in any of

them. The ‘respects’, that is.

{Barry, thal was a bit @
confusing. wasn't (17) :
HAT TRICK HERD (JAP)
Altrmative nama: Super Soccer
Champ (LS)

Taito, & Mbit

1 ar X players

Aslick conversion of the coin-op
Foothall Chavnp, It's incredibily Last, bt
rather boo easy in one-player mode -
oIl meed to play a chum to 9
hawe any fun. Mot as good as

ST Soder. el

HOLE-IN-OME GOLF {JAP/US)
HAL. 8 Mbit
| tor 4 players

A lairly old game, but still one of the
best goll sims available - wihat it lacks in
techmical ingenuity, it makes up for in
user fricndliness. The overbead view
s fien't musch like plaving the real
game. bat nbce Mode T course 9
Imtroductions help - as does

turndng the music all! ol

HOME ALONE (JAP/US/UK)

THO, 4 Mbst

1 player, 5P 6%

A dire atbempt to cash inon the success
ol the movie. Hopedess. graphics and
sound do nothing bo rescue the banal
mameplay from the claws of

drudgery and tediom, A waste Q
ol momey.

HOME ALONE 2 (US)
THO, & Mbit

1 player, SF3 3%

We actually prelerred the first Home
Alane game to this, but in the same way
thart we prefer Eldvndo to S
Harbare. Another dire scrolling

efiort that should be left on the Q
shelf. Feeble and predictable

HOOK {US/JAP)
Sany Imagesal, 8 Mbit
1 player, 5P1 TZ%

Slow-moving, but otherwise an
attractive platlormer thal ties in with
the film quite neatly. [t's a bit

easy ko finish, though, so itll Q
bee e, e, Feter Pan -

HUMAN GRAND PRIX (JAP)
Human, 8 Mbit + BB

1 or 2 players, 5P4 52%

I you can live with the “‘unique’ control
system, this is far amd away the best
Formula 1 game on the SMES. It's
bdindingly fast, with realistic Q
handling and a wsedul

tworplayer aplion. s

HYPERZONE {JAP/US)

Hal, B Mbst

1 player

& penor WD space shoot-"ermeup using
Modde ¥, it with nothing edse (o
recomaend it Tedium City s

vour only destination with @
this o

THE IREM SKINS GAME (LISL
Aiternative name: Major Tite {JAP)
Irem, & Mbit,

| &r 2 players, SP3 &1%

Fans ol the coin-op goll game Major Titke
weill love this = it's virtually identical in

every way. Admirers of Pebise Beach
and its cousins mightn't be that
impressed by its accuracy,

hiowswer,

JACK NICKLAUS GOLF (US)
Tradewest, 4 Mbit

1 o 4 players, 5P3 2%

Fans ol goll games thal present things
fromm jusst behind the plaver will like the
Book of this, bat the painfully show way it
draws the screen hedore each shiod, not
10 mention the could-be-better power
medter, muck everything up. Not

e o our Bavourites, but it will 9
find its supporters. L

JAKI CRUSH (JAP)

Naat, B Mbit

| player, 5P5 T4%

The SNES desperately needs a fop-nobeh
pimball game - something o rival the
Mesta Drive’s Qe Crosie and the
Amiga's Fimball Deecures, But this isn't il
It's pretty reasomable on the whole, bat

the Ball moves much bodo

slowly, and the table mn'l 9
brilliantly designesd. "
JAMES BOND JR (US/UK)

THQ, & Mbit

| or 2 players, SP3 9%

A platform and shooting acthon game
trom hell that even the Amstrad CGXAH]
woldn't have boderated, Poor graphics,
feeble sound and banal gameplay. Look,
bt dhon't towch. (On

second thoughts, don’t @
baother looddng.)

JERRY BOY (JAP)
Alternative name: Smarthall (US)
Sony Imapesoft, 8 Mbit

| player

AruiFol-he-mill platiorm game with
anly its hinh-shaped hero to
dlistimguish i {rom the crowd. @
Very sverage.

JIMMY CONNORS' PRO TENNIS
TOUR (US/UK)

LIBI Soft, 4 Mbit

1 1o 4 players, 5P5 B8%

Mot quite &8 good as Super Tenrnis, bat it
comes dammed close in every respect,
It alsa has the massive advantage of

biring compatible with Hee

fourplayer acdagitor. Now @
that i fun =
JOE AND MAC (JAP/US/UK)

Data East/Elite, & Mbit

| ar 2 players, 3P0 7%

A good conversion ol the ariginal
arcacke machine, with a lew bits missing,
and & lesw more sdded. Graphically it's
colourful, but the tunes don't vary and
the gameplay becomes repetit- 9
iwe, Mot muech of challenge, but

young playvers should enjoy it

JOHN MADDEN FOOTBALL (US)
Alternative namé: Pra Football (JAP)
Electronic Arts, 4 Mba

1 oir 2 players

What was a fab game on the Mega Drive
and Amiga doesnt work on the SNES,
Fate the uninspiring graphics and really

jerky scrolling. R is East
but, undoriunately, st the @
expenss of playability.

JOHN MADDEN FOOTBALL 93
US/UK)

Itermative name: Pro Foothall '83
EIAF‘]
lectronic Arts, & Mbit
1 or 2 players, SP4 535%
whersas this mew, improved, upsdated
versbon |8 loads better. The changes are
meostly cosmetic, but they're enough to
elevate the game to the status
ol “recommende] (# you like @

American foathally.

KICK OFF (JAP/UK)
Ancalmaginear, B Mbit + BB

1 or 2 players, SP3 52%

The manst controversial compuler game
ever gets s secomd conversion o the

SNES, and suflers as a result
Not as biad a5 Pro Soccer, but
still Rawed plavahility-wise.

KIKIKAIKAI (JAP)
Natsume, & Mbit
1 ow 2 players, SP3 B2%E

Thits I8 the: sort of game only the
Japanese coubd write. Underneath the
perilously weird exterior lurks an

immiensely enjoyable two-player
shool-"emeup with neal graphics
andl & large plaving area. =

KING OF THE MONSTERS (JAP)
Takara, B Mbit

1 or 2 players

A fairly enjoyable Neo Geo game that
soems (o hawve been clumsily converted
1o the SNES. It's really too dudl

an] umimpressive Lo gel e @
lans of the origingl excited 2

KOSHIYEN 2 (JAP)

KALC, B Mbit

1 or 2 players, SP2 0%

This would be the most bog standard
baseball game except that it's

very weind and very Japanese. Q
Mot had, overall. A

KRUETY'S SUFER FUM HOUSE
(US/UK)

Acclaim, B Mbit

1 player, SP1 70

A curbous blend of plethrowing, puzzle
sobving and platiorm action make this a
refreshing challenge, Graphics and
anianl are readonable, bl it's the
excellently paced gameplay that makes
the game. Passwords should

her given more regularty to @
redlusee repedition thowgh. L

KUNIO KEN {JAP)
Technos, & Mbit

1 or 2 players

An odd mix of beat-'sm-up and
adventure game, W had fun with it,
heating people with pillows and
suitcases, but we didn't have a clue

whal was going on &% it's &ll in Japanese.

Yoo might be able to suss it
out, but it got a lakewarm @
reception even in Japan

LAGDON (JAP/US)
KemcuE bit + BB

A lairly inwolving RPG, taking some
elements from the Zelda series, but
forgetting a lot of the more Important
onees = including a mag, which can
prove extremely irritating in certain
areqs, However, the graphics and sound
are pleasant enough. Worth
comsidering, but only after

yioua v played Zeldo, Fimal @
Faambasy # and Som Blzer. -

LAST FIGHTER TWIN (JAP)
Banpresio, B Mbit

1 ar 2 players

Super Deformed robots in a sideon
beat-'emeap. Nice graphically Q
il anmically, bud lEmdted &l

the same, For S0 fans only.

LEGEND OF THE MYSTICAL
NINJA [US)

Ahernative name: Goeman 3 (JAP)
Konami, & Mbit

1o 2 players

Ciiee o thee besst gamess bor the system,
mixing RPG adventare-style wandering
with side-on platform action, Wamderiul
oriental muskc, besutidul graphics and

an addictive challenge. Though the Jap
version is accessible, buy the

LPS cart b get the best value @
from this. )

LEMMINGS (JAP/US/UK)
Sunsoft, 8 Mbit

1 or 2 players, SF2 B6%.

A hit on every format it's been released
on. It takes a while to get to grips with,
bt Lemmirags is one af the most
original. ingenlous and addictive games
ever, Each bevel has a password, and
there are loads of them (moare than, for
example, the Amiga version), @
A Super Plaoy lavourite, so

you've really got bo buy this =
MAGICAL GUY ADVENTURE
JAP)

andai, 4 Mbit
1 player
A polly platiorm game combining wacky
Japanese humour with cute sprites and
backedrops. Not in the class
of Seper Maro World. bur
entertaining ammway

MAGIC SWORD (JAP/US)
Capcom, 8 Mbit

1 player

Capcom's first disappointing refease -
ol surprising when the original arcade
game was 40 awlul. Instead of improving
the gamepplay for the SNES version, the
programmers have simply translated
thee original. A bodge job on
thie whobe, with mixed quality
graphics and bad show-down

MARIO PAINT (JAP/US)
Nintendo, 8 Mbit + BE

1 ‘player’

A paimting and music package that's
really only for yvoungsters. It's very
basic (only 16 colowrs? On a system
with thousandsT) and once you've
drawm something, what do you do with
it? It's free with the Nintendo

mouse = bt wail until that"s 9
on sabe separately. A

METAL JACKET (JAP)

Atlug, 8 Mbit

1 player

A horrible experience. Atlus aren’t
dodng themselves any favours
attempling a platiorm game - a genre
where youl hive to be really good o

stand out. This is an E-SWAT 9
clane with stilted animation,

dire sound and inept gameplay, ==
MICKEY'S MAGICAL
QUEST(JAPUS)

Capcom, & Mbit
1 player, 5P3 BYE

Umne of the mast polished platiormers
around, though it's marred by the
inclusbon of infinite contimes. Stunning
backdrops, sprites and varied

enough Lo mpress anyoms - ’
it's just a shiame it's too easy. o

MUSYA [JAF)
Datarm, 8 Mbit
1 player

(e af the warst Super Famleom games
ever — though s up agalnst stifl
competition. Initially, the nicely shaded
backdrops give it the look ol a N
Sperll clope, but when you see

woulr herts mince abong ard @
twikldle his stick, it palls.

NHLPA HOCKEY (US/UK)
Electronic Arts, 8 Mhit

1 or 2 players, 5P §7%

Mot guite a8 good as the Mega Drive
version (the graphics are a bi jerky,
though you wouldn't notice unbess
wou'd seen the original). Still a great boe
hockey game, though, with

loads of playability and @
atmosphere,

HOLAN RYAN'S BASEBALL (US)
Romstar, 4 Mbit

1 ar 2 players, 572 T5%

Juat as slick as Extre fmafmgs, but

= really can't be recommended

without the cute characiers.
arud it's slighitly trickier to
control. Still, not a bad game:

NORTH STAR KEN V (JAP)

Toei, 8 Mbit + BB

1 player

This addition to an inexplicably popular
range of Zefda-style FHF S = s based on

Frsf OF The Norfly Sior, believe it or gl =
livodes., 1oy thee umtrained British eye at

least, Wke a big plle of steaming nob. i k
you speak lapanese it might, o course, '

be completely brilliant,
Lt woe very much doub it Q
lmnpodsible 1o judge. -

NORTH STAR KEN & (JAP) ’
Towi, 12 Mbit |
1 ar 2 players, 5P4 4%

‘Massive sprites, massive spribes... er_.
massive spritesT’ says Jason, What we

think he means is that this has massive |
sprites but nothing much to
actually do. Another falled Smre
Fighrer Fa-like

OTHELLOD WORLD (JAF)
Tsukuda, 8 Mbit
1 ar 2 players i

Plays a strong game of Ohetla (i you
set it bo “difficult’), books good, and has
somee cute bits. But why would anyone
want to spend 58 on a cartridge that
plays Odhedla? Fine lor brisshing

up your technicuee, but @
otherwise very sad.

DUT OF THIS WORLD (US)
Alernative narmas: Ouber Waorld (JAP),
Anather World (LK)

Intarplay, 8 Mbit

1 player, 5F1 BI'%

The graphics in this one are superb =
playing it is just lile watching a Rim The
action is varied, and there are bots of
great ciema-style close-up

shods, but thers isn't enough @

there to make 8 a classic,

PAPER BOY 2 (US/UK)
Mindscape, 4 Mait

| player, SP2 2%,

Irn thiis glanmse you'ne a DEWSpapEr
delivery boy (or girl) and the object is
o cyele along, er, delivering
newspapers. There are some obstacles
b vl thimgs to hit with papers for

bonus points, and that's sbout
it. It's hosribly boring, and

PEBBLE BEACH GOLF LINKS
JAP/US)

&E Soft. 8 Mbit « BB
1 b 4 plhanyers, SP3 R
The third addition to the 30 golf series,
and unsurprisingly very similar to the
others. Accurate down (o the @
waves on the heach, bat the
poen movie music is lsughable

PGA TOUR GOLF {JAP/US/UK)
Electronic Arts, 4 M

1 to 4 players, 5P5 60%

Slick presentatbon, but 1t masks the fact
that this Is a poor SNES comversbon of
an otherwise excellent sports game, Un
other systems il Toor is the golf sim,
ik bere EA'S bsck of SMES

expertise scuppers things. Saill, @
you could do warse,

PHALANX [JAP/US)
Kemca, & Mbit

1 plaver, 5P1 70%
Harizomally scrolling shoot-"em-ups are
two a penny on the Super Nintendo, and
& new contender really has to do
something dilterent 1o stand out. This
one has some decent graphbcs and
challenging gameplay, but at

the end of the day is pretty 9
forgettable

PILOTWINGS (JAP/US/UK)
Nintendo, 4 Mbit

1 payer, 5P 9%

SMES-owning aviation fans aren't sp-:-lll
for choboe at present, but this showld be
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encugh to, er, spin their propellers for
now. It has a huge range of lying
machines (from parschutes to
helicopters), and super-smoath

A0 graphics, and there's even .
adecent game in here, 1oo Ty

PIPEDREAM (JAP)

Bullet-Proof Software, 4 Mbit

1 or 2 phyera, 52 6%

Awell turmed-out puzzle game where
you've gob to link different shaped bits
al pipe. Okay, but it gets

baring without ever being .
thet exciting bo start with A0,

PITFIGHTER [US/UK)
THQ, 4 Mbit

1 or 2 players, 5/ 14%

An appalling conversion of a

papular coin-op. Dire graphics Q
and awful gameplay. The pits,
F'[IF'I.ILDUS'HI‘JAP /US/UK)
Imaginesar, 4 Mbit + BB

1 player, SP2 85%

The original Lapanese version of &
classic LK game that puts you in the
shoes of God Almighty himseld, A

-

amashing game, though It con
et frustrating (and quite
boring) eventually.

POWER ATHLETE (JAP)
Kaneco, B Mbit

1 or 2 players, P4 40%
Anather attempl o cash in on Srear

Fighter [ that doesn't really Q
=

work. “Crap — but in a groovy
kil of way’, apparenthy.

PRINCE OF PERSIA
P/US/UK

hJ TUaiUR |
onami, & Mibat
1 player, SP5 80%

A superly comversion of the compuber
classic with new graphics, a brilllant
soundirack. Mot an easy game, but the
passwond syvatem allows

much trouble, A classic. !!
PRO SOCCER [JAP)

Soccer (US)

Imagineer, 4 Mbit + BB

A really shaky conversion of

Kick OF, with crude graphics

initro and a fab Lawvence OF Arabig-style
progression withowt oo

Alternative name: Warkd League

1 or 2 players

amd hopeless gameplay

ot that we've
rsun out of Top
categories,
you understand,
Just that we
couldn’'t think of
any at the time.
Well,' anyway,
here's the best and

biggest explosions
we found...

SUPER PROBOTECTOR
(80%)

Another smart bomb
extravaganza, Nolsy,
violent and er, explosive.

PUSHOVER {US/UK)
Ocean, 4 Mbit

1 player, 5P3 T8%

An enjoyable domdno topplingstyle
puzzle game, converted from home
computers, with lots of short-term fun.
Once all 100 levels are
completed, however, it's

unliloehy wou'll ever refurn bo # 9

0“BERT 3 (JAP/US)

NTVIC, 8 Mit

1 player, 5F3 67%

Real nostalgia value, as players of the
1eyesar-old coin-op will confirm. And
plenty of efforts gone into

making it ook the part. But it's .
only mildly amusing Ly

RACE DRIVIN' (US/UK)

THO, 4 Mbit

| player, 5F3 35%

Fans of the original coineop will be
horrified by this driving game. 30

polygons and the SNES go together ke,

um, chips and custard. Foor
programming on unsuitalake
hardware.

"q!-!./
RAIDEN DENSETSU (JAP)

Alterrative name: Raiden Trad (LS)
Toel, B Mbit
1 or 2 players

A great game on the PC Engine and
Mega Drive, bt slow ofi the SNES and
not recommended. It shaould

e breem a gouod game, but .
andly, ism't A0

RAMPART (US)

Edactronic Aris. 4 Mbit

| or 2 payers, SFZ T9%

50 primitive-looking you wonder why it
was allowed fo lve, (Well, apart from
thee great 30 bit.) But & few minutes
playing reveal a game thal's

actually fab lun, and twogdayer 9

male almast rivals Marno Kart,

RANMA 1/2 [JAFP)
NCE Masiya, B Mbit

1o 2 players

A meal one-orrone beadem-up with
somee very odd anime characters (who
charge sex when they pet wet, and
sometimes Ebo gant pandas - doa't
worry, there's a lapanese TV series
which explains it all). Mismatching of
characters can be a problem,

bt on the whole it's great to

boak at and play. 1.4

RIVAL TURF (JAP/US/UK)

Jaleco, & Mbit

1 ar ’ulu}rrs..‘ﬂ"" X

Fraa! Figh''s main rival. Not as together
a5 Its opponent - more repetite
baxlclies and rougher animstion are the
i qualms = bt it has
advantage of simuls
acthon, inchuding a
head-to-hesd
cne do you
there's abways Turde

AOAD RIOT (US)
THO. 4 Mbit
1 or 2 playe
Reowned Krof's

driving game on
 we reckon, This is

Iy primdtive in every respect
& split-goreen two-
plaver miode, snd absolutely

o Pun &t al \J-!

AOAD RUMNER: DEATH VALLEY
RALLY (JAP/US)

Sunsoft, B Mbet

| player, 5PY 42

The atmosphere of the cartoon Is
captured perfectly, with wondertul
cartoony graphics and hilariows intro
and oulro sequences, bat the game
itsell stinks = it's just a simplistic,

poorty-executed platform .
A

game. For Kood Kunner
die-hards ondy.

EXPLOSIONS

SUPER ALESTE (879%)
They're not called
smart bombs lor
nothing, They're smart
by name and smart by nature!

UN SQUADROM (91%)
When a boss wants to
blow up they should
look to LIV Sguadron for
how to do it in style,

ASSAULT SUITS VALKEN
(91%)

They're huuuiige!
Courtesy of marvellous
Mode 7. Walken brilliant!

STRIKE GUNNER{65%)
These nice explosions
are sadly the only
redecming feature of

this unspectacular blaster,

THE ROCKETEER [JAP/US)
IG5, 8 Mbit

1 player

Lowely graphics, but that’s alsout it It
corsists of watching a string of mini-
PamEs in w wioug don't readly ged

much say = it's just luck i Q

you proceed lrom one game
tix the next, Awiul

ROBOCOP 3 [US/UK)
Ocean, & Mbit
1 player, SPZ 66%
-'"- next Robocop feel, hist .!.1| T palay-wise
this is severely wa
Frustratingty dif
b

-'I PETSEVEFAnCE

ROGER CLEMENS' MVP
BASEBALL (US)

Accizim, 8 Mait

players, SP2 TIX

"1& ehall games don't Come muc
presented than this. Fab amimation and

wy viewed through \l-
L

renl camera anghes make
this thoroughly enjovalle

ROMAMNCE OF THE THREE
KINGDOMS 1l éJAP.'US}
Koei, B Mbit + B

1 tor 12 players

Loads of interlocking anciont Chinese
kingedloms make alliamces. split up, then
make atner aliances, lots of people
(presumably) get killed, and we can't
make sense of any of it, The recenthy-
become-avallable US version reveals a

simpde little game under all @

the maps and text-boxes, but
Sl oot recommerded

RPM RACING (JAP/US)

Interplay, 4 Mbit + BE

1 or 2 players

RFM stands, in this case, jor Radical
Psyehis Machines - ridiculous triscks
with big tyres that lascinate Amsericans.
Thet serolling's rough. vou need
clairvovant powers to anticipate
comners. and It uses Nickery

mterlace graphics 1o no 9
obwious effect. But pood fum . 5
RUSHING BEAT RUN (JAP)
Jadeco, 12 Mbst

1 0w 2 players, 5P5 6%

The oviginal Rival T althos igh fime as
beat-"em-ups go. was never & great
gamse, exactly. Ang seqqueel (which i3
what this i8] isn't & great deal better
The graphics sren't too bad

bt it's incredibly repetitive 9
ard too easy o findsh rF
50 DODGEBALL (JAP)

Banpresto, 8 Mbit + BB

1 or 2 players

Based on an imaginary sport which
imvolves knocking out the apposing
team by throwing the badl ak them, this
is one of a serles of Dodgeball
games (Fire Dodgebails @

ancther} ancl the worst

8D GREAT BATTLE (JAP)
Banpresta, 6 Mbit

1 player

Japan’s hugely popular Super Deformer
series has spawned a kot of Super
Familcom spieall games, and they sell
well, no matter how crucldy they are! ST
Great Baitle was the first of the geare to
emerge, and isn't anything to get
excited about. being & crusty obd arcade

adventure with really tedious
gameplay, You have been
il

S0 GUNDAM (JAP)

Bandal, & Mbit + BB

1 player

Again we head off to Japanese RPMG-land
this wariant starring a Super Deformed”
{ie souishes] and cutified ) version of
Gimadren, the most popalar ‘mecha’
rohirl character in lapan. The lormat is
traditional Jypanese RPG, but the

crappy graphics, sound and
!! !.l'

-

use of Japaness text make it
unplayable, Impogaible
i puclge

SIM CITY (JAP/US/UK)
h1.] xis/Nintendo, 4 Mbit + BB
1 player, SP1 84%
3!-.|Iir| the ity of vour dreams__ then
1its I\III“ s The SNES version of
all-tin sriabsalahy thee st
¥yt (even more user-friendly) although

it hardly pushes the ‘
g’

miachine Lo its limits
Addictive, in the shorderm

alM EARTH [JAP)

Imagineer, & Mbit + BB

1 player

A dollow-on from Sém Cily that tries (o
bite odl more than it can chew. You're
basically put in charge of the entire
pelanet, which wauld be horrendous

enough in itsell, bt when the

whale game’s in lapanese . er, 9

oo thanks, Impossible to judge. Ty

SKULJAGGER (US)

American Softworks, 8 Mbit

1 player, 5P4 58%

A lacklustre piratic platform game that’s

very asy and mot golngd Lo take

you longd be Bnish, Viery weird -
A0

haibshde i hite

SONIC BLAST MAN (JAP)
Iana, & Mot

| player, 5P2 65%

A scrolling beat-'em-up with a niltier
central character than most - he's &
superhiers with a deadly line in
punches. It's a best-'em-up
nionetheless, though, and Q
conssquently gets pretty dull. =
lacdler JAF)

SOUL BLAZER (US
Alernative title: Soul
Enix, B Mbit + BB
| player, 5P2 89%

Sbck, graphically gorgeous and nol
entirely unlike Zeldr (le an RPG,
Bizder, the Japamese version '
{umnless :|-||I|'|H ].gp.gm-e:ll; A
SPACE FOOTBALL (US)
I' JAF)
Tritle, 4 Mbit
1 player
Commodore 64 before, that's probably
the closest to this - foothall, played
bhetwessn twio ‘things” on & last, 3D
bots of thrills in the short-term, bt i@
Isn't really encugh Lo justify
splashing out this much loos 9
SPANKY'S OUEST |JAP/US)
I or 2 players
A monkey called Spanky? Bouncing
brabldess? Yiou just wander round lots of
SPIDERMAN & THE X-MEN
LUS/UK)
cedaim, & Mbit
A multi-character platinem romp that
loses its appeal farly quickly, Plain and
unattraclive graphics are the order of

laganese-stylel. Avald Soul
Alternative narme: Super Linearball

1F woa'wee played Bolltdazer on the
acrodling pitch. s an bdea that provices
Ol & DT,

Natsume, 4 Mbit

slmilar-looking screens, killing

haddies (with the bubbles) and e
collecting kevs. Boring. L
1 plageer, P2 T2%

the iy, only saved by some really

LAl IVHM

e
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e like a bit of a
laugh here at Super
Play. We laugh
every time Jason’s car
gets clamped or towed I
away. We laugh when Matt
gets killed on level one of
Super Strike Gunner. We
laugh each time Jonathan
puts his Aled Jones tape
on. We think these games
are quite funny too...

BART'S MIGHTMARE (91%)

A nightmare this one ain’t. It's so
funny it had us all rolling round
the floor in stitches.

DEATH VALLEY RALLY (42%)

It’s not got much to it from the
gameplay point of view, but it is
really funny.

DINOSAURS (83%)

You'll laugh until your socks drop
off at the antics of the dinosaurs
and their cute little pals.

imaginative muske. Fumn bor .
awulle, but somehow it looks m
dated alremty 10
SPINDIZZY WORLDS
[JAP/US/UK)

Ascid, § Mbit

1 player, P2 69%

Spindizzy's sparkle seems to have

dulled a listle since its heyday on Hhe

Spectrum, partly thanks to the game's
I

shilt |.-I el

I 3
A neat I.1.Ie-1.||'.|!.: all the same

STREET FIGHTER Il
(JAPFUS/UK)
Capcom, 16 Mbit

i 2 players, SP1 94%
This is the game that's selling SNESs by
the biscket- load. It's “streels” shead of
ather beal-'em-ups. and & near-perfect
cOiverabin of The cioln-ap, A
must-hary, though expensive "';
oy flicial redease °

STRIKE GUNNER (JAP/US/UK)
Athana, B Mbil

1 or 2 players, SP3 65"

Another average vertical blaster, with
o il urmvaried backdrops, bl
reasonabbe speites and soame nboe
explosbons. A dull game that R
oaly gets interesting in two 3 i,:
player made

SUPER ADVENTURE ISLAND
[JAP/US/UK)

Hudson Soft, B Mbit

1 player_ 5P2 75"

simplistic, Wondenoestyle gameplay
ahounds in this third instalment of the
series maide popular on the NES, Aside

from the: ughy Master Higgins, the
cobourful back s anl impressive
® lumes nsake this an
attractive game. However
infinite comtinses mean this
i= & shortlived experience

SUPER ALESTE [JAP/UK)
m:rr ative name: Space Megatarce

al the SNES can handle a
manically busy Giahed-style shooter
with ease. Fab sprite handling (coupled
with Mode T and no shvw-down iean
it's more a technical achievement than
particularty well designed, aml

it's a bit weapon-crazy. Bul ""
am excellent buy,

SUPER BASEBALL SIMULATOR
1,000 (JAFUS)

Culture Brain, 4 Mbit
1 or 2 players, SP2 41%
Another middling baschall gamme, The
pitching and hatting are bath quite
goond, bul the helders are a bt unco-
operalive and the graphics scrappy,
wilh lods ol superflacus ¥
Mode T whizzing-in-and-out ﬂ
The miusic’s good, thish

SUPER BASES LOADED [US)
Alternative name: Super Professional
Baseball {JAF)

Jakeco, 8 Mbit

A sB) REL
'ar & plavers, SFE Rl

This all works olkay, bul il's just as
limitesd in scope as other

baseball games on the Super g
Mimtenda, and the graphics "'
are jerky”

TINY TOONS (89%)

This one had a headstart on the
rest, as you can't help but giggle
al the Tiny Toons characters.

SUPER BASES LOADED Il (US)
Alternative name; Super Prafessional
Baseball Il (JAF)

Jadeco, B Mbit

1 ar 2 plavers, SP2 69%

Extraordinariby and uncanmily

similar to Super Bases Loaded [, a
[ee above. )

SUPER BASKETBALL (UK}
Alternative names: NCAA Basketoall
(US), Super Dunkshat {JAF)

HAL, & Mbit

1 o 2 players. 5P4 847%

Simper Hoskethall is lamous bor its 30
graphics = the pitch spins around and
zowms in and out impressively. It's got
brilliamt sound effects, too, And it plays
a aplendid game of haskethall, Fowever,
it's slow at times, and a litle

confusing, but on the whle a
it's great

SUPER BATTLETANK (U5)
Absolute, 4 Mbit

| plaver

The prehistoric Baflezone coin-og gels
a niew bease of like in this Gull War tank
game. This looks liveller than the wire-
frame graphics of the original, and
noasts some good explosions

and exciting link ssquences,

hul, quile frankly, it's still s
boring.

SUPER BIRDIE RU3H [JAF)
[Data East, 8 Mbit + BB

2 players, SP3 TH%
A curte cartoony-loking goll game with
some micely drivwm [airways and greens
- Uhere's ol misch wrong with
It. However, this isnt as T
playabde am Fokean-Cie

SUPER MARIO KART {93%)

Well, this just had vo feature here,
as it's our all time ever favourite
game in any category, really.

SUPER BOWLING [JAP/US)
Athena, 4 Mbit

| ar 2 players, 3P'1 48%

There really isn't enough to bowling to
ill ot & whiode game, This onE pacds
itself out with neat graphical interlodes
and s000m, bud the real thing's

s0 much more fun. (And much ‘
cheaper.)

SUPER CASTLEVANIA IV
[JAP/US/UK)

Konami, 8 Mbit

| player, 5F1 1%

A huge, sprawling sequel to the NES
games. Adter a dull start this turns-into
ome: of the best platform games ever
Muore action is needed, but superh
parallax and Incredible sound-

tracks generate an atmospheres ﬂ
appreciated by serious gansers,

SUPER CHINESE WORLD (JAP)
Culture Brain, 8 Mbit

| player

A sequed 1o the popular Bt Famicom
game Little Ninga HBros, The overhead
viewpoint changes al regular Intervals
for combat. Cutish but rather basic and
primitive, with loads of

Japaness text, Impossible 1

1o judge.

SUPER CUP SOCCER (JAP)
Jabeco, B Mbit

| or 2 players

A rival to Super Soccer? Not really. This
Lakes a side-on, jerkily scrolling
viewpsimt and ksn't going 1o impress
anyone. That's a shame, because it goes
Imntir bots o dhetail — mowves and
rules-wise - and there are some

mice graphical touches,

SUPER DOUBLE DRAGON
(JAP/US)

Technos, § Mo

1 or 2 players. 5P3 68°

A wide variety of moves, and Sonme very
satishying thumping and kicking action,
inject a bit of lle into a deceptively
CTAppY lnokimg heak-"em-up.

Enjovahle, buf a bil sy T
and rather Hbit" all rownd.

SUPER EDF (JAP/US)

Jalsco, B Mibit

1 ||I.|'.|-r

A pretty, horizontally scrolling eflort,
baut with some boring and unchallenging
gumu;pl.'.',' Similar to the coinop it's
buxsed] o, EIN has some well drawsm

I kelrops amd sprites. Bist

thee mausic s bland, and ‘
slow-thowm spolls the action

SUPER F1 CIRCUS (JAF)
Michibutsu, B Mbit + BE

| player, 5"l B3%

This looks: ordinary, bul Is one of the
few overhead-view racing games that
works. Fast, with a good “driving beel’
and plenty of options o

cater for the long-term 7
player. Recommensded

SUPER F1 GRAND PRIX (JAP)
Video System Co, 8 Mbst + BE

1 player

Nuthing to do with the popular Amiga
F1 Carand Prix, this i along the same
limes as Bottde Gramd Prix, witheout the
splitscreen twosplayer mode. That
s youl @l B0 see more of the track
on-scroen, and hence slightly

more waming of corners ’
coming up, et nid much.

SUPER FIRE PRO WRESTLING
(JAP)

Hurnan 8 Mbit

| or Z players

Moswhere near as smart dooking as BHE,
bt maore challenging (the 20 wresthers
all behave differently. jor a start ), But in
ae-player mode t's impossible to beat
the: computer. Oy, If you

can live with the dull ‘
visuals and haul in a frieml

SUPER GHOULS 'N' GHOSTS
(JAPUS/UK)
Capoom, B Mbit

1 player, 5P By’

Another sequel, unigque to the SNES. It's
got some brill graphics (with loads of
alow-dowm ) and nice tmes, but it's very
tough - and, as it lacks battery hack-up
or passwords, it can be very rustrating.
The: huge bevels only have a

few restart polnts, too

Weell part together, but difficult.

SUPER MARID KART
(JAP/US/UK)

Nintanda, 4 Mbit « BB

1 or 2 players, SF1 937

The best driving game ever, the best
two-player game ever, and possibdy the
best, well, game ever. t's perfect, Four
brilliant games in ome: there's the Grand
Prix game, the Time Trial, the -
I_'wl}pl.an-l,'r'llm.u:l bia Hesaal, amed ’,_
the: amazing laalloon game.

SUPER MARIO WORLD
(JAPUS/UK)
Nintando, 4 Mbit + BB

1 player, 3PZ 4%
‘What more can we sy about this hoge




TAGON game? On the downside, the
backgrounds become repetitive, but
apart from that it's a gameplayer's
dresam come frue = you'll want to spend

| weeks discovering every secret bil.

| Though reall Mo afcionados tend to

| preler Maria's thind trip, this

remains {along with Selda)

Mintende's logahip gume. 1z
SUPER NBA BASKETBALL (JAP)
Tecma, & Mbit

1 or 2 players, SP4 86%

, il some very
| kicking action,
deceptively
-
F
nil, e
3) l
While Super Baskeeball Sieper Dumksisor
rilling effort, is the basketball game to go for il you
1l unehallenging want bo wow your friends, this
coln-op It's o is a hit more playable,
= werll drawm accurabe and comprehensive, A0
sl
EI.IF‘EH H1 NJA %lAF]
flon. IO Koei, 1
ey play.'er
éJAPI Your'd never know this was 12 meg - It
has the flat colours, simple graphics
anil lasghalsle animation of an sarky NES
i e of the game N uses the same overbead view
2 games that as Zeldw et al, but being
| “diriving feel Jagranese is impossible 1o play
m Imposmsibile bo judge.
a6 SUPER OFF ROAD (JAP/US/UK)
Trade West, 4 Mbit
*RIX (JAP) 1 or 2 players
it + BB Anather overlesd view driving game,
but we're allowed to see the whale
sopular Amiga track for once (phew). We're racing
ng the same murster triscks with a JIXish)
r, withioub the pergpective. The trucks look great
e, That

* bl.ll..'ll!"'l“ roiane Ele courss, and § o
wre af the track In the shoriderm, it's 9
ghtly ol lum, Anel great music *
.

b, 1. SUPER PANG (JAP)
Aﬂsrmhue marmé; Super Buster Bros

JRESTLING E )
apcom, 4 Mbit

1 player, 5P1 T2%

The arcasde original was a fantastic
ooking as. WHE, game, but one that allowed two people
1 0 wrestlers. to pop bubbdes at once. This i a good
ra start). But in conversion, with smart graphics and
assible 1o heat plenty of spesd, but
ol unfortunately cnly one can

ay, and that gets boring. Lo
. A

SUPER PARODIUS (LK)

' GHOSTS Altarnative name: Parodius [JAP)

Konami, 8 Mbit

I player

. A brilllant comversion of the coln-op,
and one that easily ranks as the best of
Eanami's recent string of classics for
thee SMES. Superbly colourhul sprites, a
hilarious sense of the bizarre, and some
excellent music are just the
ieingg an the cake. Hu

£ o
enjoyalale (though a Bithe easy), 207

SUPER PLAY ACTION
FUDTﬂ.ﬁ.LL Us)
Nintenda, 4 Mbit + BB
1 0x 2 players, SP2 T1%
A falthful implementation of American

0 the SNES. It's loothall that'll please lans, but mot the
with loads of Jotn Madden-basher we've

s, bait It's very been walting jor. Nat a

attery back-up patch on Madkfen W3, 5
Pery rustrating.

” @
Micult, 28

T 1 ar 2 players, P2 9%

SUPER PROBOTECTOR (UK)
Atarnative names: Contra 3
%ﬁmprﬂm S|:-irlt5 [JAF)

ami, 8§ Mbit

et thee best

il prasilsly the
 peerlecl. Four
ere’s the Gramnd
I, the

. amnil .

I8 147

iLD

This Is the best platiorm shoot-'em-up
arpund. Supert uwe of Mode 7 and an
amazing soundirack put this in the

hout this huge

super league. Brill two-player

action makes it absodutely n

easential studl. =y

SUPER R-TYPE (JAP/US/UK)
Iream, B bt

1 player, SP1 TX%

Beautifully designed baddies, and some
ol Lhee Dt graplibcs om U SMES, make:
this one of the bestbooking shoaters
around. Mok perfect, thanks o jerky
51'r||||||:'|||_, terribile slowsbown and no
restart paints, I also lacks the best
parts of the coln-op - B-Type §,
surprisingly, nof the ariginal

#ame = of which it's based, LD

SUPER SH ANGHAL (JAF)

Hot B, & M

1 plaver

It's hard to see what's ‘super” about it,
other than a show-offy intro and the
odd silly sound effect, but as a version
of Shanghal, the puzzle game,

it works. Relaxing and

compulsive, but not great -

SUPER SMASH TV (JAP/US/UK)
Acclaim, 4 Mbit

1 oo 2 players, SF1 8%

A tramslation of the ultra-violent coin-
op. this is incredibly good short-term
Tum. Mo show-down, plenty of tough hits
andl bags of sddictivensss -
you'll keep coming back bo it n

Recommeendesd, 407
SUPER SOCCER (US/UK)
Alternative name: Super Formation
Soccer (JAP)

Human/Mintendo, 4 Mbit

1 or 2 players. SF1 83%

This i protiably the chosest you'll get to
real booty on the SMES. Inpressive 30
graphics, and jolly good fun to play. But
it doesnt really feel much like foothall
a5 suclhy, perhaps because the rules have
been messed around a bit.

We're slill wailing for the SNES”
equivalent of Sensible Soccer. A0S

SUPER STAR WARS (JAP/US)
JVE, B Mbit

1 player, SP4 8%
The music is the first thing that hits you
- a perfect rendition of all the hest tunes
Ironm Ele fibm = folbowed by the fantastic
Slar Frarsy beel that pervades the whoks

thing. il you koved the film,

your'll bove this too. (Oh, and -
it's greal fum 1o play, toa) A
SUPER TENNIS [JAP/US/UK)

Tankin House, 4 Mbit

| or I players, 5P1 5I%

Choe il £hee bees?t feminis games on any
machine {only rivalled by two fab tennis
games on the PC Engine). The range of
shis available s amazing. B's pot
bashing a ball backwards and forwards
either = there's a comprehen-

slve line-up of tourmamernts and

things to enter, too, Brilliant 10

SUPER TETRIS 2 + BOMBLISS
JAP

ullet-Proof Software, B Mbit + BB
1 ox 2 players, 5I5 83%

Temriz is probably the best puzzle game
e, but disesn't a]-ng-s oonvert well o
different formats. No worrkes with the
ANES wersion, though, which boasts kots

of extra bits (like Bomiis) in
ahelithon 1o a solid rendition
ol the origingl game.

SUPER VALLIS (JAP)
Tedenet, B Mbat

8

1 player

A corversion of the PC Engine CD ROM
game, leaturing the exploits of ks ol
Japanese girlies but no

excitement, Vs boo contrived,

boring and Bnear bo live g Ly

SUPER WAGAN ISLAND (JAP)
Narncol, 8 Mbit

1 player

Funny, with cute graphics and likeabde

characters, this is a semi-ancade, semij
text-based adventure for the younger
player = we got a fair way into it withow
umlerstanding what was

golng on. (It's all in Japanesel) -
Impossible (o judge, L

SUPER VOLLEY Il (JAP)

Video Gystem, & Mbit

1ar 2 players, 5P5 BI%
Wieird-lookdng with a determinedly two-
dimensional perspective. But a wealth
of ‘special moves', and the fact that's
it’s a coinop conversion, make

& game that's fab fun o play - .
espocially with two players. EL¥

SUPER WWF (JAP/US/UK)
Acclaim, & Mbit

lord pla}'eu_ 5Pl T4%

Marvedlous graphics, and enormous fun
to play - short-term. But, all the
diflerent wredtbers behave exactly the
same Andl there's no fournament
syatem like on ather vergions, either =
that's it, WHWF cant be

recommended.

Alternative name; Aguri Suzuki F1
Su%u Driving (JAP)

LOZLC, & Mbit

voul win or lose & fight and
o
SUZUKI F1 (UK)

| or 2 players
Fast, 3D Mode 7 courses and tunnels
arml briddgesT This game is extremely
well presented, but suffers from the
il indde |||:|-war|1|m-nd-l;nn1crs
problem thal seems to plague so many
SMES driving games. If you can ve with
that, hioweser, the split-screen
Iwairpiliayer mistde is & definite
atded honus.

SYVALION (JAP)
JVG, 8 Mbit
I player, 53 46%

An gadd maze-based scrodling shoot-'em-
up wisere vou guide a dragon down
haddy-infested passsges. It looks tacky
tuat is actually quite good Mot

miach of & challsnge_ thoisgh

and ned o yous Il redem 1o Lgs

THE KING OF RALLY (JAP)
Meidac, § Mibit

1 player, 575 39%

The most eyecatching 30 effect in
wears, but that's really about it. The fact
that thesre are no olher cars on the road,
and the unimag@native desham

of the cowrses, furns info a

buatthe o stay ywake EX]

THUNDER SFIHITS {JAP/US)
Toshiba EMI, 8

1 player

A conversion of the well respected
Mega Drive game Thunderforce 3, but it
isn't amywhere near as good on the
SNES. Guess why™ Yep, shw-down
spaoils the sction! Eversthing else is very
slmilar tir the MD game = ie no effort has
heen made to use any of the special
features that the SNES can
offer = which results in rather
i migsed opportumity. EIT:]

TINY TOONS

Konami, & Mbit

1 player, 5P5 A9%

The ultimate in cartoon-style graphics,
animation and sound, with bags of
variety ami clallenge. s in

danger of being foo cute, but

it's impossible mot to love it A8

TKD BOXING (US)
Altarnative name: Warld
Champlonship Boxing (JAP)
Sotel, 4 Mbit

| or 2 players

Baxing games are very dilficult to pull
off, and this is the kind of thing that
Lemds to happen as a result, s wiell
presented, but the gameplay

is rideculously simplistic and

gets Boring aquickdy, Steer n
well clear. D% T

1

TOP GEAR (US/UK)

Alternative name: Top Racar (JAP)
Kemco, 4 Moit

1 or 2 plavers, 5P3 Té%

5o fast it'll make your eyes go squilfy.
The screen is divided down the middle
Sk Ewo plEyers can compete - just as
well, as it's dulll as a one-player game
The game was developed by Sheffield
software house Gremdin, so fans of their
Lotus games will be on familiar ground
here. No smooth Mode 7

graphics or elaborate trackside n
detall, just hots of driving fun. 107

TURTLES IV: TURTLES IN TIME
JAP/US/UK)

Efocmm & Mbit

1 or I plavers, 5P2 B4%

This 1% & wery good beal-'smeup. Superh
graphics, some clever characterisation,
Irantic gameplay, and a terrific
assortment of different levels means
plenty of fun. On the downside,

it does get repetitive, and 9
doesn't take long to finish,

ULTIMATE F[] OTBALL (JAP)
Sammy, 8§ Mbi

1 or 2 players

Ameerican foothall - what & ridiculows
sport, eh? 5till, that needn’t prevent
Llnnesde Footbail fram being a decent
gAme. The probiem i that this 15 50
lEmited in bath SCTI and fechaical
merit that it can't reslly he
recommended to ampone
excepd real footy fans.

ULTRAMAN (JAP/US/UK)

Bandai, § Maoit

1 player

At first it's laughable: a ridiculous-
losoking giang superhern beating up
meamsters that kok like people in rubber
sults, But then you reallse that's how

it"s meant to he. This is based on those
drendful lapanese disasier

mavies you oocasionally see an 9
Chanmel 4. Laughabde, L

UN SOUADRON (U SJ'I.IH]
Attarnative name: Area 88 [JAP)
Capeom, 8 Mbit

1 player, 571 91%

LA

lliantly designesd psewdo-conversion
the colr-op, and still ane of the best
games on the machine. Althoagh it
shows dowm in places, the action is still
exciting. Sonically average, but
graphically superh, and 5
Super Play lavourite, R [y

VOLLEYBALL TWIN (JAP)

Tonkin House, 8 Mbit

| ar 2 players, 8P4 T6%

'u'nll-eyhuﬁwm thie peopde who brought
us Super Tennis, The slow scrolling
temds to knacker your chances of
recefving the ball from time to time,
otherwise it plays pretty

solidly (and the Besch Volley n
ts something else). L

WAIALAE COUNTRY CLUB
JAP/US

&8E Snl?, 8 Mbit + BB
1 1o 4 players
This is the second of three goll games
all using the same programming and
graphics (e other bwo being Angusie
(oot and Pebble Beach) but all
representing different courses.
Accurately depicted and
probabdy the best goll series
om the Super Nintendo by far. 2007

WHEEL OF FORTUNE (US)
Gametek

lwi plng,!ﬂ- aPE 10%

A texlicnas quiz-show conmversion that
shiouldn’t have happened at all. A guest
appearance by Vanna White is

perhaps the only reason we

actually gave i amark at all, 18

WING COMMAMNDER (US)
Mindscape. 8 Mbit

1 playes, SPS 6%

A big 30 spaceship sim/shool-'em-up
thing. (rverrated in its original PC form,
s & less-than-sparkling SNES
comversion doesn't help

matters, but, having said that, n.
il's nol u'rmllytu'f = .
WINGS Il (US)

Alternative names: Sky Mission (JAP),
Blazing Skies (UK)

Namca, 4 Mbit

1 plager, 5P T1%

i

Mol as impressive as the screenshots
{=0e lssue 2) make it ol 1o be, but still
an attractive and atmospherse World

War Egame, It's also the only
SNES fMlight simn where you can ﬂ
actually shoot things. e

XANDRA'S BIG ADVENTURE
JAP)

"iiﬂlllil.lli, i ML

1 player, SF1 B8%

A phaoyre platinem game that aaght o
b betber known. Versatile and very
sl witl & great central character,
amd the gameplay, though
a hit patchy, Is brilliant fun, %
despite all the Lap text, F ]

XARDION (JAP/US)
Azmik, 8 Mbit + BB

1 player

Froum the makers of 1 Foece comes
anaother disaster! This time it's an E-
SWAT clone - you controd a robaot that
musl progress through different zones,
each with & guardian. Soumds okay, but
the dreadful graphics, awful

sonbes, and pathetic gameplay

and structure rin i g ey

Ysi JAF.‘USL

Tonkin House, & Mbit + BB

| player

Mot as good as the prequel (Y5 Books [
& Z) on the BEEngine CTr ROM, bt still

~ atop quality RPG. Instesd of sn

overview of the landscape, you got a
scrolling sideon perspective,

and though '3 o as big as

the: first two games, it's han, 10

ZAN 11 (JAP)
Wiolf Team, & Mbit + BB

1 player

A pretty fullscreen map view - and
ety of Rerritory fo comequer, but
working out what else it boasts proves
difficult. Ancther unimtelligible
Ho-Brits war game. [mpossibbe

to Judge. g/

EELD& .ﬂ. LINK TO THE PAST ,
JAP/USY

imtendo, H HJDH + BB
| player, P2 3%
A brilliantly designed and implemented
adwerilure sl puls similar gamses (o
shame, in mach the same way as Moo
dominates the platorm world =
Nintendo's bop programimeer was
imvodved in both games. Zelda addicts
may complain it's not quite as
long and drawn out as
PREVIOLS QAT LD




NDO MAG ‘“z INE HERE’S THE DEAL:

Send us £23.40, and we’ll
ssut send you a year’s supply
of Super Piay - and then
— two more issues :

__ : - ! completely free! In every
T AL H‘” copy you'll find:
e : » The hottest news direct

from Japan and the States
e In-depth reviews from
people who know what
they’re talking about
» The best player’s
guides and tips
e Your gaming and
. technical queries
answered
\ e Special features on
everything Nintendo

It’s a bargain!
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mssout’ BACK ISSUES |

Holes in your Super Play collection? Then fill "em with back issues!
Each one's groaning under the weight of it’s own sheer brilliance.
@ Each copy costs just £2.50, including post and packing. Fill in the
form below today! You know it makes sense.
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ve’ll ISSUE 3 S ed
1 mm—— JANUARY 1993 ISSUE 4 = LUN
ply DECEMBER 1992 Even bigger and even FEBRUARY 1993 ISSUE 5
hEn NOVEMBER 1992 Bigger and better! 108 better! There's @ huge Our even-better still fowrth MARCH 1993
The original! With an eight- pages packed to the spine feature on CD ROM, and issue has a complete guide It can't be... but it is! Our
page guide on everything Super  with game reviews like another describing the to special chips in fifth issue is even better
. Hintendo, it features three Super Mario Kart. Plus, a Super Scope. There're cariridges. The top reviews still, with it's Las Vegas GES
very Super Player's Guides, reviews  feature on games based on masses of reviews, and a include Super Star Wars report, a four-player adaptor
of Super Mario Kart, Hook, anime, another on haseball Super Player's Guide to and Human Grand Prix, and feature, reviews of Assault
Bart's Nightmare and more. games, and a report on the Super Marie World. On top there's the first hall of pur Swits Valken and Timy Toons,
rect PLUS! A fabulous Super Play Takyo Nintendo show by of all that, we've thrown in  guide to Another World. I's ~ and Player's Guide to Desert
pin badge stuck to the cover! Peter Molyneux. a free 1993 calendar! essential reading. Sirike. Don't miss out!
tates
om _--------_----------------~.
1at Your subliminal message has got through, and I would like to subscribe to Super Play! Oh, and %
It I'd like to grab the last chance to get 14 issues for only £23.40.
PLEASE SEND ME THE FOLLOWING BACK ISSUES AT £2.50 EACH (please tick) ISSUE 1 . ISSUE 2 .
Subscription UK £23.40 &
. ISSUE 3 ISSUE 4 ISSUE 5
Rest of the World £51.95 [
 on Method of payment  Cheque 5 IR . T S
Ti[i] (please tick)  (made payable to Future Publishing Lid) Address:
Postal Order 4]

Cards Access [l Visa |

N o i e
card No.[HIHIHEH HEEE BEEE BEER
B - CERTERR T T

Please return this coupon - or a photocopy - (together with your cheque if applicable) in an envelope to the following -
address: Super Play, Future Publishing Ltd, FREEPOST, Somerton, Somerset TA11 7BR. (You won't need a stamp.)
This coupon is valid until 30 April 1993, SUMAG/0493
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e SHOWCASE

B
CONSOLE CONNECTIONS [Bredl |

I, .
UNIT 2, OLD BAKE HOUSE LANE, 'VisA HON-1AY
m— TOAM-6PM
TEL/PAX CHAPEL STREET,PENZAMNCE, TEL/FAX SHOP & MAIL "
3 CORNWALL TRIB 4AE 41 -
131 ORDER ADDRESS i ;
N v STt s 3000 3R AKD WAL a2
FLDA
LATEST SNES GAME TITLES Lo Wonron L4800 Surer warsTass s £64.00
THUMINR SPRTS jUsh E4300 COWATEA 1§ (L] £42.00
U 5 A ARCANA, IS) £40.00) ADTAMS, ALY [115) L4000
CAETEWANIS, B [L15) Egﬁ CASTLEVARSA IV [IAF) fﬁm
______ 4 FLARLES o [L15) 3 PILEIT Wi (L8] A2 00
- e Ol Edd. 99 ROBOCOPF 3 ...oovviiiirinnnnnas £i19.99 Aietnd £34.00 L 5 bush L4 00
LT e S EA9.9%9 J.M. P .icciinnusnsiisrrnnnnnannns Ed44.99 GRADLIS B (L) £37.00 BOROCOE 11 (U5 E45.00F
. JAME R s iaiaie iy .99 RASRICH KART [LS] £45.00 I CEAR {US) £40.00
:IIJHII.T: ::.n :l:f;:i!l!ﬂﬂls IIIII ::::: s = SEHA BLATER frsh 44000 DsACALHS A £42.00)
.............. . ANFLA (L8] £45.00 ALY (1P E42.00
DESERT STRIKE ..ccccccsivivinns EAd. .99 5 F E c IA L D F F E R 5’ P PHALET MEAT fiai) E;": N} SUFER PLAY ACTHON FODTEALL f44.00
CALIPIRMA CLAAES i .01 PARDOILS (148 £45.00
DM THE BALL ...iicivincnnnsannns E42.99 § VALIE (JAP) spdsaanbbiainsninsensn ol Ty PHALAMTY [LI] E46.00 -'.crll.‘"-I £48 00
NHLPA HOCKEY P3..cciusuiuiies E48.99 AXELAY (JAP] covnervrennnrrnssnsss  EAT. 00 DESERT STAKE (L) E46, 001 P GEF |US) £46.00)
MK . hACIC AL CRLIPST E49,00 HIIHES [P E52.0H)
EPIDERMAN-X-MEN ...coocnneei EA90 WWE [USA).eeeeernrrronrnns . B34.99 il e Y b E46.00
HEA & HALLEMGE ....C44,99 R, ! <
ol R BIAR e at t MNTEEVAMIR & (ARE) ... . £14.99 OTHER TITLES AVAILABLE AT BEST PRICES, PART EXCHANGE WELCOME
SR R PR ef ALY SECOND HAND GAMES IN STOCK, RING FOR TITLES/PRICES. SHOP PRICES MAY VARY
B 0 e o e a 22 CENTRAL ROAD, WORCESTER PARK, SUHREY
OUT OF THIS WORLD ........... £a4.99 JAPAHESE GA.MES GAME PRICE INCLUDES PAPF CONSOLES ADD 4%
:'l:':'. ::’;ﬂnu“! """""""" z::':: B SUP SOTERR vorvinicssinssonnn £34.99
"""""" g HUMAN GRAMD PRIX ...........E44.99 -
(=0 LT T BN e g R UNIT 87, MARKET HALL, |
EOR AN EAT.9% LU sMING BEAT 3 onooi s e MARKET ST. PRESTON PR1 2JA I
e ::::rl :.i:]TTIt R rsiinanansnan :::.:; EEAR WARE..eonerrosises oo, Ehii SHWDMmﬁmgﬂj.mm,
T SR s a AL o = |
FINIY TODNE .. iininniannninss L4499 il xisiinntricE - | =
BARTE KNIGHTMARE............ £47.99 F (CODRIEDI LIRSS [T-IE. . TEL OR FAX 0772 883508
SUPEE OHOULS & GHOSTS..... £41.99 L — el

+ MANY MORE GAME TITLES IN STOCK - USED GAMES AVAILABLE EXCHANGE SEH;L’ICE
PART EXCHANGE YOUR USED GAMES - MASSIVE REDUCTIONS 3

CANT AFFORD A NEW GAME??
GAME EXCHANGE SERVICE WIN WIN WIN THEN WHY NOT EXCHANGE YOUR OLD CARTS WITH US. OR
SWAP YOUR USED GAME | PAST SERVICE - Win £130 worth of BUY A USED GAME FOR ALMOST HALF THE PRICE OF A NEW
MASSIVE SELECTION ALWAYS IN STOCK! for your n';:iilu ONE. WE HAVE BEEN ESTABLISHED FOR OVER 2 YEARS AND
Mg sk pccne vt PROVIDE AN EXCHANGE SERVICE SECOND TO NONE. SO WHY
RANDOM EXCHANGE 0839 007781 NOT GIVE US A TRY TODAY, JUST SEND A $.AE. TO THE
SEND ANY FULLY BOXED GAME & WE WiLL RETURN RS L TP ADDRESS ABOVE FOR AN EXCHANGE LIST FOR MEGADRIVE OR
e . Galls cost 36p per min cheap rat: 4Bp SUPER NINTENDO/FAMICOM OR RING THE HOTLINE NUMBER
CURRENT CHARGE £3.50 INC PP PO 3 o . M i BELOW FOR A QUOTE ON THE EXCHANGE OF YOUR CHOICE,
SR ST I - S TG Max g dming ALL CARTRIDGES WILL BE SENT TO YOU BY FIRST CLASS
DELIVERY £10 CONSOLES - £1 GAMES RECORDED DELIVERY.

« SAME DAY DESPATCH

EXAMPLES OF EXCHANGES
MEGADRIVE DESERT STRIKE FOR LEMMINGS 499 + 1.00 P&P | |
MEGADRIVE JOHN MADDEN 93 FOR SONIC 2 499 + 1.00 PAP
SUPER NINTENIM) CONTRA [ FOR DESERT STRIKE  7.99 + 100 P&P ‘
SUPER NINTENDHD SIM CITY FOR ADDAMS FAMILY 7.99 + 1.00 P&EP |

)
CARTRIDGES VISA
RTB com P“TEH M]-'.ﬁ."n}]%% FRICES FROM 999 TO 2500 IS
f SUPER NINTENDO ~ PRICES FROM 19:99 TO 37.99 |

WCONSOLES ™Mt

s ety ot g o CALL or FAX Now _ a: s
' ; it E SPECIAL LOW PRICE | NEW RELEASES . |
CALL FOR MEGADAIVE . WEOGED| % 3 DIRECT FROM ASIA WE STOCK ALL NEW RELEASES FOR B&TH SEGA MEGADRIVE AND SUPER |
El II:._.--,|_-: FRICE HERS MEW CALL + VIDED GAMES & SYSTEMS « NINTENDOYFAMICOM (Please note all Mintendo carts are U5, unless atherwize '
STAR WeR [¥]?

# NEW RELEASE GAMES stated). PLEASE RING OUR HOTLINE FOR PRICES ON ALL NEW HRELEASES.
 JOYRADS, CABLE, ADAPTOR « g RO Yo ; i

* MEGA DRIVE. CD-ROM, SUPER FAMICOM, MED GED, s ; P y , sy - . C
P o, o, QG+ ORDER HOTLINE 0772 883598
* HAEDWARD, SOFTWARE =
« COMPUTER ACCESSORIES v

ALL PRANDS ARE RICISTIRED TRAGE MARKS
OF THEIR RESPECTIVE OWNINS

47 5 B i
1 13 MONTHS QUARANTEE —
GET INT0 ACTIDN

oA (0670) 71

TO SEE HOW
ADVERTISING IN

RM 802 HANG PONT COMM. PLEASE NOTE WE RESERVE THE RIGHT TO ALTER ANY PRICES WITHOUT PRIOR NOTICE.
BLDG., 371 TONKIN ST,

KOWLOOMN, HONG KONG

SUPER PLAY TEL: 010-852.7284805 BORED WITH YOUR OLD GAMES?
FAX: 010-852-3876066 CAN'T AFFORD TO BUY NEW ONES?
CAN WORK FOR YOU, NO NEED TO SPEND £30 - £40
eALL JUST SPEND £3.45 PER GAME (INC. 15T CLASS PosTAGE) AT

DIANE ERSKINE ON
0225 442244

Send your Game & Instructions with your 1st/2nd/3rd/4th
choice swap & a cheque or postal order for £3.45 per
game with your name and address to:

SUPERSWAP, P.0.BOX 148, STOCKPORT, CHESHIRE

U, game | SK2 6EJ. TEL: 061-419 9808 (Office Hours 10.30am - 5.30pm)

B Scard Cable £10.95 H dﬂ - F Iﬂ
m: n?' n‘ 1," Swpes Wultl Top § Phaver Addapior £2455 on }' T af

ABSOLUTELY ALL HARDWARE/SOFTWARE R—PLAY
WA H T E n I8 -l.k'c! Jﬁ.{.\“.-‘l _,\"_, :-{F‘n' :"r;tnf: IS
BIING OR SEND BY POST WITH SALFOR ASH - WUSK w0 [ 7" ™2

WIDEQ EXCHANGE
8 I*K.‘.ImHEHI.I.GAH L L'::'HMH 'Pl'1'| SMES [
(0PN T 0AFS 1040 ) e

Play any lap
e - oy £ IILHS

A prices e, VAT and recorded delivery,

(ALSCYWAST SELECTION M SALE) | Trade Enguiries Walcmme,




e SHOWCASE

q - s ey SWOP YOUR OLD VIDEO E
431 - a SwopaGame (UXK) s

FOR ONL‘J" 53-45 (Incl 1st Class Post)
ﬁ WE SWOP SEGA, NINTENDO, GAME BOY, GAME GEAR, LYNX: UK, US, JAPANESE: CARTRIDGES OMLY
L'm MBME.iisiississiisisssarsrsasrsannnsans PEREINREE. ... covoiinisonsiibibiubiiiiastbbersssssistsssusssnssnsammtiimie s bea b o s S
i GAME TO SWOP SWOP OPTION 1 SWOP DPTIDN 2 SWOP OPTION 3
5 £3.45
’% £6.45
100 £9.45
.H:'; INSTRUCTIONS: Fill in order form for up to 3 games. Choose swops of same value. Send game to us with
0 instructions and cheque/PO for £3.45/£6.45/£9.45. Don't forget to tell us your name and address.
e SWOPAGAME (UK), Dept SP39, 23 MELLOR ROAD, CHEADLE HULME, CHESHIRE, SKB SAT
“: {DR SWOPS AVAILABLE/TERMS OF TRADE CALL 061 485 34892 (1pm-8pm Mon-Fri. 10am-1pm Sat,j/
Y VARY

f’%’%f A W \

JIEM Consoles ESSES /) CONCy
Leading Console & Peripheral Importers PAHT ExcHA"EE WEI-BOME

From The Far East

ey 39.95 Out of This Warld .98

SUPER NES with Mario 4, kS £ 149 99 Barts 41.95 Pal Booster 28.96
2 joypads, PSU, (Scart) unbeatable . “III V Blazers . ﬂ: m':" E-:
Castlevania IV 39.95 Pro Action Replay 44.05

Controller 15.98 ...u.‘."f.,mr...; ﬂﬁ

SUPER NES, joypad, e £1 19 99 Convertar .95 Scart Lead 11.95
PSU (Scart) unbeatable ' | ipeeg g e b
Dusl Test Drive I 41.95 Sonic Blastman 41.95

R — s ., &

For all your Nintendo peripherals Bhouis and Gnosts 32: Star Wars JAP 4.95
telephone our Gods 42.95 Street Fighter Il JAP 49.95

order line on 0634 670589 s o e e Tmm R
Access/Visa accepted ek e Ralistent e

. Mario Kart 39.95 Turbo Touch 360 22.95

Full range of Sega peripherals Mario Paist UK or USA  48.95  Turtles IV Z wes
also stocked. == 4185 WWF JaP oo 3005

Trade enquiries welcomed.
50% of our business is to the Trade!

Pleane coll before sending your oeder os ovailobility connol be guoranteed
Pleere odd ©1, 50 PRP Gowises e soni recordod defivery

Shop: 213a Belsize Road, London NWé
Send orders fo: Mega Games, Merlin House,

JFM CONSOLES,

57-59 Luton High Street, Chatham, Kent

Please add £5 per console P&P

122 - 126 Kilburn I'ligll ltnml, London NW6& 4HY

Tel: 07 372 4356

hop prices may vary,

) 9% 9X9 gAQ QA XS Gie @it
<< THE GAME WIZARD'S ULTIMATE <<

MYSTERIOUS CHALLENGE
AN FOR THOSE WHO WANT T0 BE THE BEST, W)
s u P ' R P LAY {:{« THE ULTIMATE QUIZ. THE ULTIMATE MYSTERIOUS MEZ
CHALLEMNGE. ‘k
OFFERS YOU THE READER THE ONTHLY PRIZES:
FIRST SELECTION OF %‘UPEH NES CONSOLE, REMOTE CONTROL 4 WHEEL DRIVE, SELF BUILD ,ﬁ
PRODUCTS IN THE COUNTRY ONSTER TRUCK, FORMULA 1 SCALEXTRIC, GAMEBOY & ACCESSORIES
AND YOU THE ADVERTISER A DAIL NOW TO WIN ONE OF THESE FABULOUS PRIZES:
PRECISELY TARGETED
AUDIENCE ENABLING gﬁ 039 'i 3 ‘i 4 ﬂ a ‘i .{x
e L e el e SR N, ok et S ey

date March 20 15993, All winners decided L'r,' th L‘l’l‘ﬂl\.llr Addifional competition irlormalion

“Ax . “ " “ ‘x ' ﬂ s “ n ‘ available by writing to addness above. Lengeh of 3 calls iotals B minwtes maximum

AND MINIMUM COST /RS RS i el




NEXT MONTH (IO TV
IN SUPER PLAY!

ROLE PLAYIN

Baffled by jargon? We know the feeling. So we've collected
together all the complicated technical terms we could find.

Action Replay: A 55
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SCART 8¢

REVIEWS! REVIEWS!

Seraldlimg: Sunply Hee proos:

1: . REV' Ews =) Can't wait? Game Boy: Nintendo's black-and-white
i ttery-powered hand-held console

You'll have to hang on
till Thursday, 1 April, when
the next issue of Super Play

makes its debut.
Suped Seape; The haioo

ORDER U
YOUR COPY : s :'. ! -: :I"-_.'_"I' the
TODAY!
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of, mate by Hornby
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Huper Nintendao

’----------------------

RESERVE YOUR COPY OF SUPER PLAY!

Dear newsagent, please reserve/dellver* my copy of Supor
Play for ma every month. Cheers!

Name:

Super Detormed for D) A Japanese anime
term Whanar
ill srjuashed wp, wi

se -Clean

I higy, cute ayes. Als

Supur Familcom: The Japanose name for th
Ly e e

APRIL 1993
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Megabyte: B mey

Total!: Our sistar mag
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THE ULTIMATE

GAME sUSTING

CARTRIDGE

™ WITH THE ACTION REPLAY CARTRIDGE
YOU CAN NOW PLAY
YOUR FAVOURITE GAMES
TO DESTRUCTION!!!!

Just imagine, infinite lives, unlimited
energy, special effects, extra fuel/
ammo or play on any level. Become
invincible with the Action Replay
Cartridge for your SUPER NES™
GAME BOY™ Console.

G ¥ Rar s e

P So easy to use...if

. | EOESEE ETOOE . |
u alread on Replay | OO
----- - - IN/INITE
n LIMITED A :
. .G'AL _ _ m Neo other product can offer this! -
P Mow you can play your games-to levels
i st e, Toys A Un. ACTION REPLAY LN
: HELFPLINE o
INFORMATION AND NEW CODES £
0782 T45990 for the SUPER NES t -
0782z 745991 for the GAME BOY |
L T ate
B

h’ Action Replay even works as an
adaptor so you can now chooss from
the huge range of US B Japanese
software and play it on your

UK SUPER NES Console.

JATEL ELECTRONICS
GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON,

STOKE-ON-TRENT, ST4 2RSS, ENGLAND. FAX 0782 744292
TECHNICAL/CUSTOMER SERVICE 0782 744324

EL: 071 S80 6960




“Thiglis ulf

Jimmy Connors, ranked Number 1 for 159 weeks, holder of EIGHT Grand Slam titles and a

record 109 single titles - more than any other male player in history - is the GREATEST tennis
champion ever! Now YOU'RE Jimmy Connors, battling your way to the Number 1 spot. Past
sixteen professional opponents. On center court of the most prestigious tournaments on the

world circuit.

Put a topspin on your serve and smash it past your opponent. Ace! Learn the strengths and

weaknesses of each player as you climb the ranks to the top.

Work with five professional coaches to hone your shots-lob, volley, forehand, backhand, net and serve. Play one or
two player against one, two or three computer opponents. Realistic graphics and awesome sound. This is

professional tennis at its very best!

#+ Choose three play levels: Amateur, Intermediate or Professional
# Choose two control modes: Full or Easy Control

+ Play singles or doubles

+ Play on grass, clay, hard, indoor, Antartic or desert courts

# Password feature lets you continue the game'at a later time.

SUPER NINTENDD

Nintende =. Super Nintendo Entertainment System™ | the Nintendo Product Seals and other marks designated as *T

LICENSED BY

UBI SOFT Ltd.

Finchley House 707 High Road

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