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A multi-level shoot 1em up based on aspects of all three
movies. You can choose to be either one of the two high fi
each having his individual strengths - and weaknesses! There are many

a-tddnagred 4 rl, the persuit
and arrest of drugs runners, finding and arresting a police riurderer, plus
many more. You choose the level to suit your objectives wift in the game-play. -
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T f l i n g s  d o n ' t  stand st i l l
around here, that 's for
sure. As wel l  as our new

price (sorry about that), we've
got a few more changes for you
this month -  I ' l l  tel l  you about
them in a minute, First, though,
a few highl ights from this issue
-  we've got a giant feature on
Japanese comics, and how
they've influenced Super NES
games, an in-depth look at
Startax (the first game to use
Nintendo's new Super F.."( chip),
and more previews of games
about to come out in the States
end Japan than ever before, This
Is al l  stuff you just can't miss,

Then, on page 24, you can
read the results of our Golden Bee
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
Marto Kart really better
than SPIT? See if you
agree with the rest of
the readers here.

Now for the
changes. There are
two new people
to introduce
you to this
month, and one
farewell.
Farewell is to
Traci
Rochester,
our art editor
for the first
five-and-a-half
issues, who's
moved onto

pastures new, 4 . . . . .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
hAr replacement, Lisa Nicholls,

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, Use. 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 two,
but three Player's Guides. There'll
be more from him in the future.

Finally, I hope you enjoy the
giant Startox poster presented
with the magazine this issue, and
we'l l see you next month. The
best is yet to come!

Matt  Bielby,
Editor
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SUPER EXPRESS
Super Play's World
News Network
The hottest news from around the world!

PREVIEW SPECIAL
Join us for a closer look at the hottest new games ahoutl
to be launched in both America and Japan/

BOOKS 11
Jonathan Davies comes over all literary.
LIVE FROM HELL CITY  1 4
Peter Evans explains the sort of music the Japanese like
to listen to!

ANNE WORLD  2 0
Live action vs anime - why the Japanese prefer to do it
on paper.
SUPER F u r s  HOT LIST  2 3
The games we play the most - and which we think you
realty ought toga out and buy!
THE GOLDEN BEE AWARDS    2 4
The results are in! Find out whether the games you voted
for came out tops!
OATEBOOK  2 6
Exclusive to Super Play! Every single game coming out
worldwide on the SNES over the next couple ot months!
CHART THROB  2 7
The biggest selling games around the world this month.
SUPER PLAY INTERVIEW  2 8
We have a chat about Street Fighter Final Foght II and
life in general with Joe Morici of Capcom USA!

itt;IIPER PLAYER'S GUIDESAll by top gamer Allan Brett
Strust

The ultimate
guide! How to
access those
combos and
more! 4 8

Sew! Mn7er
A start-to-finish

In
In guide to

Actraiser's
fabulous sequel.

How to win
without relying on
The Force!

6 4 }
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611AINX: THE FIRS

We make the c ection
between Japanese comics
and 4 2

Cute
animals
and big-
eyes - are
we talking
SNES...

. 4 - • F • T = 1 1

A first look at the most important
game of 1993!  3 0
The word 'revolutionary shouldn't be used lightly, but it's hard
to see how else Stadox 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 itselt, and one look

at Stem's amazing 3D
graphics will show you
exactly why_

• wail

Where do they get their ideas from? Walk into
any Japanese newsagent and you'll soon see
There are Street Fighter comics, Ranma I
comics. Dragonball comics, Ghndam comics...
We reveal the games that are based on comi

e c o l t  t h a t _ l a i l t  on games.

REGULARS

Packed to the brim with playing tips, and
incorporating Ask Ade, our regular games advice
column -  that's Mode 7!

78

Whatever accessories you're after for your Super
Nintendo, from T-shirts to binders, you need look
no further than this'

You've been asking us so many complicated
technical questions that we've had to specially
extend Gamefreak this month to cope!

79

4 C I F  PLAX1pACH
Pages and pages of your letters! Plus: the very first
examples of your envelope art - and they're great!

SUPERMARKET
Bargains galore in what are surely the world's
finest reader ads!

B 7

Every single Super Nintendo game in the world
rated! (And there are loads of them...)

84

8 8
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Left: Fox McCloud and his
chums, the heroes ol the
name Marto( (far telt), are

lue to become '93s
biggest heroes. Find

out why here!

(  SUBSCRIPTIONS )
Absolutely your last chance to take advantage of
ordering a subscription at the old low price. You
could save yourself a small fortune'

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

(  CARTOGRAPHY )
All those tricky technical terms that ye been
troubling you explained.

GAMEREVIEWS
R E V I E W S )•- • • •

WWII/PIO We'd be fibbing slightly if we said we'd got reviews of
lots of really good import games this month, its certainly true
to say that we're covering a fair number of important ones.
Ranma 1,2 Part Two's been causing a lot of fuss recently,
being a spin-off from a top Japanese TV series. We discover
that for some reason its not quite as good as part one. Aliens
vs Predator is another one we've been looking forward to -
and one which, in the event, left us uttedy cold. In fact, the
two games we really liked this month came as something of a

Great screen monsters clash surprise: Pro Baseball League 93, and an off-beat Japanese
on the Super NES! 1  shoot-'em-up Flying Hero. Check out the reviews for more.

I

•

'siG BEV. A t t a r s
A cute, bright and surprisingly liUMUNGOUS 5 ' ITURE

: lovable new Jap blaster . 1 3  Incredible shrinking man

Cute beat-'em-up action - but
does it top the original?

I MPERILIIV1
It's got giant robots, yes, but
it ain't no Cybemator

CHESTER CHEETAH
The US equivalent of Cohn
Curly arrives on SNES

4111210•
J r ; L a i  '

3
Like baseball? This is the be
SNES version yet 9

Like baseball? Then this ain't C ross  Tetris with Scrabble S c o p e  game yet
one to queue for _ L I  and  you'd get the idea A 3  ( f b r  what its worth) _ _ M I

94

9 8

98

The biggies in this
months UK releases
are Super SAW -
which we like a lot -
and King Arthur's
World, a neat puzzle
game which we like
even more. We also
look at Mario Paint and
the SNES mouse.

MA'

Draw your own SNES
graphics! 1 0

IMPORT

C
Bitmap Bros classic
arrives improved

ISSUE 6

APRIL
1993

MTh

Lemmings 2?
It's all three films
rolled into one!

A Bet Team Productioe

A But blaster to beat A  PC classic, but does
email? 3 4  i t  work on SNES? K i c k  Off revisited,_
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This month's
Super Express:

The results of
Super Play's
Golden Bee

awards (what
did you vote

for?); an
interview with

one of
Capcom's top

men; and
games, games,

games. We've
got more

previews this
issue than ever

before...

Nintendo to split
with Banda'

AND WHY THIS MIGHT PROVE IMPORTANT TO YOU

A s  Super Play went to press, rumours in
the industry that Nintendo are about to
split wi th Banda', the Japanese toy

giant whose UK branch has been handling
Nintendo's business up until now, were
confirmed. Bandai currently handles three
important markets for Nintendo - the UK,
France and the Benelux countries (Belgium,
the Netherlands and Luxemburg), wi th other
locally based distributers handling the rest of
Europe (except for Germany, where Nintendo
already has its own set-up).

However, despite great
success (particularly wi th the
Super Nintendo) over the last
year, it seems Nintendo are now
planning to handle all their own
hardware and software
distribution - though Bandai
still get to keep Konami, Capcom,
et al as a sort of sop to them.

None of this is l ikely to happen before April
this year, however.

And the significance of all this to you?
Well, i t  shows an increasing commitment on
the part of Nintendo to the UK market, for one
thing. We can only hope that means we'll get
more official UK game releases, and more
regularly too. Sadly, however, we can't
realistically expect it to lead to a lowering of
prices - but, then, you probably
guessed that anyway.

Nintendco

i f

•

Earliest utterance: 'Car'
Scariest Dr Who monster: The Sea
Devils
Always wanted to be John Wayne
Number of addresses ever lived at:
14
Actor who should star in The Matt
Btelby Story. Kevin Costner
Actor everyone else thinks should
star in The Matt Ellefby Story: Fred
Savage

like my hat because- I t  makes me
look like Davy Crockett

Earliest utterance' •Mine•I a pint'
Scariest Dr Who monster. The
Cybermen
Always wanted to bet A  racing
driver
Number of addresses ever lived
at: 16
Actress who should star in The
Sue Grant Stray Julie Walters
Actress everyone else thinks
should star in The Sue Grant
Story Bonnie Langford
I like my hat because: My brother
gave it to me

Earliest utterance. The difference
between PAL and SCART
Scariest Dr Who monster: K-9
Always wanted to be: Japanese
Number of addresses ever lived
at: Wish)
Actor who should star in The
Jason Brookes Story Wolf out of
The Gladiators
Actor everyone else thinks should
star in The Jason Brookes Story
Lisa Nicholls
I like my hat because: I've got a
great eye for colour, me
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PREVIEW SPECIAL
Fol lowing our Consumer Electronics Show
(CES) report last issue, and taking heed of

the massive number of new games lined up
for release from Japanese and American

companies over the next few months, we
thought i t

high t ime
we took a

good look
at some of

the best of
them, as a tasty

teaser for the
reviews we' l l  be
running over the

next few issues
There ar,

some
real

goodies
here, as

you' l l  see.

Y O S H I ' S  C O O K I E  (Nintendo/Bul le t -proof  Software)

four characters — Yoshi. Mario, Koopa or
Princess Daisy — each of whom has his or her
own special advantages (Yoshi plays a very
defensive game, for instance). Despite the
fact that we've
seen many similar
games before,
Yoshi's Cookie is
bound to be very
well done, and
therefore a big
E l l  We l l  be
?Mewing it in

detail very soon.
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Earliest utterance: 'Weetabix'
Scariest Dr Who monster. The
mummies
Always wanted to be Fighter pilot
Number of addresses ever lived
at 5
Actor who should star in The
Jonathan Davies Story: Sean
Connerv
Actor everyone else thinks should
star in The Jonathan Davies Story
Roger Moore
I like my hat because. I  wouldn't
give a XXXX for any other hat

Earliest utterance: 'Puppy Doer
Scariest Dr Who monster The
Cyloms (Doh l - Ed.)
Always wanted to be A  rock 'n'
roll liter
Number of addresses ever lived
at. 11
Actress who should star in The
Lisa Nicholls Story- Patsy Kensit
Actress everyone else thinks
should star in The Lisa Nichol&
,Story Sandra Dickinson
I like my hat because It keeps my
OBIS wants

Earliest utterance: "Ghee' (trans:
'drink')
Scariest Dr Who monster: Dawes
Always wanted to be: An
architect
Number of addresses ever lived
at: 3
Actor who should star in The Jen
Bridgman Story Jell Goldblem
Actor everyone else thinks should
star in The ilea Bridgman Story.
Geese out of The Moppets
I like my hat bemuse. It's
American

SUPER PLAY
PROFILES QUIZ

Despite the iniecticil of
fresh blood. amosind tales
are the am the ground Ithrs
month. Still, here's a
poser: Which member of
the Super Play team, as a
child, used to he delib-
erately abandoned in
supermarkets by his or her
gamete. they'd hide
behind the baked beans,
watching wile sadistic
glee, If you thick you
know, send the answer to:
Seperenacket Ordeal,
Sager Play. 30 Monmouth
Street, Bath BAI 25W
You migel win a T-shiall
Last mullah's answer (Me
wet ireesers thing:
Jonathan Davies. The
*Meet was Paul Clemerts
of tendon.

r

..100
fct

L A

A n o t h e r  of
Nintendo's
games using

their most popular family
of characters (Mario, et al) in a

non-platform game environment,
Yoshi's Cookie is a Teti-is-based
puzz)e game. You have to arrange
the cookies on screen in order, so

that they disappear, which clears
the stage. A t  first you start off
wi th  two types of cookie, but it

builds up to six eventually, the
game getting harder and harder as you

progress through it.
Perhaps the

niftiest bit is the two-
player 'vs' mode, where

you can choose one of

Yrishi's EetiPle is but
the latest of the
morsel erog

reds lookalikes.
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SPRING
PREVIEW SPECIAL

MVP
Football(capco
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
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.

• e

pms1 gp*piewiretstaii,
by i l i n t e n d o l l

•4, T E A M  r t A m t ,
1 m i n I A R K S  OF D a  •A.,1, iTM I N A B E F

Aladdin
(Capcom)

Okay, okay, so
you can't really
see what the
game looks
like from this
shot, but rest
mired, it's
trom Cadcow,
so it•ll look
oastA EA and
other sports-
twisters bed
better look to
thp r

Dead Dance
(Jaleco)
I ts  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...

r reel Fighter If tans! You call
possibly be sultering 111)M1 withdrawal
symptoms caused by a lack of

lookalike
Names (theter@
all ewer the
place), but it
you still need
another one,
Jaleco's Dead
Dance looks
as tine as any.

First Samurai
(Kemco)

Remember the
Amiga verstom of
this? Well, First
Samurai on SNES
looks almost
exactly the same!Looks familiar?

That's because it
probably is -  this
is the Super NES conversion of Vivid Image/Image Works First

Samurai, about to appear in Japan under the Kerr=
banner. In•game screens are almost identical to the
computer version's (which is to say, very good looking
indeed), though quite how much gameplay's been
tweaked we don't know. Mev Dino, creator of First
Samurai, told Super Play: 'The game's out in Japan at the

end of June, I believe (Kemco actually posted an earlier release
date, but they may have changed their minds - Ed), and Europe
soon after that. It's been developed in Japan byTerneo, but

they've kept close to the original concept. I've been play-
testing an almost finished version now, in feet, and it's
great -  it's got bigger opponents and more variety than
the first one, and more sampled sound and background
music too. I really like it.' You can't say fairer than that.

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 et The Beast,
features a giant blue genie,
voiced by actor Robin Williams,

as well as
many
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

previous SNES Disney coliaboration, Mickey's
Magical Guest They'll be a US release

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

Capcum s 40,sam is trII at too early a stage to show you
arty pips of it, so here's the film Instead. We've seen It and

A



Goof Troop

Jungle Wart 2 uses the still fantastically
popular Zefitia-style viewpoint to tell its
story of Taman-style heroes. heroines
and tansy animals. It doesn't all take

place in the juogle. insole!' - there are
desert bits. minintain sections and so on

too. The RPGish fighliitg bits are pretty
strange, by the look of things.

ae Itadit,onal tiooty, as
yeti ant I know hire.

labewe). mid now with see
Man in Goal Troop (right).

(Jungle Wars 2
(Pony Canyon)
Those with longish memories wi l l  remember 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 saying the games ain't
too spectacular graphically, This new one comes
across as a Zelda-style l ight RPG (but set in a
jungle, of course), coupled wi th odd side-viewed
fighting bits. Of course, i t ' l l  probably never get a
release over here, so it all hardly matters.

rC

(Capcom)
Before Aladdin arrives, we'l l  see
Capcom's secondd Disey-based

/ g a m e  -  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 Pete and PJ
on a fishing tr ip -  time for Goofy and Max to
infiltrate their South Pacific island fortress,
avoiding various traps and challenges on
the way. A two-player game, i t  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 year (though
goodness knows if the TV show wil l  ever

make it to this side of the Atlantic or not)

Dragon's
Earth
(Human)

Fans of Datebook wil l  have noticed a few
odd-sounding games cropping up over the
months (' The Devil's Psychology Game',
anyone?), some of which (at least) i t s
tempting to put down to bad translation_
When we first heard of Dragon's Earth in
the original Japanese, i t  seemed possible
to translate it two ways -  as Dragon's
Earth, or as Dragon's, urn, Posterior_
Luckily, we went with the right one, and
now the game's out in Japan i ts  possible
to ascertain what the actual game is
behind the name -  it's a very pretty
RPG/strategy thing, featuring some
particularly lovely dragons (of course),
sabre-tooth
tigers, et al
Once again.
the game is
unlikely to
get an
English-
language
release, so
this might
just be the
last you
ever read
about it
here..,

So, vital you
really want

from a game art
some nici

looking
dragons, eh'
Them you'vi
came to the

right place
they don't core —
mach nicer than
the Does in Dragon 5 E.olth, ihe latest big RPG to sweep
to vast popolarity in Japan, this one pot together by the

gerievally eicelient Human. The graphics me very
intricate, with leis ot eicellent little characters

cropping up all over the place - both man and beast.

C661 
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Super
Mega Man
(Capcom)
Long running -  and ultra popular -  NES
game series Mega Man is about to hit the
Super Nintendo. This wil l  be, amazingly,
the ninth Mega Man game (there've been
five on NES and three on Game Boy), and is
likely to follow the same, ultra-cute
platform-based lines as the earlier models.

If YOU don't know this
guy, you obviously

never had a NES.
Mega Man has
said more games
than anyone
short DI the let
plumber himself.
iScreenshot from

NES version
below.)

l-'Don't Loser, Evil Kendo
(Datam Pollystar)
You want weird game names? You got 'ern!
Evil Kendo is pronounced 'maliendo', which
sounds (to the Japanese) a bi t  like McEnroe
(as in John McEnroe, the tennis player). This

was a popular joke in
Japan, which is
why  it's used here.

The actual
game, however,

doesn't have

anything to do with
tennis, but hendo -
the martial art using a
sword. It 's about a
girl called Tsu-rugi
no mai -  translated
as 'broad sword
swing' -  who is a kendo
expert. She's asked by a Monster
Incidents detective to go off and arrest
loads of monsters, so she does. I t  looks
great, and we'll have a
review in a couple of issues.

Alth

Super Wagan World 2
(Namcot)
Super Wagan World is a cute action
game aimed more at the younger
(and crapper) gameplayer -  the
point being, i t  isn't all that hard The
plot has the evil Galgan coming from
S.

space to
conquer
Wagan World,

and you have to fight him off through a
whopping 55 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 dlnusa4ur is your hers - •  cuddly,
friendly character tor a cuddly, Moonily game. This is
what you might call your beginners' platform game - II
ain't exactly hard le complete,

Final Fight
(Capcom)
Currently under development, this was
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 F,aa F.y. ,
was easily The best

welkirrivalorwand-hitting-
people game on Super
Nintendo, and now it'S

even better!

beat-'em-up on a home system yet -  the
addition of a two-player mode (the only
thmg really missing from the first game) is
just the icing on the cake Don' t  expect to
see the game until late Summer though.

a

quite what ail the monsters in 'Don't
lone, Evil NNW have done to deserve
being arrested we don't know, nor do we
know wiry this cute young girl is the one
chosen to do the arresting. However, we do
knew that It makes for one intriguing - and
goott-Inoking - game, and that's the sail of
knowledge that comes. right?



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 B Mbit cart features various sections,

including the high speed skateboard bits here. More
details as

we get
them.
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This cute,
big-
headed,
big-eyed
Marty
Maly
sprite
adds a
lot of
cornier

Is Bock To The Figaro 2, the game,

Cosmo Gang:
The Puzzle
(Namcot)
Remember these cute little Galaxian•
loolialikes from Super Play 3? Well, now they're back, but this
time they're in a cute Terris-type affair (currently the in-thing it

seems, what with
Yoshi's Coolue, et
al). It's just a quick
glimpse - l o o k
at the game in more
detail next month.
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Remember what we said
about loshrs Cookie being
but one ot a meabet of
Totris lookalikes ;inroad at
the moment? Well here's
audio one.

'Devil's Course
(T & E Soft)
Fans of previous TtirE Soft golf games - things like Pebble Beach
Golf Links, Waialae Country 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
contains some giant
waterfalls, soaring
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 arid tired et boring,
'ordinary' golf courses? Then

look no further,

Jonathan D
spectacles
in Super N•

For a book with such a long name,
this is very small. Dimension-wise,
that is -  it's the size of an ordinary
paperback, rather than the usual
big, glossy affair you'd normally
expect. But it packs an immense
amount into its 350-odd pages.

Unfortunately, a dispro-
portionate amount of it consists of
rehashed instructions. Why do
they bother? While there's
something to be said for having all
the information in one place, it's
pretty depressing flicking through
page after page of plot-lines and
control explanations. The authors
also attempt to provide a brief

This is another of those books that
covers a whole series of games. In
other words, you're going to have
to wade through pages of NES
material before you get to the
juicy Super Nintendo bits.

It's all in here, though. The
information is laid out in the form
of a walk-though, in much the
same way as our Super Player's
Guide to Zelda in issues 2 and 3_
This is fine if that's what you're
after, but it makes it harder just to
dip into for the odd hint here and
there. If, for example, you weren't
sure what the Magic Hammer did,
with Prima's Zelda XLI book

ULTIMATE UNAUTHORISED
NINTENDO SUPER NES
GAME STRATEGIES
2ND EDITION
Corey Sandler, Tom Badgett.
Bantam Books, 350pp, E4.99.
ISBN 0-55346123- 5

critique of each game, hut this is
something the Americans never
seem to have much success with.

Apart from that, the book's
smashing. Given that it's such a
compact volume, and that over 50
games are covered, it can hardly
be expected to reveal every last
detail of Mario World or Zelda. But
there's a surpnsing amount of
well-researched information in
there. Cheats are usually given if
they exist. The tips are generally
good and solid. There's some
handy background info on the
SNES (and a sadly out-of-date CD
ROM bit). And its areat value. too.

COMPUTE'S CONQUERING
ZELDA ADVENTURES
2ND EDITION
Donald R McCrary.
Compute Books, 210pp, E11.95.
ISBN 047455-270-2

(reviewed in issue 3) you'd just
look up 'Magic Hammer' in the
'Items' chapter and all would be
revealed. With the Compute book,
however, you've got to leaf
through until you get to the
relevant location in the game,
hunt through the text for the
appropriate reference, and take it
from there.

So the usual rile applies,
really: if you've got all three Zelda
games, this is probably the
cheapest way of covering them
all; but if you've only got Zelda: A
Link To The Past, skip it and go
for the Prima book,

These books can be bought in all good
falling that, from Computer Manuals Ltd

hops or,
e phone

number Is (021)  706  6000  and whose s s  is 50
James Road, Tyseley, Birmingham B11 2BA. g m ;
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PLASTIC FANTASTIC!
Mgt 1C7=1;i4111:01MERE P u t t y

(Sys tem 3)

Amiga hit comes to the Super Nintendo

T here are platform games,
and then there are platform
games. and the SNES has

its fair share of both good and bad
However, what it doesn't have are
many platform games as original
as this one, a bizarre, colourful,
sensual overload of a game,
featuring an appealing blob as its
central character, an array of
excellent villains, and some of the
best sampled speech and sound
effects yet heard.

Putty is, of course. the SNES
Incarnation of System 3's successful Amiga release of
the same name from Autumn •92 The game is divided
into six worlds, built up of smaller levels - each of
these is about three 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 gel home, but - oh no! - arch villain
Dazzledaze has sent his minions to stop you. Not only
that, the triendly, solar-powered robots who're building

sesoweiremeeog

147g1 r.
game, though is me
amount of imagination and
character rt thstdays throughout

• 4  these inCretliblY busy screens are
-11-11 •  packed with enough weird baddies.W W 1  m o l l "

Putty throws a punch at some critter,

your tower have a big limdation -
when night falls, they tend to go
mad and fall off! It's Putty's iob to
save the three or tom robots he'll
find on each ievet transporting
them individually to a sate haven

where they can spend
the night which isn't as

•  easy  as it SOundS- W h a t  makes the

weapons, and incidental characters,
to send your head spinning when
you first see the game. Even better,
great digitised speech samples
permeate the action - there are said
to be even more of these on Super
NES that thee were on the Amiga -
giving each sprite his own distinct
character. (Just wail till you see
Dweezie or Uncle Ted, for instance )
Putty himself can do all sorts of
stun- bounce, stretch, punch (yes,

really) or even absorb other characters. and he needs
to take on the properties of some Of his absorbees to
get past certain sections of Me game.

Putty will be available in May in the UK (US and
Japanese releases will actually come much later for
once!), and will be the first of a handful of games from
System 3. Expect Dawn Of Steel (a rejigged version of
their MyM) later on, with the very different Puffy
showing its face at the end of the year.

sl at si O r ,  a m m o
01/4.- • Ank Air M N

Dweerle the cal (left) bursts through the screen to torment Putty
when he tails to do something. Nice colours throughout the game.

e.

Putty stretches, one eye on each half of his hod.

A putty rabbit? What's fAi
going on? All will
be revealed... % klirv

'UNFAIR'
GAME PRICES

Will the government force
them lower?

D o  you think Nintendo game prices are too high? If so, you're
not alone - you might have more powerful friends than you
know in the battle to force them down. We're referring, of

course, to the Office Of Fair Trading, who've been Interested in the
affairs of Nintendo and Sega since early '92. Up until now the OFT
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 outrageous prices of
game carts - seems to have spurred Mallet action.

However, it doesn't look likely that a decision will be made on
whether or not to refer the case to the Monopolies & Mergers
Commission 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

4 2 .  t h e  market -  as clearly they do - but whether they are using that to
force prices artificially high. We'll keep you posted.

BUY ME, YA
FRAG HEADS!

The main man
arrives on Super

Nintendo

cean are to do a SNESAdtb. 4 2  -11 1 ,17 '

0
game based on DC's
violent Lobo 'hero',

perhaps the only really hot
DC book 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 fitsley. No
ideas of what it'll be like
yet, but expect, it to be bat

•:.• DC Comics

AP



G E T  T H E
PUZZLE GAME
OF THE YEARNOW
O N  Y O U R

SUM NINIERm
E N T E R TA I N M E N T  S Y S T E M

At t . !
&eat ot

\,„..pualityy

G. I. Ant' is a soldier ant. He's c l e v e r ,  aod qhiy
tactical maeoeuvres. What's more f, aordinar i ly  n g  and
super smart! His latest mission is to gum uccess to the ( : y  world ol
Captain Rat's Treasure Caves. Very straightforward—NOT!
You see, this particular cave is a tunnel entrance to Domino Domain - a mini-world
comprised of nine different continents. GI must negotiate many screens of

mind-teasing problems. Each level has a door
to the next. To open the door, the 'Trigger'
domino-block must be felled by causing a
chain reaction with all of the other domino.
blocks in that level.
Pretty easy...NOT!

Ocean Software Limited 2 Castle Street Castkfleld Manchester M3 411 i t  BID LT sofTwon mum SOMW•RE

Amv.

s'FANTAnicAu
PL4 VANE.
You wilt
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Here he is again - it's Peter Evans, programmer, gameplayer,
ail-round Renaissance man, and Super Play's correspondent
in Japan. And this month he's wearing headphones...

F R O M  H E L L  C I T Y

UZAK MAESTRO,
N o t  wishing to be accused of being an

ignorant savage, I 'm now directing this
column's seemingly boundless energies

to the subject of popular music in Japan. Yes -
the Japanese listen to pop music too, except
that it 's rather different to the stuff were
famil ial  w i th  in the UK. And they take a total ly
different approach to the whole pop world.

First, however, a brief language lesson.
'Donna ongaku ga suici 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 me, 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.)

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

Busking in glorg

T h i s  Summer, whi le browsing around
Shibuya• the fol lowing 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 wel l  and good,
especially as the attendants were all female
w i th  endless legs. Being completely useless at
action games. I inst stood and watched the
'cutes'. (Ooh - sexist comment! They have
those in Japan, too.) Clearly, r iding on brightly
coloured motorbikes is a strictly male thing,
but the OLs (Office Ladies, i f  you recall)
obviously enjoyed watching.

After about five minutes of this, a truck
pulled up with a load of musical inSt111111011IS 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. Very educational, very loud and
quite entertaining.

The band had instantly acquired a large

audience through a couple of very simpe
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 :t
seems successful, market ploy.

Different wavelengths

B u t  let's get back to the subject. starting
w i t h  radio. Radios are things w i th  knobs
or buttons on. They draw on the power of

the metaphysical plane, translating what they
find there intn 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 horn-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 -  i t s  different from a Super
Famicom, which uses much smaller valves.

C I )
Music on the radio takes very few

forms here in Japan. In fact, there are

I Allh I  17,-'4•2•14111111111111
101:1

So whore you  boy Japanaso pop musk thee? Is
Ilka thla atoms le the d I s t r i s t ,  of course!

PLEASE

if
M a w  The man himself,
Foes Evans.
apigkgroand: Yep. it's
'Whet  gratuitous pie of
Tokyo to get you 'in the
mood',
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Strategically placed around this page:
A selection of the cute girl pop idols who sell

records by the truckload, ITo Western eyes
they're virtually interchangeable.'
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just two major radio stations. There's NHL
which (multi be likened to Radio 3 back in the
golden age of radio (circa 1966?). It makes good
listening for classical music fans, and people
who're looking for something else on Japanese
radio. Other than lluee men talking in silly voices.
Classical music is good for the soul, I reckon. It's
also good aocorapanimont when you're blasting
down motorways. Organ music is especially good
for this: not much beats stonning down the M1
to the strains of Bach's Toccata
and Fugue In D Minor. I t  also
unnerves other drivers, (Here in
Japan, dnving is measured in
kilometres -  and very slowly at
that. On the one occasion I
tried taking the car to work, it
took around two hours to
drive the lekm from my
home to the office!)

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

WEEKty

Famicom Tsushin - a huge-
selling weekly(!)
multi-formal games mag -
It regularly features
Japanese pop idols.

have everything. Al l  the shows are bilingual.
They play the latest music. And they've got Yulta
Nultina. Daisulul (Another swift Japanese lesson:
'strict means 'I like it'; 'daisulti' means 'I like it a
lot': and ' l u re  means 'I hate it'.)

Yulta'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.

131.3 FM is the channel that wakes most
Tokyo-ites (a word you'll find under

'termite' in your
dictionary) in the

" 4 1  m o r n i n g .  And a
very large
percentage of the
music they play is
foreign, as opposed
to domestic.

There are a
handful of other radio

stations, but their
karmic impact level is
much lower. I t  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

N est, television. The choice of music on
television is a l i t t le more limited, unless
one has either cable or satellite. If you

do, you should be pitied, as you get MTV. On
the up side, though, there are classical music
concerts on the NMI  Education Channel, and
there's late night music on TVK. But that's not
all! It 's time to mention the 'K' word...

Karaoke. (There goes my career!) Or, in the
case of television. lereltara'. The format of
terekara shows varies. Typically, two contestants
sing along to the backing track and are judged on
their performance The wirmer 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
would be too easy. Instead, they have to sing
'enka' -  popular Japanese love songs.

There are lots of different kinds of terekara
shows. all different yet, at the same tune, all
identical. The best thing about these shows is
that they subtitle all the songs. The worst thing
is that they use lots of kann. (Kann 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
Western-sounding words.)

The music's cute too!

S o  that's where the stuff comes from. But
what's i t  like? Leaving out imported
music, which accounts for a large

percentage of l istening here, the bulk of
Japanese listening can be broadly described as
'J-pop' -  Japanese pop. So far we've been lucky
-  there are no popular Japanese rap artists. But
there's plenty that -  to Western ears at least -
sounds just as weird:

e 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

Cole, Arisa
Mizahl,

their
ads,

AP
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Game music CDs

,Falcon Neo
Classics From

Studios In
tainton Ci1y11)._

•_rarities from a
popular game

music composer
1 ( w e  think)...

...here's another
popular one, the

theme to top
blaster

Arelay...

_and Grittily a
Dragon Slayer

one. (This is a
JDK Special'.

apparently...)

i t l i 4 1  1ILIT•

'Preireot"

We'll start with an
easy one -  the
...sic CO to
(yes!) Street
Fighter II_

but here's
last month's
COIttlf game,
Valkem-

and here's
one you'll have
'ward of -

diving game
-Zero...

the best of
Poo'n rivlobee,
based on the
spaceship with

f is t .

•  Idol 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 only 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 Ansa
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; Clusato Moritaka, who likes
shiny clothes and wears the-miniskirt-that-
would-not-die , best described as glam-rock;
Vurni Matsutoya (Yuraing), 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 tale
informing the watcher who the music is by.
Yurning, for example, does Kirin lager music.

•  Enka, Japanese popular love songs. If you don't
understand Japanese you'll nuss 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 bite it's being
produced by a couple of people twanging things
in the kitchen. I t  can also be done with large
orchestras playing in the same style, viz: 'Bop,
twang. hip-hop, twang...'

The music of the games

F i n a l l y  we come to the undeniably relevant
subject of game music. It's hugely
popular as everyday l istening in Japan,

and there's an awful  lot of it. Some being so
well disguised that i t  could be passed off as the
real thing. (Music that is.) Here are a few ideas
to threaten your wallet wi th:

•  Falctim Neo Classics From Studios In London
City. A double disc. Ever wondered what the
theme Wanderers from Ys or The Legend of
Heroes 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
lawn.„ (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
cares? It's great either way.

•  Naroco Game Sound Express Vol 6. An
tminspirmg title maybe, but if you're a fan of Star
Blade or Galaxian 3: Project Dragoon, then you'll
like this. It's cheap (1,500V- about L7.50), wi th
two dialogue tracks explaining the plot.
Walter-maser-II (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
Falcon. Who would have imagined that an RPG
could become an action-packed arume film? Not
having seen the game, I can't really tell you how
faithful the result is. But there's plenty of action,
Some real badches, 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
Nagai and makes the most incredible models!
(The soundtracks for this, and the films 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 Terminator in here, too -  one
of them is mostly machine. It's definitely not
destined for Saturday morning TV. though, not
being nearly violent or bloodthirsty enough. Fans
of Go Nagai wil l  like it.

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

Next month: Further insights into the wacky
world of Japanese culture from Peter Evans.

They might took like tile lot on the other page. but no! They're the CC Girls, one of Japan's most popular groups.

E66t -



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
you get such a vast range of
the things as in Japan, where
they really do have a soft,
padded animal (or person, or,
ern, car) for every occasion...

Can it be...?
Yes. It's a
squidgy Scott,
Brains, FAB 1,
Thunderbird 2
and Mole!
F,A.13,!

You jest haven't seen cute until
you've seen a stuffed Ultraman
and family.

The Bragenball
Tcharaciers
haven't
escaped being
depicted in
felt arid cotton
either.

Nor have Mario, Luigi, Yoshi and co.

iThat's enough
stuffed toys

- Et)

THE NEWIE FROM CAPCOM WE'LL NEVER SEE!

19 • ' 4  19?

e (Capcom)

rP

An action'
packed tight
scene from
Breath Of Fire.

A racoon
with a

turban on,
yesterday.

A r i y  new game from Capcom just has to be worth looking
at. even when its the sort of RPG that's unlikely to get
:ranstated into English for a UK or American release.

(Inceed. Capcom Vice President Joe Morici says as much in
our interview on page 28.1 This one is currently causing quite a
stir in Japan, where expectations run high - many people are
expecting the quality to be comparable to Street Fighter It The
big difference between this and any similar games is that the
Breath Of Fire creators have spent a lot of efforl on the
isometric 3D fight scenes - one Japanese magazine has
described them as 'looking so real, it's like two plastic models

battling it out whatever that may mean. Your party consists
of eight characters - including a girl•'. N

with wings, a man-wolf, a
snake-woman and a cute
racoon-type character

with massive claws.
Apparently, two characters can

One of your eight characters -
(we think it's a satyr).

BEST F„ A % . .„..11
USA Ice Hockey (ialeco)

1 t doesn't look like NHLPA Hockey- EA's ice hockey
game - will have it all its own way for long. Not Only is
the re Tado's Hit The Ice (due any day) about to take a

pop at it, Jaleco are about to throw their tuppenny worth in
too. USA Ice Hockey includes all the teams, options and
statistics you'd expect, and presentation (scrolling up-and-
down like Kick OM almost identical to the EA game. Look
for a Japanese release this month, and a review next issue

4 .

Red are on tor a score in USA Ice Hockey.

combine their powers when the situation really demands rt.
As yet it's unclear quite how much the preponderance of

Japanese text will make the game impossible for Westerners to
play (though we suspect that it

r 211A6/;  w i l l  be the case), but we'll stillbring you more news on the game
as we get it Certainly. expect to see

• ---";,4-; 'math 01 Fire sitting high in the
Japanese charts soon, and consider

; if  Japanese-style RPGs are ever to
-rc a t c h  on in the English-speaking

VP w o r l d ,  wouldn't such a graphically-rich
one as this be the ideal starting point?

may explain why Breath Of Fire got its name.

SECOND
TIME LUCKY?
Ft Grand Prix

Part 2
(Video System)

W e ' v e
mentioned
Fl  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-corners-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.

• , r
• 0 •

THE SECRETS OF NINTENDO'S SUCCESS REVEALED! (WELL, SORT Of)
emernber how
Nintendo are the third
most profitable non-

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

is this -  'despite low consumer
spenchng in Japan,' Nintendo's
Yoshiluro Mori says, 'Nintendo
fans are willing to buy our soft-
ware, even as they cut back on
other things. The unit price of our

products is relatively cheap, and
even in a recession, parents still
buy then kids game software. No
doubt British Nintendo players
would reply that at least someone
gets software 'relatively Cheap'!
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BACK TO BASICS
0  I rather, 'Old Tech', as this column

should perhaps be called. Basically, what
Hornby have come up wi th here is an

adaptor that lets you play 8-bit NES games on
your SUES. It does a bit more than that, of
course. It's got a flashy front end that lets you
tart up the colours and sound on 8-bit games.

It'ff handle up to four carts at once, which you
can choose between, from a menu. And i ts

got special 'safety features wh i ch  wi l l
., p r e v e n t  you from plugging in carts
)  t h e  wrong way round. But that's

basically what it is -  an 8-bit to 16-
bit convertor. I t  comes out in June,
and it ' l l cost between E30 and £35.

But this all begs the question;
DWI may - kik Is as early pretstypio Sopectina.

I le reel Ohm lull look maim Re dis.

BIG BANG 1HEORY!
Super Bomberman (Hudson Soft) • ,

E ver  since the release of the Super
Multitap five-player adaptor (see last
issue), we've boon wait ing for the

arrival of the Super Nintendo version of
Bornberman with bated breath. The reasons
why wil l  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

Now trap —

Now you can play NES games on
your Super Nintendo, thanks to the

Superdeck from Hornby

t be familiar to heap

Famicom (NES) in 1985, and has since crept
onto PC Engine, Game Boy, Amiga and other
systems, sometimes under the alternative
name, Dynabtaster. The rules are simple: you
play a t iny 'bomberman', who runs around
these mare-like, haddy-filled screens. You set

, y o u r  bomb, then quickly run around
e s  •  a  corner, getting Out

of the way
cl ig b e f o r e  the

short fuse
goes off,
and the
bomb
explodes,

clearing
some blocks
out of the

way, and
hopefully
either taking

out an enemy or revealing a
hidden power-up. These power-
ups can either increase the
number of bombs you can carry
and use at any one time, or the
power of their explosions, whi le
'bad' blocks, can, i f  walked over,
slow you down, make it so you
can't control the release of your
bombs, or muck up things for youp layers.

why would anyone want to play nobby NES
games on their Super Nintendo? Well, Hornby
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
collection 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 Mano Bros I, 2 and 3. the original
CastlevEinia games, the Mega Man games, New
Zealand Story, Rainbow Islands, etc.
3) NES games can be bought for as litt le as E20.

So how are Nintendo going to feel about all
this? (This is, of course, a totally independent
product, just as Game Genie was, wi th  no
official backing.) After all, the arrival of the
Superdeck might be enough to lull off the ailing
NES market altogether -  why buy one 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 the subject.

Four players
and two

bombs rigM
the WW1* -
witty tricky.

Near the
start of a
four-player
game,
everyone
looking for
peeler-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 (yayl) the
multi-player battle game, allowing up to four
to play simultaneously (not quite as many as
the five you had on PC Engine and Amiga, but
good enough), hiding around corners 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!

Bomberman is currently completed, and
due for a Japanese release soon. We'l l  be
reviewing it soon, so keep your eyes open!.

E6



S o m e o n e  asked me the
other day why film-
makers bother with

animation, especially for
science fiction and fantasy
movies. After all, given the
Slate of SEX today there's
very little that can't he 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—

We've only just started
shooting on my epic trash-si

novel,
Gunner A'uns
In Outer Space,
and already it's all going
hordbly wrong. Arnie, wlium
the studio has Insisted I 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 alter a
10 minute slugfest in the
mudhatlis of planet Tradli,
and Is demanding a rewrite,
so that he wills and gets to
go off to the tavern with the
cute, green-haired la-year-
old identical twins. They
should have been 13-year-old
identical twins, but we can't
have anything too risque

To Western eyes -  where only Disney can get away
with feature length animation -  the Japanese
fascination with cartoons seems a bit, welly
strange. Why are they so Into them? What's the
advantage? Helen McCarthy explains...

because we have to get a IS
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 lull make-up for the
scene where the Mother
Superior's curse transforms
him into a hall-man, half-pig.
His cute little nose will only
be its true sell for 10 minutes
of screen time.

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

were massive.
missive fins of
POMO Rosso hero
di. SLIM' MOM, SI)
Helen only had Ell
mention his manic
anDS tor  its ti) TUri

,za ad  gather up all
our all Pero
ph:hires Ep prompt
'0 VDU here Eltdryl
[Ail: This guy might
look like the hero of
Elle piece inn no -
Sn's actually 1 cad
and a bounder, not
unlike the
character actor
Tarry Thomas played
till hi3 Mee.
Right, Now m a t s  a h e m

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 legion 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

come in to tell me that we'll.
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 arid 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 film-
maker. No matter how
fantastic his setting,

or how
complex his

scenario,
the cost
involved

IS only
the

i
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Sigourneg insists on having control
over the script, while Arnie will eat
goo out or house and lion,.

ailanata gour tarn instead, argues
Helen McCaret, anti gou save
yourself all of these problems'

number of cels required. His
actors never complain about
scripts, costumes, sets.
stunts, or fight scenes. Every
rifle 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.
lie can even kill off a lead
character in the first reel if
he likes,

Look at Miyazaki Hayao's
latest release, Pon-o Rosso:

the male lead is a
dream of a

N.,. r o l e
011..

I ts
Porto!
Our hero Is
a WW1
dying ace,
now hanging
our in 1930's
Irak and
aging a fah red
sea plane on
adventures-

It A

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 Flo
is a 17-year-old with a
passion for aircraft 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 ol gore
and sexual violence abound,
the Guyver 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 is too esoteric or too
erotic, too bloody or too
banal to make a mainstream
cinema release or TV
slot, he can still
put it out on

video for a much smaller
audience, so ratings and
certificates needn't worry
him unduly. This is often
done with 0Ai ls 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 fewer
cost problems and far fewer
hindrances
on his
own

an of stills •
bug genuine neap!
how much would

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

.sto aims How Much would it Cost to
a live ai.uort film, let alone recreate '30s Haig? And
, be/ You can avoid all that It gou draw everything.

AN1ME CONTACT
Anime UK magazine, 70
Mortimer St, London WI,
($3,50 from SF/comic shops,
or mail order from the
publishers + 70p peep). The

Manga Club, Island
World Com-

munleationa,
40 St Peter's

Rd,
London
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&DEO GAME TV SHOWS
FIVE NIGHTS A WEEK

GAME WORLD
S  GO!

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-
8_30pm slot. Games World
consists of five different
shows, one each day of the
week Here's the listing:

MONDAY
This is The Eliminator, a
gameshow where l ye  contestants
are whittled down through a
number of knockout rounds to
leave one champion.' The guy who
wins 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

The gang
all heN•

Th
Videators
lookin the
way they
like, and
likin- the

West. Editor of Mega magazine.
Neil says: 'It'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:(l)

WEDNESDAY
This one's another gameshow, Try
Your Luck, which seems to have a
phone-in element -  one part of it
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 been
waiting for -  it's The Peep Parlour,
a tips section trusted by the
Gamesnustress, 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_ Fridays show is Beat The

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

Future's
very own Neil Westl
Elite, where the player who won
The Eliminator at the start of the
week returns to pit his skills
against a group of 'Videators'
gameplayers who dress like a sort
of cross between the Gladiators.
WIMF wrestlers and Ryu, Blanks,
etc, from Street Fighter LI. (Just
check out the pros below!)

Now we're not promising any of
these shows will be brilliant
(except for Nell 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 laugh,

II-1E GAMES MESSIAH
Thinks he's Jesu

B I- BOY BARRY
Fe and a nm‘tan1

're playing
ether, using di

different rooms. IS
what these spec

like hasn't yet been

a twit-player
but

been
hopes

INS

STUCK ON SKOLJ

' vou were American and happened to be
'Mk on the (admilledly awrage-osh)
&form Game SkOljagger, you moght just
templed to ring America's free 24-hour

1,11 'nein sounds simple' you
i.lpifl Sk011agger, villain ot

you how to complete it The
, doa,e1 d o t a n t  stern Capable or
stringeig d ,t2nle1Ce together without
bellowing insults down the line al you
(sample 'you miserable puss-brained
imbecile. you spineless pantywaist' etc),
mixed in with the occasional hint American
kids must lays being rusulted. because the
line's arvarently incredibly popular!

CAN YOU STAND THE MIGHT OF THE

EXECUTILAILi
PitFighter, or?

MAS [Eh MORIAP-
A pubic school

AP
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A p l e a s e ,  Bob!
B O B

it seems that, these days
irveryowe s got to have then
own little character to front
their games Nmtendo's
got Mane. Accciades
got &Miry. NC: -
got, et, Luke

ywalker er
UBE Sort s got

Jimmy Connote.(d star: getung
Se the poult d I
wen? you -  Ed)
And now Electronic
Arts has got BOB!

He's a robot, and,
while on his way to a hot date,
be crashes his spaceship and
Ands himself stranded.
Ineuttably
perhaps.
the key

fliE
A rock hard kung fu char

BOB -
trial reuffy a

Otely name 10f
a robot?

• - Something seems -
to have upset BOW

•-• here  -  though
gpodness tolows

awhat he's firing at -

to his escape ties
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

worlds altogether, each with
between 10 and 13 levels.

If all goes well, BOB should
be in the shops at the beginning

of May 1993.

SKULJ AGGER?

ned to be
-Isr9

flu might just
free 24-hour

s simple' you
r, villain Of

omplete 11 The
capable of
I without
Meat you
-brained

tywaist' sic),
NM American
• because the

pouter'

His Nastiness
himselt,
the evil
villain

Slicrhagger
He certainly

hasn't got a
very pleasant
telephone
manner!

• ET-TIE LJ WARDS
limy who's game'.

apparent

( SUPER PLAY'S

HOT LIST

1

There are plenty of great games
reviewed in this issue of Super

Play, but we'd hate you to overlook
the following older titles...

1NCS lausiria)
Games with robots in are suronsingly Mir

on the ground, considering how popular
that kind of stuff is in Japan. But akar

more than makes up for the shortfall, with
fatulous graphics and sound, a great

robotic feel and lots to attad( with your
assault suit's potent weaponry.

(Iullet-noel Software)
You've got Sue, Soer PO'S Production
Editor, to thank for this ore's inclusion
She's done little else this month except

play Teri& While occasionally shouting at
people to work harder. and its been

driving us bankers Still, this is as good a
version of Idris as any and we suggest

von go b u y  it.

(Nintendo)
After taking a htief holiday from ',he Hol

List tar the last couple of months, d's
back. Super Mano Karr lever is gripping

the Super Ray office once again, assisted
by those great adverts on the telly. and

we've been able to think about little else. It
may sound like we're labowing the point,

but we think I's just about terlect

•  wi l l

At .
(Kanage)
Playing Tiny Team is iscactly like
watching an interactive cartoorn and a
really good cartoon at that The animation
and sound etimds are spot on. there's lots
of variety from level to level, there are
loads of good jokes and the difficulty level
is just about right. What mare could you
ask for from a dame/111

I t t f41?c . lahs

(Ubi Soft)
Lr tri w see evidence to the contrary,
we're prepared to believe that my game
that lets tOur people play at once is bound
lobe a winner. Even it you haven't got
three friends tor a tour-player adaptor),
this is a great tennis garne which, in many
ways is nearn, as good as Super Tennis

E66T liddV

SHEI0



GOLDEN BEE AWARDS rl

Chum Li me la tier old hicksIS
Street Fielder It

BEST SNES GAME OF THE YEAR

IVA STREET RGHTER II
Runners-up SLIFER MARIO BART. SUPER

a t -  M A R I O  WORLD, THE LEGEND OF ZELDA: ALINK TO THE PAST, SUPER PROBOTECTOR

Be, no. let's try and guess. Er... Nolan Ryan's Oasettalfl
ilomance f e e  Three dingdentel It! As it. Predictable?
You lel? Maybe. but its gratifyieg when our three
highest-rated games ever in Super Play agree with yours.

Clue Li and M I N N  fight le
dealt in, guess what? 14,111
think i s  issue tu spell il col'

It'd be gettleu I  we were
to adaim say tho i r r o  tertin
our lase leo. tocl 11 pal  la...

i-oeci al tour
build and destroy a
with the ir-u-

it's the Super Play readers verdict
on the games, the personalities, the
peripherals and the events of 1992.

BEST SNES BEAT-'EM-UP

0-STREET FIGHTER II
Runners-up. FINAL nom, TURTLES IV

Huh. You lot You're so predictable A whopping 97% ol you
voted tor Street figiver ll, meith Final Fight Turtles and Sopet
Double Dragon- the only other heal-Smiles to even frierd a
nientioe - squabbling over the remaining a% A bit of a foregone
conclusion this one. (Don't miss our player's guide for Street
Fighter o n  page 48.1

BEST SNES DRIVING GAME
• SUPER MARIO KART
Runners Up: IF-ZERO, TOP GEAR

Hurrah! That s all we can say to that in fact it you hadn't put
Super Marro Kan firmly at the lop ot this category, we'd probahty
have fiddled it se it was Or been sorely tempted to. anyway. I
F-Zero arid Top Gear are worthy runners up. but Mano Karl seems
to have completely captured the hearts of the nation and nearly
three quarters ot the vote.

BEST SNES STRATEGY GAME
:-Sim CITY

Runners-up: POPULOUS, SUPER RAMPART

The precise meaning of the word 'strategy' seemed to have
escaped many of our readers, with everything trom WWF
Wiestlmunia to Super Probotector making a showing. Srm City
shone through. however - a verdict we'd heartily endorse

OST ORIGINAL SNES GAME

Ungiew   ,  lite! SUPER MARIO WORLD
S U U Rurmers,u1s, FILOTWINGS, LEMMINGS' m o w:2; -s.al

a m o m m e  E r  While Super Mateo Worlds certainly got lots o r  g, nalbits le we wonder whether ifs really all that mould-breaking.
Still, you're calling the shots. Pdotwings - now there's an
original game And Lernmings too - If you ignore its previous
appearances on countless other machines

G ood evening ladies and gentlemen, and welcome to the Royal
Festival Hall, er, Bath, for the presentation of the Super Play
Bolden 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  U K  re lease  (go olden lyernes l i k e  V i p e r  M o r i n  W o r l d  qn. i thpo
because the UM 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 at the votes you cast.

This is est,
leo. In fact.
tennis esene

,r1011,
ihe heel

to) arr)

IhmcneMany %lam the tort
mai slim seed sheetatiom
o w n  mem on the SIRS.

WORST SNES GAME OF ME YEAR
••L'Ir1111.:( '  HOME ALONE

Runners-up: PITRONTER, WHEEL OF
, F O R T U N E

The list Of eiennioatieris for this category mmla pretty cony
reading, with many people clearly bitter about ill-Judged
game purchases. The top those 1which we won't glorify by

h doesn't lout like the game will mentioning again' were way clear of the GNI Ham many
be as saceessiel as the tilml o t  you have realty played Wheel Of ireffeee„?

a,o-fel woo/kat ama
red and nelerable netted,

••tl• 'deserved

Lyle Skywalker and Borth Xellet
tooltent each ether in the fell
Seim kw Went

BEST SNES SPORTS GAME
SUPER TENNIS
Runners-up: SUPER SOCCER, JOHN
MADDEN '93

As one of the first Five Super Nintendo games to be made available
in this country. Super 18004 seems to have built up a strong
following. Not surprising • allot us at Super Praywould have
voted for it, any day Much the same goes for Super Soctei
another one of 'The Five'

BEST SNES SIMULATION

0  •PILOTININGS
' R u n n e r s - u p :  S I M  CITY, a l  EXHAUST HEAT

,

The problem hem perhaps, is that sinullatiOns are pretty thin on
the ground as tar as the Super Nintendo is concerned There's only
really Peoneings (slid San City, maybe' - but there're so good we
don't really need any others.

BEST SNES PLATFORM GAME
kg SUPER MARIO WORLD

. -7-- R u n n e r : s u p ' :  CASTLEVANIA IV,  PRINCE O f

f t - ,
• ,  P E R S I A

' .
We didn't even bother counting the voles for this category Well,
all right then, we did. But it was kind a foregone conclusion. Soper
Mario World swept the board, with nearly 85% of the vote Not
surprising, perhaps, as all be the only platform game mery peop,e
know, iAnd, of course, it's a brilliant game.) However. a hardened
core of Clastlevanea fans made sum their voices were heard.

BEST stip LICENSED GAME
SUPER STAR WARS
Runners uts GM ADDAMS FAMILY, BART'S
NIGHTMARE

Well. there OM have it. lhoSe three 'best licensed games' in NIL
And we wouldn't argue with your choices. Seger Star Wars is a
smashing game, as are The Addams Fan* and Bart's ltholltolare
It just goes to show, really.

1
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BEST SNES ROLE PLAYING/ADVENTURE GAME
LEGEND OF ZELDA: A LINK TO
THE PAST
Runners  u p  L E G E N D  OF THE MYSTICAL IONIA .

Zelda's beep kideaellted.
peer Dad Link has te try ano
testae her - again!

"ws4-s•

S t i l E E E  E

Origami. ingenious and
soldictive, as wee"ve described it
to What Caer?

ACTRAISER

A very hands little gadget tins.
and popular with yea lot.

BEST SNES PERIPHERAL
4 j8  PRO ACTION REPLAY

Runners-up ADAPTORS (VARIOUS).
CAPCCMM JOYSTICK

There aren't all that many peripherals for the SKS. But
the Action Replay seems to be number one. All kinds of
adaptors picked up votes, Which were lumped tOgether to
hut adaptors generally onto the shortlist, And the Capcom
loystick did well too. presumably because at -that game'.

Electrifying graphic...,
hen the best en the SAES? We
Berne there are isettet

It yea tam mete It eel from the
glom, th lsap icetSeder
Cacti e t a .  honest!

Top enemy games from a top
qtmilly games duvefop*r.

While Legend Of The Mystical Niro isn't actually available in this
country yet it seems enough oh you have played the import
version to propel the game to within spitting distance of the top
slot - except that Zekto got 25 times more voles'

BEST SNES PUZZLE GAME
LEMMINGS
Runners up: KRUSTY'S SUPER FUN HOUSE,

_t P U S H O V E R

There are lots of great puzzle games on the Super Nintendo, but
stems that Lemmings is your favourite by a long way - nearly two-
thirds of you nominated it. Krusty's Soper Fon Nouse and
Pushover are the worthy runners-up

BEST SNES GRAPHICS
STREET FIGHTER II
R u n n e r s - u p .  A X E L AY,  M I C K E Y ' S  MAGICAL
QUEST

Realty? Has Street righter 11 rah,' got the best graphics on the
Super Nintendo? Or have you just got into the heist of writing
'Street Fmhter It every time you See a dotted line? eixelay anti
Mickey's Magical Quest wed agree vnth, however.

BEST SNES SOUND
SUPER CASTLEVANIA IV
Runners-up STREET FIGHTER II. SUPER
PROBOTECTOR

Jason Brookes, Super Rays in-house sound 'n' music expert.
nodded Sagely as he examined the results of this section. He
loves listening to Castilevanta and Probotector. And then he
spotted Street Fighter ii. What? The sheep! The sheep! SFII has
got great sound, but even so

FAVOURITE INTERNATIONAL SOFTWARE PUBLISHER
tilCAPCOM

Runnent-up: KONAMI, NINTENDO

We've a pretty good idea which games you had in mind when
casting your votes here. Gepcom have produced Iola of
good titles (Mickey's Magical Quest Final Fight. (IN

Producers of the most successful Squadron). but Street Fighter II has made their name as far
game yet en the Seta. a s  The Super NintendO'S concerned.

FAVOURITE INTERNATIONAL SOFTWARE DEVELOPER
CAPCOM

,  Rurmers-up:  NINTENDO, KONAMI

Basically a re-jig of the International Publisher category,
demonstrating that the most respected games publishers
seem to be those with goad in-house development teams.

Britain's favourite software
pablisher.

FAVOURITE UK SOFTWARE PUBLISHER
V I  OCEAN• Runners -up :  ELITE, GREMLIN

pet eat far more games than anyone else in
But they teem to be games people really
hr growing importance in the US and Japan

Nee them featuring in the International Publisher
MSG year

E l i  Se 1 1 1 1 1Ailla -A- A

COUnlith, uthet

BEST THING TO HAPPEN TO THE SNES MARKET IN 1992

E Hon tia Ines his imdreir
slap on BUIS,.  wileS
bit damaged.

WORST THING TO HAPPEN TO THE SNES MARKET IN 1992

l e  THE PRICE OF GAMES
RUIIIICIS up :  S M A L L N U M B E R  OF GAMES
AVAILABLE,  SUPER SCOPE

The one thing everyone seems to
agree with games are amen
toe expensive

GAME WE'RE MOST LOOKING FORWARD TO NEXT YEAR

0:SUPER STAR WARS
- - ,  R u n n e r s - u p :  S U P E R  M A R I O  BROS V,  DESERT

h i  S T R I K E  •'

Of course, 'next year' now means 'this year', so the sense of
anticipation is all the stooge; Those eagerly awaiting Soper SMT
Wars and Desert Stnke should have their desires fulfilled vent
shortly. but Mane-watchers may have a longer wad - perhaps
even until the release of the CD ROM late tins yearlearly next year

Star WJIR • l e  tans Imm
this , . l e w s  the plot
brilliantly,

FAVOURITE UK AWA R E  DEVELOPER

- 4 • OCEAN
Runners -up :  B I T M A P BROS. GREMLIN
GRAPHICS

After their success above. anythino other than another victory for
Ocean here would be perverse 'I really have to claim all The credit,
explained Ocean's Ken Lechley, while being escorted from the
stage by a pair of uniformed security officers The Minna (I Bros
Weil, 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

0-STREET FIGHTER II
. R u n n e r s - u p :  BNES BEING LAUNCHED IN THE UK.
p ,j •  -  S U P E R  PLAY- , •

Yawn. But we have to admit it: Street Fighter II has probably done
more for the Super Nintendo than every other game put together
There were sufficient literalists among you to make sure the Super
Nintendo's UK launch got its due. And a big 'thanks very much' to
everyone who voted for Super Play.

There were a huge number of DOM inal** for this category,
ranging from the Sega CD ROM through a variety or poor games,
to a SCIOLliOil of 'Whet' SNES magazines. Those two old bog bears,
the price oh games and the limited selection of games available.
came head and shoulders above the rest, though, with a number of
dispirited Super Scope owners making their feelings known

TILL THE SAME TIME NEXT YEAR, THEN

W e l l ,  ladies and gentlemen, that concludes the Super Play Golden
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 nest year.

THE WINNERS!
As you may remember, we °fisted Game Genies, courtesy of Hamby, to the
10 readers who, in the editor's opinion, most closely predicted what the
top live games in the lest SUES 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 tided, Roger Minion of Blackpool, Kieran McNally of
Shannon. Ireland, Paul Clark of Aberdeen, 11 Smith el Folkestone, Daniel
Nix of Audley, Keith Perry of Milton Keynes, Paul Wright of Farringdon,
Stephen Roddis of Sheffield and Gareth Jenkins of Bridgend. Well done!
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POP'N TWIN BEE
(Kona •

ATV DATE WOE TM.1 l i A M E  UPI MAIL M U M

Mar Ft Exhaust Hue 2 d r i v i n g Sala Jan
Mar 5 Monopoly h o a r d  game &mull lap
Mar 12 Edon:era R P G Micro World lap
Mar 12 Super Kick 512011ap s p o r t s Etecir0 Brain Jap
Mar 12 2020 Baseball s p o r t s G Amusements lap
Mar 12 Ogre Battle s t r u m , Ouest lap
Mar 12 California Games II s p o r t s Wel Jap
Mar 12 Soper Farnistar 2 s p u r t s Named lap
Mar 19 Nigel Mansell

Ft Charnpionship d n o n g InIccom Jan
Mar 19 Super ilattittank S i M u l a l l a n Pack•In Wdeo Jan
Mar 19 Jungle Wars 2 R P G Pony Cannon lap
Mar mid Super Dunk Star s p o i l s Sammy lap
Mar 25 Super Woll And Whit, Om strategy Kati dap
Mar 26 Purr° Twin Bee s h o o t -  em-up hanan Jap
Mar 26 International TIMM Tour s p o r t s Micro Word dap
Mar 26 Yoshfs Cookie p u z z l e Preemie lap
Mar 26 Oesert Strike s h o o t .  am-up EA Japan lair
Mar late Bic Metal S h O o t - e m - u p APIKA lap
Mar late Fortress CO Fury a c t i o n lap
Mar Super Wagan Lard 2 R P G Namcol lap
Pobc Oebusbtar a c t i o n Micro Word Jap

Super he layer a c t i o n Asirek Jae
Mar Warne a World a c t i o n THO US
Mar EVO s i m u l a b o n Eno US
Mar Super Conflict w a r t i m e rid Toltai US
Mar Inineo P P G Kcal US

FocebM Fury s p o r t s litttny US
Mar Mbert Odyssey P P G SWUM Jap
MY Powennonger s t r a t e g y Irnagmser Alp
Mar Dead Donee b e a t a r n - u p largo) Jap
Mar Tottaden - Wee System Jap
Mv - The Woos Brothers a c t i o n Kernco lap
Mae USA Ice Hockey s c a t s Jaieco JaP
Mar Metal Mao M o o l o g y Oda Last lap
Mar OwlEs Course s i x d z IKE Soft lap
Mar Jo le's Bag Aderenture a c t i o n Cobra Team .Lap

The Deiirs Psychology Game puule Wicot lap
Mar Naga-  Sea old Wind s t r a t e g y Walt I n lap
Mar Powannonger s t i a l e g y Imagneer lap
Mar Durvpochan s c o t Paul Jap
Mar Twain Surro S p o r e s Tacna lap
Mar DriontrilZ R P G Banda lap
Mar Siker Saga 2 R P G Seta Jai

bas ships etc.

Alien*
take on attack

formatioes
familiar from various

'c coln-ops.

W e ' v e  shown you something
of this ow before, but when
we sowebis artwork for the

game HI way

just enough to ,---  ,  . , , . . . . - -
t-1-".-.0

A
posh us over
the edge and

we simply frodts do something else
on ii. This is a decidedly

suburban shoot- 'ent-up w i n o

levels taking place over a
housing estate, a harbour
and a large city as well n
more exotic

locations like the
Great Wall Of China

• -  or similar -
admittedly). The

* .  game's  got a
simultaneous toe-

- -  p l a y e r  mode and
cute graphics. Well

have our review soon.

• IP M E W
Don't be put etf 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 Kintendo everywhere in the world over the
neat couple of months. Wow! So read it...1

SEEMEELIZZI

a SNES releases than you've seen
nee, well, last month's Datebook.

111,11ibeot • -•• •!-* •

Ma,
Mar
Mar
Mar
Mar
Mar
Mar
Mar
Mar
Mar

Mar
Mar
Mar
Mar

April 1 6  G u a r  Orb
Apni -  S e p e a r d r o n
earl -  E l n a n d
Apnt F e s t  Samurai
April H o l y  Sword Legend 2
Apni
April S t a . : M o o n
April S a n k t  Ft
April T h e  Blum Brothers
Apni C h e s s i r o s t e r
April K r e s  Anhur's World
Aare M a r a c  Save
Arani P e e d , *  Peach Got
Aare S u p e r  Dimon Dragon
Apra S u p e r  Pang
Apra -  S u p e r  Star Wars
Apra -  W o r l d  League BasketbM
Apra -  W i n g  Commander

Fl Exhaust Heat 2 (Selo): Fortress 01 Fury (Rolm):
fast. f u r i o u s .

5reat
Ultra Sem
John Madden '93
Soper Star Wan
Tray Tons
Alien vs Predator
Cycle Grand Ore
Gods
The hem Sims Game
Nigai Mansell
Ft Championship
Terminator 2
Super Parodrus
Mickey's Magical guest
hAal 01 The Bed

0 1 0

Super Forrristar 2 (Nome*
lob.

y.l.itooy • b a o p i e s t c .  l a p
bee-am-up B a n d a r  J a g
Scions E l e c t r o n i c  Ms U K
achco J V C  U K
platiorm K o n a m i  U K
acbon A c t M a i o n  U K
racing 1 - 1 I 4 h n n  Soh U K
Malone M m d s c a p e  U K
sports H u d s o n  Soll U K

driving G r e m l i n  U K
shouL'am•up A C c i a i m  U K
snoot-am-up K o n a r r i l  U K
platform game U p t o n '  U K
beet-eM-up t a n t e &  U K

APO I n t e r  J a p
action H U M S ! )  l a p
RPG G a m e  Plan 21 l a p
platform K a n n °  l a p
RPG S q u a r e  Soft J a p
platform A c c o l a d e  U S
RPG D M  Fast U S
driving M e l l e n &  U K
platform N e d e n d u  I M
strategy M i n d s c a p e  U K
paste J a l e c o  L W
beet-errs-up C a p c o m  U K
snarls N i n t e n d o  U K
teal-hm-up N i n t e n d o  U K
action C a P C o m  U K
action P C  U K
seeds N i n t e n d o  U K
shcol- ern-up M i n r e s c a p e  U K

We've done our best to make sure all this iniOrnialiOn is as accurate as possible, but
release schedules are constantly getting religged by publishers. It's a dog'S life.,
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CHART THROE
THE TOP TENS THAT BITE BACK!

OFFICIAL P E N G U I N
GALLUP U K  C H A R T A u D O W N 11100 N O N  M O V E R  *  N E W  E N T R Y

1 u t e .  Mum, Mee try Sea*

SUPER MARIO KART

Maria awl, Mario Katt, rah rah rah! Ws still riding
high!

0  A  S A M ' S  N I G H T M A R EA c c l a i m

Boni have a caw, man! ilen... and other Bart
Simpsoo-type things. 91%

0  A
Earl eoursell some wings, and became a pilot!
(Guess what? leo, you're sachet - Ert49r .

0  A  zEu)A- A LINK TO THE PASTNintendo
Heading straight back up the charts again, atter a
brie dip. 93*.

0 4

P I L O T W I N G S
Nintendo

S U P E R  G H O U L S  • 14 G H O S T S
Nintendo

Top plationniom HUH. Watch Out tor the ghouls
and the ghosts! 85%

0  *

0  v

S P I D E R M A  T H E  X-ariFIN
Acclaim

Seidel, uses his licredible climates abittlies Is
clamber up to number tht. 72.

S U P E R  M A R I O  W O R L D
Nintendo

Its beer talked W M  se meinIbM Na veve Wicks
to Mine at earthling new le see. 'eh

0  V  S U P E R  S O C C E R
HS Ibis or kick Mt melt; -  led tele, &weer
seems to be steam by a elle.

0  A  S U P E R  PROBOTECTORKonarni
We're nod 'nibs mint what a Probnlector is - but
ha's areas domed WNW Kr•

l i p r  S U P E R  W I N F  W R E S T L E M  A M A1 IN

thicommicum wrestling game that, thartivise at
least, seems to have peaked. 74%

No change in the top
stel - Soper Mario
Karl's firmly rooted.

The only new entry :•-•
in the UK chart is ,

Spiderman_

via-rirs Issitiasai are

And Street Fighter!,
Is conspicuous by
its absence.

Gemoiled Co. Sewer Play by Comet. concept.

0 S U P E R  STAR WARSJVC (PAP)

0  T I N Y  TOONSKonarni (JAPi

0  M U G  CRUSH PINBALLNaket OAP)

0  M I C K E Y ' S  MAGICAL QUESTCapcorn (JAP/US)

0  DESERT STRIKEElectronic Arts (US)

0  JOHN  MADDEN ' 9 3Electronic Arts (US)

0  OUT OF THIS WORLDInterplay (US)

As, m i l t s  Valked,
brilliant shoaVom-up.

Jab Cnish: A bit out the
thew side, but tun to play.

Needless to say. Amara'
Sods Valken has swooped
Nilo the top slot with all its
guns blazing isee our is-
depth review last issue) -
no messing about. Fatal
Frozys doing very well. tee.
thanks no doubt to its
reputation in hemp 'a bit
like Street Flghter 10'. And
Soper Ste; Wars has
slipped down from the top
position. Otherwise the
import chart looks broadly
similar to last months
hardly surprising, given
that no really major games
have been released In the
month since then. We
roust admit to being a
little surprised to see
Gmentan Mesta 2 doing se
well, though.

-

t  PAINT ESE
Compiled Co. Smoot May by Tall Odd

0  F I N A L FANTASY VSquare Sort

0  G O D D E S S  REINCARNATIONAtlus

O S T R E E T  FIGHTER IIC a p , I F  1 1

O E p t a t I O N  Q U E S T  V

0  S U P E R  MARIO KARTNintendo

0  W I Z A R D RY  VAscii

0  SANOOKUSHI  I I IKeel

0  HERO MAITLE RECORDBan presto

0  T H E  L E G E N D  O F  Z E L D ANintendo

0  F I N A L  FANTASY IVSquare Soft

Hirai Fe, ,  IStl i .
nomber one slot.

&tax Back in the charts
again for some reason.

Apart from old laves Super
Mark, Karl and Street
Flank.: it (MU ch along with
Zelda, we would've thought
were a bit past their sell-by
dates in Japan by now), the
Japanese chart seems jam.
packed toll of Ans. We've
covered Dragon Quest Yin
detail in Super Play but the
Final Fantasy games are
almost as popular t h e
success el Final Fantasy V
having dragged Its pregoel
back into the chart. The
surprising thing is that even
a mato( action release like
Assault Suits Valeta] - so
popular here can't scrape
an entry, which only goes to
show Ildia tight the RPG
thing has Rot 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?

A M E R I C A M 1C H A R T
aMs

Compiliall law Sopa, Play by Woody tartar

1 0  STREET FIGHTER IICapcorn

0  S U P E R  MARIO KARTNintend,

1 1 1  M A R I O  PAINTNintendo
JOHN MADDEN ' 9 3

JP'Electronic Arts

0  MULLS V S  BLAZERSElectronic Arts

3   A  K E YEl r o n i c  Arts

0  S U P E R  STAR WA R SJVC

O M I C K E Y ' S  MAGICAL QUESTCiftl)COM

O F F :  MYSTIC QUESTSquare Soft

0  D E AT H  VALLEY RALLYSunsoft

Mario Paha Why this is
featured is beyond us.

Solis vs Blazers One of EA's
three top sports games.

The American chart looks
about the same as it ever
does -  lots of Electronic
Arts sports games, which
the Americans seem to be
so keen on. jumbled up with
Street Fighter timid Super
Movie Kart Teti. lies
interesting to see lust haw
popular Mane Paint seems
lobe proving over there.
Those rany Americans
obviously haven't had the
benefit of being able to
read Super Plays in-depth
review (see page 70). They
also seem to have
developed a strange
lamination with Death
Valley Rally - which we
rated at just i n  issue
4. Maybe there's something
we missed!

E66111H
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Ao, i s  FilFw

generally r u t  to De the lastest
50111110VILIE:u yanks In history. Joe

Morici waxes lyrical about Capcorn's
biggest game aver.

ANOTHER CHAT
WITH ONE OF
THE PEOPLE
WHO SHAPE

THE FUTURE OF
SUPER NES

GAMES

Joe Mortal is a Senior Vice
President at Capcom USA.
based In Santa Clara,
California, As one of the most
prominent publishers and
developers of Nintendo game
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 coliHap
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 UN
Squadron and Mickey's Magical Quest. has given
Capcom a massive profile in the Industry. Recently,
Capcout was voted the best internafional software
publisher and developer by the readers of Super
Play in the first Golden Bee Awards (see page 24),

Q Okay. Jae - here's an easy ewe to start elf with. Now malty people do Capcomemploy Irt Japan and the States?

A We've got over 100 employees here in America, and nearly500 over In Japan

Top. Final FgDrfl rumoured to De w i t h
a stmoltancoos two-player mode. satlly missing
from the first version. Shove: Cmor Troop
Sooty anel son MEM take on a munch of pirates In
this Cute tidumlet esque romp

QDoes that mean most of your development is done in Japan? Indeed do yourgrays in America create avy of the games?

A No, all Capcom's development takes place In Japan. Of those500, 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 I think we're able to produce so
many games of such extremely high quality - your readers will
know all about things like Street Fighter II and The Magical Quest
starring Mickey Mouse. Though 3511 sounds like a lot ol developers
- and is a lot compared to most companies - we actually need
mote, At some point we hope to set up a separate development
team in the LIS, and perhaps one day in Europe too.

By Jason Brookes

QWell, what can I say? Very successful, Street
We all know It's been a massive, massive bit, bit 

A Fighter ffis now generally considered to be the
fastest-selling video game in history. I'll give you a
few figures to illustrate what I 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 Save! Fighter II 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.

Q A niestion we are constantly asked is, of course, willCap corn be releasing Street Fighter it tharrutien Eillthin
for Soper Nintendo? If net, hoe about the new Turbo version?

A W e  don't have any plans as yet to release eitherversion of the game on any home platform.

QOkay, can you tell as anything about the other geniesCapper are currently developing?

A As it happens, we've just announced a newproduct lineup. Final Fight II is scheduled for
an Autumn release this year in the LIS. Goof Troop is

our second Disney licence for the SNES, and is a two-
player top-view adventurelaction 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 &press tor mote
delatis of all of these games - Ed.)

QWhat  are you delay about the rip-oll Sheet FlOter ti arcade boards that keepappearing in arcades wood the world?

A There are a lot of them about, aren't there? We hear about newones everyday, and we're obviously worried and annoyed 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 FRI to pursue
counterfeiters aggressively.

QFinally. what Cl] ROM plans do Capcovn have? Will anything from yoe heamorgst the first Nintendo CD releases?

A Capcom will wait before entering the CD ROM market - we'renot going to jump in there what we feel to be prematurely.
We're currently evaluating the industry 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 stuff from us this year, though, or maybe even next.
Don't hold your breath. basically.
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HAVE YOU REACHED
THE END OF YOUR
SUPER NINTENDO

GAME?
FINISHED YOUR NEW E40 GAME?

CAN'T AFFORD TO BUY SECONDHAND GAMES?
WHY NOT JOIN THENATIONAL SWAP CLUB!

THIS CLUB IS DEVOTED TO SUPER NINTENDO OWNERS
ALL IT COSTS IS £2.00 MEMBERSHIP AND E4.00 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.
HOW DO I JOIN?

EASY! FILL IN THE COUPON BELOW, SEND A CHEQUE OR
POSTAL ORDER FOR £6.00 (NO CASH PLEASE) MADE PAYABLE

TO THE N.S. CLUB PO BOX 267, SOUTHAMPTON, S09 71W,
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, •  JAPANESE, UK • BRITISH)

W I N
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.

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

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

Q3. WHAT DOES SNES
STAND FOR?

TIE BREAKER
I 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 ME NAME WILL BE PUBLISHED IN
THE NEXT ISSUE OF NE CLUB DIRECTORY.

NAME:

ADDRESS:

TOWN:

COUNTY:

M .  NO:(STD)

PARENTAL SIGNATURE:

POST CODE:

Ger YOUR PARENT TO SIGN IF YOU ARE UNDER 16)

_ S W A P  DETAILS (PLEASE PRINT IN BLOCK CAPITALS)

GOT:

N O : W A N T S :

SEND TO: THE N.S. CLUB, PO BOX 267, SOUTHAMPTON S09 TTIN. TEL: (0703) 333565
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T h e r e  are two
reasons why
Sturfox

looks set to be the
most talked-
about game of
1993. The flmt
Is that's it's
being
pub l ished
by
Nintendo
themselves, and
a new release from
them is always a major
event. The second is that it's the
fina game to use the new Super F.(2i chip.

Now, we explained exactly what the Super
F/X chip is in issue 4, so were not going to go
through it an again. (Au. go on -  The Readers.)
Well_ all right. But only quickly. mind.

Okay, you've only got to look at a game like
Race Drivin• to see that, as it stands, the Super
Nintendo simply can't manage last. detailed 313
filled-polygon graphics of the sort seen in Amiga
and PC games like Knights Of The Sky, Furniuta One
Gtund IntiA. or Cur Artd Drivcr. It can do  wonderful
things with Mode 7, it can fill the screen with

Yon teat saloction aril control s u m o • ; a t  'mt.
Sitarrior ono wra tom at Rif% ?Mt si.

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 FIX chip which, when included in a
cart, solves the problem at a stroke.

So 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
hems -  Fox McCloud and his chums - arid they're
on the trail of a Iliad scientist, Antioll, wl to's taken
over the planet Venom and declared war on the

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 your advanced Arwin fighters.
There are three or four stages to each route, and
they take the form of flying-through-space hits,
flying-over-planet-surface bits and flying-down-
tunnel bits. On the flying-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 your
health.) Various power-ups and extra energy
supplies are available as you go too, but one thing
you can't replace are your wings, which can be
shot till by enemy fire. Don't worry - you can still
fly without them, hut 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 is 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 5tage5.
to give you some idea of how it all works;
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r r L E V E L  ONE, STAGE ONE:
CORNELIA -  TRE BASE

T h i s  happens over Comelia's surface. Avoid
the buildings (or, alternatively, shoot them
out of your way), try and get through a

eerie. of five gale* cl.,olly to collect a power up,
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
vou fly. you're forced Into a narrow corridor of
movement, like Afterburner et al.

7-74.1112. ,  3
•-

LEVEL ONE, STAGE TWO:
THE ASTEROID BELT

T h i s  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
is an Asteroid Sweeper, complete with eight
giant offensive cannons. On this stage you get an
additional viewpoint to use - one where It seems
as if you're actually sitting inside your
spacecraft's cockpit itself (complete with middle-
of-the-sen.en gonialghts), not flying along
Just behind your craft, us was the case
earlier In the game.

mom The boo scrum to tie AststrOi bdt
hod. sitsvoled - yes! - a berth at Istaredg
a l  tin M i d s t  Cluestroder late DAB leeMot hi siris c  a so.

i l e s p i t e  physical evidence to
the contrary, Starfox isn't

actually a person at all, but
the name of a whole team_ You see,
It was only after they'd created the
advanced Arwin fighter that the
forgetful Camellans realised they
didn't actually have anyone to fly it.
Hence the quick Wring of a team
ace fighter pilots to do their dirt,
work - the renowned Stark's Rai
Deployment Force. Though the
Starfox heroes are very close
buddies - they've been to hell and
back together - and would trust
each Other with their lives, each bee
his own, very different background'.
story. (And yes, we're going to share
them with yogi.)

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 handle 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 devil!) is rumoured to
have a bit of a soft spot for the ladles.

Dodges
tbs I d s  red

oaths ' ' '
,,,taM
level Viol

does there'll too>
lams shish sit the
tbs witkomesd Ataretd
Sharper Is owe pun

risehring

•eCiced
Age: 25
Weight: 47kg
Height: 152cm
Species: Fox

WHO IS STAMM?

An old friend of Fox's lather, Peppy is cool and
calculating, spending much of Ills time getting
Fox Out of the trouble he keeps landing the
team in lie's the one the rest of tire gang look
up to, especially for a sense of fair play - he
referees any brawls they get into, etc. His fifth
sense Is highly developed.

Peppy Here
Age: 34
Weight: 54kg
Height: 143cm
Species: Rabbit

M e w  Teed
Age: 19
Weight: 46hg
Height: 3.13cm
Species: Frog

Age: 2 8
Weight: 5114
Height: 175cm
Species: Hawk

Another ex-Galactic Military School Of 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 :timber of the team.

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

PI4egi7.1 - 3 . .  7-1 Z.
rv•=0"7/.7,-2.t,
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LEVEL ONE, STAGE THREE:
THE ANDORIF SPACE ARMADA

T h e  game gets altogether tougher in this bit,
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, you can find a power-up
whkh  will make you
transparent and invulnerable
-  essential it you're to do well
on the rest of this level.

Starfox was shown in Britain
tor the first time at the recent
tradeonly Toy And Hobby Fair
at Earls Court, London. We
made Jonathan Davies
embarrass himself in front of
the crowds...

*Okay, A is smart-bomb, B is the air-brake, X is
turbo-thrust, Y is fire. I. is bank tight. R is bank
left, LEFT is left. RIGHT is tight. UP is up and
DOWN is down. Off you go.'

Pardon?' I replied. But he'd gone, and I had
no option but to take a deep breath and press
START. The intro sequence was great. I took in
the missimi briefing and then watched from afar
as my ship and its companions were launched
from Starlox Central. And then -  whapi- I was in
the cockpit, fighting tor my We.

Yikes, I thought, as enemy laser bolts
thudded Into my ship. I returned tire, taking out
baddy after baddy while trying not to crash into
the buildings whistling past on either side. Then
this big walker thing stepped onto the screen
and turned to face me. seemingly impervious to
my bullets. Hal I slammed on the brakes and
Launched a smart bomb, and the walker thing
disappeared in one of the best explosions I've
seen in a long time. Things seemed to be going
fine. Arid then it all went horribly quiet.

There was a gentle throbbing sound, and
everything went dark. I sank lower in my seat as
this massive mot hership-thing passed slowly
over my head and positilined itself in front of
me. It hovered there for a bit, gyrating slowly,
and then launched its attack. All these pods
poured out ol it and headed straight for mel Eeld
I was firing like crazy (obviously) and, with the

\\.....help of a couple of smart bombs, managed to

IStT, toll M e l i a  Mitt  nelfie
the OM space ship that
p t  to O m n i "  from Elia

3. ad  d a r w a d a  use Ida
• ri PINKS stodoo (Sr

'1 (Theo actual' the
boas - BiL)JL

BUT WHA 1 ALLY LIKE TO PLAY?
blow up part of the mothership. There was a
huge explosion_ and it sank lower in the sky, but
didn't give up. I kept up my assault till it was
reduced to a tiny blob - a shadow of Its former
sell. But it kept shooting at me. And then Idled.

it obviously wouldn't be fair to judge the
game from such a cursory examination - for that
you'll have to wait for the lull review in Salyer
Hoy next month. But, having heard conflicting
reports on the speed and smoothness of the
graphics, I have to say that I was jolly
impressed. While not really approaching the
sort of thing that's possible on a top ol the
range, incredibly expensive PC. they're better
than anything an Amiga could do. and very
superior to the Likes of
Race Davin'.

They really are very
'3D', too - factually felt
quite scared a few times
as missiles hurtled
towards me. And the
whole Starfav experience
was very enjoyable.
There was always lots
going on, the baddies
looked great as they
swooped about, the
controls responded
quickly and realistically.
the sound effects and
explosions were spot-on,
and the whole thing was
very exciting. (Perhaps
assisted by the fact that
was playing it on a
gigantic screen betweeri
a couple of noisy loud-
speakers.) I do hope,
though, that the game
'opens out' a bit in later
levels. The first level was

fine as far as it went, but I could see myself
growing weary of just flying along in a straight
line, taking the course the game dictated.

'Cur, that was good,' the official fawned_
'People don't usually get that far on their first
go.' I muttered something about 'being a
professional', then realised that she probably
said that to everyone.

Just Iscads pad fawned am
oilado_ These puppets were made twdL

17.Srarfox is being released in Japan first,
on the 21 February. The US release has
been set at the end of March, with the UK
ventiOn following at the beginning of

, May.  No price has been announced yet.
\ -
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t 5 SUPER NES
-  GAME Of YOUR cllota

'PTO9 . 9 9142.99 , p e d ,

IYEO-GEO
PM. OR sow S279•.„,,,99

VEGADRIVE
PAL+,c-1()011.00;mac 05‘..A.11.1r 1 • 1 1

STARFOX CALL

61,1* S U P E R  N E S
STAR WARS ,, .  ,   C 5 4 . 1 1 9
MICKEY'S ;g r im  quirsr .....  C 4 9 . 9 9
STREET FIGHTER   _ C 5 4 . 9 9

ALAIMEN 93  C 4 4 . 9 9

! AT M .  . .   . 1 , 1 9 . 9 9
DESERT STRIKE ..... . .  -  . 1 4 4 . 9 9
! M A U  e l . ! !  C A L L
FATAL M B E .

A M E N  I I I  -  -  - C A L L
ALIEN tvi PREDATOR . - -  - . . . . . . - - - C A L L
WARP SPEED
TINII  T W I N S  . . . .  .  .
COMBATRIBES-  .  . . . . . .  .. -  . C A L L
•ITRAIINATOR H . .    C A L L
SPIDERMAN .. -
D i  ,7 OF THIS WORLD . . . . .  £ 4 4 9 9
NCAA B A S S K T I VA L L . . . . . - - . . . . . . . .  ........ C44.90
Z E L D A H I  ............. _ _ . . . . . . . . . . - - -  ....... C39.99
ACTRAISER -  -  .  .  C l a s s
FACE BALL 2 0 9 0 .  -   . . .  . C 1 1 9 . . F t 9

COOL 99O111 11 . . . . . .  . c o  L
ROAD R U N N E R , -  -  -  . . .  C 4 4 , 9 9
CHI rCk  M I  CA C 3 9 _ 9 9
M N G  OF t t i t :  moNsTERs  -  L 3 9 . 9 9
POWER MOVES - .  .  L 4 . 2 . 9 9
LEMMINGS - £ 3 0 9 9
TIOROCOP I I  .
BEST OF THE B E S T-  -  . -
M A Z E  ON ..
S I  PER ALLSTE
WORLD LEAGI(E S O C C I A S - - - - - - . C 3 1 1 . 9 9
SIM CITY
MEL.41'
I M P E R I U M  .....  - - - -  ....... . . . . . . . .C34 .99
A A B L O O I N .  . . . .  -
SUPER FIAY ACTIIAN FOOTBALL .-..(37.I.K.1
RACE D B M S '  T H Q  -  . . .  C 3 7  99
R A M PA R T  _

MAGIC SWORD _ -  .   E 3 4 . 9 9
PRINCE OF PERSLA . -  .   f . 4 4 . 9 9

WINGS I I  C 4 3 . 9 9
GHOULS &  GHOSTS C 3 9 . 9 9
SUPER BATTLE TANK .  £ 3 1 1 0 9
A M  W V ' S  PUN

Q-BEHT 3 . .   -  -  ..... . t 3 d . t e i
POPVLOC'S . . . . .  -  . . .  . . .  C39.9s
1 1 0 0 A -  .  ..... .  -  . .  -CBI  99

. . . . . . . . .  ..... . ...... C39.99
CASTLEVANIA -  „   - -  . C 3 9 . 9 9

MYSTICAL !SLAVA. . . . .  - -   - C 3 9 . 9 9
ROAD w a r  C 3 1 1 . 1 K /

1101.RIE DRAGON.. ............ .........1 C44.99
JIMMY CONNORS TliNNIN.. . . . . . . . . . . . . -  ,C44.99
S I B I U  GUNNER .  .   C 3 9  99
NIGEL MANSELL GRAND P I M  C A L L
A M C O N G  TENNIS ........ -, ....... .......-.......C39.m.1

DRAGON'S LAIR . .  L 4 A  9 9
HARLEY'S IRMONGOEIS
ADVENTI  RE . . .  .  .C44.99

CIA ELIO
UN SQUADRON _
WINI; COMMANDER C 4 9 . 9 9
SI rPER NBA.  -  . . . . .
CALWORNDI GAMI21 11  . . . . .  . 1 3 9 . 9 9

Our minims are MAIliosi with games, so if yoti
dool let  s lot  NCO n o d  do not dmpair JAM
.11I Pascal rwrierl and credit (Aid For,Kases l l I  be
whisivr4 t h c  iadl• .try. All pikes sullied to
change and availability. Pool and pRitaolsoq
fames l a n a l l s e k l a  15 (weeks 17.50

•

ZAP C O M P U T E R  G A M E S
TECHNO HOUSE-LOW LANEHORSFORTH

L E E D S  L S I 8  4 O F
MAIL ORDER SIZZLINGLY ROT LINE0•5•3•2 5100••

LOW LOW PACES - ALL THE LATEST GAMES 6. MACHINES
SUPER QUICK DELIVERY - NO SILLY MEMBERSHIP FEES REQUIRED

113 BUY. OUR MOST FRIENDLY STAFF AHE WAITING FOR YOUR CALI

ZAP ROURS: Sam 7pm Mon-Irr, • 9dit.-1 30pm Sot and sun. FAX NO. 0532 586523

1111 SECIC7
NOT;

Igt S U P E R  N E S USA

NBA ALL STAR CHALLENGE
GRADR.'S I I I   . . C 3 K . 9 9
WAYNE'S WORLD -  . . . . . .  .. C A L L
I V O   .  ...... .  C A L L
Ni .PER CONFLICT ....  C A L L
HONDO
FOOTBALL P I M  . . . -  .... .. - C A L L

SUPER STRIKE EAGLE. . . . . .
HET THE ICE
TOYS . . . .
S IM EARTH -
' IOW AND JERRY -  . . . .  CALL
STREET COMBAT  . C A L L
DUNGEON MASTER C A L L
HUN-7 M i t  RED OCTOBER  X 4 2 . 9 0

STAR FOX - „ C A L L
STAR WAILS. £ 4 9 . 9 9
11NV TOONS . . . . . .  . . C 4 9  99
R I  UM1LNG BEAT I I . . . . . -
F I  U R A L ' S ! '  HEAT  I I   C A L I ,

COMILAI 'MBES . . . .
i l U m A N  RACING  . 1 4 9 . 9 9

s m I E E T  FIGHTER H.  £ 5 4 9 9
FATAL
PA110111111  •  -
2 9 3 0  BASEBALL . . . . . . .  . 1 A L L
RATTLE TECH ...... - C A L L
N A I AT  SI 'PEN PINBALL -  . . .  . - C 4 4 , 9 9
1,1 CRASH PM% PA R T  It  C A L L
R O M A N  I I I .117 INS.

EXILAIST H
POP 'A" M L A  BEE . . . .  . C A L L
NIESFERAT I r . .  . . . . . . . . .  CALL
DEVASTATOR
JUNGLE WARS . . . . . . .  - - - _ - . . . . . . C A L L
1110 ,WETAL ... .  . . . .  CALL
PORTRES, S O F  TUBE  C A L L
ASSAULT SUIT IALICEN .... - - C 4 9 . 9 9
SUPER MCI1 BOXING -
BATTLE GRAND P R I X - -   d 3 . 1 . 9 9
SUPER 11 c u t a s .     L 3 . 3 . 9 9
ADVENT!  rRE I S L A N D - -  .......
D A U M '  RS  -  C 3 9 .  99
r s u  l i n  DREAM . . . ( A L L
SDI...TICE C A L L
I T I P  RACER . . . . .
A M E 0  AIDS C A L L
SUPER DUNK STAR . . . . . . .
a -N i l :MAMMAL TENNIS  C A L L
I I N H C S  COOKIE._ . . . . .  - C A L L
M A D  DANCE „ . . -   .  _CALL

•  A M I C  0 - 1 1 1 - ' " n " . " . . 3 1 1 0 J A P

VIENPOINT . -  . . . .  ....  - CALL
I A  RrAL E E Y  B . ,
SIDE KICKER SOCCER .  . _   C A L L.. C A L L
SENGOKU 11  ( A l . ? .
A I I 7  OF E I G H T I N G _ . . . „ . . . . . - _ _ _ _ L I 7 5 . 1 0 4 0
WORLD I IEBOES  . . . . .  -  - . C 1 3 9 . 9 9
HASERALL STARS II .  . . . . . . .  -C1.29..m)
KING OF THE MONSTERS 11. . . . . . . . - „CCM.99
THRASH  RALLLT.  .  . . . . .  .  . C 11 9 . 9 9
l A s T  RESORT .  . . . . . . .
R E M O  ARMY. . ...... .  .  . .  C129.99

„sElwr.,,TiGAi:noAruct.r Ammo,. ..,.. .......  -.....7....._,cc;11:9999
SOCCER M I A M I   L I  /9_te.t.. ...  C 1 1 1 E 9 9
A m m o  DI  .'.NOS.   . . . . . . .  -C129 .99

GHOST P ILOT.  .  -  .  ...... . . . 4 9 5 . 9 0

S t  HI.p.nEltvmSPJ , . . . . . . ; F t u t r  _  .  . . . . .  -
 ...C115.00

CROSS SWORDS . . . . . . . . . . - . . . . . . . . . . - - - . .C4  95952

FOoTRALL .FRENZE _ T . ;  95_23. woo)
AS°ICING110' I' TOP MONSTERS .....-......--,(95.00
,WAGICIAN LORD . .  . . . . C . 9 5 . 9 0
2920  ILASEI1ALL.- ,
NAM 75 .. . . . .  -  . . . . . -  -  ... . . . . . t 6 5 . 0 0
BLUES JUL T I N E V - - - . . . - - ,  ......... - - C 6 3 . 0 0

LatEASERAGUE1110.1 *L ING  -  -  - - - -  C.C4 6. 1.51 ... 11:A:1

.  -  .....
C IZ IERLIP . . . . . .  -

TO P PLAYERS GOLF
.... . . . . . . : . . . ' L l 2 6 ; I N ;M E M O RY LARD ..

J OYSTICK -  .  . . . . .  -  .  . L 4 9 . 9 9
J O I PA D   ,  . . . . . .  CALL
INFRARED sncK . . . . , .  .. „ „  . . .  I AIL

WHEN KING A 1: SNIS tO!i%
A [SAP NINTENDO GAME)

R11450 An
NOCE A WHOLE

AN

1.04.No.W TRA. W  ER
_TAltui

COST. WROtil:LIDRESECA°MSVfi"..E IA1.150
SAID OUR BANK MAN

O R D E R  F O R M
Send to thrs address:
ZAP
TECHNO HOUSE
LOW LANE, HORSFORTH
LEEDS L518  4 0 F

Please rush me the following
PRICE POST/P TOTAL

GRAND TOTAL

ITEM

Picaue mete cheques/PO's
payable to ZAP

NAME

ADDRESS

TELEPHONE  NO.

Credit card number

Expiry Date

1_1

CUT HERE

POSTCODE

_

Cheque Credit Card P o s t a l
Ortlee

VISA

•  •  •
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Silkworm on the Amiga begat SWIV on the Amiga.

A i r

And SWil/ on the Amiga begat Super SWIll on the
Super Nintendo. And, er, here it is.

SUPER

Every game has a
Unique Selling Point.

(Apart from crap
games. Although,

come to think of it,
people must be

buying Home Alone
for some reason.)

Super SWILts USP is
the tact that you can
either fly a helicopter
through its levels, or
drive a seep. Or both.

it you manage to
cajole a friend into

helping out,

•

• : . P z  :

••••:.•'

The jeep, on the other hand, isn't so fast,
and has to drive round (or jump over)

obstacles. But ibuill it has the big
advantage of being able to fire in any

direction. including a different direction
to the one its driving in. This makes it

more fun in the long run.

they are
in action.
What
d'ya
reckon?

The helicopter's advantage is that it tips
around the screen really quickly,
without having to worry about dodging
any obstacles that might be on the
ground. For this reason. it tends to be
the primary choice for newcomers to
the game.

UK Maas* ir
Game: Super SWIV
Publisher: The Sales Curve
Developer: Storm
Price: E44,99
Release: March/April
Players: I  or 2 simultaneously
Cart ROM: 8 Mbit

BITS 'Pt PIECES

He-- , n g  rather like something Out of
Th..' •  rls, is the giant plane that ferries you
int:

Just.
and they'd explode

a shower 0-

In tact — yes — here it is,
actually ferrying you in,-

the battlezone.

:entally.
al Me very
beginning of
the first
!evel. if you
go to the
tar right,
you'll find a
green
warehouse

thing flike the one above) ready tor the taking

3
3

Best of all, team up with a friend (trying not to squabble
over who gets the helicopter) for twice the firepower.
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See?
Incidentally.
at the very
beginning of
the first
level, if you
go to the
far right.
you'll find a
green
warehouse

r the taking.

riot to squabble
:re the firepower.

7101 WI tams
lase

211121 i n  among
ewer trickier
athrersanes

There's a rattler groovy bit
on level four where both

vehicles decide to turn
into planes and streak oft

into the clouds

Cor, lava duck'
(I tem, — En
These bits are
tine if you're in
the helicopter,
but a bit of a
nightmare in
the jeep.
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• w super Play an intro sequence and we'll show you one of these 01m-strip affairs. telling the story frame by frame,
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rk

\\,..1,_)b with a massive laser on Me front

THERE'RE LOTS OF BROWN BITS IN IT!

r greets you as you
1,P

e•ei lau
teri•Frlirt

Their let
planes
against our
helicopter?
That's hardly
cricket.

with lots of camoullani u i i  II lake quite a splash here on level three. (It's all
d,I  v e r y  watery. you see )

And here's the boss of level one— a large building-type L e v e l  two's boss is. er, well, its another building thing. T h e  boss of level three is this underwater.
With lasers Ana Its brown S p y  Who Loved Me-style thing.

C i Y e

1
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Super S IM  is one game where you won't
be wanting for weapons. For starters

there's your cannon, which can be upgraded
into a spread cannon, a flame thrower, a

taser or a multitude of other goodies. And
then there are special weapons -  homing

missiles, Ordinary missiles. spinny-roundy
blob things... Me list goes on anti on,

(Only not here.)

And here's a glimpse into
level six. Coo. (That's

enough levels -  we don't
want to give everything

away - E t )

Eek! A bit of Space
to fillt As it
happens, we've
been dying to tel
you about the trains Ian example of which
can be seen to the left) And now we can!
They look great running up and down
their tracks, and even better if you
manage to pump enough shells into one
of the carriages to make it explode.

Pressing ever onwards,
here's the giant helicoptery
boss from level four.

GOOD, BAD OR UGLY?
In
almost
every
respect,
Super
SWIV
isn't in

the slightest bi t  boring. In fact.
it 's one of the best scrolling
shoot-gem-ups on the SNES.
Everything about i t  smacks of
qual i ty and professionalism.
and in many ways it  out-
Japaneses the Japanese.
(Despite its being coded r ight
here in the UK.) Yup, it 's a big

!I thumbs  up for Super SWIV
Take the graphics, for

example. They're not boring at
a. all. The scrolling's ultra-slick.

The sprites are all wel l
designed and animated, and
look really purposeful and
mechanical, w i t h  the shadows
unaer 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 wi th  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.j

It's also quite interesting
the way the game expands on
the Amiga version. Rather
than being a straight
conversion, Super STN7V 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,
w i th  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 ' l l  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
bit better than
Axelay, even if i t
doesn't have the

•  Jonathan Davies

86% 64%
1MFL'rE
63% •

75%

81%
.,,yEn- •  one of the top. °oh, eight
Scrolling shoot-'em-ups on the
SNES. Very slick but, strangely, not
as exciting as it could have been.

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. I was
fibbing sl ight ly when I said
earlier how good they me. 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 hoaspN,
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 stan off
with,  but  when you've been
hammering away at one for a
good five minutes without any
visible signs of damage, you'l l
begin to wish that bosses had
never been invented. Or shoot-
gem-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 r ight about the way the
game's paced, I t  seems just a
t iny 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
dri f t ing off course a l i t t le here.
Super SINN 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 wi th  two players. It 's just
a bit  boring, that's all.

APRIL 1993
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Cart Options Club

(

For just a £5 viewing fee on each cart you can choose from our massive SNES
selection including the currrent top 20.

As a Viewing Club Member you can try as many carts as you wish. Just return
them in the pre-paid envelopes provided, It's that simple!

You also receive a pack, containing your Membership Card and details of Club Offers, Competitions and much more. I f  you find
a game you really like, just pay the price quoted on the back of the cart. Viewing Club Membership is just 0_50 per year.
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Please enrol me as a member of the Cart Options Club:
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0
0

0
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or:
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Title F T i t l e '
I wish to swap the following carts. I  have enclosed the can(s) plus £3.10 for each swap. I  understand that
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Please allow se% en days for processing of form.
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Ca2 MAMMA 1 / 2
PA R T  T W O

The original Ranma 1/2 game gained a bit of a cult
following when it first appeared on import,
although it soon became hopelessly outclassed
with the release of Capcom's world
beating Street Fighter II. Can Part
Two make all the difference?

Akane has a lew tricks up her sleeve - the most obvious being this huge spiky bail on a
chain, Fair play? No, lust plan silliness

This
is Akane•

the girl Ranma'S
supposed to h i . - 4 1111 k .

(when he's
41111Pa girl himself,

that is).

q._
This chap has the a.,dckiest moves in the i-Ill ire pow He looks just
like the King 01 Hearts, and uses a giant playing card to block other

people's attacks (No. it's not worth asking us why.)

What's this Ranma 112 business all about,
The first opponent you meet in

the one player plane is this
bloke with haillinly. Mere poor

Old Flooma's be gets a nonliap.

So who is Ranma? Well, you may
remember a feature we ran in issue 2,
which took an exhaustive look at games
based on Japanese mime. The original
Ranma I/2game was one of those -
a bizarre story, originally created by a
woman called Rumiko Takahashi as a
maoga (comic),
and since
transferred to
TV Ms

'Illyaaaaaahr Time for a
hundred•hand slap around
the chops...

Takahashi is said to have become one of
the five wealthiest women in Japan.
through the success of her creation

The plot goes like this: Ranma is a
teenage Japanese boy who

N11 (through a magic curse which has
befallen nearly every character in
the show, with different elfects).
turns into a girl when

he gets wet!
(Hence the 1/2

he's half boy, half girl.)
The stories are sort of

...lianma's
best special

move

Here's
Rama m
his/bet tviv
guises You can
play either in the
game but can! switch
them once Plae starts

A suitcase
over the head

is perhaps
best avo'-1

.• .he blocks his way out of
trouble...

COi . . .  w i t h  lots or 5crapollig -
every character can turn into
something else at the

drop al a. er, drop
of water

(Ranma's
dad becomes
a giant panda,

* w e n  Belga,

Game: Ranma 1/2 Part Two
Publisher: NCS Masiya
Developers In-house
Price: 1,50-160
Release: Out now
Players: 1 or 2 simultaneously
Cart ROMs 12 Mbit

•

Yes, this time there are
even more

Characters to
choose from

th ln tho brovt

game!
They're the
weirdest
people-who
change-

into-
other-things-

when-doused-
by-water you'll

ever see

This
Casino King is a
new character.

taken from a
recent

Ran ma
film.

lor instance), and every character seems
keen to putting his/her/its lists up at

every opportunity
So, choosing a

theme for the
game didn't pose
much of a
problem_

...'h0000000tt What a guy. _ a n d  finally Ranma does his
eh? (Oh - he's a girl)... Ryu impression.

II
1
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Ryn and Ken are pussies! shouts Rygei. while
delivering a gigantic fireball This being a Japariese-text
game. special moves just seem to 'happen' when you
fiddle with the buttons (ie, I couldn't work out the
controls). Pressing two at the same time seems lo work.

Shampoo attacks
wiM her maracas.

This girl has a spade to whack people
around the head with. Poor old Genma

the Panda doesn't seem on the idea, and
tries to blend into the surroundings,

This
is

-Shampoo —
• she's got
purple hair, and

turns into a small
pink cat when she

gets wet.

This minataUr is
another new
character-

I ver seen a yellow panda
oelore? Us neither. They
crop up here, though, to
prevent contusion in the
two-player mode

, G e n a l a  the
4 1 0 ' .  •"--:L-r.t..--;:i Panda is

0 . 4 0 0

Rantna•s
dad f-He

-,.., a l s o  imes a
tipple. as
YOU can

See.)

Happily, the famous Street fighter It trick, where identical
(apart from colour) characters light it out, has been included

for the fairest 01 one-player matches.

Crikey,
I'm not
sure
about

hardly
world to
problem is, e •
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
. i r s e ,  that oodles of special

-es might have just
' me by. (Those with
-- merles may
.er the original

Jai; . e  Street Fighter Hs
bac . i t i l a r  problem when
they Lust arrived in the U r  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 I
had with this.)

The problem with special
moves aside, then, how does
it work? Well, it's riot unlike
the original Ranma game.
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-
looking backdrops of the
original aren't quite there, but
admittedly the animation is
lust 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
humorous Japanese speech.
winch sounds funny, even if
you can't tell what anybody's
actually saying.)

As previously
mentioned,
you're likely to
find that the
gameplay
suffers more
from your lack
of proficiency
in written
Japanese than
anything else,
but that does
mean that
progress can'
be made A

few hours with the game 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 female
Ranmas are easily the best
characters to 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 an'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 massively.

All this said. however, I
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 ff 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
yet another that completely
fails to get close to Street
Fighter Inn 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 - o u  can't see any
evidence of it on screen.)

•  Jason Brookes

uND GAMEP

•

VERDICT F a b i ó i b j n a t j v e ,
with the weirdest range of moves
ever in a beat-'em-up. It's a bit too
easy, but Emime fans will love it.
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TEST DRIVE III
THE D U E L

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
Hire's a typical on-the-road situation.
You're stuck behind this painfully slow
Volvo estate or whatever), on a clear road,
and you reel you lust have to overtake. Do
you put your foot down, pull out, and let
the awesome acceleratailve properties of
your F40 (or whatever) take over? Or do you
hang around behind it and whinge a lot?
Only you can decide...

Oopst Somehow we've let a poxy t-orO Sierra police
pull us over with a speeding violation The shame Of

You want a choice of courses? You got it! Test Drive 11
otters smooth ones, wibbly ones and very witth,• ones.
We say: Go for the one at the bottom there!

1
There are ISO e s
that could ord
possibly wor
games conso p e r
Mario Kart for
example, or Axe/ay.
There are others that

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 pmisible, 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 welt. The gears and things work just
fine, and at times it's almost possible to
believe that you're actually driving a car. I n

GOOD, BAD OR UGLY?
the game's way ahead

som l i k e  Top Gear, which at
feels 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 II concept, doesn't quite
seem to hold water. You find yourself
thinking: look, all I'm doing is driving along
a moderately winding road, that's
moderately populated with cars, at a
modest 150 mph. Why do I 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 find yourself cursing
the controls more than you do other drivers.

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

UK Moan

Game: Test Drive II: The Duel
Publisher: Accolade
Developer: Distinctive Software
Price: E44.99
Release: March
Players: I
Cart ROM: 8 Mbit

WORLD'S FASTEST?
You can choose between three of the world's fastest
cars. (At least, three at the world-ot-tive-years-ago's
fastest cars, Give us a Jaguar XJ220, a Dodge Viper,
or a McLaren Fl any day). They each have different
instrument panels and different engine sounds.

Are you the hot-blooded, passionate, Mediterranean
-9 take the Ff!,•Jri F40_

Or are yE
the Pars',

ialculating Te
fore your cup

Sc'

„it ,•
Ferrari and joike the Lamborghini thaw).

re, er, the hot-
type . ,that case_ you

fiRAPHICS

68%
GAMELIFE
54%

SOUND

70%
SAME PLAY

59o/b

OVERALL 5 8 0 / nSCORE

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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Carling and Nigel
Starmer-Smith are the
only three people we
can think of who play

rugby. And World Class
Rugby is the only

rugby game we
know of on the

Super NES.
(Spooky, huh?)

It's World Class Rugby, the only rugby
game on the SPIES, and it's the

ultimate play-off between Rich as
England (hooray!) and ler as the All
Blacks (boo!). The options have all

been set (via a usefully user-friendly
option screen), and kick off is about
to take place. (Note the handy meter

at the bottom of the screen for setting
the power and direction of your kick.)

Only six seconds into the game, arid it's a
scrum down already. Jez has the put in...

And, to cut a long story
short, Jez scores. And then

he scores again. And then he
keeps scoring quite a lot of

limes. (Yawn.) Half-time
arrives (eventually) and

England looks, to be honest,
completely scuppered. But -

oops! -  Rich 'accidentally'
pushed the reset button...

and it's a draw by default! Honour is
saved. (It wasn't very fair, though - Ed.)

UPI Reiease

Game: World Class Rugby
Publishers Misawa Entertainment
Co. (Original: Auctiogenic)
Developer: Denton Designs
Price: -MA
Release: May
Players: I or 2 simultaneously
Cart  ROM:  4 Mbit

11111111111

fer#6/
Jez gets nasty, and
tries stamping on one
of Rich's guys' heads
The ref isn't haying
any of it, however

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

Out misses. (Hu probably lurgot to
take into account the wind which he
foolishly set on 'full before the game

started, the clot )

GOOD, BAD OR UGLY?
If you always
thought football was
a furmy 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 rugby sims have to include
the 'lots of l itt le 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
so 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 nicks, mauls
and scrums. Placed kicks and conversions
can be judged perfectly, via a handy litt le
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?
graphics work a treat, creating a fine 3D
pitch, and following the guy with the ball
so you can always tell where he is.

So 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. AU this is bound to annoy the
non-rugby fans amongst you after a while.

Indeed, as a non-rugby player I
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 straiegies, 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 W-
ilke smoothness to the game, hut 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.

•  Rich Pelley

GRAPHICS

730/B
SOUND GAME PLAY

OVERALL
SCORE-80%

Rugby has none of the
failings of, say, Kick Off, and will
be great for fans. The rest of us will
find it a bit stop/start, however.

E661 
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Japan is a many-
headed hydra of

an lathiMry, a slavering
monster that lumber(
back and forth across
the country
showering products
on unsuspecting
•otaktr (fans) like a
tropical monaoon.
This herutt 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. Ors
been said that the Japanese use more paper to

Piess Mars action' Mow . _ s ,  NI. dds
SEEM 72, ono Otertgeou:,
aiSt sod efface Is Waal
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MeV,

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

Rosana..
this Ma kat? a is, at
calm dm Saver ;Visor Most. to

rt Os mug NV comics.

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.

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 pietureal

In the West, comics tend to be thought of
as pure kiddie kidder, or as subversive
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 Spidertnan on the
train, But in Japan the reverse is the norm.
Massive (by Western standards) phone-book sized
comics line the shelves of strmsa-corner thews
vendors, and they're purchased not only by
teenaged boys, but by their fathers, mothers,
sisters. girlfriends, grandparents... even their
teachers and employers.

The range of titles and subjects lOr 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 comics,

produced by the
truckload to feed time
hundreds amid
thousands of fans
across the country_
The weekly manly
books, commonly
known as 'shown
manga*, are
usually anything

t 0 3(X) pages
long, printed
black-and-
white on thick
newsprint-
style paper.
In a given
week over

will •tXe)Uh
sold.
Unlike
most

American comics, which only feature one story
running throughout. manga can often contain 10
or more difiererit titles miming in serial format,
week after week, not unlike the British 2000AD.
The shonen mariga are made to be disposable.
like many of Japan'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
mariga in this way.

-  3

Lasidm gorgeous and keineng Dein Li modes a delested
opponentIs thIs same from Om Street Figeter H comic wig.
The sense Is Sill Is spectscutul

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

it goes further too. A mariga series is often the
starting point for a hot media property - many
titles go on to be animated into TV shims, 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 Aldine 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-oil from the merchandising
super-tiova that always occurs when a comic
becomes popular.

And it's not always a one-way street - original
games and mime frequently spawn manga
versions of themselves to fuel the wants of trendy
fans. Ryu and co from Street Fighter Hare a case in
point, with a serialised tale of their pugilistic
antics appearing in a Japanese Nintendo
magazine. These short bites of kinetic SFil conflict
are so heavily filled with speed-lines as to give a
reader a nose-bleed! Indeed, look at any Japanese
games magazines you'll find a few pages of manga
strip in arum thist the cartridge reviews and cheat
sheets. Chances are, you'll find something similar



if you glance through a Jallanese role-playing
games magazine, or a paintball 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
rnanga is a major, perhaps an integral, part of the
visual media culture in Japan, read by everyone at
least 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
similarly 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, lust lake a look at the Japanese Super
Famicom games rated in What Cart? (see pages 88
to 93)-  the marketing forces behind Nippon's
comichook empire have not been slow to exploit
the rump/game connection, adapting comic-to-
cartoon hits like Ranma 1/2, Area 88, 1 /shit) Arpd
Tom, and Hokuto no Ken (aka Frst (I1 The North
Star) into games for Japan's console top gun.
Anyone who's seen any of these games will agree -
the characteristically expressive and dynainic
Japanese art style has proved perfect for
transference from paper to cartridge. If you're one
of the people who've enjoyed games based on
Japanese manga, you'll be interested in reading
more about the original source material - maybe
you'd even be interested in getting hold of the
comics for yourselves. This is where I come in,
Over the next few pages I hope I'm going to make
it clear what game-related
comics are available, where
you can get them, and y e s
if they're actually any good.
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YOU'VE IPPLAYLI"
111=le mimic. w111 N O W  R E A D 1•11 wilommilutommi T H E  C O M I C
T h e  Super Nintendo is no stranger to

comicbook heroes and adventures - games
like The Rocketeer, Spiderman & The X-

Nt......., M e n ,  Borman, and the ubiquitous Mnia Turtles
can all trace their ancestry back to the humble
comic-book What follow!' is a look at the
Japanese manga heroes who have crossed into
the digital realm...

RANMA 1/2

O n e  of the most
popular types of
SNES games by far

is the beaVent-up, in the
tradition of the
grandaddy of them all.
Double Dragon.
Although the mega-hit
Street Fighter idt
currently stands
supreme in this field,
SOUK' of the
wannabes for that
honour stem from
the pages of mango.

A good eXill twit
is Ran1710 I / 2 ,  aistP
known as
Neighborhood
l'otobat Perhaps
the best way to
describe the
manga this gaine

was based on is as a polymorphic kung-fu sex
comedy! Created by Ms Rumiko Takahashi, who is
said to command one of the highest wages for a
woman in the whole of Japan, &liana 1/2 is a
delicate (ha!) tale of martial arts, romantic
relationships and water-induced shape-changing.

Rantrw was an explosive hit when it first
appeared in the pages of Shone n Sunday in August
87, and, two years later, the !nano crossed over

to become a popular television series. What made
it so sought-after? Ranma was blessed with the
'rakattashi touch', in a story which told the tale of
a young man Martina Saotome) and his dad
((erima), the last experts in a long-dead fighting
form, who accidentally fall into
enchanted pools and become cursed
to transform into whatever
previously died in said pond when
doused with cold water. As Rarima'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,
Ranina's life soon becomes beset with
martial arts adversaries, some 01 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 inatte for very
funny stories, it also lead naturally to a great
idea for a martial arts game licence, and voila!
Houma I/2 Neighborhood Combat hits the screen.

:ta
0

Li:wombat
aim:tars and NO

f a r m  motto RWIRai  Z .

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
(lull of cold water, that is). A quick tip: if you fancy
going 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 front the TV series -
check the review on page 38 for more details.

Sounds good, you're probably thinking. So
where can I get hold of some Ratuna 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 Runma I /2  Part Two (issues
to 11 are on sale now In specialist comic shops).
Other Takahashi tales worth checking out are Lam
Ouzel Yutsura (another romantic comedy, this
time with a lecherous-hoyaneets-extreinely-cute-
alien-babe theme), Fire Tripper, a time-travel story.
and The Laughing Tavel_

FIST OF THE NORTH STAR

F i s t  Of The North Star is the perfect beat-
'em-up licence. Both the manga and the
tutintated movie (available hi English from

Island World Video), is hill of bone-crunching
fisticuffs, just itching to be played out on your
console. First seen in 1983 in the pages of
Shosten Jump magazine, Fist, or Hokuto no Ken
as it's known in Japan. was a post-holocaust, Mad
Max-style epic about a lone warrior. Ken (which
means 'fist' in Japanese) and his quest across a
ruined world filletl with violent gangs and other
hazards. Throughout his weeidy 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.

Naturally, 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 SRI, but just
doesn't cut it. Despite some
good graphic pow!, N5K6 lacks
the staying power of the natre
varied SRL The manga is still
a popular seller in its
original collected format,
marketed by Jump Comics,
and it WiLS also translated
by Viz Comnamications
into English as an eight.

issue series. A further
colour comic mini-series
was planned by Viz, but
this has yet to appear.

arose,
snide Brower* maw

net or no Matta Sur me
for the masa stomached

USHIO & TORA

U s h i o  And Toro Is one of the most recent of
the action/beat:ern-up crop on the SNES,
based on a manga and anime video series

of the same name. The plot of 1)&1' 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 ( I  era. or Tiger) and pinned it to
a stone with his magic
spear. Since that time, a
temple has been built
around the trapped
beast to imprison it,
and the flintily have
kept the legend Rafe.

When Ushio
tiowittingly 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
alliance to destroy
the -supernatural
vapours' that
escaped when the
temple seal was breached.

The 'nano 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 cotnicbook, so an
English version isn't available. However, a video
anime series has started, based on the comics. The
SNES-cart, produced by Yutaka/Bat-1dt* is a two.
tiered combat action saga with eight levels. where
the player cart lake the part of young Llshio with
his maggral beast spear (the kemorto no yari). or
as bra ,  with his tiger claws and his demon spells.

irs
Met eat old Muir lag
MOM N M I  Misr dame&

ORAGONBALL Z

A m o t h e r  popular genre for SNES carts is the
RI'( combat and strategy game, made
fat  b y  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 Nintendo matt.
'Die manga-rooted games have a presence here
too, with games like
Dragon halt L and
Dragon hall Z HI, the
follow-up Based on a
I N  show which is the
sequel to an earlier
show Wragorthall) -
a I  was itself based
on a manga series In
Shonen Jump
weekly -  this

Aerate, moinoter and 1
tots et stomas: that's

the sham-Mt-an
Dragadabadd Z
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combatiRPG revolves
around battles with bad
Kirks who want the
mystical Dragon balls.
which an- scattered
around the globe.
Chinese legend tells
that when all sevrn
balls are brought
together, the
Dragon God Shen
lung will grant
the purisessor a

wish, and
naturally the
bad guys (evil
space aliens)
want them to do

am good with. The cast of the series is well
represented, with gangs of shapechangers (who
saki Ranma out there?) mixing up with gun-
crazed bunitygirls and martial arts wackos
Generally. Dragottball Las a cart Is a non-starter
-  because of the heavy Japanese text content -
but the battle scenes are sharply rendered, and
all the series charactem get a look in on the
combat sequences.

The manga featured in Shorten Jump for
several years, and the entire collected saga is
available in the original Japanese for anyone brave
enough to decipher it for themselves.

limn; Ism bwa
the as-action wane of frespahlall

DRAGON QUEST V
ying with dragons and the like for a

moment. Dragon chlf%%it V is a good
example of a game that has crossed back

over the media barrier and created the demand
for a manga based on the game, rather than vice-
ersa. This is largely due to the hdinence of the

character designer Akira Torlyama, who in
addition to heiming 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
Drugontrull
series This 12
Mbit colossus of
an RPG stayed
glued at the
number one
slot on the
.1apanese
charts for
months,
prompting a
'Making Of'
documentary
on MIK, 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

D r e f t i l l

O W  MN 1111111 Jop
coodeo, M O M  iota of stir:masa

A ' H i t h e r  Immo which became an action
RINI, was the present day mystical

trdventure series 3x3 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 mango
told the tale of Pak the last of a species of three-
eyed humanoids with strange powers (the
Triclops), who live in a remote part of China, hi
the beginning of the saga, Pal came to 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. Piti's
personality changes while in the throes oil her
magic-using. and It's during one of these
episodes that the son she's been seeking,
Yakumo, is accidentally killed by her pet bird-
demon. Pal is forced to blend her life-force with
Yaktimo to bring him back from the dead, but in
doing No she turns hint into a zombie, lie
discovers a strange Chinese letter on his head.
denoting Ida unckad
status, and later, he
finds out that he is
Immortal when run
over by a bust

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

Mess 3x3
Ems pages thaw the
qiirctaestse NO speed

-,,rnto of „tap eerier
mics - stronger

ISM anstedni
Mamie al.

back to life
again. After

teaming up with
Paj, Yakumo realises that their

only hope el leading a normal life is to find the
mystic Statue Of flumanity, which will make Pal a
human being and de-zombify him. But, dark
powers want the ugly little statue to summon an
evil demon, and the intrepid dull, 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 Pal, or die trying...

From its weekly serial version, first published
in 1983 by Kodansha Ltd..70 Eyes has been
reprinted in several Japanese language volumes,
and translated into a five-issue mini-series by
Americati contics company Innovation. You might
still be able to find this in specialist comic shops.

In addition 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

A •  recent FIPO/cute-'em-up release,
which is hound lobe confusing. is
Doraemon: World Of The Fairies, a new

title for Epoc software. The Doraemon of the title
Is the star of a popular animated TV merles and a
manga that has sold over 55,000,000 copies since
its first appearance in 1971. Domemon is a
nuclear-powered robot cat, capable of travelling

with his young
friend Nobita •  1: t •
Into the Fourth
Dimension by
way of Nobita's desk
drawers - something similar to Jamie And
The Magic Torch! The atomic cat proved that he
had won the hearts of the inpaineter by best-
selling his 33 volume malign series, and
drowning the toy market with cuddly
Doraemons. The comic volumes are still on sale,
and Mill a hot property, although no-one has
translated his adventures into Foolish

AREA BB

M a n y  manga series are packed with ultra
violent scenarios ideal for smart game
designers to turn into

arcade-action blasters, so it
COMell as a surprise that the
only real malign shoot-'em-
up convendon no 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 "708
and early '80s, a
multi-volume epic of
love, war, treachery
and honour, /Vett
Mi was very much a
Jet fighter soap . _  A r m
opera, kind of like a t .  sae of tto Ina
To p  G u n  w i t h  a  O W  CMGS 10 COMO tO ate Wa t t
tittle Dallas mixed in for dramatic tenakm.

'Hie story revolved around Shin Kazania, a
Japanese pilot who is drafted into the mercenary
air force of a warring North African state alter
being betrayed by his former best friend, Kanzald.
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
Ryoko (Shin's true love), Shin finals himself forced
to fight to survive in the desert skies, battling ti;c,
enemy from the airbase Area 88. As Ryoko tries to
find her lost love, Shia crosses oaths with Kanzaki,
and becomes involved In hazardous missions, each
time tearing that he has become a heartless killer,
and not the same man that Ryoko fell in love with.,

01 course, the sentimental stuff was neatly
trimmed away for the game licence, and Area 88
was turned into a hard-hitting shoot-'em-up
featuring stages baseil loosely on the manga and
anime_ The characters in the game are drawn
straight from the malign, with the three pilots that
a player can select :Shin Kazama
in his P•20 Tigershark, Mick
Scymort in his F-1,1 Tomcat. and
Greg Gates in his A-10

COOT 
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Thunderbolt. Other characters are McCoy. the
money-grabbing equipment-supplier to the pilots,
who appears on the weapons selection screen in
the game, anti Saki Vashutarl, the base
commander and chief of Area gg's forces. Saki
appears to give the player his mission briefing at
each stage, and in case you're wolidering why he
has an 'X' on his forehead, i ts  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 years 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

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

,!Hi volumes, hnally ending with Shin and Hyoko
reunited, and the nasty Kanzaki getting his just
deserts. An animated series of the malign was also
produced in three -acts', featuring a different
version of the tale_ if you like aviation_ the comic is
worth a look just for the excellent aircraft artwork
by creator Kaoru Snintani

MAGICAL GUY ADVENTURE

G o i n g  to the other end of the spectrum is
Stag/cot Guy Adventure. known in Japan
as Magical Min im-Ain.  a platform cute-

.en-up if ever there was one. Very Much in the
mould of the conceptproven Super Mario line.
Talruto-Kna the game can be traced from its first
appearance an a Hump strip in the weekly
Slumen Jump magazine. Although it really found
fame and fortune as a kiddie 'toon, the manga
version was also a big seller. relaying the
adventures (magical adventures, that is) of kiddie
wizard Talruto arid his very long tongue. The
game features1 alnim on a (WPM 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 111, and so it sells-

•  SUPER DEFORMED
HEROES

( this stage. a mention
should probably be made

of the huge range of Super
Deformed. or Si), grunts that are
available, and their relation to
manga. The recent trend in
Japanese animation and media is to
create 'entity' versions of popular
characters; examples are SNES carts
Coot$eer Deformed menu erve up mill, is
gem Ildlii maim bleed borer ore nom

COMIC SHOPPING: WHERE TO FIND IT

like SD Dadgehali, Si) Great Rattle and SD
Gundam_ By tar the most (anions and most
merchandised is the Super I )eformed Gundam
series, which has created a massit e range of SD
toys and model kits, as well as cartoon shows,
game carts and comic books. The SD comics
tend to be small affairs. not as well produced as
their more Iterions• counterparts, Often. the SD
comics art- freebies with other Si) products. or
Hwy are short one-offs printed in specials and
*bonen I m m o  magazines.

COMICS BASED ON GAMES:
THE RELATIONSHIP COMES

FULL CIRCLE

O t h e r  movie-based
game titles, like
Go ndoni F-91

and 1.11roman, hate
also seen print as
mange comics, hut
the-se tend to be
produced as much
less ambitious spin-
offs. rather than aS
full-blown manga
stories. Usually, ' lump
versions of popular products
like Gandom 1-9I. or (PX
Orberformuirt, will he adaptations of the
animated l i e s  they stem from, sometimes In
the ionic till 'movie comics' that present the
anime in Ithotostory• 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 parmly titles.

The difference with
these titles is that the
mango versions come
after the animeigame,
etc, rather than
being the basis for
them, like those
w e  1116 .11 tAMed

earlier.

F inding mange in its translated form is no
tougher than taking a lout in your local comic
shop. The titles mentioned in this article - Argo

St Fist EN The North Star, Rama 1/2. Rama 1/2 Part
Two, tom Wesel Tatsura, Fire Tripper, The Laughing
Target and 3r3 Eyes - amongst others, are available
as current or back issues from comic shops like:
• Forbidden Planet, 71 New Orford Street, London
WC1A 106.
• Gosh!. 39 Great Russell Street. Landon wt.' B 3PH.
• Nostalgia & Comics, 14-16 Smalibrook Queensway,
Birmingham 05 4EN.
• Sheffield Space Centre, 33 The Wicker,
Sheffield 58 8t1S

tintranstated mange in either compiled volume
form (the size of a small paperback book) or as a
weekly shorten manga magazine is more difficult te

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 88. Nokuto no Ken, Karma 1/2, 3e3 Eyes,
Magical Takata-Nun, Onmombail. ° m e o w  The
Atomic Cat, Goodon, SO Stardom, Using And TOM,
and Dragon attest- may be available from:
• Japan Centre, 212 Piccadilly, London W1V 9111.
(The Japan Centre also sells mange and anion;
merchandise and Japanese games magazines, as well
as imported Super Nintendo and Gene Boy carts.)
• Books Nippon, 64-56 St. Paul's Churchyard, London
EC4M 8AA.

Further information on mange and amble can be
got from Amme OK magazine, produced bimonthly at
E3.50 an issue, edited by Amme World columnist
Helen McCarthy, and available from all good SE and

comic shops, or straight from the publishers at Ankle
UK MagatIne, 70 Mortimer Street, London Vtl.

Those of you who'd like to know mote about
mange should read the delinitive mange book:
Mange!, Mamie The World 01 Japanese Co hics by
Frederik L Schodt, printed by Kodansha Ltd. This too
is available from the Japan Centre.

The range of mango being translated is rising
every month, as newer and more dynamic titles
appear. Since the first true mange crossover into the
Western comics industry in 1988, the number at
manga and mango-inspired comics has lopped 150.
With sublect matter ranging hem giant robot battles
to kung-fu to comedy drama. mange has a lot to
offer. Forget everything you know about Western
comics, and take a chance on something a little bit
different - you may find that you like what you seal

1
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TEL: 0282 871093 VISA

Busby
Star Wars

Chuck Rock
mickeys Quest

Mario Kart
wing Commander

Tiny Toons

Star fox
Battle Tech
Dead Dance

Batman Returns
WaYneS World

loe A Mac ll
Ramna I I

Street Fighter II
Gods

Axe lay
Another World
Assault Suit

'Aiken
Alien vs Predator
Chester Cheetah
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' S T R E E T  SUPER PLAYER'S GUIDE

FIGHTER II
So you reckon you

know all about Street
Fighter II, 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.

F o r g e t  about lesser mags
who claim to have the
*definitive' guide to SRL

This guide is constructed
with the help of some of the
best players in the country.
I'll give you a run-down of
each character's abilities,
and then all of their bone-
bustin' combinations. (All top
Street Fighter II 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-

E HONDA
SPECIAL MOVES

Sumo 1%100
Hundred Hand Slap

COMBINATION MOVES
Slightly lacking as tar 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 Headbult.

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

CAPCOM (JAP/US/UK)
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
townie; A  good trick i t o  fake part of
your routine and punish your opponent
when he reacts. (Remember: even if your
style of play is littered with flashy
combos, it doesn't mean you're
unpredictable.)
• Pressure tactics mg b u t  Cotner your
opponent and throw a tildes of mdom
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.

COMBO 3
Deadly, but simple. Jump in with a hard
kick and lake your opponent out with a
close range, double hit hard kick again.

MASTER COMBO
Sear hug. 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

• 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 whining and losing.
• Never use the soft jab and throw
technique. it's not foolproof, and you're
liable to receive a smack in the gob.

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

E Honda knocks Ohalsim's block off with a neatly executed Hundred Hand Slap.

opponent's landing should intently be
greeted by a Hundred Hand Slap.
2 Occasionally you may be able to fool
your opponents with a slow Headbutt
rather than a last 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.

I
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RIMIP/KEN
WOOL MOVES

Dragon Peach
Fireball
Hurricane Kick

Coolinatien Moves
Sane are pretty similar but have varying
elkctiveness in different situations.

COMBO I
limp le with a hard kick, trying to get it

Oyu finishes Blialskin oft with a wall-
pieced kick in the chops.

ZANGIEF
SPECIAL MOVES

Double Lariat
Spinning Clothesline
Spinning Piledriver

COMBINATION MOVES
Being a big lad. Zanotti is licredibly

Weal relation this move has to a
Clothesline, we've no idea!

to hit below the neck. Fellow this pp
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.

COMBO2
Jump in with a hard pinch, and then
deliver al uppercut lollowed by a
Fireball -  a stunning and almost
foolproof method.

CUM B03
Not so much a combo, more an extended
version of the Dragon Punch. Get in
close, arid use a strong punch followed
up instantly by a Dragon Punch. This
lakes practice but, when perfected. It's
devastating.

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

DIRTY TRICKS
I Force your opponent into the comer
and proceed to pound him with missile
attacks. Hell have no option but to
jump, whereupon you can punish them
with the Dragon Punch. For those of you
who're repeatedly getting thrashed by

shoe, as well es having a rather sad
jump*  teddy. Normally his combos are
diebemety Muted.

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

COMBO2
Body dive followed by a double hit
power kick.

COMBO3
Leap towards ffie aeon with a hares
punch, then deck asd use a strong slap
to the stomach. Finish off with a
Ducking Roundhouse.

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

NB. These combos are quite sad, but
that is as tar as Tangiers abilities go.
Prolessional players rely on the
Incredible grabbing range of the
Spinning Piledriver to lake out their
adversaries.

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

Rye's trying to fireball 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 airborne opponents alone until
they almost hit you. This may be risky.
but a well-timed, last minute Dragon
Punch is costly on your opponent's
energy bar.
3When 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 tactic2.
411 a fight's going Nowhere fast, just try

opponents in mid-kick or even in special
moves leg Blanke's Thunder Storm).
20se the Siamdown throw far when you
need lo defend, and you're in range.
3The Double Lariat gives you immunity
from missile attacks. Master this
manoeuvre to give you a chance against
opponents such as Guile or Ken.
4Like all grab attacks, the taster you
bit the button, the more energy is
depleted.
5Use grab attacks like the Head Bile,
Stomach Pump and Iron Claw as often as
you can.

walking up to your opponent and
throwing them. You'll be surprised how
often this works.
5Sometimes, instead of jumping in and
kicking your opponent in %a nom& *et
jump in, land and then throw them.
They'll be expecting the kick or punch,
and you land slightly sooner it you leave
them alone. You're met with your
opponent in the blocking stance
waiting for you to attack, and you can
throw them.
5Don't lorgel that any sweep
manoeuvres are vulnerable to the
Dragon Punch.

6 Prshatily the best advice I can give
you is nut to pick Tangle

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

' 3 8 4 0 4
KO
76

Tangiers got ken in the Spinning Piledriver. Looks like Ken's going to have a bit of a
headache when he gets out of that!
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CHUN LI
SPECIAL MOVES

Spinning Bird Rick
Hundred Foot kick

COMBO MOVES
As she's the lastest selectable
character. Chun Li's combos tend to be
very fast and easy to execute.

She may be a mere slip of a girl, bet she
can knock Blamka for six.

BLANKA
SPECIAL MOVES

Cannonball
Thunderstorm

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

Blanka demonstrating move he picked
up from the Ballet Ramhart.

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

COMBO 2
Squat week punch, stand strong punch
and then hard kick as you jump forward.
If your opponent is not stunned, throw
as you land jd possiblei.

L - 0  3
Jump in with a hard punch. squat with a
hard punch and then go for the Spinning
Bird Kick.

MASTER COMBO
After a insets of mid-air stomps, land
and go straight into a Hundred Foot
kick. Finally, you can either squat hard
kick or try a throw it you re feefiog
daring. If thts combo polls off it will
stun immediately.

NUT : K S
Illemeember: MEL] possesses some of

tin best mid-air kicks in the whole
pme. Use them to hill effect.
2 The Spinning Bird tick cam cause
0111111ge as Chun Li drops down to come
set if the move. Judge the distance and
use the appropriate power (weak.
medium or strong) to make sure you drop
onto your opponent's heat.
3 Alter knocking your opponent down.
produce a Hundred Foot kick te sag a bit

Illalka's superb speed and
accessibility.

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

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

attack and then hit punch to produce a
Neck Bite.

COMBO 2
Jump in with a hard kick followed up by
the Double Head Bull. Use a Cannonball
10 stun.

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

COMBO 4
Approach your opponent and use the
double-bit Claw Spin. Afterwards, use a

Very undignified, but very effective: Dhalsim's in real trouble tram Chun Lie
Spinning Bird kick.

more of their strength as they get back
on their feet.
4 Using the 'stamp on head' manoeuvre
to the tell. as many as five hits can be
achieved and you can overpower certain
of the other characters' spccini MOVC3•
5 Opponents left lingering in the air
alter an attack should always be
punished with a mid-air throw. Chum LI Is
one of the only two characters to
possess such throws (Guile being the
other one).
6 By pinning an enemy against the edge
of the screen, it's possible to spring oft
the wall for a double hit. First, use a

Come anywhere near Bianka 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 COMBO
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 due.

DIRTY TACTIC5
Blanka's jumps are very quick. Use

this knowledge to take out opponents

Head Stomp and then press tor a
Roundhouse Kick.

Rye tries desperately to tend oft Chun Li
and her vicious Hundred Foot Kick,
without much success.

who have just thrown a Fireball. With a
kick or punch you should be quite 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 lute
reacting too early, and punish him
accordingly.
3 Blanka's flying kick is quite excellent,
and can take out many other flying kicks
quite efficiently.
4 Don't forget to make full use of
Blanka's squalling power punch. As well
as being hard it has superb range.

I.
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ONALSIM
M a n  NAVES

Togo Fire
Toga Flame

amEllUITION MOVES D h a i s i m ' s  fiery breaths about to
Illialsim is mainly a long-range attacker, barbecue ken.

alsim has rather an unfair advantage
with his robber-like limbs.

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 Somic Boom is the fastest
missile attack, and his Somersault Nick
is second only to the Dragon Punch,
Naturally, Guile has all of the best
combos. too.

COMBO 1
Jump in with a medium kick, drop down
tor a medium sweep and finish with a
Somersault Kick.

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

COMBO 1
Use Me Yoga Fool Spear and land a
double headbuti on your opponent. This
is great for stunning them.

COMBO 2
I IN your Yoga Fire and follow up with a
isime-ninge power punch. Finally, use

your slide technique to catch thorn off
guard. This does take practice, but the
slide will teach your opponent. if it's
timed correctly. Your opponent thinks it
won't be. arid so i5 left vulnerable.

COMBO 3
As you fail from a lump, use your
medium kick. As you land. slide tato
your opponent and get him in the
Headlock.

COMBO 2
TIMme a slew Sonic Nom and follow it
As N hits your oppeenot, use a medium
gimp, and Om forawd with a medium
Wi WI  kick. As pea land, pound the
hist punch button to do the Back Drop.

COMBO 3
Throw a slow Sonic Boom and follow I t
As it hits your opponents, do the upside-
down kick and then drop down tor a
Double Foot Sweep.

MASTER COMBO
This is a classic. Jump In with a strong
punch alter 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
unconsciousness.

Ounces Sonic Boom's about to knock the
stuffing nut of Ken.

Dhalsim's really gelling hot under the collar, and is going alter Kern with his
powerful arid roasting Yoga Flame.

MASTER COMP
Aro a shro Yoga Fire and, just before it
reaches your opponent, slide into them
avid then use the Double Headbutt to put
them into a daze.

DIRTY TRICKS
1 Use the slide to get past Fireballs If
they're giving you problems.
2 Dbalsim is incredibly vulnerable to
mid-air throws during a jump, so use
the Yoga Foot Spear to reach the
ground quicker.
3 Use your medium kicks more than

Guile's impressive Somersault Kick coupled with a Sonic Boom is about to make
mincemeat 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
frozen after throwing a Fireball.
2 Use the shoulder press instead of the
air toss, as the lormer is more powerful.
3 Use small somersault kicks to avoid
being kicked in mid-kick, and also to
avoid vulnerability to air attacks.
4 Whilst close to your opponent, use an
uppercut to fake your vulnerability and
then unleash either a Sonic Boom or
somersault kick. (Yon opponent will be
hit in mid punch/kick.)

powerful ones. Medium kicks are a lot
faster and have a superbly long range
during a jump.
4 Coax opponents toward you by beating
a hasty retreat. Your opponent should
approach you and you can then
unexpectedly unleash your Yoga Flame
upon them
5 It may sound silly, but the best way to
attack is by backing off. By jumping in
you can become vulnerable if a pooch or
kick fails to meet its target. it you pimp
away tram your opponent you can attack
safely without any tear of being hit.

5 It is possible to perform a Somersault
Kick and have it blocked, and then
perform another instantly as your
opponent goes for the throw.
6 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.
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TRICKS AND TREATS
It you like, you can hat go rampaging through Sods
slaughtering everyone you meet, and getting to the
end of the game as quickly as possible. And that's
fine - we've got no problem with it. However, it you
want to get the most out of the game, you should
actually take some time about it, and look around
and experiment a bit. Do that and you'll find all
kinds of neat stuff lurking test below the surface,
waiting for you to find it.

After nicking that Switch to get rid of the nasty spiky
things in the floor, try being neat and tidy and flicking
back again. (Just do it, all right? It's going to do you
some good In a minute, you know.)

Now blast your way up here and flick that other switch
on and off_ (Whole you're doing it, why not take a bit of
time out to admire the patented Bitmap Brothers
metallic-look gra ph IGO)

Hurrah! You've found a key. Shoot the bad guy who's
guarding it. and put it in your pocket (well, inventory
pouch) for use a little bit later on.

'It's a game about me
and my family!'
exclaimed Matt. 'Even
the title's
theologically unsound,
from a Christian
viewpoint,' remarked
Jeremy. 'It's one of my
favourite ever Amiga
games!' cried Stuart
Campbell, and ran off
with it.

Sometimes, if you're realty luc,- I A  a starborst
groovy smart bomb-type weapci,. . o  around for free.

Then run back over here again. As you each this
point, you should hear a deep rumbling sound, almost
like a stone slab being dragged from a wall...

us UK Release

G a m e :  Gods
Publ isher :  Mindscape
Developer :  The Bitmap Brothers
Price: M A
Release: US: Out now/UK: April
Players:  I
Cart ROM: 8 Mixt

LaE

Heavily tooled up, and stomping along putpusefully, you
wouldn't want to get in the way of this guy. that's for sure.

Here you've
reached a

-innate. Sadly.
not a Temple

01 Love.

tmount of
:1 this

lacide roust be going
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Blimey! A secret passageway is revealed, packed lull
of goodies! And to think - you wouldn't have known
that at all if you hadn't tried a little experimenting.
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Throwing stars
replace the basic
knife that you start
off with (like the
knives, you can
have up to three at
once), and are lots
(lots) better.

This cap
bird-like
thing hangs
around
annoyingly.
occasionally
Offing a
baddy who wanders too close (and
really should have known befter).

Our hero
completes lewd
one, world two_
Anti. as if by
magic, the
shopkeeper
appears—

Fireballs are great,
'cos you can use
them at the same
time as a standard
throwing weapon.

Spears are the most
powerful throwing
weapon, often
taking out two
baddies at once.

Here s the hie
'Gods' theme
'Hermes' and Au

Help! How
d I get in
,'•re? Arid.
- re
pOrtanl,,,

how
•

I et la 111
Grab the neat stuff, then pick up the little leleport gem,
and, miraculously, you'll find yourself zapped onto the
next screen shot, past a mean wave of baddies...

SHOP TILL YOU DROP

WHAT'S THE ROHL

As you can
see, even
when you
progress
really tar
into the
game, it's
still. er. blue

i•Dai; at the r,iIi-s i I f m n ,
exactly how they hr, i ! d  to r

116ilic:, up with only three letters and no 'A Or '0'.

..and a big 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

Wonderful, which was one of the best
 music In the wholepieces of compute

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 Mio 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 II that fares any better.

Gods is a platform shoot-'em-up and
some. km tne surtace it's much the same as
any other platform shoot-'em-up, but
probe just beneath the, er, blue exterior
and you'll find something altogether
cleverer. Y'see, Gods is full of puzzles. Oh,
they're not as Obviously puzzley as, say,
the ones in Pushover, but they're puzzles
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
bidden 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
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 SO% of it. In that
respect it's like Super Mario World, but
other respects in which it's not like Super
Mario World inci4de 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 Campbell

106,,,,,,;,• 'SI: "I'll,,-_,_,,e'
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,.riAPHICS SOUND IAMEPLAY
710/b 7 9 %  6  8 %

CAME LIFE OVERALL 7 48 0 0 / .SCORE' U

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



WHO APTAUR'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.

It's King Arthur's Woadt ilat.k, slash. butt'. Lildigb
clamber, and, or, walk through 30 levels of enemy
fortillcations, collecting as much gold as you can on the
way. It's lust 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 different characters at once, each of whom
has a different range of abilities_

WORLD

Your obtective on each level is to get the king safely
to the, er, oblectivia On the training levels its a

treasure chest, and later you'll be hunting down other
Maga and goodnoss knows what oiso.

This is King Arthur If he get killed, thunder clouds
will roll across the sky. the kingdom will be
plunged into chaos, millions will be left at the
mercy of the forces of evil and worst of all -
you'll have to start the level again from scratch.
He's pretty tough, though, and will happily take on
20 or so enemy knights.

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

By jiggling around with all manner of icons (a small selection of which are
shown here), it's your job to mobilise your army and set them conquering
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 ol accidents Once they've done their

iob they head for home and - if they make it alive - you can use them again.

HOLY GRAILS, BATMAN! ITS LIKE THERE'S A WHOLE ARMY OUT THERE!

Barrelmen carry round barrels lull of explosives - handy
tor blowing open doors, or getting rid of the spiky

crusher things you'll occasionally encounter. They tend
to be a bit vulnerable to enemy fire, though.

I r g t  -  •  •••••=%•••§114 •-• • -  -  •
Ar

eh,

Engineers do all
the jobs no-one else
wants to do, like
building bridges and
ladders, shifting your
base camp, battering
down doors and
setting up f ire-
throwing catapults.

rd would probably be the 'staff writer'.

Knights are your basic arrow-
fodder', and are the only chaps who
stand any chance in a head-to-head
fight. They can slay live or so baddies
before eventually
keeling over.

And here's an examgle of a soldier in action
He's bravely holding back the tide of enemy

knights while your archers shoot them all with
their bows and arrows. You'll need to do lots

of strategic thinking like this.

There are two sorts of wizard
nice ones. thal top up your
men's strength. or make them
invulnerable for a bit and
nasty ones, which can rain
down fire on the enemy, or
control their minds, or cast

any number of other despicable spells on your opponents. They
tend to be in short supply, though, and can only cast each spell a
fixed number of times, Apart from that, they're great.

Position a soldier between the enemy in a sensitive
operation and they'll provide a few seconds grace betore
caving in.lt can't be fun, being a soldier,
but that's war for you.

•

Engineers
doing their catapult bit. .__)

AP
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Game:  Kong Arthur's World
Publ isher :  Jaleco
D e v e l o p e r :  Argonaut
Price: E.44199
Rcloese;  May
P l a y e r s :  I
Car t  R O M :  4 Mbit

Sle a f f f , -
e l •  o g r i

•

Quite a lot or U. gJine takes place
underground l ike here for example.

_.ke it says, 6.,ng
Ai: , d n d  his troops
celebrate another victory
of good over evil.

Left: It was a terrific
explosion, wasn't it?

k E A L  w C . 5 L i .  2

E A T T L E  C F  S I C A v E R S

K i l l s  A r t h u r  L 4  i  o r m 4
k r . t o  b a t t l e  o n c e  m o r e .

1 , - n  t , a e  t o  c / e L e  t ^ e  * o l d

. , i 1 e 4 n o u s  L o r d  . 8 r o w n J o h n
o i  W , n d s o r  T o w e r s .

The games got 23 levels a
short training ones, and before ea
your objective is tin a rather approkilia...,4,,, A
7iasswo(d is provided each time you Complete a level,

•-ough 'completing a level can be a lengthy process.

Iltight: These gigantic
3upcuknight5 tahc a fait
amount of battering -  in
fact it's generally best to
send a wizard after thew

:II Piles of gold can be picked up for extra points In
fact, there's one now DON'T DO
IT. though. This particular pile
is part of a booby trap!

Above: Here's a fine example of Arthurian architecture
The green Hag next to it is one of the spots you can
move your base camp to it you want.

Lett: We were going to Show you one of the game's
lethal spiky crusher things, but we decided it was tot
lethal to live, and blew it up in this smashing explosion.

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

j He maniurtl to pull out a sword that was stuck
in a stone, and everyone was so impressed they
crowned him king

As soon as he'd been made king, he had a
special round table installed on his castle. This
.as so he could stage authentic Chinese
Danquels tor his knights.
3) His wife was called Guinevere But she ran oft
with Sir Lancelot, because he had a nicer smile.
4) He once thought he'd found the Holy Grail, but
it turned out to be Sir Gawain's darts trophy.
51 Er...
(You're fired Ed,)

• • • • • • . . • • •

GOOD, BAD OR UGLY?
3<)".26

lBS11"51JoRsc:r
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. I don't know how they've
done it, but even alter I'd been playing the
game all day. I 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 options
at any one time, but surely they could
have come up with something better than
this. (A mouse improves things a bit, but
who'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 soon as you press 'A' to make
a soldier drop his bomb, or build hi5
bridge, or whatever, the view immediately
zips back to wherever the king's standing,
meaning that a) you can't actually see
what happens, and bl 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 i t  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 bit), Although the graphics
generally aren't too hot, there are lots of
neat bits, including some nice explosions.
It introduces new elements gradually, so 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 I 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 w i th  green hair.

•  Jonathan Davies

60% 80%

OVERALL 8 3 0 1SCORE. / 0

The controls are a total
e, and the presentation

at, but otherwise this is an
and extremely addictive

e. Keep an eye out for it.



p. a t
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contraption was
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CHESTER

'I don't believe this -  it's a game based on a
crispy cheese snack!' remarked Jason, before

plopping Chester Cheetah into our Super
Nintendo's cart slot. 'That's as bad as a game

based on Vanna White.' Well, almost...

The driver of this
steamroller looks just like
Mulley from Wacky Races.
Now, a game based around
him would be lab.

, —AK

4111110011111401

These underground
bits are often just dead
ends, but at least
there're always lots of
Cheetos Paws -  his
favourite snack f o r
you to collect.

Above'. These
hippo's will
help you
across the
water - use
the crocodiles
as stepping
stones.

GOOD, BAD OR UGLY?

)dpanest Rehm

Game: Chester Cheetah
Publisher: Kaneko
Developer: In-house
Price: E45-E50
Release: Out now
Players; I
Cart ROM: 8 Mb':

•

Level two is even more sickeningly colourful than level one.
The gameplay picks up a bit here, but it never presents
enough prohlems to provide much of a challenge.

Chester enjoys a few moments of invincibility with the ad of
this magic guitar His side-kick, a monkey .type character.
helps out toil. grabbing items thafre Out of reach_

For the uninitiated,
Cheetos are a brand of
Amencen cheesy putt
snacks that taste a bit
like Wotsits. In other
words, they're pretty
disgusting, and FU try

and mention them as few times as possible.
It's lucky, then, that its not Cheetos

themselves that are on trial here, but a game
based on the product's mascot - the 'famous'
Chester Cheetah, He's like a spotted version
of the Pink Panther, and a bit of a cool dude,
while the game design Kaneko have selected
for him is the inevitable platform thing - a
dodgy choice, as the competition is so strong
Chester's creators would have to perform
miracles just to get him noticed.

Ifs clear that Kaneko haven't managed to
perform any miracles here, though this is a
fairly decent little game. The guys have
certainly tried hard with it - sometimes a bit

too hard. particularly with the graphics. The
game's intensely colourful, but it's in a sickly
'My Little Pony' kind of way, which is only
likely to appeal to young children. (I suspect
our hero would have earned himself more
street cred if he'd been treated to a slightly
less lurid colour scheme.)

Unfortunately, however, the gameplay is
fairly stale - it's just too slow and predictable
to be very much tun to play. Sure, there are a
few bright spots - the bits where Chester
really struts his stuff, swinging on ropes and
things - but they're few and far between. The
game's also fairly small - I've a feeling these
six levels won't last you very long at all. It
can be frustrating too, with more than its fair
share of odd, or simply lazy, gameplay
elements. It all adds up to a fair-to-middling
release, then - not bad, as such, but nowhere
near good enough when you think that its up
against such tempting classics as Prince Of
Persia, Mickey Mouse and Super Mario World.

Super Nintendo platform games have become
too good for this to carve itself much of a
place in our affections. Younger players will
appreciate the humour and colour, but for the
rest of us, It's best left on the shelf,

Jason Brookes

7.GRAPHICS
7 3  u/D

GAMELIFE
60%

SOUND GAMEPLAY
58 % 5 7 %
OVERALL
SCORE: 58%

VERDICT Over-colourful graphics will
please the kids, but this is no star in
the gameplay department. It's just

Ltoo slow and plodding.



ALIENS vsru PREDATOR
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ul than level one.
ier presents
'Menge
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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...

1.! takes place in a damp, sewer-like area. You,
the Predator. The Aliens !.'cu come across

'I expect - they P u n c h e d ,
lieuf too mu,"

mge 141i;lw ?
it• or.. S o n y
the small brown thing at
•; feet Is a baby Alien - a
et These can be as much

i c •

:5 the bigger guys, so you'll
r - ' k e  'em out fast with a
sliJI;4,i Kick.

won't have
exactly the s
combined

•7-

For
level ,,, ,  , H a k e
mincemeat of your Predator You
can't easily avoid getting hit, so make
sure you've got plenty af power ups
belore you take him on. (If you're
actually bothered about the Predator
surviving at all, that is.)

'eon  the Mega
this move - it's

,rcms on the directional pad,

rrov 0,4 on level Iwo (Mire
sacked - EA which is a scroll down
an icy cliff face. I couldn't get past
the boss at the end at all (another
Allen. much like the one at the end of
level one) on difficult mode, but
luckily the game gives you an option
screen so you can switch to 'easy',

Jewess Release

Game: Aliens vs Predator
Publ isher :  IGS
Developers  In-house
Price: E.45-E50
Release:  Out now
Players:  1
Cart ROM: 8 Mbit

•
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What do you do when you get bored
of hunting humans? It you're a
Predator, you'll go alter even
tougher prey - In this case, Aliens!
The year is 2493, the planet Is
Ityustd, and here's the intro bit...

•  r";;rt -  zajo
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afraid every doubt
d about the sort of
version Aliens vs

'• a t o r  would
receive have been
confirmed. It's a dog
of a game. Doing a

-up Is always risky, the limited
•( t h e  genre making it far too easy to

a very average product -  good
ers and designers are needed to

w ideas and interesting gameplay.
ortunately these are two things

Aliens vs Predator just doesn't have -  if
there's a single original idea here, I didn't
see 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 alter about half an hour's play.
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 Predator is a
truly disastrous game. Avoid

•  Jason Brookes

OVERALL
SCORE:

GAMEPLAY
28%

18(1/o
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.

GAIViELIFE
24%

P 



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 Bladet)

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.

SOUL
BLAZER

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

A s  you may already have
realised, this game's
split up into five

different stages, which are
followed by a potentially life-
threatening foray into the
Dark World and the final
conflict. I'll tell you exactly
where to go and what to do in
each of the stages, making
sure you don't miss any
important bits. First,
however, take note of one or

GRASS VALLEY
UNDERGROUND Costit

O a )  la the Undergmood Castle (Wad)you'll need to return to the
watermill and turn the wheel. Upon

the mill, go straight down aid,
z.„, using the ivy, go into the coo le

collect iron armour and other booty.

SUPER PLAYER'S GUIDE
ENIX (JAP/US)
By Allan Brett
Assisted by Rich Pelly

two things that apply to the
game as a whole...

General tips
*Try to hit the enemy with the end of
your sword swing. You'll do a lot more
damage this way.
• Don't go rushing around chasing the
enemy. Instead, play it cool and position
morsel behind a wall and let the enemy
approach you.
• Stay away from bases until they're
deactivated.
• Don't bust a gut trying to retrieve any
of the gems.

t  ? . 6 . 5  G i l l

You'll gel a lilt from this hit (Groan!)

Return to the underground elevator to
gnA destroy the last lair, then proceed

to Underground Castle (East).
114 To destroy the last base In Under.
emmuld Castle lEast), use the dream rod
to enter Lisa's Dream. A gate in the
Underground Castle (Fast} 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 topof the stairs where the architect
stands. Use the Brush to enter the
painting - the second bit of this stage,

• Try not to get in front of missile.
tiring enemies.
• On most areas, a new piece of artnour
or a new sword can be found. Don't
confront the bosses without them.
• Experiment with different types of
magic and find which works best in
different situations.
• 11 you run out of medical herbs, check
how many monster lairs remain and wodi
out whether you'll need to net another
• Always wear a bracelet.
• Don't rush tram one zone to another;
take your time to gain experience to
Increase your streogilt

LEO'S PAINTING
ti4 The Zantetsu Sword's here. Don't

worry about undestroyable bases.

Lee's poiating what, exactly?

THE BOSS
n i  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 Slone Then proceed
to Greenwood.

Halfway up the stairs is tit—(Cad-Et) T h e  boss Is big, but very easy t• kill.
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Then proceed

L  E 1." 6  E
A Y E  F'

Ten don't have to be mad to star in a Japanese RPO. but it helps!

GREENWOOD
MATER SHRINE
JESeen as you get the delicious seeds,
dok return to the squintl to obtain the
w  Psyche Sword.

FOE SIMI
a s a p  of lairs can't be destroyed until

goo have the lantetsu Sword, and you'll
used the company of a mole to reveal
emu of the other ones. Before you
loomed to the Light Shrine you must
mem to Greenwood. Speak with the
mines - try the first burrow you find -
and you'll discover some leaves
mikorneath Turbo's bones. A sleeping

bolds the key to their retrieval.

ELLES
light by talking to the shrine above your
pont of arrival, and then head back and
me the newbridgionred Warp Square to
get to the GM MOIL

s.04 1 M twIE

Collect this very useful Bubble Amour
Irom the palace.

SLAM) 1
Fairly simple stuff, except that one base
is unreachable. By going back to St Elles
you can enter the palace at the bottom

aged under
the l e a  and go t o  t h e
iolcanir island,
O U r r 4 P.

he like the Man From Atlantis.

I • e r  r h i l l t U h  I 4 .  e n  I I
, stomp in  reAl l i f e .
I often dream

An native at Fangern. perhaps?

Also, make sure you obtain one of
the Master's Emblems, not to mention
the Ice Armour. The latter is obtained by
"  entering the Dream of a Sleeping
IL I  Stump and going behind the tree on

to collect the Bubble itnatioe. Then go
dem to tooter the Coral Root. Rhea

them head left and you'll find
IL" some steps which will lead you to
the monster lair you coulde't previously
get to.

ISLAND 2
Alter the newly-appeared statue has
opened a path for you. head to Island 2.
c l  The various ponds are drained by
T-7 destroying certain monster lairs. or
Opening up more lairs.

y i  C.1 4

IIM R a i n  island won't pose you too many
problems_

ISLAND 3
Make sure you have the soul that steps
the lava around you from hurting you. Ity
this point you should possess the
Mermaid Tears, which should be used at
the top of the mow tain to stop the lava
flow. One lair cannot be destroyed until
later on. so leave them, but don't forget

LIGHT SHRINE

O Again, some lairs am lovinclhleuntil you m o m  the Spirit Sword.
Remember to get the Light Soil too!

Throw a little light on the siltation
thooght I sacked yea earlier this issue -
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 es H goes around you.

The second head is hardet. but Still
p a n  no threat to a hardened gamester.
Stood In the middle of his path as he
circles you and slash him till he dies.
The last head is the fire head, and is
deadly II 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,
and then do the same thing again.

to collect the Critical Sword from the
chest on the way down,

ISLAND 4
e t  This Rain Island is Misty straight-
'V-P forward. Make sure you have the
Thunder Ring, as you need it to destroy
some monsters at the top of the island,

The fourth statue will now appear,
leading to the Ghost Ship. Don't forget
to visit the two sleeping dolphins and to
collect another Emblem. The Ghost Ship
itself is pretty easy, and only the boss
should pose any threat.

the right of the bird. Now you cam reach
the chest containing the Ice Armour.

a r t  5 E X P
PI-MTSP .•  •

Work out when to go next with this map of St [Pies.

N . . p  I n  f t

40 ° A W N  i ,  W i n I M M  r h r
rents.

111111

!his plAce i s  so
lorloht I  cannot see,

liar a mole and I thm la a hole._ (Who-
ever wrote these calklois is fired - Id.)

Upon returning to Greenwood you must:

O •  Set Memo to her hole ithe thirdto the right) and she will give you
her ribbon. Give this to the mole down
the hole to the left and talk to the mole
below in exchange for a shield bracelet.
• Get the goat across the Crocodile
Bridge. The goal will release a fairy
jewel of great importance tor later on.
• Co to the forest guardian and obtain
another Key Stone. Then go to St Ella's.

This is Greenwood II all its Pry.

THE BOSS
Quito a tough cookie, this one. The trick
is to swipe at and destroy one of the
hands that go for you. The skull should
come down, whereupon you can take a
low swipes al it Quickly back off before
it hits you, as it darts across and
retreats to its original position. Try to
dispose of the hands as quickly as
possible, as they spell certain death for
the careless.

Once the boss is dead, return to St Elles
to see the queen arid get another key
stone. Head to the Mountain Of Souls.
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MOUNTAIN OF SOULS

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

0 mountain and start sliding. Returnto 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 oul for invisible ice
bridges which flicker on and oil

periodically. The thing to do is to return
to the Mountain Of Souls and find
another entrance to the ice cave you've
lust visited to 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. 10b, and
find the magic armour.)

toe to see you, to see you (Snip!  - Et)

MAGRIDD CASTLE

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

GREENWOOD
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.

r r '
4t*>

It's no use hiding! I can see yes!

O I n  the Mountain Of Souls a s too l ,plants dream opens up a sew poilb
le the final area, and a dastoes Emblem
lies where the plant once stood_

THE BOSS

O He's well hard There's an soundadvice, untottionately, hot by toying
to avoid his bullets sad rallictiog as
much damage as possible (eget Mtn
about being hat by the Soda you shosild
get away with it.. Soo a s  Ito
his two bullets, move down add they
should muss.

14Afler the death el the boss. retina
WO to the moustato aid s l im  a Key
Stone. whetespen pus seemed proceed to
Or Lea's House

DR LEO'S HOUSE
First, find you way to die first doges,
basement. As soots as you release a
great door, retire and gel the lantetso

BACK AT MACHIN CAME
The Harp String makes the otosiciao
play. which entices a sodding Is the hoot
row. You'll find a VIP coil Mows Me not
standing, which accesses the l s I s .
First, the false wall soul reveals secret
passages. Go to the torture chaiiiider and
previous dungeons in Magritte and look
for the passages and treasure chests. le
Magtidd Castle Grounds, a sleeping
soldier has some Elemental Mail.

THE LEFT TOWER
If you have the Soil Of Reality you'll

111111loro=111111

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

Sword (you'll need the Ice Armour). With
this you can finish the lairs oil in the
dungeon basement, and you may now
destroy the lairs in earlier levels that
were previously untoechable. Before you
return. though, finish Dr Leo's House.
Head upstairs and go to the Model Town

MODEL TOWN 1
As soon as a great door is released,
return to It and get a soul (the invisible
monster's soul, actuallyi. 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.

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

t i . x P  , , 7 7 0 . S t  c ,1  0

• 1 1 1 .w i r r n a a m o r

Three onto one? Any time, any time_

have no problems. Don't forget to
collect the treasure in the prison 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
tab, but the boss Is hard. Use the mobile
key to start the ship and face the boss.

THE BOSS
Take your lime with this boss, Stay in
float of the cabin to avoid being blown
to the back of the deck. To beat the
boss. wait for it to swoop. Then, if
you're standing to one side of the cabin
you can hit it safely, bel when it
produces fire stream from the lop of
the screen you should wait for il to fire.
Then move to the opposite side Di the
cabin, making a large gap between the
streams to save you from sustaining
damage. Be patient and you'll be Okay.

klNi MAG11100
The king will now come to 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-hot item: another waits for you
in the Dark World. As for the last one.
you can find it yourself!

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

DARK WORLD

1111.11T
14-1, 441, K . P  o p t

MATSU! ••421.•sta.ty,nu,,t44,91toworiotig.•

(640t r l .  :-•••rol s y ,
4; • • 1 1 1 0

-4 .
•

I hope you wiped you feet first.

is. Go into the mousehole and get some
new magic. New go downstairs and find
a new staircase which leads to a SEC011
dungeon basement, and the boss.

THE BOSS
Dead easy. When it stops, close in and
slash il when it's fired Its RIISS110. Then
run around to avoid the dtopping bombs
Repeat this and il should die swiftly.

Alterwards, find Marie the Doll to gel
another keystone. Then return to Grass
Valley and enter Leo's Painting, where
few lairs still remain - destroy them.
When you return to Grass Valley you'll
be able to gel a Master's Emblem and
the Recovery Sword, but I'm not going
spoil everything so you can find them
yourself! Now go to Greenwood, and be
and destroy the remaining lairs (except
the ones in the Light Shrine). Do the
same in St Elles and the Mountain Of
Souls. Now head for Magridd Castle.

the locations of six -  with some b i te
1. Grass Valley - Climb some ivy S.
reach a small ledge.
2. Greenwood - A lodger in the sword-
bearing squirrel's house has the goods.
3. St Elias - Search the coral reef well.
4 Mountain Of Souls -  A room with no
door containing a snail. lUse the light.)
5 Mountain Of Souls - The position of a
sleeping plant hides the goods.
6. Outside Castle Magridd -  By the wall.

Collect the Noel red-hot item, then visit
the kin, In the ffiaiiMnin Of Souls who
gives you the phoenix magic you'll need
to kill Dealhioll. whose palace appears.

Don't forget to find the Soul Blade
and the Soul Armour before confronting
Deaden.. The actual monsters bit
beforehand is pretty standard stuff.

THE FINAL CONFLICT
In his first form, Deattitell's a wimp. In
his second form, hes still a wimp
(provided you have all eight ol 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 hire
Don't waste gems and be careful when
be open his mouth. IDon't get in front el
it.) With a bit of luck you'll be able to sit
back and watch the end sequence now.

:I I IFIPTY
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BOVIS H O U S E
V i c t o r i a  R o a d
H a r t l e p o o l
C l e v e l a n d
TS 26 EIDH
Tel: 0 4 2 9  8 6 9 4  59 IS  L ines )
Fax 0 4  29 2  7 4 660
O p e n  9 . 3 0 a r n  toll 7 . 0 0 p m

Al l  D a y  S a t u r d a y
*** SUPER NES GAMES

INAHALMICI L A O
AMAZING T r i m s
A R c . N A H A L
HARTS NIGHTMARE . . . A I M
HEST ()ETRE aEse r - t r e m u  toothy
CALIFORNIA G A r o m  2 u n e r .
C H M T E R  CHEETAH w o w . =
C H , J E K  R o c K  m l e r f  . . . . O P T
C o m o .  III i t r I U M
C O M M O N  T A M A R A
DESEHT 9714IME E A
FINAL. FIGHT .  AroLm
F1RErowE14 2900 !NETT SKI A U m s o r t
GDONGE FOREMAN BOXING N o m .
GOOS b 1 9 4 5 4 . r .
GUNFORCE O H M
JACK NICKLAus GOLF I m m i e w L a T
JIMMY CoMMONS TEN Ins u m  , o r r
JOHN MADDENS ECOTRALL .
JOHN M A I W I S  '92 E .
MUSTY'S FUNHOLME A l k m , 9 9 ,
LE9IMIN4IS s m o u r r
MAGIC SWLINE, ( A r o . ,
mARIO M K T  m t e r p f n o
MISFICAL terLIA K o r 9 A 9
NH1PA 11,3 ICE WICKEY E A
01I1 o r  Th i s  w e a l " )  t i r t K o A r
mortar/rip i n e r e e x i
PLAY renter rErITHALL retwrryono
RAMFAHT , .
R o m  , RUNNER s u r c o r r
S i m  e r n  V e N r D i o nSM.AH1 RfiJJ.s o w  IbmilrAnrr
trANIersgumt
9THEETTIGHTLif 2
SHEER GH0f111, 71 o n o s t s  c n n o i n
SUPER TENNIS T o m .  H u . .
'POE GEAR H M C O
TURTLES. IV M o N A M I
WMALAL GOLF 1 4 1 .  5urr
W I N G  C o t e i t A s i u m  l a n r i e l r A P E
W O K T I T R I 5  ,  1.,.$ "wept.
X - Z O N E  O J A I  11

***  SPECIALS a *

* e a

tA495
ALl t  99
£42.93
£44.96
£44.96
&47.95
. 3 1 1 5
9A2 9 5
L3,495
. 1 9 5
£39.93
L442.5
M P ,
L44
1984,9,
£42 9 ,
P43 Pi,
124  95
£44.95
£4 1
142,1n
£44.93
£4 I J r.
£42.96
1/44 95
4 . 3  9h
C M  95
1137
9 3 9 9 9
i 4 4 . 9 5
13ES .05
14 1 9 5

1.95
E.51)
LZIN 95
con 95
E19,95
942.95
£38.93
147 .95
i r m ,

At ellittleit OF SAPIORX t u t m v I r  £ 2 9 . 9 5
eXstlEXAMA It k o h o o  1 : 2 9  .95
DONK SNOT 'semi H A L  L 2 9 • 9 5
LAI MB Et RS AMMINALt HUDSON sorr £24.95
lISYSA K E S I O D  C . 2  1.95
PRINCE OTPIRSIA i i c s . i x o n n i n i  .L34,95
SUPER OFF ROAD T R A L , E - w e N ,  .C.,3 1 .95
t UPE A COP SOCCE e (GoAtt J m E c o  C 2 8 , 9 5
SOPERMILIS L A N E R 5 o r r  £ 2 9 . 9 5
TOPRACEit K E M C O  L 3  1 .95
EN. SQUADRON ( , i i i y i n i l  1 2 9 _ 9 5
NW PIRESIBtorila xxi.....•,..... .C.29 . 95

r i - U P E R  N E S  T O P  1 0 1
1. STAR FOK (SUP(R FX CHIP)
2. BATMAN RETURNS
3. TINYTOONS
4. YALKEN (CYBERNATOR)
S. SUPERSTAR WARS
6. HARLEY'S ADVENTURE
7• JOE /4 MAC 2
8. FLYING HERO
9• LETHAL WEAPON
10. HUNT FOR RED OCTOBER H I  TECII

* * *  NEW GAMES
TITLE P U B L I S H E R  PATE
1 EXHAUST HEAT 2 (DSP CHIP)

SUPER FAMILYSTADI UM 2
2020 SUPER BASEBALL
SUPER SLAPSHOT (ICE HOCKEY)
RIDE!. MANSELL F I CHALLENGE
13filtD DANCE 116 lirlFZIPOPT,ITIVDt BEE
USA ICE HOCKEY
FORTIFIED zrwir,-
IILIRASEVEN WO-RAMAN 2)
DRAGONaA.U. Z
BID METAL
KtKI KALKAI NINJA
TEcmo NBA BASKETBALL
SUPER BLUES ektuni ,
C 0 0 1 _  w o R L D
AEROBLZ

LIVING VISION
S A I N T S  E L E C T R I X ,  8 2  N E W  STREET,

ST. H E L I E R ,  JERSEY,  C H A N N E L  I S L A N D S .
TEL: 0 5 3 4  6 7 7 3 3  FA X ;  0 5 3 4  7 1 0 7 7
M e n t i o n  S u p e r  P l a y  u r b a n  y o u  ca l l

H O T L I N E  O P E N  F R O M  9 A M  T O  8 P M

VISA VISA

SNES
GAMES

MORE OA/WM IN
STOCK. PHONE

NOW FOR
TITHER DETML

0334 67733

1A.'ing II   ( 0 . 0 0 L T I S A  M a n o  Kan S e i J X 1 . . I  lhA
Spiderman & the D e a t h  Valley Rally 3 9 . 1 . 1 0 . . U S A
Xman  . . 4 4 . 0 0  USA Joe & Mac 3 9 . 0 0 . . . 1 1 S A

13esertstrike  4 0 . 0 0 . . L I S A  Prince of Persia 4 0 . 0 0 . _ U S A
Sireetfightet II  .  50.00..USA N H L  '93 3 9 . 0 0 . . U S A
Zelda III   3 7 . 0 0 .  USA Ultra Man  3 9 . 0 0 . . L I S A
/look  _ 3 9 . 0 0 ,  USA NCCA Basketball  3 9 . 0 0 .  ,USA
Out of this Work! . . . .44 .00 . . t /SA Wing  Commander 4 6 . 5 0 . . L I S A
Home Alone 2  „ 3 9 , 0 0  LISA S u p e r  Ghouls & Ghosts .40.00..USA
Mystic Quest   3 6 , 0 0 - L I S A  D i n o  City . 3 9 , 0 0 . . U S A

T H I S  M O N T H S  SPECIAL O F F E R S
Race Driving .... 36.00..USA Monopoly 3 9 . 5 0 _ U S A
Clued° 3 9 . 9 0  ..USA Ultra Man 3 8 , 0 0  ._usA

Pushover 4 4 , 0 0  ..USA

P&P ADD £1.50 PER TITLE
STOCK SUBJECT To  AVAILABIL ITY

PLEASE ALLOW 7 WORKING DAYS FOR DELIVERY

IIIIIIIPPO £ 6 4 . 9 5
OMANI £ 5 4 . 9 5
KONANI £ 4 9 . 9 5

49.95
INCAS ARTS USA £54.95
111•TECII U S A  £46.95

DAUM/ £ 4 9 . 9 5
M t n £49.95
OCEAN U S A  £ 4 6 . 9 5

USA £44.95* * *

050193
rwentxr 0 6 0 3 . 9 3
PlAc 1 2 . 0 3 9 3

4191924 1 6 0 3 . 9 3
ariirrourearamo 1 9  03.93

.0.1-1,100 2 6 0 3 9 3
26.03•93

.utAce M A R C H
m-snol
M A R C H

1 • 0 0 . 5  M A R C H
. 1 4 0 .  M A R C H

%trade. C A L L
M o n o  C A L L
wne F E B

eemra F E B
NOM F E B ,

Lemmings 1 3 6 . 9 1
Joe & Mac . . . . C 3 6 . 9 1
Street Fighter II ......E51.02
Chuck Rock „.... £ 3 6 . 5 6
Pro Quarterback C 3 6 . 9 i
J Connors £ 3 7  68
MBA £ 3 7 . 8 8
Desert Strike ......  E36.91
Horne Alone C 3 6  91
Mono Cart E C M
Star Wars .... .  .C 45,92
Axetay C : 3 6 . 9 1
Top Gear .......  E 3 4  49
LI N. Squadron  E C a l l
Darts Nightmare £38 .82
Soper Soccer £ 3 2 . 2 9
PGA Golf £ 3 6 . 9 1
Final Fight £ 3 6 . 9 1
Hyal Turf ........  C36.91
Pitlighier £ 3 6 . 9 1
Super Adapter £ 1 2 . 7 6

ALIEN vsPREDATOR
AXELAY
CAMELTItY
COSMOGANGS THE VIDEO
OINOSAURs
GRADIL's
SUPER F-1 HERO
JACKY CRUSH (PINBALL)
METAL JACKET

MICKEY PARODR3

RANSIA 1 /2 PA RT RUSHIN
SUPER DOL1BLE DRAGON
SUPER PRO BASEBALL 2
SUPER PANG
SUPER R-TYPE
ULTIMATE FOCrIBALL
VOLLEYBALL M I N
XARDION

100s more titles t o  choose from.
Ring our Order Hod ne NOW!
Mail Order Hotline (0702) 530377
Open 7 days a week Mon-Fri. 9am 7pm
Saturday 9am-6pm
Sunday 10am-1 pm
PriCes +VAT

Plum Add 110.00 Detivery Foe Consoles
(Next Oxy Courier Service)

SI-SO P e r  &  ACCtSluNC4
14.00 Hand Held Conioles

(First Dim c oRerded Dcliveri)
Fully Computerised Stock Control &  D o l m a

IAA

frar.L rafitt 1 " , m e n t o  TIER.* OAF
_A*** SUPER FAMICOM CAMES ***

£49.95

LL.1.383436,:999555

ttuvox

NAMOM
tRiM £ 3 4 . 9 5

kotedin 1 2 . 4 . 9 5
vines E . 4 9
pArtorr F A Y . %
Krum E 3 9 . 9 5

E44" I :1155
l ikALLLAritxx.r.,

mg 5 9  595
. W = 0  5 , 1 9

&34 'J
m a m a  f . 4 2 • 1 1 5 ,

SE9ELI.A. t 4 9  445£ 3 4 9 5*** ACCESSORIES ***
U M  • JAP GAME ADAPTOR - E 1 2 . 9 5
UK•USA-JM' UNIVEICSAL GAME CONVERTER £ 1 9 . 9 5
cr rY BOY (6 BU1TON - LIME APOLLO) £ 3 9 . 9 5
SUPER ADVANTAGE STICK (BY ASCII) 1 . 3 9 . ! r )
KONAMI HYPERBEAM (INFRA-RED)

£18.95
CAPCOM FIGHTING SMCK £ 5 9 . 9 5
r A i i r r i m  1 5 . 3 .  O r r ,  4 _ 0 4 11 -  d e l O U . 0 0
CAPCOM MICK 4 INFRA-RED UNIT 6 8 9 , 9 5
110R1 FIGHTING STICK Iti BUTTON) E 4 9 • 0 5
SN PROPAD 434 (FOR kilt) E l  4.95

NOTE: A L L  JOYtEICAS ARE NOT COMPATIBLE WIN
ILK. SYSTEMS. PLEASE CALL FOR JOYSTICK ADAPTOR

PRICES SUBJECT TO CHANGE
D R E A M  M A C H ( N E S  2  ALSO STOCK THE FOLLOWING IMPORTED GAME SYSTEMS:

MEGADRIVE NEO-GEO GAME GEAR GAMEBOY
PC ENGINE & GT TURBOGRAFX-16 & EXPRESS

POWER PLUS
C O N S O L E S

S U P E R  N E S  F R O M  E 1 2 4 . 2 5

wwF . . . . . . . . .  .po.5o
Streets oh Rage II, .CCalt
Road Rash II .........CCall
Street Fighter II C C a l i
Ecco C C a l l
Alone . . . .  C213.95
Sonic . . . . C 2 8  95

AFTER HOURS ANSWER PHONE
CHEQUES MADE PAYABLE To :

POWER Pius CONSOLES
WHOL ESALE ENQUIRIES WELCOME

Unit 3
Robert Leonard Ind Est

Aviation Way
Southend-on-Sea

Essex
Tekfax: (0702) 530377

' I
Super Kick ON C 2 2  95
Sonic II ....„ . . . . . E C a l l
RC Grand Pni . . C a l l

Mickey Mouse •  .C22.95
Champions of Euro £22.95

U.K. SNES Street Fighter II Package £ 1 3 1 . 8 7

USA SNES Inc Mario & 2 Pads £ 1 2 4 . 2 5

Game Boy £ 5 5 3 1

U.K. MegadriveS from  £ 8 7 . 0 0

Game Gear Available
GAMES 0.00 P&P

CONSOLES E5.00 P&P

NO JAP GAMES,
No MEMBERSHIP FEES. NEXT DAY

CONSOLE DELIVERY AVAILABLE

VISA

CHEAPEST PRICES AROUND!



WEAPON
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
station. which consists of two floors
and five doors. Each door has one of
the games 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, g o  and have a crack at
mission two instead. And if things
don't turn out too well there either,
you can try mission three instead. And
if that... (They get the idea - Ed.)

Mission five is out of bounds
until you've completed
missions one to four. Sorry.

Walk off the screen here and
you can switch between Mel
Gibson and Danny Glover.
The significance of the
messages that appear when
you do so escapes us.

L E T H A L

1-4'a
d• •i

wginfirovrtru.h m o r i p t o

Mission four is Lilts-Arid-Moving-
Platforms City, so precision
jumping skills are called tor.

- , -
*At 7

tit k  f la.mochow s w s s w

In mission one you're clambering round a dockyard/building site-type place look'
smugglers. One false move and you'll find yourself in the shark infested waters
facing the prospect of a Icing climb back up again.

' M I N N S

0 4 - 0 / H t i g i11

UKRefeagr

G a m e :  Lethal Weapon
Publ isher :  Ocean
D e v e l o p e r :  In-house
Price: E44.99
Release:  March
Players:  I
C a r t  R O M :  8  Mbit

Nh.lLage

• • • • • . . 1

The urns centre
around two main
characters. There's
Munaugh, Danny
Glover's character -
the play-it-safe
family man. And
then there's his
partner Riggs, Mel
Gibson's character -
tough, joky, refuses
to play It by the
book etc.

4  .

• •  •  •

• • •  • •  •  •  •
" M O O  A . .
• 6 0 . 8

•e •
This is a shopping r-„ :-eileve it or not, the setting for mission three. Work your
way around rt. dodging flame throwers. andIrying to come to terms with Mers
odd habit of suddenly jumping down ventilation shafts for no apparent reason.

The lilt is quite amusing. You
can only go 'up in it. If you
want to go 'down', you have
to jump down the lift shaft.

This water dispenser doesn't
actually do anything It's just
there for decoration. So are all
the plants, in fact. And the
chairs. And the Ulric -;hineis
and the desks.

It's dowr, into Ire :-.;locod6e infested sewers for mission two, where you'A nopping
from platform to platform while shooting baddies (a theme common to all the missions.
in fact). Watch out for deadly spikes, which pop up from the floor without warning.

We could call
nne crocodile
• a n d  the

cdne
Then

•.ve could find
another one and
call it Pop...

Pressing the 8
button allows
you to
dislocate Mel's
shoulder- just
like in the
films (No it
doesn't - Ed)

Flame throwers
are among the
lore deadly
enemy
ireapons
There's one

• *here.

_

AP

_
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Lethal Weapons c r a c i e r Me' Gibson

Have any of our readers noticed
the remarkable lack of any
similarity between Mel Gibson
(star of the film Lethal Weapon)
and the central character in
Oceans Lethal Weapon game? Are
they by any chance not related?

(Actually folks, when Ocean
bought the Lethal Weapon licence
they obtained the rights to use
photos of people from the film -
hence all the digitised stills that
keep appearing through the game
-  but not the right to Create their
own likenesses of any of the
characters. That's why the little
chap you control doesn't look
much like Mel or Danny.)

While most of the levels seem to go on for ages without
really changing much, mission three suddenly turns into
this -  a Shopping mall. You've got to run up and down
staircases, picking off balaclava-ed gun men (which
there are loads of). You can't go into the shops though.
(A i t  of a shame, that - Lisa)

In Prince Of Persia, if you stepped onto a wobbly
platform you'd be all right if you stepped off it again
quickly enough. Step onto one in Lethal Weapon Pats
one on the floor just Mere, in fact), and Riggs will freeze
and wait for the platform to collapse, taking him with rt.
We're not quite sure why.

- - -11111EZEM.--
W h i l e  Lethal Weapon has.

by and large been
competently put

together, there are millions ol
Irritating little flaws in it which
can really grind a player down. In
Isolation, you probably wouldn't
be all that bothered by any of
them, but when you get about
three happening to you at once.
Pt makes you want to scream. Or
break something. Here are some
examples...

SO you:  ,  Acot  people when
you're O n  a ladder? Why
not? Eh?

Were o u r  way down
through the playing area. We need
to jump onto the platform beneath
-  which is off the bottom of the
screen so we can't see it. Nnngh

The collision detection dictates that
you can only grab hold of The
middle of a girder. You lust drop
through it if you aim for the ends,
ano fall right back to the start,

spike!. t o
you, as me. t.p Or •
Out a bit But herf u p
Out of nowhere and kill you. Grr

S W W 11 0 1 0 , 0 6 0 • F e l •

Try to walk past one of these vent
things and, without any
provocation from you, Mel jurnps
in and tumbles back down several
storeys. Out why?

GOOD, BAD OR UGLY?

17117011-
There are many
aspects of Lethal
Weapon which,
although they'd
normally drive a
reviewer to despair,
I'm really not that

bothered about, It doesn't worry me, for
example, that it takes the unadventurous
platform shoot-'em-up approach - the sort
of thing that used to be the norm for film
licences until software companies started
receiving threats of violence from
disaffected games players. No -  rm easy.

I don't particularly care, either, that the
sprites are a bit Webs!. 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 nigalina flaws Here's a
selection: the utterly unconvincing
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 grace
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 1"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

oliA1-111LS S W A B

60%
GAMELIFE OVERALL
6 6 %  SCORE.

GAMEPLAY
55%

57010
VERDICT Sort of alrightish. But it's
the same old story -  there are lots
of much better games than this
around for the money,

60%

ri



Skit WARS
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 boasts 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 ills.
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.

T h e  game is divided up
into 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
On top of the first big sand dune,

up to reveal a big heart.

I L - . 1 1 1 1 6 1 7 7  I P ' A D

r T

V i t t

• "4 .14

BOSS

'---'can't boss is really easy, and it you- -,'can't kill it you have problems. But,
for those devoid of gaming ability,

1_111E2:  B 4 1  x'a 1 1 1 / 1 "
• • fy--,1 , 1 1 , 1 3 . 1 )

ilAP)
By Allan Brett
W i l e  ' R i l e '

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. Repeal until
there isn't a boss any more.

Heading For
Sandcrawler

As long as you remember that going
forwards with the thrusters turned

oft causes you to lire at the floor. you'll
be okay. Shout your quota oh Jawas, and
then bead for the sanderawier.
bother with any other Jawast

Outside Sandcrawler
This level calls for a nifty display of

_-.••• jumping skills, and can be
Incredibly frustrating - m i s s i n g  your
looting, plunging down to the ground
and having to spend hours climbing
back up again. Use bolh types of jump
to help you reach the platforms and
dodge enemy firepower, and use the
and R buttons to get a better look at low
moving platforms. Before you jump down
the entry shall at the end of the level,
shoot the area above it to reveal a 1-up-
and a blaster power-up - rather handy,
all things considered.

- • • • •

Inside The Sandcrawlor
Note: The drop leading to the half-

'--way checkpoint conceals a secret
chamber in the lett wall. Jump across
the drop for the goodies.

BOSS
The sandirawler boss isn't ball asj

'---/ 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 oil the screen. How
slay to the front of the ledge to avoid
being pushed att and blast away for all
you're worth_

Land Of
The Sand People
(4-‘11.eak out for hidden 1-ups here (try

the corners of empty caves). Your
only threat is the jumping bit across two
bottomless chasms where stone-hopping
talent is needed to get across. Use the
somersault jump lor safety. And keep
an eye out Ion the secret cavern outlined
in Mode 7 in issue 5 - basically, tall
down the second chasm and hold t i n , j
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Land Of The Bant has
The Banthas are easily disposed ot
with either a powered•up gun or

your light saber. Before the boss, an
empty room on the left hides several
hidden hearts to top up your health.

M  f_„„pitii3e.SD Afrial " " '

I

BOSS
The mutant Womprat is dead easy.

----" Just hold down jump and fire
together, and take 40 winks.

Heading For
Moe Eisley
--,Jhe same as the first landspeeder

GO)level, but you shoot more Jawas.

Mos Eisiey
This level is long, so keep an eye on
your health sword. Also, look out tor
boxes stacked in threes which usually
contain pick-ups. Don't forget, 100. that
barrels can be used to cross spikes by
running on them.

Cantina Fight
Select Chewie tor 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
advantages when facing the boss.

BOSS

° W h e t h e r  you actually win or loseL I against this monster depends
entirely on the mood you find him in. If
he stays back a lot, chances are that
he'll get a good caning. But it he's
always right against you. it'll probably
result in your death.

Escape From
Mos Eisley
f.._.‘There isn't really any useful advice

.•!.,11 can otter. After all, the level is

straightforward blasting. and the
maintenance told is a joke (easy
peasy). Watch Out for the boss, though.

BOSS

r  T h i s  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 two guns on either
side. Then just blast him to bits.

Death Star Hanger Bay
Thle cowed advice eheuld help!

( 1 4 )
Develop a rhythm when jumping

over TIE-fighters.
2) Use any platforms raised to jump over
holes in the floor.

BaSS
This ED-209dookalike is more

r31.61
easily beaten tram the back than

the trent. Slide under it when it jumps.
and blast away. (A powerlul gun helps.)

Rescue Princess Lela
Only the overwhelming enemy artillery
poses a threat here. Just remember to
blast wall lasers and jump out of the
dips where crushers tall.

BOSS
honest: do you really need help11.61

\--iwith this one? It's second only to
the maintenance Mold in the easyness
stakes - just point and shoot.

Tractor Beam Core
Only your jumping ability will help

- you through this bit.

BOSS

c .  Just stand directly below thel a
)tractor beam core and fire up.

Death Star
Surface Attack

Apart from the shoddy 30 effect,
' this bit's a laugh. Don't bother

going up and down, just left and right.
Collision with a lower is instant death.

Final Trench Attack
Concentrate on shooting enemy fire and
saving your shields. Darth %fader pops
up here in his own fighter, but he's
quick to kill. Hitting the exhaust port is
easy. As your counter reaches 50, hit
the I  and SI buttons rapidly to send
several photon torpedoes toward it. At
least two are sure to hit the target, and
that's the end of the Death Star.

C66T 
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WORDTR

I like Terris, and I like
words, so I was expecting
this to be the game of my
dreams. I 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
chances 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,
easy-to-spell words, so you'll be able to
pick up points from things like 'GEE' and

'SIS'.) Then there's the crazy layout of the
screen, which crams all the action into the
bottom left-hand corner. But what mined it
for me, though, was that the blocks fall so
fast, and there's such a short distance
between the top of the playing area and the
nottorn, gnat you agent given tune LU mum.
So, it's just a game of luck, and snEnns 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,

•  Jonathan Davies

GRAPHICS

50%
GAMELIFE
44%

OVERALL

GPM

35%

401)10
SOUND

57%

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-
power is really just a game of luck.

XEZONE

What better grab to finish with than one of the
game's first level? The screen spins around in
Mode 7 as you spiral towards the enemy bass

(that cross-shaped thing)

Let  Blimey! four
words at once

Right. Although
we've managed to

!make the word GIN'
the computer hasn't
recognised it as the

makers have omitted
all words that might

lead youngsters
astray.

US Rehiase

Game: X-Zone
Publisher: Kemco
Price: E37, 99
Cart NOM: 4 MIDI

One pt the game's scrolling levels. The
background moves, but the idea's the same

Ever wondered -why all
Super Scope games are
in horrible, bnght pastel
shades? We reckon it's
probably for technical
reasons.

US Weise

Game: Worcitris
Publisher: Spectrum Holobyte
Price: Approx. E45
C a r t  R O M ;  4 fillbit

Or so they think! Fieh, hen heti.

GOOD BAD OR UGLY?
Here at
Super Play
we're
afflicted by
a terrible
sinking

feeling every time a new
Super Scope game comes out,
The Scope's such a nicely-
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,
et al. in that things whizz
around the screen, and have
to be shot, And
that's really its
downfall. To be
fair, X  -Zone
probably has
the best shot at
It yet (if you'll
excuse the limp
pun), with
plenty of
variety to the
backgrounds
and some
impressive
baddies to
attack. There's

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
you can only tire, and not
move around the screen. And
that really does get boring.

This is probably the best
Super Scope game so far,
usurping Battleclash by a
good few percentage points.
But that's really not saying
all that much.

•  Jonathan Davies

GRAPHICS S I ) .

79% 6  8% 6  0%

M O R E  OVERALL 5 5 %5 0 %  S C O R E

VERDICT The best Super Scope game
to date, but still pretty dire. So,
unless Terminator Zs any good,
were going to light a bonfire and
toss our Scope onto it. Sorry.

AP
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1111110 BASE ' LL
L E A G U E ,
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 'neat

- touches'. Like this
one, for example,
where the batter's
lust been sent out

The intro
sequence

excellent. The
tension mounts

as the batter
grips his bat.

The pitcher
narrows his

eyes, takes aim
and.., falls over
- into the arms

of a pair of
gorgeous

babes. We've
watched it over

and over.

The 'automatic
held ing" option

takes the
heartache out of
the usually hit-

and-miss
positioning of
your fielders.

N U T

t i l t  ERSE I I  W W I I
OFFENSE 2 P  I l o N e l i t

UINII f I N
CHI L O

pl MORN 1 S l e i P
SIHIUUII K M  U P I  I

LON INUI r i t  I P  ' M I  I
1111,1 I ern I IR  7 P  T e n

SOUND S T E R E O

Jestmese Release •
Game: Pro Baseball League '93
Publisher: Sony Music Entertainment
Developer: In-house
Price: Approx. E50
Release: Out now
Players: 1 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. We
tend to find ourselves agreeing.

9

Oh no! Our
fielder
bursts into
tears as the
ball slips
through his
hands.

As the ball rises into 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, you can practise pitching.
batting, fielding and home run-scoring Which is
surprisingly good fun.

GOOD, BAD OR UGLY?
As I pointed out In
my complete guide
to baseball games in
issue 2 (which I still
can't believe I
agreed to doh 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 UX 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
p o i n t s  o i  E A U a  h o t h i p s  w s i v  i t s  m a n y  c u t e
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
so fast that hitting or catching it was
virtually impossible.

So has the speed problem been cured
in Pro Baseball League '93? 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 last 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 '93 is
the best of its kind - at least until 2020
Super Baseball comes out in March.

•  Jonathan Davies

81%
GRAPHICS SOUND GAMEPLAY
80%
GAMELIFE
70%

OVERALL
SCORE:

83%

77%
VERDICT Sure it's another baseball
game. But its a really good one!

. 0 0 , • • • \
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Jaeatese Release

G a m e :  Flying Hero: Bugle's Big
Adventure
Publisher: Sofel
Developer: In-house
P r i c e :  E45-E.50
R e l e a s e :  Available now
Players: I
Cart ROM: 8 M a

•

Yes, those are giant flying monkeys whiaing around the
screen, and no, I don't know what the reasoning behind
them is. (I'm only the reviewer, after all.)

! i J . i  _:-]  71:J1-2 r_J
BUGLE'S BIG ADVENTURE

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. (O i l -  Ed.) Looks

like Jason will have to save the day again...

Boss three
rises from
the water la
the term el a large fireball.
(Yes, I spotted that flaw ton)
It looks great, and stopped me
from getting onto level lour.

Holding down L or A 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?

CALL THAT A WEAPON?

Th, .•tuggly ones are typical
for instance However, more care
has been taken with the bosses,

which all make a real effort -
Mode 7 appearing regularlyI I

The weapons you get in nyirtg
Hero are all okay. Okay, that is, in
a sort ol seen-it-all-before-but-
who-cares? kind of a way. Don't
expect to be knocked out by
anything spectacular here

The Flying Hero nirnseil ;s
strange little character - he's
actually a baseball with wings, or
something very similar. Indeed,
ever./ Sprite that appears is on the
weird and off-beat side, which

-ne game 99% of its appeal.

Oh no! It's all gone blue and purple! And there's a mutant
purple rubber glove on my trail - and lots of... cherries
flying about for some reason Weird!

'Twin Bee! I t s  Twin
Beer I cried when I
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 I was
talking about, though T w i n  Bee is actually
a Konami shoot-'em-up with a very similar
look and feel to Flying Hero's_ I 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 tiara
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

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 playable. 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 groat. 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 Parodies it all looks a bit
drab. The sound is pretty average too. (See
'graphics', in fact.) And it plays... well, fine,
but not spectacularly well.

Oh damn. I'd better just say it, hadn't I?
Flying 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

An average shoot- 'em-up
wi th  sturdy gameplay and a sense
of humour, but  hardly a must-buy.
Full of cute things, though.

ate

AP
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US Ratan If you crossed Honey, I
Game: Harley's HumungousAdventure Shrunk The Kids with a
Publ isher :  Hi Tech Expressions platform game, you'd
Developer :  Visual Concepts/ EA
Price: Approx. ESC) probably get something
Release:  Out now
Players:  I  or  2 not unlike Harley's
Car t  R O M :  4 Mbit Humungous Adventure.tu

imself is a
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I with wings, or
imilar. Indeed.
ippears is on the
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there's a mutant
I of... cherries
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HARLEY'S HUMUNGOUS

-Nzio

t_E) 1 :mit] J•P112

At first glance. Harley's
Numungous 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 el an average

suburban house. (Fans of
The Incredible Shrinking

Man, Honey. I Shrunk the
Kids and similar will be

right at home.' Harley's a
scientist who's had a bit of

a shrinking accident, you
see, and has to piece
together his eliploded

shrinking machine, as well
as fight oft the mutant

bugs he's created. It's all
in a days work...

LEVEL I: KITCHEN
-MAYBE YOU
CAN.' (OH

g o  °EAR}The cryptic title
to this kitchen-

, based story

1 1 6 ,  refers to the

rather vicious
tin cans that
populate this

level, They pop open their ragged•lipped lids to
cut you as you try to jump over them, then they roil
inexorably oft the shelves, set on crushing you

Q e y ' r e  heavy enough to make the screen shake.

LEVEL 3: PLAYROOM
fitIGGEO•

Still in the playroom, but now running across a
(very wibbly) carpet.

Harley lakes
on more bugs
climbs lots of
platforms,
does lots of
jumping, and
searches for
another bit of
shrinking
machine.

0 0 0 0
You start In

10‘ t h i s  lab bitwhere you
I t *  b u i l d  up power

111 b y  collecting
items (nuts -

te tack together the shrinking
manning win - ago iueip against

a lime limit. Try net to tall into
any of the beakers - l o s e

able time.

LEVEL 2: PLAYROOM
TANKS A1.01

We're now in the playroom (hence easy-to-draw
backdrop), and sitting in a little toy tank, while
bouncing balls, walls of bricks. big gaps (this tank
can lump
unbelievably),
and spiky
jacks throw
themselves at
us. It's
original and
fun, this bit, if
not all that

'BOXED
T 111

apped
,nside
closet,
Harley
must.
but no
You get
the idea
by now.
surely?

Harley's Humungous
Adventure is one of
those games that
looks fairly pr imit ive
when you first play
it, but proves hard to

d i s l i k e . I t ' s g o t
Imagination and an intr iguing plot at least,
even if it ain't got that much polish (EA
arcade games are never as slick as their
more serious sports stuff anyway, and this
is a case in point).

Imagine these, for instance: a toy tank
that jumps: t in cans that make the screen
shake as they bounce off the shelves; arrays
of knives and forks that wi l l  k i l l  you when
you land on them (shades ot Roger Rabbit);
collectable weapons that include nails,
firecrackers and other t iny household items:
a hero who (modishly) looks bored when
von  122v2 h i m  c i tand ino  t i I l  few 2 t o w
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, w i th  all that said, this isn't a
minor release (or, at least, i t  won't be in
most people's eyes), and there's one simple
reason why t h e  graphics. These are what
you might call serviceable, rather than
great -  wi th  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.
Capcom 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, i t
seems. Their spoils sims car get away wi th
average visuals when it's speed, depth and
accuracy of conversion that count. When,
however, you're dealing wi th  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 sti l l
needs to make the game a bit  more packed
and busy, though), but give him a graphic
artist w i th  rather more flair next time, huh?

•  Matt Bielby

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,

rGRAPHICS

65%
GAME LIFE
66%

SOUND GAMEPLAY1
70% 7 3 %
OVERALL
SCORE 69%

GOOD, BAD OR UGLY?
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The latest fabulous add-on for the Super Nintendo
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.
Mario 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. Ifs got a host of
features, but al its heart
is this bit, where you can
draw simple pictures on

the screen. They can
either be really good or

completely crap (like this
onel. (Oil -  Jez.)

kJ 0

1

f i  8 113121-stig

Eva ci) I  W I
Perhaps the second most exciting bit, after the drawing,
is the music composition section. There are 15 built-in
sounds to build tuner, out :1 Hurrah'

A f f i j  -  I  ,:t5t 04-Cni  - f t e r  t h e  i i u u . .  i s
- the anin : J f  section. 1, . , ) k i  can create a short
sequence of pictures and then gel Mario Paint to play
through them like a cartoon.

C  ra i4

, eau '  fiallie si•;
, •  want to create

tweak. (Although per'
more appropriate hem..

but unrelated are the three tun- a n  selec*
as background music while you're doing your drawing

ANIMATION MADE EASY
r.."-Patreatili."0041miret1/4AJ

(LOAN T  / 0 1 1 R  I
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MICE SHOOTING, HID

While Mario Paint is a tun 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... a _
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 Mat was almost Dorlzontatt, nut
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.

But Mario Paint is only the start.
Soon you can expect to be inundated
with mouse-compatible games that let
you use the mouse to point to icons and
things on the screen. Powermonger and
King Arthur's World are the only obvious
examples at the moment, but there are
more on the way. Watch this space!

And before you ask, no - Nintendo
currently have no plans to release the
mouse on its own, so if you want the
thing, you're going to have to buy Mario
Paint and lump It

And here's the result - an all-singing, all-dancing, tully-
animated-. erm_.. well. Jez reckons it's a man walking
along holding a flag, but we think it looks more like...
um_ actually, we're not quite sure. •
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Game:  Mario Paint
Publisher: Nintendo
Developer: In-house
Price: E 5 9 , 99, inc. mouse
Release:  nut  now
Players: 1
Car t  R O M :  8 Mbit + B8
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You can add text
to your pictures it
you want, as Jez
has obviously
just discovered.

NEAT LITTLE TOUCHES

Like all Nintendo games, Mario Paint is
chock-full of special effects and nice
touches. Clockwise from top left: adjusting the mouse speed; clearing the screen
with a rocket-ship just one of the many available methods of ridding the world of
your mistakes: eekt we seem to have come a cropper in Gnat Attack; and the
rather odd robot thing you use to save your pictures with_

GOOD, BAD OR UGLY?

,gb

The idea behind Gnat Attack. a little game bu
into the cart, is that it -helps inexperienced
mouse users to establish coordination with the
mouse_ Hmm. It's quite good ton, anyway.

COME FLY WITH ME!

You've got to swat : , t s  that buzz around the
screen_ later taking on bombs (out of Mario
Work)). and the terrifyingly huge boss gnat at the
end, who takes some real swatting.

COLOURING BOOK
It you're really useless it  drawing,
au might want to try colouring in
one of the tour sample pictures

provided. To the right is the naked
black-and-white outline, waiting to

be filled, and below (oh dear) is
Jez's Interpretation.

L - 1 9 S 4 s Z I S S I I D a t t

ElElEvEll c 0 : 1  ci

M AR C P A  I N T,
Just think what
Leonardo Da Vinci
might have achieved
if he'd had Mario
Paint at his disposal
Just imagine
'Sunflowers' with

nine frames of animation. That's Van
Gough - Ed.) Or 'The Hay Wain' with a loot-
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!
Owertyuiop! I.TES%Atii•! This is fun! (Er._ -
Ed.) All right, all right. While 1 wouldn't
Claim to be a world authority on art
packages. I do spend a lot of time tinkering
about with the Apple Mac equivalent of
Mario Paint, and I can draw. So I was quite
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

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 int, 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

dead
d e x p e c t
Mar io  Paint i
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'Look, Jonathan -  another
assault suits game, sa id
Matt. Yo u  remember you
enjoyed Assault  Suits
Valken, and this is just as
good . "Aw.  thanks!' I

replied, not quite believing my luck.
A couple of minutes' play revealed that

I 'd been stitched up. Again. huper ium isn't
really an assault suits at all. I t  looks more
like a nobby Shoot-'Em-Up Construction Kit
game on the Amiga, where the central
sprite just happens to look a bi t  l ike an
assault suit, and you get attacked by other
sprites which look a b i t  l ike assault suits.

Well, that 's in between the long stretches
when there's nothing happening at a l l

There are some reasonable extra
weapons, but  they look l ike the ones in
Super Aleste wi thout  being as good. The
graphics are rubbish, though -  t i tchy
sprites, not much animation, and weedy
explosions. And, al though the di ff icul ty
curve is about r ight -  easy to start wi th,  and
going through ' tr icky'  to  ' incredibly tough' -
there's l i t t le incentive to stick w i th  it.

!Vs not very good, in other words, and
this is probably the last you'l l  hear of it.

•  Jonathan Davies

GRAPHICS

41%
GAMELIIE
38%

SOUND 6 A M E l

OVERALL
SCORE

60010

40%
VERDICT Imperium is very lack-
lustre. In a couple of days time
you'll probably have forgotten it
eve r  ex is ted.  ( I t ' s  ca l led  A s s a u l t
Suits Darion in Japan, by the way.)

55%

S U P E RI M O  RIP
—  SELECT TEAM

rvizz,i1.0 v .  1 3

Er  TEX M I  EGS
ilAk SEA L•M E N N A
CAL r E r  C i f

•

Right: The overhead view is great for the batting
team, but not tur the fielding side, trying to track

the hall as it heads for the. hotindar,•

That odd blue thing
is your assault suit
And the yellow
curvy things are one
of the four weapons
you can collect.

Save up your smart
bombs to use on
this giant end-ol-

level-baddy.

US Salem

Game: Super Batter Up
P u b l i s h • n  Namco
Price: Approx. E50
C a r t  R O M :  8 hilbit

Top Being an American
game, Super Batter Up
features good, honest.
American baseball learns.

Lett: Why do baseball balls
have to be so horrid and
hard? And why do they

throw them so fast?

US Release

Game: Wiper-non
Publ isher :  Vic Tokat
Price: Approx. ESC/
Car t  R O M :  8  Mbit

Can you spot the spelling m i d
the intro? (Lemma at it - Sus:,

GOOD, BAD OR UGLY?

'IIs plc from

I picked up
Super
Batter Up
r ight  after
checking
out Pro

Baseball League '93 I having
for some reason been branded
Super Play's baseball expert),
and the difference was clear.
Pro Baseball is Japanese
through and though, whi le
Batter Up has an American
flavour. And  Pro Baseball is
great, as baseball games go,
whi le  Batter Up is useless.

So what's the prob? Well,
there are lots of them. (Deep
breath.) The ball is
pitched too fast,
so you can't
exercise control
over where you
hi t  it. The
fielders run too
slowly and, as
usual w i th
baseball games,
they're off the
screen most of
the time, so it 's
hard to position
them properly.
The ball doesn't

move well.  The graphics are
garish, w i th  lumpen
animation. The organ music is
fine, but  i t  drowns out what
feeble sounds effects there
are. And  that 's about it.

i f  Super Batter Up was the
only baseball game in the
world, i t  might  be wor th  a
look. But i t 's one of about M,
and isn't as good as half of
them. Oh yeah, and the
fielders manning the bases
refuse to retrieve the ball,
even if  it 's rolled to a hal t
r ight at their  feet.

IF'

•  Jonathan Davies

49%

49%

MILL_
59%

V' Y e t  another baseball
game rolls off the production line,
flops to the ground and lies there

t twitching for a while before
quietly expiring.
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C r i t r e r a W SMOT

PUZZLED
SUPER SPY

MAGICIAN LORD
NM St KA INISESALL

NINA COMSAT
(4090
NAM 75

IMES JOURNEY
BASEINALI
CYBERLP

LFACluE BONA
TOP PLAYERS GOLF

E94.99

MEGA CO
GIN VERSION]

PLEASE PRONE
FOR DETAILS

sno el so PER GAIN ARD XS.03 PEA
FOR POSTAOE & PAO(AGNG,

CHEQUES MADE PAYABLE TO
"SORFCLIFF LTD' NEXT DAY DELIVERY

MAILABLE AT EXTRA COST
•

ADVERTISERS INDEX

IMPORTANT

TIPS

" IN  "

C H E AT S

S U P E R  P R I Z E S

G E T  Y O U R  S C O R E  S O R T E D
E E E E E Z Z Z E E E E E ! ! !

\ \ \  e /WITH1 7 /  '',7vIENICM E G A S U S
SOLUTIONS

" 7 7 1 1 N O  'CALI TIME'

WASTED WITH
VERBAL R U B B i S H I I \

LINES UPDATED ERY MONDAY WITH THE HOTTEST TIPS AND C HE TS AROUND
p

SNES 0 3 3 6  42 03 24
NES 0 3 3 6  42 03 25
GAMEBOY 0 3 3 6  42 03 26
MEGA DRIVE 0 3 3 6  42 03 27

ANY Of  THE TOP FIVE GAMES OF YOUR CHOICE ON ANY FORMAT
RING,

COMP4INE 0336 42 03 28
(Multi-choice with tie breaker:,

Hoais ask nt perrms,on of TO v o - u  wr) t.I61660666 6.1 hoLx. -JAN NPP NJIN
CMLS COST 3601NY CHEAP RATE AND 46/4AIN AT A I OTHER TIMES CAN Poet a

Plapum 64 0302
F.)1 r f i r ,  O m  I K I c t e n
64999sus Sobtons, Gob* House, Headav Watt GrAMPIL SaAney 01199(16

- - ! ' ; 1 1 1 1 1 1 1 K
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B a c 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 it you
want to help gainers 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, BAl2BW.

NHLPA Holley '93
(LASN)

He's obviously been cracking rit s way
through this one, has Daniel James from
Pinner, as he's sent in a passcode from
each round o( this ice-bound fighttest
But do the codes have to be this long,
though? It takes ages to type them in.

GBOOMSZPJJASSZD - Second Round:
merereaiv-, Long Island
871131i5PYZINBKRYC - Semi Final:
Mnrficai vs New York
C4W53•94211111M5 - Semi Final: Los
Angeles 'is Minnesota
C42111/1000,371AV Final Las
Angeles vs Boston
A pen's on its way to you Daniel.

Er, get vour skates on? I Pour 'lead's just not in it any more, is it? - Ed.)

CALLING
ALL CHEATS,
CRACKERS,
AND GAME
FREAKS!

Super Probotector
(Konami)

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 at you find anything out), but
thanks (and a Super Playpen) go out to
Mark Byrne of Surrey for that one,

You, too, could be the proud owner
of a Super Play pen - If you can come up
with an amusing anagram of the words
'Super Probotector. Seed it to 'Amusing
Anagram of Super Probotector
Competition' at the usual address.

Doing some serious Probatecting
NEER111-

W o w !  It seems as if you
lot really are getting
yourselves into a lot of

bother. I'm currently receiving
more mall and more requests
for help than ever before, 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 -
I'll 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.

•  I have Contra 3, the American version.
and I've heard there's a level select cheat
and a cheat for 30 lives I can't get It to
work, though Can you help me?
histin Martin, Bournemouth.

ASK
INVALUABLE MONTHLY GAMING ADVICE

tot,

• 111 remember con ea./. 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.

•  When I play Sim City I'm always
running out of money, and I was
wandering if there is a way of getting
some mole/ Thanks.
Leigh Morgan, Reading.

•  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, I couldn't
get it to work, anyway. May I suggest that
you simply stop building too fast and set
taxes at reasonable rates - that way, you
simply shouldn't have a problem. You're
being too greedy is all.

•  I 11..tve a ;tJtripalirrt• Witn at your tip-
and cheats you fail to slate whether or
not they'll work on official UK games. Oh,
and is there a level Select for the UK
version of Super Proborectur?
Mark Dittord, Stevenage.

•  Good point except, when I reply to a
plea tor help, the distressed person has
normally already staled what system the
game is for, and therefore I shouldn't

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.

•  Could you print some level code's for
Prince 01 Persia the American version?
Joss Jackson, Surrey.

•  Robert Carney of Ampthill is after some
too, so here they are. He also wants to
know about a level select cheat. I don't
know of one, but perhaps someone else
does. These codes were seat in by Pierre
Poliquin from Quebec in Canada,
incidentally. Cheers Pierre,

Level I: BRNGBB9
Level 2: VRYND9X
Level 3: 3POWRG4
Level 4; CK1B3X2
Level 5: LY67RVR
Level 6: MNKJBJ9
Level 7: 7VMRD69
Level 8: tilF+DIR
Level 9: ORLHTCB
Level 10: 8R7CDYR
Level 11: 02GSTP9

APRIL 1993



ITS,
IS,
IE

otector

ing, pressing
.EFT, RIGHT
i 13 lives, which
Ishing with a
Goodness
out (or indeed,
ling out). but
pen) go out to
that one

proud owner
JU can come up
of the words
it to 'Amusing

ector

Heeling.

1

Super Fire Pro
I  Wrestling

(Human)
Here are all the passcodes for all the
levels of Pro Wrestling. thanks to Roger
Prinaeren from Stockport, arm no, were
not going to send you Desert Strike.

Easy level:
GVGN2 BSECI WT
CUVT3 XOTED P3
IKCX2 YKPNI PP
IKCHV UGIVO HX
IRRY3 SEJIA IV
F0588 RUA UO
BFMEG 0,130R YL
CUV75 RWHMP TX
MGK7C A3CGX HM

Just type in hie passwords we ve listed etioe

KY7ZE 7MA3V AM
JKNSD LBEEN BM
FO5PF DOBRR YS
HGWGFIJI55 0s1
LRRKT 2MLMA IV
GVSX0 V250P WO
KY/VC YLM7X DO
JKNZE) LEIPAP TO
EYECI Y3,181 DI
GVS00 V2VCIP GO
CUV27 TUCWT 7L

Hard level:
05V213;00f I El
GV2RG FKMKX 63
05V2J 13CIFI Ul
KYXDR LYGHN JU
GV2RC ZWEC7 WT
GV2R2 BOUSP GD

aeci the •wresile• follow.

GV2RK R6USP GD
CU5LJ FCTOX LP
CU5LZ VSTQX LP
CU5LB NKTOX 3P
CLI5LR 52TOX 3P
KYXOT J223R
KYXDO ZX23R Fl
KYXD3 BS23R VI
KYXDL AC23R VI
AY3YP Y.J7ML GY
AY3Y7 IZ7MI. GY
AY3YH OB7ML WY
AY3YX AR7ML WY
IKKXE EX7XS VV
E1i. dude: IKKXU VH7XS VV

M E D
A B C D E F O R  I  J k l

2 3 4 5 8 7 -
lipitEZ Ot te  111011111116.

Here's where you type them in. (Look.
we're just trying to be helpful.)

1-611.14
180cm103114

-.0010 •

There was this ierrible accident at the
boomerang-throwing competition

* 1  400•04 v l . m •   „ A R .- -  u i  1 0 1 1

We're really great at ibis game. but we
won't 'rabbit' in.

(Erring Toons
(Konaini)

to get you whizzing through all the levels
of this one, 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 (whool) which
apparently lets you pick the game you
want to play on the bonus wheel,

Level 1: PLUCKY DUCK/BABS BUNNY/
FROG WITH GLASSES ON
Level 2: ROAD RUNNERAIONTANk
EL MY RA
Level 3: GOGO DODO/SHIRLEY/
HAMPI ON
Lewd 44 rnoo WITI I oLwooco Ow
PLUCKY DUCIQBAI3S BUNNY
Level 5: GOGO DODOICALAMITY
COYOTE/ROAD RUNNER
Level 6: HAMPTON,PLUCKY DUCK'
FROG WITH GLASSES ON
Bonus CON' ELMYRA/SHIRLEY/
CALAMITY COYOTE

Nifty stuff. eh?

or your own
r to the last

evel select in
)ame.

el codes for
ican version?

II is after some
io wants to
teat. I don't
omeone else
It in by Pierre
nada.

Level 12: BECIP33N
Level 13: VP +IR
Level 14: ZYM83R7
Level 15: OKCXTN7
Level 16: 44KIDDJ
Level 17: 710BVIV
Level 18: 400WMVJ
Level 19. Y4YTM67
Level 20: 8X11E5Z

•  Please could you give me some
passwords for Dragon's Lair? I've got
the first password. which gets me past
the two snakes, but could you give me
some more?
Barry Evens, Birmingham.

•  No problem (thanks to Carl Clarabut of
Enfield, who sent me a whole bunch of
codes recently). Here's the level one
code, the one you've already got, for
anyone who's interested:

2 -

And here's a level two code. to get you
that little bit further into the game:

3 - 8:5-C:7 - 0.8-A

•  In Super Play, issue 1, there was a
character vs character cheat mentioned
for the American and Japanese versions
of Street Fighter II. Does it work on the
UK version. too?

•  I believe it does

LOST SOULS
And here're some of those goomplaying
queries that I Just couldn't help with.
Can you do any better?

•  Please could you help? I've reached
the end of Super Adventure Island and I
can't kill the last boss, Dark Cloak. Could
you please tell me how it's done? Also, is
there a menu?
Steven Heaton, Ashton•in-Makedeld.

•  Sorry, I haven't really played the game
Can any one else help Steven out?

•  Pleati wold you help ale'? After I
defeated the final learn in Super Soccer I
had to face the referee's team, Nintendo.
I've played this team time and time again

but I always get beaten Do you know of
any cheats for it?
Chen Hog!, Oxbridge.

•  I hate soccer and never play the game,
so I can't help you. but seeing how you
seem to think differently I'll ask all the
readers if they can help. Anyone?

•  Do you know any cheats for the US
version of Bart's Nightmare. especially
Maggie's Temple or Bart7illa2
Stephen Middleton. London.

•  No, I don't, and Rodney Whrtemore has
asked me the same question Does
anybody else have any tips or cheats, to
put these two guys out of their misery?

PROBLEMS SOLVED!
This is the bit where yin the readers
help out those people stuck on their
games. If you can solve any of their
problems, then write to me.

•  Here are the codes to the UK version ot
Krusty's Super Fun House, as requested

by Jarpes Tuffinin issue 3. (And printed
In Mode 7 in issue 4. Pay attention - Ed.)
Level 2- SKINNER -
Level 3: SCRATCHY
Level 4: BART DUDE
Level 5: BOUVIER

David Saunders, Hounslow.

• Cheers David.

That's quite enough
questions and

answers for one
month, I 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 2BW.

/ • • • • • • • \
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HUMAN
GRANO PRIX

(1-furn,,
In a battle game. it you don't like
the look of the starting grid, hold
select and press A to change It.

S TA R T  I NS O R  ID

This'll be
looks of it

,J rid, by the

Bulls vs Blazers
(LAS()

Here's a game that's just crying out
for some codes. It can slop now.
thanks to Mr HJ Sulaiman of
Southampton.

Supersonics vs Suns
Ouader Final FOZNICIIT
Supersonics vs [:1
Semi Final R O M P
Supersonics vs Knicks
Final: H A R M
Supersonics winning the
championships: RIVOCZCIIC
Watch for postie with your pen!

The Addams
Family

ice an)
Another code that pretty much
plays the game for you. is this one
sent in for The Addams Family by
Marc Obertelli from Heysham.
Entering 21112 will instantly give
you a sword, 100 lives and
Pugsley. So that's that one
finished then

Desert Strike
.Dectronic AtL,)

This one's the ultimate cheat, in
that it gets you to the end of game
sequence without allot the hassle
of playing any of the game itself!
It was sent in by Gregory
Frensham and works on his
American import copy of Desert
Strike Type in 99P55LM and you
should be whisked straight to the
White House lawn. Thoroughly
pointless. maybe. but pretty
interesting nonetheless

ACTION REPLAY
CODES

You'll need an Pro Action Replay
cartridge to use these cheat
codes, and the simplest way to
gel one of these handy little
gadgets is to turn to page 78.

Super Probotector
7EIF 8A63 Player 1 infinite lives
7Elf CA63 Player 2 infinite lives
7EIS 8CO2 Player 1 infinite bombs
7EIS CCO2 Player 2 infinite bombs

Super Star Wars
7E08E1303 Infinite lives
7E0A7924 Infinite energy

Smash TV
7EISA06 Everlasting weapons
player 1
7E189906 Everlasting weapons
player 2

Lemmings
7E00950X Where Xis the number
of climbers you want to start the
level with
7F00960X For floaters
7E00970X For lemmings
7E00980X For blockers
7100990X For builders
7E00980X For miners
7E009COX For diggers

rnough to put you oft your piano lessons (Sounds lamiliar — Et)

ASSAULT SUITS vim
VALKEN

, NCS
A tip already? The first of many, lets 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 the level,
of course) you'll be able to select a brilliant

Bafr00000000000sh! That's the closest we can get to describing the ear-splitting sound or y•-,
special deluxe liame-thrower ripping through a formation of baddies.

ill111111
t h e  Wi z !

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 games
name as 'Assault Suits Falken'? Incredible but
true. And, that being the case. you'd be
forgiven for thinking it had something to do
virth birds of ['Ty or something.

fo r  t h e  l a t e s t  games . . .

• • ,  •
H E, ,

Id.
p p e w l i e  .o ld6fleen tut • station) . 1

• I s a l t a N N 1 • 11  8
1 9  h n s,1 8 -4555001

Open 7 days weetc 1  1

t SUM M U
GAME BOY i1

FreiNe=
GEAR

w e  g o t  i t !

10 Kto14 noon •13turt1l 8 ,
kapp . l i e  Barkers)
I .att Ian % K i r i '

rlopho a, 071-937 7753
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100% FOR PLAYERS OFSuper  NES
T E N D O  •  Game Bo•NIN NES

Independent Ninten
may from high-flying
Future Publishing

We take our pick of the
flight sims with F-15 Strike Eagle,
Titre And Burn plus Top Glob
(ydo tett you webotle hot and whet  snot!)

EbToTeacidesfor
Check out this month% TOTAL for

reviews of all the latest NES, SINES
and GB games. PLUS we've got 10

copies of Jimmy Connors Tennnis
with four-player adaptors to won! ,jorp

PER
NES!

Got a kl lintendo?
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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 plugging in a Pro
Action Replay cart.
Get those cheque-
books out, and fill in
the form below now!

SUPER PLAY T-SHIRT
Straight trod' the Pans catwalks come these rather stylish black
T-shirts. featuring a gorgeous Super Play logo on the front and
an SP type thing on the back Choose between medium and
large, and well send you or for the low, low price ot only

anythit,•,

PRO ACTION REPLAY
Sams defeating you Not getting lull

Itom your carts because you
get beyond level three ThenA01—,..yemorifit;

1

tind this intriguing
,f hardware tram Niel

lets you cheat at
games' By entering the

Triate codes tor each one,
ce able to g dos yourself irdinite

.1 ialie yourself invincible
e. Only

AKIRA VIDEO
Ara is a full-iength Japanese cartoon film, packed with
action and adventure. il teatures the most stunning
animation you've ever come across Its the film tat
brought Japanese animation to the
attention or the West All this tot only E l l  9 9

SUPER PLAY BINDER
Keep your precious issues ot
Super Play in pristine condition –

buy a binder' Each one
holds 12 issues of
Soper PW and is
probably the most
chic-looking ander
you can find. Or buy
two at the same time,
and you'll s3re yourself
SOMO cash

2 FOR 210.99

BUY 2, SAVO

GO ON, SPOIL YOURSELF! HERE'S THE ORDER FORM...
Please send me ( tick. appropriate boxes):

atria video — E l l  .99 I code SPtAV)
Wien Replay Cartridge _ E U  .99 Icode SPLAV)
super  pp,. L • A •   t y  95 (code SPIS1)

Total cost E

Method of payment:

Card number

Expiry date

Cheque i:nirk pawl-seta Future Publi5nieu Ltd

Visa/Access

send this lorm (or a pliniccx.v), with amicalate payment, to the loll Nylon
ieepost address Soper May Mail Order. More Publishing. FREEPOST,

Somerton. Somerset TAll 762.., You won t need a stamic'i

'1r l• '1Hie O ( i  not wish to toceto, dit in:1 malt

Super Play f-Shuts (Large) E9.95 (code SPTS2)
Super Play Binder E 5 . 9 9  (code MINOS)
Two Sl• n d  E l  0.99 (code SUBINDB)

Name
Address

Postcode
Date

Signature
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GAIVIEFRE K
3NES I C H  &
l A M I N G  A N S W E R S
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 Gametreak,
1) Will The Secret of Monkey Island 1 or 2 ever
be released on cartridge or CD RUM? It so,
when exactly?
2) In the office what is your lastest Mario Kati
time on Mario Circuit 1?
3) How much does a Date! 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 Into on II?
Darren Morton, Cloebury Mortimer. Worcs.

1) It's appearing soon on the Mega CD, but
there's no news on it for the SNES. Yet.
2) Since Matt erased them all the other day (he's
so clumsy), I can't check my personal best -  I
know it was around 1' 06- though_
3) E49.99. However, if you buy it from our
Superstore on page 78 you'll save a fiver. We're
so good to you.
4) It's scheduled for February in the States and
June in the UK.
5) 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. It you look carefully in one
of the top windows you'll sneak a look at Zelda IV

This is as near as our man in Japan gol to Nintendo HQ

If you really squint you can just make out a CD
ROM player tool (Calm down -  Ed) Don't tell
them I told you though

Dear Gamelreak_
1) In the games with battery back-up. just how
long does this last?
2) Will Mortal Kombat ever be released on the
Super PIES?
3) Does the Datel Pro Action Replay act as a
convertor too? Does it run Mario Kartl
4 I I  games only cost E10-15 to make, how come
they cost E45 and above to buy?
5) When Sensible Soccer comes out, will it have
the backpass rule Included?
6) When is Starfox coming out, and is it similar
to Star Blade in the arcades?
7) Is flubsy a 16 megabyte cart and, if so, does
this mean it will cost the same price as Street
Fighter II?
8) Is it true that the Super PIES can't handle
digitised graphics in any form? (Look at
PlIfighter!)
91 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 oft
repeatedly it can lose the data stored on it. Also,
avoid placing such carts next to magnetic fields
(televisions, hi-fi, etc) -  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 to let US games be played on a Japanese
machine and vice versa (as US and ..lap 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
so 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 anti Japan. There is
some truth in this, but we are still exploited. Well

by Jason
rookos

Mortal Itombat - due on the SNES later this year.

look at this in greater detail on the near future.
5) It should include all the options that made it
into the Amiga version.
6) Startox is similar to Star Blade but not quite as
linear. Star Blade didn't allow freedom of flight -
the computer had a set route -  Startox will be a
bit more interactive, with more control. It really
looks the business. We can't wart.
7) It's not 16 megabytes, but 16 megabits. A
megabyte is 1.024K while a megabit is 128k -
there are 8 megabits in a megabyte_
Consequently, Street Fighter 'land Bubsy ate 16
megabots or two megabytes in size.
8) No, of course it can. Pittighter'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 KarP
3) Which Is the best -  Deters Action Replay or
Me Game Genie?
4) Will the SPIES CD ROM discs work on the
Philips CD-I. or the other way round?
5) Is there any way of controlling the bosses in
Street Fighter IP
Richard Cank, Whixall, Shropshire.

1) Around Y9.000 (approx E45)_
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 Iwo-

E66T 
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F-Zero- it
seems a hit
simplistic to
begin with.
but ends up
proving to be
a real
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 II, 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
S I M  (called Firepower 2000 on US import) — by
puffing 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 plc) — it crashes and
glitches badly and the moves are just overlaid on
those of other characters ieg Ryu's hurricane kick
is 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 Gametreak,
1) In Gamefreak issue 3 I noticed that you said
you could get your UK Super Nintendo
converted to a full-screen, lull-speed console,
and also have it deprotecied to run foreign carts
without an adaptor. Is this wise, or will it wreck
my machine?
2) Which company would you recommend to do
the conversion?
3) Will I still need an adaptor to run US carts
(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 ills 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 Garnefreak,
1) Can I connect an imported SNES to a
Commodore 1701 monitor? (At the moment my
UK SNES is connected to it using the stereo AN
cable.)
2) Does the cable mentioned above provide
better picture/sound quality?
3) Can Jap,1JS joypads and joysticks be used
on the UK SNES, or do I have to use another
converter?
41 Why are games released earlier in the
States?
James Bowden, Rudston, North Humberside.

1) & 2) Is it connected through the SCART socket
(21-pin), or an AN 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 KART 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
Banda' still have their release dates decided by
Nintendo of Japan.

Dear Gametreak,
11 Will games with battery back-up save games
through an adaptor?
2) How long does the battery last?
3) Will UK games still have screen borders and
a slower speed when run through an adaptor on
a Jap or a US machine?
41 I 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?
T h e  ( i a r e o t r e a k t  t h a t  s  w h o !

He's  wi l l ing to  share  his
copious k n o w l e d g e  too,  s o  i f

you 've  go t  any  Super
Nintendo- re la ted  quer ies ,  you
couldn' t  do much b e t t e r  than
wri t ing to  him at :  G a m e t r e a k ,
Super  Play,  Fu tu re  Publ ishing,

3 0  M o n m o u t h  S t r e e t ,  Bath
BAIL 2BW.  We ' l l  pr int  your

answer  as soon a s  w e  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 Karl or Top Gear?
Simon Leung. Sheffield.

1) Yes, 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.
6) No contest — Mario Kart wins hands down.

Dear Gamelreak,
1) Will we ever gel to see a US or UK version al
Dragon Quest V? Does your Japanese
correspondent Peter Evans think it's better than
Zelda lin
2) Top Gear?, Where is it?
3) About three or four years ago I saw an
amazing anime him on the telly about a boy
who 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 I really want to know is
does it exist or was I just hallucinating?
4) I thought the Street Fighter 'Mario Karl
'game of the year contest in issue 4 was a
conspiracy! Street Fighter II should have won
hands down. I agreed with most of the
comments but Street Fighter II has far more
depth and the music is excellent. II seems 10
me that you just fiddled the ratings to make
Mario Karl come out on lop. Also 'originality'
shouldn't come in to it.
5) Please do a complete joyeadijoystick 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 21rom Kemco has been
delayed and won I appear before April. It looks
like their Nigel Mansell game will appear first in
March.
3) It's called Laputa and it was apparently on telly
at New Year. I missed it too. (Sniff.)
4) SFII doesn't have far more depth at all — the
very nature of three dimensions gives Mario Kart
more depth before you take into account all of the
different game styles. SFits music is okay, but
hardly excellent. Originality happens to be the
reason that Mario Kart has such appeal — it can't
be ignored. Anyway it's our opinion. You are
entitled to your own, you know.
5) Okay, next issue perhaps_

V.

GAMEREAH

APRIL 1993



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
SPIES games? Is it because the Mega Drive is
totatiy crap?
3) Do all the UK games on the Super
Nintendo have borders on the screen like
Street Fighter M
Fabio 'The Italian Stallion Mastrangioli,
Maidenhead, Berks.

The Italian Stallion? Who's he kidding?
1) Super Soccer Champ is only any good as a
two-player game. Super Soccer is the better
game and currently the best soccer game

a.

• • ,  2

•  r

Super Soccer— not a pertect game DI leolball by
any means, but currently the best available for the
Sutter Ninienito

Super Soccer Champ take Hat 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 Sensible
Soccer arrives.
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

S. CHAPtiAte

M. mune . .
s HILL i n _
la BECKii • cHARIA=1

Sensible Soccer on the Amiga — you'll have to wait until the Autumn tor
the Super Nintendo version.

Mario Karl— probably the hest game in the world.
and cheap at twice 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 Drion'at BO and classics like
Mario Kart at E40 — how is anyone supposed to
understand that?
3) Most games on the UK SNES have standard
borders like on the UK Mega Drive (a 50 Hz
image). As explained before. SRI has larger
borders than most games because the game
has a narrower display to start with (to keep
the speed up). SRI has borders even when
running on a imported 60 Hz console but,
admittedly, they are far less obvious.

Dear Gamelreak
I) First, rve peen nearing
some news knocking about
that two totally awesome Sooty
games are to be released on
my faithful SPIES — Sensible
Soccer and 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 great.
31 Will there be any more
games like Mario Kart that
need a special adaptor?
4) When will Super Star Wars
be released in the UK?
5) When is the CD ADM being
released in Japan.
6) Will there be any decent
anime games?
71 In your opinion what is the
most playable game ever?
8) What exactly Is the -Super

FA'. and is it
anything to
do with 32
meg boards
or the SPIES accelerator?
Shanaz Mishit, Hyde,
Manchester.

1) Striker is currently being
programmed for the SNES
(see plc) 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 Soccer in our
interview with him last issue
(see plc). He reckons it will
have bigger sprites but will
essentially stay the same (ie

brilliant). It's not to be released for a while yet
— probably around September. Both these footy
games could turn out to be the best on the
system, UK programmers. eh? You can't beat
'ern for a decent footy game. thafs 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 Stoke, Pflotwings and Mario Hart We
covered all the best ones in our guide to
adaptors last month.
4) February/March,
5) Possibly not until 1994.
6) 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 Vs ill which isn't too
bad either. In fact, the best anime games are
usually Japanese RPBs, 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
Hart Predictable, I'm afraid.
811 The Super FA is 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-g000 picturt ul Striker on the Super NES. I found a better pic
in Tatars office, but spill coffee on it, so it, or, wasn't. (Clot — Ed.)

cartridges with four times the data capacity
(normal carts are 8 meg boards). There are no
details yet of games that use such carts, cost
being the main problem. The SNES accelerator
is a mis-used term for the Super F/X chip.

Dear Gametreak•
1) Will there ever be an adaptor to play 8-bit
PIES games on the SPIES?
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.

E66T 111141V
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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 SWIII,
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-am-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.



HYPER EXCITING
R E A D E R ' S  V O I C E
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This month in Play Back: stop mentioning Street Fighter If 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 Ws music (here we go
again); addiction to games; and, of course, much, much more.

'A FAULT
IN MARIO KART'

 Jam writing to tell you
that I have found a fault in
Mario Kart The fault Is slow-
down, which is one of the
problems on some other Super
NES games. This problem only
happens on the 150cc two-
player mode, when both
screens are full of sprites The
whole game slows down for a
few seconds, which can be
very annoying when you're in
the lead. I have never heard of
this fault in your, or anyone
else's, review. This slow-
down happens rarely. 1 thmk
the game's brilliant apart from
this fault.
Yours sincerely,
Alan Sheraton, Fleet.

Actually, we don't think
that's why you wrote in at
ell. We think you wtote to
point out that you'd made
it to the 150cc circuits,
something most of us
haven't managed yet -  as
you well know. A

'PURSUE
AND LAUNCH'
f ,  I 'd like to pick up on Adam
Leitch's letter from the February
issue. Although he does voice some
very legitimate concerns, I don't
think he has too much to worry
about at the moment.

I think Nintendo 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 consoles currently
on the market.

There's little point in writing off

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
say what the future holds for the
Falcon and Jaguar.) But. what's for
ontain is that it will take time for
them to establish themselves,
because the console and home
computer markets are so firmly
entrenched in the current favourites
- namely the A500i600 and Mega
Drive. But whereas Amiga
programmers are showing a
preference for I  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, i t
is 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.

Nintendo, on the other hand,
have wisely decided to kill two
birds with one stone by developing
a 32-bit CD-ROM. They are
obviously working hard to get it
right before release, so in the
meantime they're stretching the
boundanes of 16-bit, and
simultaneously whetting OW
appetites with the introduction of
the Super FiX and DSP in-cart chips.
The Super Scope and mouse can
only add to the equation - imagine
a polygon-driven helicopter sin'
using the Scope to target and the
mouse to control and select
weapons. Wishful thinking.
perhaps, but the reality could tw
closer than we think.

Mega CD ganies like Night Trap
and Sherlock Wohnes 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, I think Nintendo's philosophy
is the nght one. Roll on Star Force!
Yours faithfully,
Julian Roche, Altr incham.

'WHATEVER
HAPPENED TO...

Whatever happened to the
man who designed the Super
NES and the original NES?
Surely, by making such an
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.

r-
If the truth be known,
we've heard that these
days he's working in
McDonalds in Wrexham.

'A LOT
OF BAD CLONES'

I 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
programme. I thought, and scraped
together enough money to get
Ranma 1/2 Part 2. even though I'm
not a beat-'em-up fan.

This made me read your reviews

T H E  S U P E R  P L A Y

INTERESTINGOMETER
Your et-o-glance guide to the happening topics in Play Back.

A n i m e
Backlash to our reviews

Game reviews
What you want to see in

Super Nay

A  H d P i t

on Ken 6, Power Athlete and Brass
Boss in issue 4. I noticed you
complaining about them being
Street Fighter H clones. Why
shouldn't they be? The style of
M I  is brilliant, and I'm glad
people are making games in the
same style. I agree with what
you're saying about the Quality not
being very good in Japanese beat-
'ern-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, I think the
Japanese games designers are
working very hard, and the public
are demanding a lot of new games
in Japan, so I don't think we can
blame them for having a lot of
awful clones.
Yours faithfully,
Ben Flynn, Bracknell.

Not too suie what you're driving at
befe, Ban. You can't deny that all
the games you mention are closely
based na Street Fighter 11, and to
review them without mentioning
this fact would be silly. And, by
and large, they're not half as good
as Street Fighter if. What could
you possibly gain by buying a
game that's basically a reworking
of Street Fighter H... only worse?
You can't fault Super May's logic.
I'm afraid.

N  OT w
Game prices
Slow-down

Hz, MHz, Mbits, etc
Gardening



and Brass
you
being
irhy
yle of
Lad
; in the
vhat
teddy not
ese beat-
: the
hat are
apanese
, the Jan
l ink the
's are
e public
IN g a m e s
ye can
)t of

hiving at
that all

closely
and to
ioning
.d, by
as good
:ould
g  a
parking
rorse?
; logic.

'IT TAKES ME
THREE MONTHS'
4 ,  Having read your poll
results in issue 4. I was
amazed to see the amount of
games people own, and the
number they intend to
purchase in the coming
months. It takes me three
months to save up for one.
Dean Fenner, Grimsby.

We were pretty amazed,
too. But, as they say, that's
show business.

A

'A LOAD
OF OLD TOSH'
/  I n  your Street Fighter El vs
Mario Kart feature in the February
issue, you said that the S i l l  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
RIES-abate:is, that SFIts music cm
the SNES is not as tinny and
tuneless as the arcade machines,
but more upbeat, melodic and

Basically, the SNES music
outslunes 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 As
If Ic Clkunpion Edition, (Ha ha!)
Regards,
Charles Thornhill, Stockport,

Jason Brookes, Super Play's sound
'n' music expert, replies: No it isn't.

MY NAME IS T O M ,
,• n i l  My name is Tom. I'm

Japanese and I've got the
Japanese version of Super
Mario Kart The message you
were referring to in Mode 7 in
issue 4, at the bottom of page
84, reads 'Back up RAM in
ghost o save slurries' in
Japanese, which translates to -
'The ghost has been saved in
back-up RAM'.
Tom Kaneko, Beaconsfield.

'WRITE BACK
AND EXPLAIN'

I think that you have fully
under-rated Super Mario Kart, with
its Mode 7 graphics. and all of the
nice characters. Its rating should be
in the 90s, but you gave it 89%. I
know because I have got Marro
Kart Please could you write back
and explain?
Darren Lingharn, Newmarket.

Okay. We gave it 93%, not 89%.

'NEXT
DOOR'S GRANNY'
d i  I  read with disbelief the
latest media fad about
computer games seriously
damaging your health. Since
the royal family split up, the
tabloids have decided to
create panic among parents,
about the dangers and
addiction of playing Mario
and SM.

Referring to games as
'Cocaine for kiddies' is
completely misleading.
Having played games for 10
years. I've yet to have an
epileptic fit, and I still manage
to have a social life,
(Admittedly, I've probably
spent more time searching for
Princess Daisy than I have
wi th  my girlfriend lately.)

Games are compelling,
but not physically addictive
(with the exception of Memo
Kart). and if people want to
spend all night kicking Chun
Li in the head, surely that's
bettei than laying into next
door's granny.

Anyway, keep up the
good work. Since reading the
aniline feature I've purchased
a couple of videos and I'm
hooked -  yet another way to
waste my cash.
Yours faithfully.
Liam Walton, Kingswinfoett

'JUST
STARTED READING'
/T Please spare me some of your
precious Lime I've just started
reading your mag. and I think it's
the best out of all the ones I've
seen. I lust thought you would like
to know this info I 've found out the
average of each point in a review
(issue 4) I  know it's a bit stupid but
I felt like it

Average graphics: 72%
Average sound: 70%
Average gameplay: 61.6%
Average gamelife: 47.6%
Average overall. 65.1%

I don't think these scores are bad at
all considering there were games
such as Pitfighter and Road Riot
4WD! That's all.
Thanks,
G Boon, Stanley,

What a singularly odd thing to de

'ANNOYINGLY
LONG-WINDED'

The debate over the safety of
so-called universal adaptors could,
and probably will, go on for years. I
have found (to my utter horror!)
that using an adaptor with a
battery back-up cartridge as the
English security chip decoder, wi l l
sometimes wipe the memory of the

KINDLY LEAVE ME STAGE l e s
In an attempt to disuade you from seeding us jokes, we'll mark any
printable ones out of 10 and send super Play T-shirts to the sondem 0
of those scoring five or above.

(.) What goes puff, puff, fssst7
A Robert Maxwell's last cigar.
Julian Roche, Altr incham.
2 /10

Two strawberries are walking down the road. One says to the other:
'Where do you live?' The other replies ' I ' m  not telling you! You might
come round and nick my washing!'
Julian Roche, Altr incham.
0 / 1 0

0  What do you call a fish with no eyes?
A A fsh.
Melanie Drew, Keynsharn.
0 /10

0  What do you call two rows of cabbages?
A A dual cabbageway.
Sam Bndges, Sevenoaks
0 / 1 0

game. (Not the game itself but, for
example, the position you're at in
Zelda El, or your racing scores in F-
Zcro.) This has not tally happeliet1
to me, but my Mend as well. We
have different adaptors (he has a
generic adaptor similar to the 0
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 his
character in Zelda.) I 'm not trying to
scaremonger, and I believe
adaptors are great if used properly.
My gnpe 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-wmded way) is
that these adaptors, and many
carts and pieces of equipment, do
not come with enough advice and
warnings. My Datel adaptor had
one photocopied sheet telling me
how to use it, with no warnings.
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 mserted 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

If you realty asset send
Jokes to es, then this is the

address: tOadty Loavs rho Stage,
Lyme Play, 30 Mottonooth reboot,Both itAl 20W.

'CUTE
VOICES WOULDN'T
SUIT AKIRA'

In issue 4 of Super Play I
noticed a letter entitled
'Cuteness is lost'. The person
who wrote this put across a
very interesting point about
cuteness being lost in all
British anime, because of the
use of dubbed voices.

But while he was
criticising Helen's views, he
failed to see that cute voices
wouldn't suit Akira or Fist Of
The North Star, Has he not
seen Domimum Tank Police?
Island World did a very good
job of dubbing voices on that
film and there is no visual
problem with voice sync.

Can you imagine The Fist
Of The North Star fighting it
out with voices that sounded
like they were from a kiddie
show! So leave Island World
alone. I think they've done a
very good job of getting some
decent anime into the UK
Yours sincerely,
Matthew Carl Rose, Wirral.

'THE BOTTOM'
I personally prefer mange

films dubbed into English. I
have watched both versions of
the Mara filin and I feel that
the subtitles minimise the
atmosphere because you have
to keep looking down to the
bottom of the sczeen to read
the subtitles.
Yours,
Steven Kilmister, Yardley.
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adaptors, be careful. Push the games on as fax
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 polling it off an
adaptor!
Yours sincerely.
Christopher Harris. Portsmouth.

'HAVING PROBLEMS
THROWING A BOMB'

am 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. I 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, so I rang again t o  get the same
reply. We were very frustrated_

One day, I was messing about_ I made a
block with the Stall of Sometia and, threw it on,
and when it reached the switch it pressed it
and it exploded and changed the colour]
couldn't believe how easy it was. Why haven't I
seen it in any magazines? Surely other people
have worked it out if I have.

Thank you once again for your lovely
magazine. I used to get several, but now I don't
need to spend the money if I get yours. I thus
save up for more games. I wish you could twist
their N M  to get the prices down.
Yours sincerely,
Jean Portus, Blackpool.

We wouldn't normally leave in all the stuff
about how wonderful we are (though we love
reading it), but, well, we've been feeling a bit
down in the dumps this month, and we needed
a bit of gentle reassurance.

d!1=11112
'It would be great fun to play garnes 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 meg,
every cart is rated differently.'
Phil Harrison, Ashford.

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, Yeovil.

Not as far as we know, but see the bottom
right of p19 in issue 5.

'I have only one complaint, and that is the
item "Kindly Leave The Stage.'
Paul Johnson. Biggleswade.

We couldn't agree more. Its terrible, and
we 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? (Lynch him!
-  The Other Readers.) That's settled, then.

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 B M  2BW.

SUPER PLAY ENVELOPE ART

Neil Devine, Wrexham, Clwyd.

•Ehti 1 ,
PLAY i l f t

0/111.100ti

4 : 1 0  ' T h e  Ranma Mare(?), Hants-,

Georgie StaMetakis, East Grinsteacl

The Super Play postbag's been looking an
awful 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 BACK, Super
Play. 30 Monmouth Street, Bath BA I 2BW.

Picking a winner is virtually impossible
in view of the exceptionally high quality of
all the entries etc. etc, but in the end we
decided to give this month's Super Play T-
shirt to Neil Devine. Nice one, Neil.

SUPER

HARDWARE FOR SALE
•  Datel Action Replay, as new, fully boxed, E25.
Call Max on (0483) 32873.
•  Atari Lynx for sale. Includes four good games,
carry case, all the leads. Worth E265. Selling for
E110-E150_ Highest bidder wins. Tel: (0360)
440103.
•  Atari 520 grE, good condition with 25- games.
Bargain at E130 ono. Tel: (0246) 412538.
•  Amiga 500, 1 meg, joystick, mouse and
Flightgrip, loads of games, E300 ono or swap for
SNES with games. Tel: (0835) 63811.
•  Super Atari Lynx with California Games, in
perfect condition and boxed as new with
adaptor, ES°. Tel: (0932) 345168. If not in, leave
message.
•  Game Boy plus nine games for sale. E150. Tel;
Carl (room 7A2)on (061)445 8710_
•  Commodore 64 for sale. 181 games. Action
Replay, excellent condition. E175 ono. Tel;
Sheffield 444358.
•  Amiga 500 for sale. 1 meg RAM, two joysticks,
mouse and mat. Loads of top games. £300 ono.
Tel: (0384) 373721.
•  Atari sTE, 1 megabyte RAM, over 30 games
and ninny magazines, one-year-old with another
two years' guarantee. Worth over E500. Sell for
E300. Tel: (081)471 9854.
•  Neo Geo for sale. Three games, two joypads
and game card. E250 or swap for Super NES. Tel:
(0252) 332712 after 6pm.
•  Game Boy with Duck Tales game for sale,
boxed as new, E50 or swap for SNES UK games,
ie Super,Proborector and Final Fight or Turtles
and Double Dragon.
•  Super NES, two joypads. convertor, 10 games.
all in excellent condition loads of mags thrown
in free, E390 ono. Tel: (0749) 675036,
•  PC Engine SCART plus seven games for E155
ono. Tel: (0604) 231337 after 5pm.
•  Amiga 500, 1 meg, 28 games, disk box, mouse.
two ioysticks, El l  dust cover, 12 months old,
good condition, only E280 ono. Genuine sale.
(0536) 523492.
•  8-bit NES with two joypads and games inc.
Super Mario l and 3, vgc, only five months old,
E70. Phone (0734) 426081.
•  Nintendo Game Boy, seven games, adaptor,
carry case, all E65. Tel: (081) 861 4703 after 5pm_
•  SNES for sale, E150 of games including Street
Fighter a  Addams Family and Super Tennis.
Tel: (0695) 571484.
•  Game Gear for sale, includes Sonic and
adaptor for E80 ono. Boxed with instructions.
Unwanted Christmas present. Or swap for two
Super NES games. Tel: (0495) 270697.
•  SNES, one controller, Street Fighter Ii boxed
with all leads. E110. Only two months old!! Tel:
(0483) 32873,
•  Turbo Grails 16-bit console -i- colour
enhancement lead. SCART, with game. E80. Tel:
(0935) 840658.
•  SCART Mega Drive, PSU, two pads, six games
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Resistance E5, Toyota COLICa CT Rally
E4. James Pond E4, Speedball 2 C7,
Prince Of Persia £5. Captain
Dynamo E4 and RBI 2 E5. Tel:

1 E =

i i
SC Y O U R  F R E E  A D  H E R E !(0642) 584821. 1

•  For sale: Super Ghouls 'n'
Ghosts (Jap) or Top Racer (Jap)
E30 each. Joe & Mac (Jap) E25.
Swap any for Mario 111(Jap) or

It's envie. Just fill in this form Of a photocoby On block caps please, and don I 'forget to add your phone number), stick 110 the back of a postcard
or envelope and send it to Supermarket, Soper Ray Fulore Publishing, 30 MarigliDath Street Beth 841 28W. II you're under 18•p l e a s e  ask your
toren! Cr guardial to svjh the covon This seill.ce Only evmatue to private advertisers.1

other Jap titles. Tel. (051) 259
4139 5-9pm.
•  SNES (UK) WIVE Wrestlernanta

Please print my advert at the earliest N a m e    I  weal niy ad to m a t1
opportunity tinder the following A n d r e a .

1 claseificatiec
for sale E20 or exchange for Super
Mane World (UK) or Krusty's Fun

1
Hardware tor Sale

House (UK). Tel: (0874) 625251 Games lor Sale
between 4pm and 6pm. Wanted P o s t c o d e
•  SNES games, Pilotwings and Pen Pals : 1 1  t o i  No
Kick Off, E25 each or exchange for Messages and Events
any other English games. Tel: ,anzines S i g n a t u r e  of parantiguardlai (It !leen)(0753) 860224.
•  SNES WWF Superstars for sale Snaps C i  u n d e r  tat   ( S U P E R  K AY 6)1
Offers around £25. Very good
condition, unwanted gift. Tel: 1 S o r r y ,  het Soper Play can aCCepil no responsibility tor ads placed in this section.

(0992) 554581. l i P
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MARKET
mc. Sonic, Gaires. Mews, Devil Crash, Monaca
Perfect cond., all boxed, instructions. Sell for
£200 ono. Tel: (0923) 285766.
•  Atari Lynx 2 with PSU and five games: Blue
Lightning, War Birds, Electrocop, Rampage. Cal.
Games. All boxed, good cond., 1:140 ono. Tel:
(0923) 285766.
•  Amiga 500+ for sale with mouse, joystick and
10 games, good condition, sell for E220. Tel:
(081) 472 3337_
•  Super Famicom (SCART). ex. condition, two
ioypads, PSU, all leads, Mane 4, Super Ghouls 'n'
Ghosts, UN Squadron, all boxed. E130. Tel:
(0892) 652040.
•  Atari 520 STE, over 55 games plus Maverick 1
joystick and mouse, worth over £700, will sell for
E250,

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 word, ehl Jap Farrucom games for
sale. Exhaust Heat for £30, Joe & Mac (US) £25
and Goeman Warrior (Jap) for E15 ono. Tel: (081)
304 0934.
•  Sim City, F-Zero, Lambeer's Basketball, US,
used. E32. Thunderspiritg Jap, used, £26. Datel
Universal Adaptor, new, unused, £15. US Men
pad E20. Tel: (051) 426 0138.
•  WW1' Super Wrestlemania for sale. Boxed with
instructions. Only £20. Tel. (081) 960 4096.
•  Axelay for sale. Mint condition, bargain at E35.
Or swap for US/UK Super Ateste (US version)
Tel; (0371) 850963.
•  Turtles N  (SUES) for sale. Tel: (081) 751 1358.
.6 Turtles IV for sale. E30 or swap for Axelay, Sim
City. Sonic Blast Man. Will pay E35 for Fatal Fury
or King Of Monsters, Tel: (041) 639 3783.
•  SNES (US) games: Desert Strike, Amazing
Tennis, Pebble Beach Golf and NHLPA Hockey
'93. Will swap for any US games. Tel: (0268)
511674 after 6pm.
•  Loads of US and Japanese SNES games priced
between E20 and £30 each Also I have hundreds
of different console mags for sale. Tel (0908)
367236.
•  Amiga games for sale: Premiere E12. Midnight

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.

•  Turtles Ict. brand new, will sell or swap for
another game. Offers. Tel: (051) 932 1051.
•  SNES games: US Contra 111, Gradius III, UK
Lemmings, Axelay, Another World E30 each. UK
F-Zero, Zelda 111, E25 each Tel:(0483) 32873.
•  I want to sell my Mega Drive games for E20
each: A r row  Flash, Wrestle War. Game Gear
games for only E15 each: Factory Panic,
Columns. Peng°. Famicom games for £30 each.
Tel: (071) 582 5553,
•  Zelda 111: A Link To The Past, one month old.
US version. E33. No offers. Tel. (0524) 414456.

WANTED
•  Super NES and Mega Drive games. Will pay up
to £25. Tel: (0463) 221173 after 7pm_
•  Bought Super Tennis second hand. Need
instruction book. Can anyone help? Tel: (0252)
623962 evenings/weekends.
•  Members wanted for game swap club. Our
details in exchange for your name and address.
Tel: (0452) 503560 between 6•9prn.
•  Wanted: UK or US SNES games Will pay from
£15 to E25. Tel. (0527) 32230
•  Nintendo Game Boy and SNES games wanted,
sold and swapped. Tel: (0273) 593371 after 6pm.
•  Wanted. Turtles ln Time. 3wap ler WM',
Dragon's Lair or Lomminas. Tel: (02261 286317_
•  Badly wanted: good quality second-hand
Super Farnioom or American games, namely
Super Star Wars, Ranma 1/2, Axelay. Cash paid.
Tel: (031) 665 2070 after 4prn,
•  Super Mario Kart US or Jap wanted. Will buy or
swap for Mario World (Jap) and some cash. Tel:
(0453) 824178.
•  SF/SNES games wanted. For swap, sell, buy
Also PC Engine Tel: (0909) 481741.

SWAP
•  Swap UK Wings 11 for UK Pllotwings, Super
Soccer or any UK game. Tel: (0977) 897768
after 6pm.
•  Swap UK SNES + two joypads, leads etc. for
American SCART SNES Will pay p.p. Tel:
(0709) 364494 daytime.
•  Swap Super Mario World (PAL) for another
SNES PAL game (esn Super Probotector, Final

Fight or Ghouls 'n' Ghosts). Tel: (0865) 741648..
•  Will swap Super Castlevania 11, for almost any
other SNES games. Tel: (0246) 412538
•  Will swap UN Squadron (US) and adaptor for
Super Aleste. Axelay or Smash TV (UK) Wi l l  sell
for £30. Tel: (081) 960 4096.
•  Swap Super Proborector for Actraiser. UN
Squadron or Ghouls h•  Ghosts. UK versions only
Tel: (031) 455 7250.
•  I have F-Zero, Sim City and Kick Off, all boxed
UK. Swap for Zelda 111 Castlevania111 or Super
Mario World. Tel: (0534) 35037 after 6pm.
•  1 will swap Kick Off or Super Tennis for Mario,
Final Fight, Smash TV or Super Probotector.
Please tel. (0505) 683507 between E 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. 1 may
even sell some. For a list, tel: (0232) 844472.
•  Swap Contra 111 (US) for Prince Of Persia (US).
Must be boxed and with instructions. Tel. (0823)
259063.
•  Swap UK Super Castiovania IV and Top Gear
for Dragon's Lair and UN Squadron. Also have
Super Mario World. Consider any game. Ring
(0532) 641725 after 6pm.
•  Will breap UK Mira/ IV en UliAlapelJb 5NEZ
• ame. Tel: (091) 79e 0076
•  I will swap any of my games for the SNES for
any of your games you've got to swap. Tel:
(0224) 2013831.

FANZINES
•  New fanzine, Nmsole for Super NES. Loads of
reviews and previews Only 60p. Tel. (0670)
717705.
•  Super Format is here! The newest and best
fanzine for the SNES yet. First issue free! Tel:
(044282) 7738.

MESSAGES
AND EVENTS
•  City Hunter comics, volume1-27 (all Chinese
translations), £40 th-e lot. Also, some Japanese
animation music CDs for sale. E12 each. Tel:
(071) 226 6275 before 8pm.

E66.1 -



LINHAT CART1SUPER
PLAY'S
GAME

RARY

I t ' s  the Encyclopedia &immure of Super Nintendo
games! It's the Who's Who? of SNES carts! Its the
scourge of Super Play'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, Its
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 you find it. Simple!
•  A surprisingly small number of people have taken
us up on our challenge to tell us about games that havp
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. So 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 BAI
213W, and you could win a fabulous Super Play T-shirt.

ACROBAT MISSION (JAP)
Tesehiku, 8 Mbit

player, 5P2 3tek
A tk-apicably feeble Vertical
lari l ler. (Ma a good start.)

ACTRAISER (JAP4ISELIK)
Enixfauintat, 618 Mbit B B
1 player. SP2 901.
A brilliant combination ol strategy and
plathigni saloon. Graphically ire well
dune hut the visuals are tell
eating dust by the lab music.
Buy the Lk ot LS version_
THE AODAMS FAMILY
IJAPILISIUK)
Ocean, B Mbri
1 player, Sis

•

I.

A polished and enjoyahle romp. A large
game, featuring well-integtaissi
adventure, puzzle and show- enimp
elements. providing an acklictive
challenge that gets very frustrating St
paces, although a password
system allows lin quick
completion.

AIR MANAGER (JAPI
Korn. 8 Mbit • Be
l i t ,  4 payers
tinholunately unintelligible unless
you're fluent In Japanese, this is a cone
well presented business strategy thing
along the lines ol Animal
rwrow Nice Miak 7 Miro
Impossible to lodge.

ARCANA I US)
Anernatlye name Card Master (JAP)
HAL 8 Mbit a BB
I player
An P.14.; based around a jilt perspectita
(like Dungeon Mayer) sounds good but
it sutlers troin avers plodding pace -
the combat arena% are 'earl tosiarty lung
and drawn con. Graphically I s  not had,

and the music in wed done.
but only really recionineonded
lot tin-hard RPG fans •

ASSAULT SUITS VALKEN
(JAPIIS)
Atterrkatere name: Cyterrator (US)
NCS Masiya B Mbit
I player. SP5 Di%

'nee (imaginary) principle ol assault
suits is a lab bards tier .1 game, bid
oddly, this is the l int to properly take
advantage of it. The result is a brilliant
, and very Japanese) allOal'eleettp,
d o p i n g  with high technology
jruil boasting wane very
sa t i s f y *  explosions.

Oh,
ASTRAL BOUT IJAPI
A-Wave, 8 Mkt
I cur 2 players
A screshingefighting game. and not a
very good one at that i raphical ly  not a
•i motet.. &taster, hot the sprite
collision and playability are ors" ropy.
When you think you could buy d i n k
Veer" Frabier instead what's r i a r rthe prise
AUGUSTA MASTERS 3D GOLF
(JAP)
T&E Sol, 8 Mbit *BB
I to 4 players
Ti..' first Ill) golf imam on i he Super
lainicoin. and still rather good despite
Japanese text. Graphically. It's a mixture
et Nicriaps and plyaosis and it
works quite well The screcon
opiate conk! he tastes. though. 4 1 1

AXELAY (JAP/USIIJK)
Konen* 8 Mbit

player, SP2 ft5%
(Cry, au Atetuy's a Wile thin ganseplay-
wait._ Rut - nob! - those }emptier,'

KEY TO YOUR CHART
You wouldn't believe how easy What Cad? is to understand. Perhaps this diagram might
go some way to convincing you, though:

Publisher

Number of players

A bdel synopsis of
the game

Game name

SUPER PROBOTECTOR (UK)
Alternative names; Contra
(USI.Contra Spines IJAP) C a r t r i d g e  ROM size---w-Lostaral, 8 MIA
I or 2 players. SP2 90%
This is ciirrenth, t hest  platform
shout:ern-up aroitd, Superb use of Mode
7 and an amazing ammo soundtrack
pui this in the so l e a g u e .
Brilliant two-playef action makes
it essential stud.

If the game has been reviewed in a
previous issue of Super Pray. here's where
you'll be able to find out which one, and
(yes!) how well it scored

It the game's known by other
names abroad, they're listed here

A mark out of 10.
(Games with an
overwhelming
amount of Japanese
text, rendering Mem
more-or-less
unplayable, are
marked 'Impossible
to judge')

They're possibly the most impressive
otsas ever There are aka:twine mind-
boggling Wrists, and the game
altenuaes between near
horizontal and wortscai
scrolling

•
BART'S NIGHTMARE IUSIUK)Acclaim. 8 Mbit
1 player, SP1 91%
The formula may new sound promising -
Ws col little subogamwo rather than one
big one- tout thus is absolutely superb,
and wry weird. 'Wonderful
graphics and lots of humour.
and it's challenging.

BATTLEBLAZ( (JAP)
Sammy Corp, El Mon
I or 2 players
An awkward game theta nowhere near
ai good an its coatecciptsrannt ii..Streer
Fighter (land Ammo 1.2). The graphics
are okay, the scoondss okay, but the
giumplay's dire. There's quite a
reasonalde range 1,1 moves, but
you amid do much better.

BA11LE CLASH (US)
Nirdemeo, 6 Mbil
I player. SPli 48*S
fists is the first stand-alone game
released her ifs-Super Scope A shame
that lCa so shod lived and awful.
Cheaper than your
average import. %cosh •

BATTLE GRAND PRIX (JAN
Nava 8 Mbit
1 or 2 players
Remember Shyer Spud. the coin-op?
Well imagine a venison col it i le an
Letterhead view driving gum) where you
Cali only Bee a Urn area of the track
around your car, and have to rely on

seignais to warn von 14 comers. We
had a bit ol trouble with this one,
eventually coming to the

cLots cud tubes I L  though_ I P
orm. I tam t had ils 'charming'

BEST OF THE BEST (US)
ElectTo Brain, 8 Mbe
I at 2 players. SFS SOS,
Let's he honest this is ii kirk boxing
game. not a karate one,. Treated as such
it gets the Ins done pretty well Rig, as •
with any game that r ime ,

rl gets boring fast
within a mile t h e  word

BIG RUN (JAP)
Jaleco, 8 Mod
I playm
Alter a promising start. the abysmal
graphics mill virtually ouirmasient
ganieplay make tor what is surely the
worst ririvint4 game on the
system. (Nothing lake the
original coin-cipt • •..

BILL LAIMBEER'S
COMBAT BASKETBALL (US)
Hudson Son, 4 Mbit

Of 2 players
Ongimdly an Anima game called Future
Basketrutti, this plodding
speedball clone is a surprisingly
poor release from Hudson Sodt.

BLAZEON (JAPAIS)
Mies, 8 Mbit
1 PlaYet
A tacky horizontal scroller With artime-
style robots in. k r a r l a  ditierent, but
everything's so crude and jetty. That
Make, this game crap - there
are so many better shixth'em
-ups to choose horn.

BOMBUZAL (JAP)
Arternatiee name: Ka-Blooey (tIS)
Kemal, 4 Mbil

player
Clear bombs Iron mazes od tiles by
setting oh chain reactions. without
getting blown up The levels are well
&starved and it takes skill to negotiate
thorn But onlorninately the
grapilcs are dreaec, and the
game's hewing.
BRASS BOSS IJAP)
Lazersott, 8 Mbil

i of oloyers,  Slu'

Aneither Street' • i i . .  that
eon O matte t in o l  the

straplitcs are okay. and for the

most part it plays all right
but &CH dues it all so Ranh
better.

BULLS VS BLAZERS (US i
Electronic Arts, 8 WM
I or players, SP5 K i t
A good, solid basketball game which
places the emphasis on accuracy and
detail at the expense of
slick graphics Vety
challenging.

CACOMA KNIGHT (JAP)
Datam, 4 Mbit
1 or 2 pl,qrrs. Sr i  :11i'r

A tedious variant of hunter the ancient
coin-op It  does its hest CO brighten up
pmccedings with some special
backdrops, best even they're
not very good.

CAMELTRY (JAP)
Alternative name On The Ball IUS)
Tarte 8 Mbit
I player. SPI 3.25. •
The klea tel a rotating Mode 7 maze with
a ball hourlong around it Is a good one.
hut Tarn, haveni got the rooSt kW it.
The heeds are km easy to
complete, and once you've
seen them all you won't return.

CAPTAIN TSUBASIJ 3 (JAP)
Tecmo, B Mixt * BB

cur 2 players
Yam! A loot ball nimagenwrit game.
based on a lap comic herd Some
dynamic match highlights, but unless
you can rend Japanese. and
have tom i t  patience., stay
away. impossible to prelim

CAVEMAN BIWA 2 PAP)
Data East, 8 Mbil
I player. CPI Fotti.
The moquelloam M a c  sort



reasonably playable, and oilers a fair
amount ot lung-term challenge. Tittle's

nothing outstanding about it. g o bthough. and there are hundreds
of better games around.

CA WARS OAP)
Banpresto. 8 Mbit
I or 2 players
A strange anime scroll-along-and-whack.
flaStieguath-whatever-you-can-lind type
of game. KN elements and lois of

Japanese text render this a d ig o t  choice for moat peopae.
Impossible to judge.

CHESSMASTER (US)
Mindscape. 4 Mild

or 2 players

You don't have much choke SNES
chess games. l'his plays a stroog game
C r . fse  t h m k i ,  but there's room for
jimpowement. Lis awfully
presented, and the lanes idler 0
each move are blaming.

CHUCK ROCK (USI
Settly linaoesoft. 8 Mbit

player. sP4 I
A well put together SIOne Age * r io t  mu,
game. with tots of imagination
and tun touches, but ultimately
it S all a bit bland and dull.

COMBATRIBES (JAP)Technos 12 Mbit
I or I  players
A dull beat:rut-up that makes no
attempt In save itself with any
gickaitsable weapons or
interesting levels

COSMO GANG (JAP)Namco, A labd
I or 2 players. Mel 71e1
A Gigagn-style shoot-sum-op that doesn't
!lunch up to the m o m  Loill•Op Mt the
*mit-play stakes A fun two-player
mode. and some lovely
graphics and sound, but spoilt
by infinite einitiones.

DAHIUS TWIN (JAPIUS)Talk), 8 Mbit
or 2 players

lackistig in levels (or a Dorms game - but
this isn't all had news. Good graphics.
okay sound and not too much slow-
down make it a reasonable buy,
thimah it's not challenging in
the lost iris levels, t o ,

DAVID CRANE'S AMAZING
TENNIS (JAPAIS)
Absolute Entertainment 6 Mbit

or 2 players. SP3 BO%
At lust this looks like the best tennis
game yet. The 31) perspective works
well - until you take control of a l i ke ,
di the other rod. A restricted viewpoint
makes it hard to serve and return - a
split arreest perspective
would have been better. It's
good but Myr, Tennis rules.

DESERT STRIKE (US/UK)Electronic Arts. 8 MIX
I player. SP1 allt
All mcmdibly addictive ChOpper-based
shoot ;ern-up with helicopterineas
pouring out IA its ears. Exactly tat flying
round a desert blowing things
up with missiles (only not
quite so hot and sandy).

D FORCE (JAMS)
Asmik, 8 Mbit
i player
An ateirdittely appalling sluseemins
with maybe the worst graphics, sinald
and plavability on the SNES, Subtle use

of Mode 7 gives the useless a lvisuals a blocky appearance.
Dreadful sound, too, Avoid/ 1 1 1 7 r "

DINOSAURS (JAP)
Alternative name: Dino City (US)irem, A M t
I player. SP I PO'S
4 au. ad °tit favourite piatiorm games,

41

this hxs fah graphics. cute characters
and plenty of amusing bits. But
it's too easy to finish. We
love it anyway

DIRTY CHALLENGER (JAP)Yutaka, 8 Mbit
I or 2 players
Yet another dire wrestling game, This
time it includes some very ilutwous
'grapples' - you could be

mistaken for thinking it was 0 1all a hit, well dirty.

DRAGON BALL Z (JAP)Randal 8 Mbit • BB
I player
'Itte original Japanese tuugun ; m i m e
m-yhtt lias appeared on the 8-bit
Famicom OYES). but this 'sew version is
the first available for the Super
Farnicom. An IV(, with combat scene's
and loads of Japanese text.
Extremely &bit iii kaa too.
Impossible to tudge

DRAGON'S LAIR (US/UK)
Elite, 4 HBO'

player. SP1 82%

1111111
1

This looks absolutely gorgeous, prays
well and is far better than the straight
conversion of the colreop that Rime
other machines have soikred. But the
frustrating difficulty level
hides a game not as lengthy as
it might have been

DRAGON GUEST V (JAP)Enix, 12 Mbit + BB
I player
The biggest selling game m Japan to
date is a aimitioding RPri crammed full ol
text hoses and. of course. plenty of
lapitneSereXt to be translated it it- an
American release this yeas' lit Elie /Maxon
WurriOr series. It's primitIve
looking, and very Jatmnese.
Impossible innate...

DRAKKHEN (JAPIUSIJK)Kemco, 8 Mbit + BA
I player SP4
Based on a French 16-bit computer
Ril.l'adventure, this has reasonable
graphics but an awful elanbat system
Most people will find this a rr.11 hori -
even awl RPG tans - but W you A ,
cirr tempted, nuike sure you
get the US 01 Lk version.

EARTHLIGHT (JAP)
Hudson Soft, 8 Mbit + BA

player
Based on a pivotal' PC Engine game
called !Wiliam this is an Interplanetary
space strategy affair. bal there', enOtaill
Japanese In here to make it
tricky in work out Avoid.
Impossible to lodge-

EXTRA INNINGS (US)
Alternative name Ganbe LeagueBaseball IJAPi
Sony Imagesott 8 Mixt • BB
! 1.r plavera

Baseball's tricky to translate well to a
games machine. but this probably
niakes Ilse hest job of it, with cute

r'haratters and slick action. If a lN4,11 really Must have a baseball 0game then go for this one.

F-1 EXHAUST HEAT (JAP/LIK)
Atternative names: Fl ROC (US)
Ocean/Seta, 8 Mbit + BA
I player, SP2
Your ear's a bit small, and you don't gel

much warning of corners. Nit at least
,ou get a 3 )  view ot the track.
Not our fave game. but atone
people love it.

FACEBALL 2000 (US)
fludet-Prool Software, 4 Mbit
I or 2 players. SP3 54%
On the Caster Boy this 30 maze shoot-

is pretty good fun. hut the Soper
Nintendo conversion suffers badly.
Mow, jerky 3i) and
confusing with two players. 0 a 5
Not recommended.

FATAL FURY (JAP)
Taken, 12 Mbit

or 2 Mayers, SP4 7fit
One et a growing number of Vreer
Fighter hi look-a-likes, and probably the
next best thing to 'lime Mg (hne. Looks
okay, plays fine (though the
controls am very awkward)
and worth considering, - - - "

FINAL FANTASY II (US)
Alternative name: Final Fantasy IV
OAP)
Square Soft, 8 MINI • BB

player
A strange one this, as in Japan d's
fourth in a wry popular series. This
the first version to make it to the SNES,
and while ifs graphically bask the
lovely music and the involving
nature of the quest lift it way
above lesser RPGs.

FINAL FANTASY V (JAP)
Square Solt, 16 Mbrt • BB
I player
A huge-at-thug t o  be translated ai
retitled hoof t,aukrby he in the

Buy that, unless you read 1 1 2
Japanese. knotesible to judge

FINAL FANTASY: MYSTIC
GUEST (US)
Square Solt, 4 Mixt • BA
I player, SP3 79%
A spinaWf jaaarger players' version of
the popular guitii Pcmtavy VG series
that ilrovtIS In, be an entoyablie and
involving quest for rote-playing
beginners Much cheaper
than roust releases, too.

FINAL FIGHT (JAP/USIUKI
Capcom, 8 Mbit

player. SP1 laSki

The Last walking-along-teating-peoples
up game on the SNES Bolhant graphics,
varied opposition and devastating
oases tint, it lacks a tan,
player mode, and so gets dull
in the linateems

FINAL FIGHT GUY (JAP)
Capcom. A Mbri
I player
A point k-ss new version of Pawn' right
%where the twat character. Cody, gels the
chop. alid Guy replaces him. A poor
gaine.rnuSic CD is included_
The garlic 15 slightly exalts
than the original

FIRE DODGEBALL OAP)Sunsoft, A Mhit
I or 2 players
A cute, dame session of a very weird
gam* rm.., so ikulgehall tut details'. The
graphics are pretty good but the garne
Wall is a bit too simple to be
particularly rewarding The
lengthy loin, sequences before
each game don't help. either.

F-ZERO OAP:US/UK)
Nintendo, 4 MU + BB

player. SPI 86a.
A fabulous Mode 7 raring Kane. Dead
last and dead sou h  And dead deadly,
if you don't watch out kir the vicious
°campuses-coot rolled hover cars. Bland
scenery and an unlikely futuristic
setting are tintortunate, but it

an impressive deminostratton 8of just what liar- Super
Nintendo can do.

GEORGE FOREMAN'S KO
BOXING (US)Acclaim, 8 Mbit
I or 2 players. SF? thei
Broung games are invariably
awful b u t  this awful'

GOLDEN FIGHTER (JAP)Culture Brain. 12 Mbit
i or 2 players. SF] 4:2%
A very ropy Shvet Foitter If 'tribute The
graphics are rubbish the
gaineplay's rubbish, the
sounds rubbish_ Avoid

GPX CYBER FORMULA (JAP)
Atlernative name. Cybecsom (US)Takara, 8 Wm

player. SP 1 701i
Aim tp-inew Kroner, with no warning ot
corners With ansme characters
and cars And realty smooth
scrolling Average.

GRADIUS III (JAPIUS)Konams. 4 Mbit
player

Similar to the eintiop and -
astonishingly - all packed onto a 4 nag
cart, this is one to check out. NS an
early tii le. so slow-down is a jaohlent -
it rattier scuppers the otherwise
beautiful graphics awl powerful sound.
Stilt, it's more impressive
and playable than Super

GUNDAM F-91 OAP)
Banda', A Mbit + BB •

player
A massive selling (in Japan at least
arcade' strategy game-thing, with
Japanese text Still it's playable if you
are willing to persevere, but
essentially this is one for real
robot tans only Impossible
tel judge

41011-5Nw
RPGS

V r e  sat our
resident
RPG expert

Jonathan Davies
down with a
bundle of games
and asked him to
choose his
favourites. A week
later, bleary-eyed
and mumbling, he
came up with
these...

E l F I N A L  FANTASY II

Very popular series In
Japan Simplistic
graphics, but an
involving ancT

challenging quest, make this
one of the best RM.

i•S
looking slightly dated
now and lacking in
scope when compared
to the original Ys

games, hut still fun to play, If
you can live with the slightly
ropy graphics.

ZELDA III: A LINK TO THE
PAST (93%)
Who would have 1 1
thought that ismi RPG
could be this much

tun? It's big, It's challenging -
IF a little on the easy side.

ESOUL BLAZER 189",)
Check out our player's
guide on page 5N For
more on this excellent,
but slightly weird,

adventure game. Not a
classic', but fun to play.

FINAL FANTASY. film i L
NEST (n%)
This is a smart and
very enioyaNe game,
but for an RP(. there's

not nearly enough gameplay.
anti consequently you'll
finish it far too quickly.
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GUNFORCE IJAP/US)
ROM, 4 Mbrt
1 Of 2 players, SP4 Sta%
Similar to Super Probraector in many
respects, but not hali as good m any ril
them. The 'respects', that is.
(Sorry, that was a bit
contusing wasn't it!)

HAT TRICK HERO fJAP)
Allernalive name: Super Soccer
Champ IIJS)
Tailo, 4 Mbit

or 2 players
A slack conversion of the er total,
Foothe rhomp. It's incredibly List, but
rather loci easy in one-player mode -
soull need to play a churn to
have any lun Not aa good as
Soper Sorer.
HOLE•IN-ONE GOLF IJAP/USI
PAL A Men
I to 4 player,

A fairly old game. but still one of the
hest goll sans available - what it lacks in
technical ingenuity, it makes up For in
user filendlinness The merrheart view
used isn't much like playing Me red

game. but nsee Mode 7 course a kint r inductioru help- as does
owning the music oft

HOME ALONE IJAP/US/UK)
THO, 4 MOO

player, SP 361
A dire attempt to cinh in in s o ( t t s 1
id the mime. lkspeless graphics arid
sound do nothing to reacuie the banal
ganieplay from the claws of
drudgery anti tedium A waste
of money.

HOME ALONE 2 (US)
THO, 8 Merl
I pluses Sri a".tt,
We actually preterred the first Nome
Ahne game to this, but in the sante way
that we prefer &fount, triSonto
&Marro. Another dire scrolling
effort that should be left on tbe
shelf Feeble and predictable.

HOOK I [JUMP)
Sony linagetoll. 8 MEM
I player. SPI 721,

Slowanovirvg. but otherwise an
attractive platiormer that ties in with
the film quite neatly. It's a bit
easy to finish. though. so it'll
be no, et. Prim Pan

HUMAN GRAND PRIX (JAP)
Human 8 Mbit. BO
or 2 players. SP4

If you can live with the unique' control
resimn this is tar and away the best
Formula I genie on the SNES. It's
blindingly last, with realistic
handling and a risehd
two-player optson.

HYPERZONE IJAP/US)
Hal, 8 Mixt
I Plarr
A poor 31) space shoot-'ern-up using
Mode 7, but with nothing rise to
reconinimid it. TtAlitim City is
your only destination with
this one

THE IREM SKINS GAME (US)
Alternative name' Major Title (JAP)
Irem, B Mbit.
or 2 Mayers, SPalerk,

Fans of the coldop Roll game Molar ThVe
will love this i t ' s  virtually identical n

every way. Admirers of A N *  Beach
and its cousins mightn't be that
impressed by rts accuracy_
however.

JACK NICKLAUS GOLF (US)
Tradeveest, 4 Merl
I to 4 players, Sri l in
Fairs I  golf garrws that present things
trout inst behind the player will like the
look of this. but the painfully slow way it
draws the screen !Awe twit shot_ Ernst
to mention the coulcabc-better power
meter, muck everything up. Not
ow la our favourites, but it will
hut its supporters.

JAKI CRUSH IJAPI
Nasal, B
I player, SPS
The SNLS desperately needs a topnotch
pinball game - something to rival the
Mega !hive's /*Or rant, and the
Amiga's hnbafl Dreums Hut this isn't it
Ifs pretty reasonable on the whole, fait
the hall moves Enoch torn
slowly, arid the tahle isn't
brilliantly designed

JAMES BOND JR (USIDE)
THO M b i l

or 2 players. SP3 29%
A platform arid shooting action game
from hell that even the Amstrad GX401111
wouldn't have loirraied. PEmr grapika,
feeble w rand And banal pimples,. Look
but don't touch. OM
second thoughts, don't
bother !nuking.)

JERRY BOY IJAP)
Alternative name Smartball (US)
Sony IrnagesoIl, 8 Mon
I Mayer
A roil-Oahe-wit plationn game with
only Its blobahaped hero to
distinguish il Inner the crowd.
Very average

JIMMY CONNORS. PRO TENNIS
TOUR (US/UK)
NI Solt. 4 Mbit
1 to 4 plasers SPS RR%

Not quire as good as Super Tennis, but it
031111eS dammed close In every respect.
k also has the massive advantage of
being compatible with thre
fourolayer adaptor. how
That is rum

JOE AND MAC IJAP/US/UK)
Data Easillite. B Mixt
I or 2 players SF I 72%
A good 0,11YerSall ill the original
arcade machine, with a less' bits missing,
ant' a kw more mated. Graphically it's
colourful. but the times don't vary and
the garneplay becomes starlit-
he Not much of challenge, but
young ;livers should enjoy it.

JOHN MADDEN FOOTBALL (US)
Alternative name. Pro Football 1.1API
Electminc Arts, 4 Mbit
I or 2 players
What was a lab game on the Mega term
and Amiga doesn't work on the SNES.
Note the uninspirina graphics and really
jerky scrolling It a List,
but, or siorturrately, at the
expense of playability.
JOHN MADDEN FOOTBALL '93
(US/UK)
Alternative name: Pro Football '93
IJAP)
t lec1ror-11c Arts, 8 Mbil
I or 2 playen.SP4113%
_whereas this mew, improved, updated
verskin is loads better The changes are
mostly cosmetic, but they're enough to
elevate the game to the status
of 'recomirretaleid (it you like
American loothall)',

KICK OFF IJAP/UKI
Aneolinegineer. B Mbit • BB
I or 2 players. SP3 52%
The most c rot roseesial computer game
ever gets its second conversion to die

RCS. and suffers as a result i l kNot as bad as Ito Soccer.
still flawed playahilitymise.

KIKIKAIKAI IJAPI
Natsurne, 8 Men

or 2 players SP5 82%

This is the sort ol pane only the
Japanese could write. tindetneath the
perilously weird exterior lurks an
itrarwinely enjoyfthle twceplayes
shooVenwirgi with rant graphics
said a large playing area.

KING OF THE MONSTERS IJAPI
Takata. 8 Mbil

or 2 players
A fairly entoyable !Sao Geo game that
seems to have been clumsily converted
to the SNFS It's really too Mal a iand unimpressive to get even
tans 01 the original excited, I F I E r

KOSHIYEN 2 IJAPI
KAC, B habit

or 2 players, SP2 7tra
This would be the moat bog standard

Japanese
baseball garne except that Is
very weird and very
Not bad ,serail.

KRUSTY'S SUPER FUN HOUSE
(US/UK)
Acclaim, B Mbit
I player. SPI 79%
A curious blend of pie-throwing, punk-
solving and platform action make this a
refreahing challenge. tiraphics and
sound are reasonable, but it's the
elceilenoky paced gameplay that makes
the game. Passwords should a khe own more regularly to
reduce repetition though. 1 W

KUNIO KEN IJAP)
Technos. B Mbit
I or 2 players
An odd rola 01 beat'ern-up and
adventure game. We had tun with it,
beating people with pillows and
suitcases, but weibdot have a clue
what was going on as trail in lasmnese.

out, but it got a lukewarm
You might be able to suss it 0 1 1 0reception earn in Japan •

LAGOON (JANUS)
Kernco. B B
I plawr

A Nish isnohdrist KM, taking sone
elements from the Zetira series, but
lorgetting a lot of the more important
COES- including a map, which can
prove rid remely irritating in certain
areas, iloyaner, the graiatika and sound
are plenum! nanigli. Worth
considering, but only after
you've played Mau, Fmul
Zinatny a arid Non' !f i lm,

LAST FIGHTER TWIN (JAP)
Banpresto, 8 Mbil
I or 2 players
Super Deformed robots in a side-on
beat:ern-up. Nice graphically
and sonically, bra limited all
tlw same. For Si) lens only

LEGEND OF THE MYSTICAL
NINJA (US)
AllernatNe mme:Goeman 3 (JAP)
Konami 8 Mbit

um 2 players
One 04 the best games lor the system.
mixing PPG adventure-stele wa raring
with side-en platform action. Woods-dot
oriental b e a u t i f u l  graphics arid

an addictive challenge Tiwitigh the Jiro
version is accesaitee, buy the
US cart to get the bell vane
frorn this.

LEMMINGS (JAP/US/UK)
Sunsolt. 8 Mbil

of 2 players, SP2 86%
A hit on every tonnat It's been released
on. a takes awhile to gel to grips with,
but Lessimnes is one of the gliosi
original. ingenious and ackhctive games
ever Lich level has a password and
there are loads ol them (more than. liar
example. the Amiga version),
A.%uper flay lavourite, so
you've really got to buy this.

MAGICAL GUY ADVENTURE
(JAI')Bandai. 4 Mist
I player
A Katy platform game combeimg wacky
Japanese humour with cute sprites and
backdrops Not Intl* etas A iof Super Md110 Work( but
entertaining anyway

MAGIC SWORD (JAP/US)
Capeom. 8 Mbit
I player
Caticon's first disappointing release -
1110i surprising when the original made
game a•as so awful. Instead of improving
the garneplay IOT the SNT.S version. the
posgramrnees have simply translated
the original A budge job on

graplika and bad slow-downs_ 0
the whole, with mixed quality

MARIO PAINT IJAP/USI
Nintendo, 8 Mbit • BEI
I 'player'
A waiting and Ittki5ic package that's
really tally tor warngsters It's very
basic (trusty 16 colours? (hi a system
with thousands') and once you've
drawn something, what do you do with
It' Its free with the Nintendo A imouse - hid wait until that's
on sale separately.

METAL JACKET (JAP)
Allus. 8 Mbit
I player
A horrible experience. Altus areal
doing themselves any lassiurs
attempting a platform game - a genre
where y011 have to be really good In
stand out. 'nits is an S.-a I
clone with S U e d  allinA1011.
dire sound and Inept garneptay

MICKEY'S MAGICAL
OLIESI(JAPILIS)
Capcom, 8 Mint
1 player, SP.:1 atei

hie ol the mint Emlislast plat limners
around, though it's marred by the
IIICILItiOn 04 infinite continues Shinning
harkdrops, sprites and varied
enotaAh to impress anyone -
it's tot a shame It's too easy.

MUSTA IJAPI
Datam, 8 Mbit

1,1,1y.
One of the sin prst auaper Famlconrm games
ever - though it's up against still
competition Initially the nicety shaded
backdrigen give it the look nil a Savo
!worm dive. hut when you see
your herb mince shoot and
twiddle his stick a paha

NHLPA HOCKEY (US/UK)
Electronic Arts 8 Mbit
I or 2 players. SPI Ktv,
Not ranee as good as the Mega Drive
version (the graphics area int perky.
though you wouldn't milk'e unless
you'd seen the original). Stills great ice
hockey game. though, with
Loads cmi playability and
atomsphere.

NOLAN RYAN'S BASEBALL (US)
Rornstar, 4 Mbit

or 2 players, SP2 751,
kat as slick as &fro Imnrn 0. but

without the cute characters
and it's slightly trickier to
control Still, not a bad game

NORTH STAR KEN V (lAP)
Tool 8 Mbil • BB
I player
This addition to an inexplwably popular
range of Zelda-style ! l a s e d  in
Fist Of The AVM* Nan; believe It or not -
looks, to the untrained British eye at
least, ake a big pile of stramsag nob It
you speak Japanese it might, of course.
lw completely brilliant.
Ma we very much doubt it.
Impossible to lodge.

NORTH STAR KEN 6 (JAP)
Toni 12 Mbit
I or 2 players, SP4 421,

swim. massive sprites_ Cr,..
massive names?' says Jason What we
think he meam is that thli

sprites but nothing much to 4
actually do. Another fasted Stre
Foluel

OTHELLO WORLD (JAP
isukoda, 8 Mbit
I or 2 players

Play! 5 ' a  un. 'II ',1111.•ek$ (11
P&rt it a n i l e k  gond, and has
SainecLitehns. But why would w h o m
want to spend Sari ruins cartridge that
plays (Wu. It et, liar for brushing
up your techsligise, but
otherwise very sad.

OUT OF THIS WORLD (US)
Atlernatrve names. Outer World (JAP),
Another World (UK)
Interplay. 8 Mbil
I player. SPI 81%
The graphics in this one are superb -
playing Isis just like watehing a him The
Action is varied, and there are lots of
great enema-style close-up
shots, but there ma enough
there Inn nuke it a classic.

PAPER BOY 2 (US/UKI
Mindscape, 4 Mit
I player, SP2
In this game you're a newspaper
delivery boy (or gull and the oboe is
to cycle along. et. delivering
newspapers There art' some obstacles
to avoid. things to hit with Innen kw
Inman ponds and that's almut
it. Its lawribly boring and
really can't be reenennternied

PEBBLE BEACH GOLF LINKS

JA1E Ps,/ L lo BS, )8 mbit B
I to 4 players 9•3/C11•
the third addithan to the 31) golf series,
and unsurprisingly very similar to the
others Accurate down to the
waves on the beach. hut the
jinni movie tousle is Laughable_ I  0'

PGA TOUR GOLF (JAPILISJUK)
Electronic Arts, 4 MNI
It ot  players. SFS 60%
Slick presentation, but it masks the tact
that this is a poor Shill, converstoo of
an otherwise excellent sports game On
tither systems P,4  Miff iS the pi t  sine
but herr EA', lack of SNLS
expertise scuppers things. Still.
you could clo worse

PHALANX (JAP/US)
Keener,, 8 Mblt

player. SP] IV%
Horizontally scroihng shisoCetwims are
two a peony on the Super Nintendo. and
a new contender really has tn.&
something dilferent to stand out This
m e i n .  mane Eleesit graphics and
ekailenging gameplay, but at
the end of the day Is pretty
totgettable

PILOTWINGS (JAPILIS/UK)
Nintendo 4 Mbil
1 player. SP1 921,
StillSsowning aviation lam aren't spoilt
lea choice at present. hut tho, should he
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enough to, et, spin their propellers lot
now. It has a huge raw al tying
machines (hum parachutes to
helicopters), and 5uper4moolh
3D graphics, and there's even
a decent game in here. Ina

PIPEDREAM OAP)
Bullet-Proof Software, 4 Mbit
ec 2 plant% Sr2 titiA

A well turned-out pude ga.• where
you•ye gig to link different shaped bits
of pipe. Okay, taut It gets
hosing without ever being
that exciting to start with.

PITFIGHTER (US/UK)IRO. I Mbit
ec 2 players. SP4 14%

An appalling cionversion of a
popular colitup. Dire graphics
and awful garneplay. The pits.

POPULOUS (JAP,'USIJK)
linagineer. I  Mbit • BB
I playm. ! i n  45%
The original Japanese version of a
classk• Lk game that pots you in the
shoes of (nd Almighty Monett A
sotashing game, though it COG
get humming rand quite
boring) eventually.

POWER ATHLETE (JAP)
Kaneco, 8 Mbit

' t  "r• 2 players. SP4 49%
Another attempt to cadi inn, Street
FwanT It that doeen't realty
work Crap-but lin a gooey
Man al way'. apparently.

PRINCE OF PERSIA
(JAPI1JSILIK)
Konami, 8 MINI
1 plaver.SPSO19%
A superb convent= of the congmer
classic with isew graphics, a brilliant
intro and a lab Lawrence Oratubriestyle
sounditack. Not an easy game. but the
password system allows
progression without
much trouble. A classic. 4 1 1

PRO SOCCER (JAP)
Alternative name. Woad League
Soccer (1.1S
Imagineet. 4 MON • BB
I or 2 players
A really shaky conversion of
Kith lae, with crude graphic,
and hmeless garneplay

SUPER PREMOTECTOR
19Q%)
Another smart bomb
extravaganza. Noisy.

violent and er, explosive.

s

N o t  that we've
run out of Top
5 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...

PUSHOVER (USIA)
Ocean, 4 Mho

player. SP3
An enjoyable domino topplingstyle
mule game. converted iron; horne
computen, with kits of sbort-term too
Once all Itli levels are
completed. however, it's
unlikely you'll raw return to i t ,

Ci• BERT 3 (JAP/US)NIVIC, a Mbit
I player, SP3 67%
Real nostalgia value, as players ig the
lit-year-old coin-op will confirm. And
plenty or efforla gone into
matins it look the pan_ But it's
only mildly amissang

RACE DRIVIN' (US/UK)
THO, 4 Mbit
I Mayer, sri
Fans al the original conop will be
hurdled by this driving game. 311)
polygons and the SNKS gn together like.

urn. chips and custard t o r  0
programming on unsuitable
hardware

RAIDER DENSETSU IJAP)
Anernative name Raider' Fred WS)
TOel. 8 Mbif
I nr 2 p l . ,  N

A great game on the PC Engine and
Mega Drive, Dill SlOw On the M S  and
not rocognmended. k Would
have been a good game, but,
sadly. isn't...

RAMPART (US)
Electronic Arts, 4 Mit
lot 2 players, srt 79%
So primitive-looking you wonder why it
was allowed to Ilse (Well, apart town
the great 31) bit.' But a I'M
playsag rectal a game that's

Wail!, lab Imt. twiaplayer
mode ahnont rivals Mono Kart

soillINDEPENDENT SUpPER NINTEN000 MAGrAZINEI:lb A g " r  EXPLOSIONS

E l  SUPER AUSTE 187%1

They're not called
smart bombs for
nothing. They're Sinart

by name and smart by nature'

UN SQUADRON 191%)
When a boss wants to
blow up they should
look to br,,i Squadn in for

how to do it in style.

RANMA 1/2 (JAP)
NCS Masiya, 8 Mbrt

or 2 players

A neat tillie.M1,011r hem:ern-up with
some very old mime characters who
change sea when they get wet, and
sometimes into giant pandas don't
worry there's a Japanese TV series
which explains it all) allimatching of
characters can be a problem.
but on Ile whole it's great to
look at and play.

RIVAL TURF (JAPAIS/UK)Jaleco 8 Mblt
I or 2 players. SP2 SSA.
final tWi(s main rival NO( as 'together-
as its opponent - more repetitive
backlit-a and rougher animation are the
main qualms - but a has the enormous
advantage igstanultaneous two-piay
at Inducing a w e  Figirtrelluale
head-to-head sande lithich
one do you go belie& well
there', dways

ROAD RIOT (US)1110. 4 Mbit
or 2 players. SP4 20%

• • ,  , t h e  wont driving pale on
- latemlo, we reckon. This is
-• • .teir e v e r y  reapert
10144- tern two-

player mode, and absolutely
no fun at all

ROAD RUNNER, DEATH VALLEY
RALLY (JAP/US)
Stinson, 8 Ube
I player, 5P4 42%.,
The atrDuspbeer 01 the c a r t n =  is
captured perfectly. with woncholat
cannony graphICS and hilatiotei intro
and mato sequences. but the game
nee stinks - ifs mat a simplistic,
atiorly-execuied platliwm
game tot lewd Runner
die-hards only.

E : 1  ASSAULT SUITS Wu WI

I91''.4)
They're huoutelge!
Courtesy of marvellous

Mutle 1. Valken brilliant!

1 2 1 , ,  HIKE GUNNER(85%1

Thme nice explosions
are sadly the only
redeeminR feature of

this unspectacular blaster.

THFROCKETEEk .JAHoSi
IGS, 8 Mtet
I PlarYet
Lowly graphics, but that's about it it
consists of watching a string of mini-
gannet in which you don't really get
much say - iCa just luck d
you proceed Iron nate game
to the next. Awful

ROBOCOP 3 ((ATM)
Ocean. 8 Mbrt
I player. R2 66%
A nava R000mp Seel, but ganwplayanse
this is severely warning. Its
frustrmingly difficult, and persevetame
is rewarded by an
unirnagnsine shooter with
little conneetkon to the Mtn

ROGER CLEMENS MVP
BASEBALL (US)
Acclaim. 8 Mbrt

or 2 *mars, SP2 73%
Baseball garnet don't come much better
presented than this. Fah animal= and
action viewed through

different camera aneks make a )thas thoroughly ennyallie

ROMANCE OF THE THREE
KINGDOMS ll (JAPAJS)
Koei. Mbit + 88
Ito 12 players

L.41273, ' t
:":

9009 G O O !  1000
rnidr I t o  R i c e ,  4 0 0
Pl. SOU= MIMI Mara so
Gals g l r i l  WITT XICol ag

Loads of a u k  ri t ntrygi,
kingdotos make allianon. gait up, then
mese other ankmces, loll Of people
(presumably ) get kilk-d, said we can't
make sense of any la it. The recently-
heconwavalable IS versiritt reveals a

paw ander
the maps tUill tesiltoxes, but
stIll not recommended

RPM RACING IJAP/US)
imerplay, 4 MOO + B8
I or 2 players
RPM stands, in this case. lot Radical
Psycho Machines - ridiculous trucks
with tag tyres that fast-male Anericacs
rhe scrolling's rough !,•ou need
claineryant powers to anticipate
corners and it uses Ifickery
interlace graphics to no
obvious r a n i  Bklt good fun.

RUSHING BEAT RUN IJAP)Jateco, 12 Mbrt
I or 2 players. SPS 60%
The original Raxd Rot, although hoe
=Arent-ups go. was never a great
'..ame, exactly AM the sequel (which Is
what this ist Una a great deal better.
The grapliws aren't too bad.
but it s incredibly repetitive
and too easy to finish_

SD DODGEBALL IJAP)
Banpresto. 8 Mbit • BR
• or 2 players
'-sued on an imaginary sport which
astalves linoc king out the opposing

tearn by throwing the ball at them, this
is one of a series ol bodgeball
games (Far Dockenalt
smother and the worst

SD GREAT BATTLE (JAP)
Banpresto 6 Mixt

player

Japan's hugely popular Soper Deformer
series has spawned a lot of Supet
Famacom spitHal games, and they sell
well, no matter how crudity they are! SD
Great. Bade was the first of the genre to
emerge, and isn't anything to get
owned about, being a crusty old arcade

adseMure wii
gams:play, You have been
warned

SO GUNDAM OAP)
&Vidal, 8 Mbit +
I player
Again we head oft to Japanese 8111-land
this variant siatemg a -Soper lieronned
(ie squished and rained) 'inn= ol
larrentra, the most popular •inecha'
robot character in Japan. The tOrinat is
traditional Japanese RM. bat the
c sappy graphic 5. sound and
use 01 Japanese text make it
=playable. Impossible
to fudge.

SIM CITY (JANUS/UK)
MaxisiNintendo. I Mbit • BB

player, SPI 84%
Build the city of your dreams. then
bring it to Its knees: The IF1i version GI
this alkinie great is probably the best
yet (even more user-trimidly) although
It lordly pushes the
machine toils limits
Addettve, kri the shortanua

SIM EARTH_ (JAP)
Irnaoirteef. 6 Mbit + 88
I player
A hAewon bortn San Cay that tries to
bite olf on ire than it can chew, V utile
basically Intl in charge of the entire
planet, which would he horrendous
enough in nadir box when the
whole games in Japanese re,
run tii=ka, Impossible to judge.

SKOLJAGGER (US)
American SOftabikS. a Pad

player, SPI 511%
A lacklustre piratic platform game that's
avec easy and not going to take
you long Ito finish, Very weird
bobbin, Ronk hiss

SONIC BLAST MAN (JAP)
1880. b Mbil
I player, SP2 60%
A sr rolling heal:en-up witli a niftier
central character than moat -Ite*sa
superhero with a deadly lire In

pooches Its a Mat-eat-up 0
nonetheless, though, and
cut isequent ly Os pretty dull.

SOUL BLAZER (US)
Mematroe tide. Soul Stadia (LIAP)Eria. 8 Mbit + BB
I player SP2 'firr

Sink, graphically gorgeous and not
entirely unlike Zelda lie an Rill
lapanesestyle) Avoid Soul
Mosier, the Japanese MIAMI
i• unk-as you're talons-sea

SPACE FOOTBALL (US)
Alternative name Super Linearball
OAPI
Intim 4 Mbil
1 Oars
If you've ploymi tialltonter on the
Commodore 64 before. that's probably
the ckosest to this - tool ball, played
between two 'things ou a taint, 311 •
serrating pitch It's an Idea that provides
lots 01 Wilts in the shod-term. hut it
Isn't really enough to puffy
splashing out this much loot
CM a W I ,

SPANKY'S QUEST (JAP/US)Natsume, 4 Mit
I or 2 players
A monkey called Spanky•: !lancing
bubbler' You just wander round kits ol
similathiolong actions, killing
hacidies (with l a t i n g s t  and
collecting keys Boring.

SPIDERMAN & THE X-MEN
(USAJK)
Acclaim, 8 Mixt

player. SP3 72%
A limn-character plattrirm romp dial
loses Its appeal fairly quickly Plain and
onaithwove graplucs are the order rut
the day, only saved by some really
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TOP 51,
FUNNIEST GAMES

W e  like a bit of a
laugh here at Super
Play. We laugh

every time Jason's car
gets clamped or towed
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...

E l s A U F I S  03%)

) ou'll laugh until your socks drop
If at the antics of the dinosaurs

and their cute little pals.

imagniative mask. Fun tor
a wink, but somehow it imiks
dated already.

SPINDIZZY WORLDS
(JAPILISILIK)
Ascii, 8 HMI
I player. SP2

.'lpaidiav's sparkle seems to haw
dulled a little since as heyday on the
Spectrum. partly thanks to the garne's
Nil* DI emphasis truin
espluration to pilule solving
A neat Mlle thing all the &line
STREET FIGHTER
(JAP/USIUK)
Capcorn. 16 Mbit

or 2 *vers. SPI 91%
This is the gum Otani wlli.ig SNENs by
the bucket. Inad, it's 'streets ahead of
other heiir'entupa arid a near-peeled
conversann ot the cotn-op. A
must-buy though espi-osiee
unofficial release.

STRIKE GUNNER (JAP/US/UK)
Athena. B
I or 2 players. SP3
Another average vertical blaster. 'Milt
poor and UnYariett barkitrulat, but
mammal* sprites and some nice
exploslons_ A dull game that
obly gets mteresung in twci
player mode.

SUPER ADVENTURE ISLAND
(JAPAISIUK1
Hudson Solt 8 Mbit
I player. SP2 75't

Wrinderransstyle ganirplay
abounds in Mks third O t  the
series made popular on the NES. Aside

•111 1111

E l b i t  n i ,r tn Li it IMARE191':,1

A nightmare this one ain't_ It's so
funny it had us all rolling round
the floor in stitches.

In on the ugly Master Higglns. the
cutiourtul backgrounds and impressive
Tun; Koslank dance tones make this an
a l l r a r t i w  ga in ,  l innever.
infinite continues mean this
is a short-lived experience. O l t i

SUPER ALESTE (JAP/UK)
Anernative name Space MeoMorce
TUS)
Tollortkmpile, 8 Pahl

player, SIt) gltr.
Evidence that the NNES can handle a
manically busy (lunked-style shooter
with eat. Fab spate handimg (crawled
with Mode?) and nil slow-down !Mail
ii'S ilium a technical achiewnicnt than
particularly smell designed, and
rid a hit weationAlary But
an excellent tiny

SUPER BASEBALL SIMULATOR
1,000 (JAPtUS)
Culture Brain. I Mbit
I or 2 plarts.SP2 OA.
Another middling baseball game. The
pitching and balling are both quits
rod, lint the fielders are a hot unco-
operative and the graphics scrappy.
with liAs ul superfluous
Mode 7 whizzing-in-and-out.
The anksic's good. 'aweigh

SUPER OASES LOADED (US)
Alternative name: Super Professional
Baseball OAP)
Jateco, 8 Mbit
I nr 2 .;davers. 9P2 55%

This all works okay, but it's
limited ill snipe us uthel
baseboll games on the Super
Nintendo, and Ow graphirs
are jerky.'

TINY TOURS (89°,1
This one had a headstart on the
rest, as you can't help but giggle
at the Tiny Toons characters.

El

SUPER BASES LOADED ll (US)
Alternative name: Super Professional
Baseball fl !JAN
Jaleco 8  Mbit
I or 2 players. sra
Extraordinarily and uncannily
similar to !super blares Loakel I
(See above.)

SUPER BASKETBALL 'UK)
Alternative names NCAA Basketball
1LIST Super Dunkshot (JAP)
HAL 8 Mbit

or 2 players SPA 84%

Sop, flastirthiriii is 'anions kw its 38
graphics - the pitch spins around and
monis in and old impressively Its got
brilliant sound erlects. too. And It plays
d splendid game or basketball, However.
it's slow at lairs. and a Mile
confusing. but on the whole,
it's great

SUPER BATTLETANK (US)
Absolute, 4 Mbrt

player
The prehistoric iloratezom entroop gels
a new lease or ill in this Gull War tank
game. 'rills kaki livelier than the wire.
irame graphics or the ongirial, and
boasts some pimal expkedrins
mid excrting link sequences,
hut, quite 'rankly, it's still
boring.

SUPER BIRDIE RUSH (JAP)
Data East, 8 Mliii -r BB
I or 2 players, SP.3 76'1
A cute carloony-kaiking mai game with
some nicety drawn lairs.ys said greens

mot touch Wrong with
it. However, this isn't as
playable asilukin(ne.

Saw so ssis- so sus.
A Z o o t r . 4 0 9 ; : .

/Alas +0' 'saes.,

DEATH VALLEY RALLY l an l
It's not got much to it from the
gameplay point of view, but It is
really tunny.

a  SUPER MARIO KART 193%)

Well, this lust had to feature here,
as ifs our all time ever lavourite
game in any category, really-

SUPER BOWLING (JAPILISI
Mhena, 4 Mbll

or 2 players. SP

• .R48440p1- -

1/4- s e -  w' Saw

There really Isn't enough to bowling to
fill out a whole game. This orif pads
Itself out with neat graphScal interludes
and so on. Ina Ore real thing's

soirnam)uchmore tun. (And muchcheaper.)

 SUPER CASTLEVANIA IV
(JAPIISMK1
Konami. 8 Mbit

player, WI 915.
A huge, sprawling sequel to the NES
Karnes ikrier adult start this tuns into
one of the best platiorm garners ever.
More akikai is needed, hut superb
parallax and incredible sound-

appreciated by serinus gainers. 0 11 )
tracks generate an atmimpheee

SUPER CHINESE WORLD (JAP)
Culture Bram. 8 Mbit
I Player
A sequel to the popular &bit Famiconi
gait* Lais• Maid Roo, The toierhead
Mewimint Amy% at regular intervals
tor ritinissi. Cuban but rather bask and
primiteie with loads of
Japanese text impossihie
to lodge.

SUPER CUP SOCCER (JAP)
Jake°. BUM

or 21pilna)sSigs"rumSocree Nut really. This
takes a p r i n t ) ,  scrolling
viewpoint and isn't lining to issprtss
anyone Thais a shame, because it goes
into lots di detail -moves arid A s k
rules-wise - aeld there are sorm+41111,
nice graphical touches,

a d k
)10

SUPER DOUBLE DRAGON
IJAP/US)
Technos, 8 Mtn
I of 2 players. SP3 68%

A ..cdc m o v e s ,  and smile y e n
sat iNlying thumping and kicking actual.
ilifeet a tat of late into a deceptively
crappy looltg beat-nil-up.
Enryable, her a bit easy
and rather /MAU all round.

SUPER EDF (JAP/US)
Jaleico, 8MM
1 player
A pretty, horinintally scrrilling eflott.
hut with scow boring and unchallenging
gameplay Similar In the comAtp it's
based no, EDE h. mum well drawn
backdrops mud sprites. But
the music is bland, and
slow-down spuds the action

SUPER Fl CIRCUS IJAPI
Nichibutsu, 8 Mbil +

player, S r i  K r ,
This Imam mein-wry, but is one of the
few merheackiew racing games that
works Fast, witha good driving leer
and plenty or "prinks to
cater for the long4eim
player. Recommended

SUPER El GRAND PRIX (JAP)
Video System Co. 8 MI* + B8
I player
Nothing to do with the popular Amiga
H Grurrd Prix, this is along the same
lines as findie inord hit, without the
spkt-urreen two-player mode. That
means you get to see more of the track
,,al-screen and hence slightly a hmore wanting al comers
Wining up, hid not much.

SUPER FIRE PRO WRESTLING
(JAP)
Human. 8 Mbil

u- 2 players
Nowhere near as sinarlaoirkliag Ith Wier.
hot more cfsallerightg !the 20 wrestlers
all behave differently. be a start). But lit
um-player mode It's Impossible to beat
Om mini/Wet' Okay, II you
can live with the dull
visuals and haul Ina friend.

SUPER GHOULS 'N' GHOSTS
(JAPIUSALIK)
Cancer. It Mit

-I pin), • •  '

•t!
Armliker sequel. unique to the SNES
got sotwcbrsil graphics (with loads
slow-threm) and lure tones, but it's very
neigh -said, as it lacksIsittery back-up
sr teAssworils. it can be very frustrating.

The huge levels only haw a d hfew restart points. ton
Weil part together, hut difficult. I f  •

SUPER MARIO KART
(JAP/USIJK)
Nintendo, 4 MM.. BB
1 or 2 players. 5P1
The best driving game ever. the hest
two-player game ever. and possibly the
best well, game ever, It's poled. Foul'
brilliant games in one: there's the Grand
Prix game, the Time Trial, the
two-player Head to Head, and
the simixiitiA [masa! game.

SUPER MARIO WORLD
(JAPIUSIUK)
Nintendo, 4 Mkt + B8
I plaver. SP2
What more can we ksi., disart this huge
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bout this huge

game? On the cluwaskie the
backgrounds become repetitive, bat
apart from that It's a gameplayer s
dream come true - gaitl wait to spend
weeks discovering every secret bit.
Though real Mum, aficionados tend to
peeler Mario's third trip. this
remains i along with Zeinto)
Nintenclo'a flomhip germ-

SUPER NBA BASKETBALL PAP)
Teams 8 Mbit
1 or 2 players, SP4 Bei

W h i l e  A i N k . • 0 . 4 . 0 1  0 1 1 , i k , t , O r

is the bask-Mall gone ta go Wer iiya4
want to wow your friends this
one it a hit MOM playable.
&morale and comprehensive

SUPER NINJA OAP)
Koel, 12 Mbil + BB

player
You'd never know this was 12 meg - it
has the flat colours. simple graphics
and laagialik animation rut an early NES
gam, It uses i he ante mserheari view
as /Ada et al. but being
Jaasou-se is iniposable to play. a h
lituarnible to nage

SUPER OFF ROAD (JAPAIS/UK)Trade West 4 Mbit
1 or 2 players
aatigher overhead view driving game,
but were allowed to see the whole
track for once r phew I. Were racing
na ma es trucks with a 3Ik ish)
perspective. the trucks look great
booming round the r purse, and
In the  shor t - term,  i t ' •
good tnt,,And peat music.

SUPER PANG (JAP)
Atternative name, Super Buster Bros
(US)
Capcom_ 4 Mbit
1 pla)er. SP I 72';
The arcade original was a fantastic
game. but one that allowed two people
to pop bubbles at once. This is a good
comersion with smart graphics and
plenty of speed, but
unfortunately only one can
play, and thM gets boring.

SUPER PARODIUS (UK)
Alternative name Parodius WA?)
Konanu. 8 Mit
1 player
A Mill iant Conversion of the Clilti-op
arid one that easily ranks as the best of
L o m a s  recent string ni classics foe
the SNES Superbly c'iskaurlt4 Wirilea. a
hilarious seine of the bizarre, and some
excellent music ate lost the

rinoyable (though a kale easy).
Icing on the cake. Hugely

SUPER PLAY ACTION
FOOTBALL (US)Nintendo. 4 Mbit • BB
lo t  2 players. SPZ 71'1
A faithful tonaitmimilatiott of American
football that'll please tans but not the
Jobe Moddenbasher we've
beast waning kw. Not a
patch on Macaw t L . •

SUPER PROBOTECTOR (UK)Alternative names Contra 3
(IJSKontra Spirits OAP)
Konarni. 8 Mit
i or 2 playere. SP2 90%

This is the hest ikatiorro shoot4rit-up
around. Superb use of Mode 7 and an
amazing soundtrack put this in the

super league Brill twoplayer
action makes it ahmAntely
emential slut ,

SUPER R- TYPE (JAPiUS/UK)
[rem, 8 MI*
1 player. SPI 72%
Beautifully designed baddies, and some
of the best gao l . "  on the SNES, nuke
this one oh the best-looking shooters
around Not perfect. thanks to jerky
writhing. terrible slow-dram and no
restart points. It also lacks the best
partaof the court-op -R-Type
surnemingly, not the original
c.otte - tat Nadal ifs tomer!.

SUPER SHANGHAI (JAPI
But B. 8 Mixt

player
h's hard to see what's 'supee' about it,
other than a show-offs intro and OW
odd sally sound effect, but as a WerSioll
of Sharagem. the puzzle game,
it works. Relaxing and
compuksrve, hid not great

SUPER SMASH TV IJAP/US/UK)
Acclaim 4 Mbit
1 or 2 players SP]
A translation of the ultra-violent meri-
no this is incredibty good short-term
ion. No slowektwo, plenty of tough has

and bap cif atklictivetWIS d i p
ytmts.!! keep craning hack to It
Reconunended.

SUPER SOCCER (US/UK)
Alternative name Super Formabon
Soccer (JAP)
Human/Nintendo_ 4 Mbit

or 2 pavers. SPI Kt%
This is imcgmblythr closest you'll get to
real looty on the SNLN. hopressive
graphic;, and toffy good fun to play BM
it doesn't really (eel much like !calla!l
as such, perhaps because the ries !• lase
been inessed around a bit
We're still waiting for the _  8
equivalent of Sena* Slaw

SUPER STAR WARS (JAP/US)
JVC, B Med
1 player. Slit KR%
The music Is the first thing that hits you
- a perfect rend/non of all the hest tunes
from liar film - hilliness] by the lantastic
Slor Warty feel that pm-varies the whole
thing I  you loved tile aim.
you'll low the; too (Olt and
its great tun to play, toot

SUPER TENNIS PAP/US/UK)
Tonkin MIS& 4 Wit
1 or 2 players. SP1 971.
One of the best tennis ovum on any
machine (only rivalled by' tiro lab tennis
games Oil the PC Engine). The ranged
shots available is awing k's not
hashing a ball backwards and forwards_
either - there's a cornprehen-
sly* lineup ol tourritivients and
things to enter, too B o l h a t

SUPER TETRIS 2 + BOMBLISS
(JAP)
Bullet-Proof Software, 8 Mbrt *BB
I or 2 players. SP5 835.

Toth te reottably the best tir.. Ia t t i c
eves, but drestin't always convert well to
different ionnals No worries with, the
VW'S verithm, though which boasts kits

of extra bits dike BoangolY it,/ o haddition to a solid rendition
of the original game. m i r

SUPER VALLIS (JAP)
Telenet. 8 Mbri
I Mayer
A converaon ol lIst IN Engine CO
game_ featuring the exploits or las id
Japanese guiles but no
excitement hes too contrived.
boring and knew to live. S O „ -

SUPER WAGAN ISLAND IJAP)Nanbcot, 8 Mbit
1 player
Funny, with cute graphics and likeable

characters, this aim semi-arcade semi
lead-based adventare for the sounger
player - we ere a fair way into it without
understanding what was
goirtg on. (h's all in Japanese!)
Imp011itie In prig,

SUPER VOLLEY II (JAR)
Video System, 8 Mhil
I or 2 players. 5P5 821.
Weird-lookingwith a determinedly Iwo-
dimensional  perspective. But a wealth
of 'special mows', and the tact that's
It's a m i n t y  conversion, snake
a game that's lab tun to play -
especially with two players.

SUPER WWF (JAP/US/UK)
Acclaim, 8 Mint
I or 2 players SF'] 74%
Marvelkats graphics. and enormous tun
to play - short-term Hot all the
dillerent wrestlers behave exactly the
sante •And there's no  lot t r i la i rWM
spies like on tither mesterei either -
you win or lose a hip sod
that's it. 1414Tarna be
recosionesoled.

SUZUKI Fl (UK)
Alternative name' Aguri Suzuki Ft
&mei Drivinp (JAP)
LOZG, BMbII
I or 2 players
Fast, 31) Mode 7 courses and tunnels
and bridges' This game ts extremely
well presented Ma suffers front the
milortuttate nio,wamiornkransers
problem that seems to plague so marry
SNLS dming games It you can Bee with

Mat however the split-screen a ltwo-player mode def iniae
added twnos.

SYVAL ION (JAP)
NC, 8 Mbit

player. m's*,

••"tia.

An odd mazeaased mrolling shoot-ten-
t *  whets eau guide a dragon dawn
baddymilesied passages k looks tacky
but is actually gate good Not
muck al a challenge_ though.
mei ant one youl return to

THE KING OF RALLY (JAP)
Mettac 8 i t
I plass 5P5 39%
The most myeearietireg 1) Matt kt
years. but that's really about it. The tact
that there steno other ears un the road,

eat the unkaassatiw desir a hof the t o m s  ago a
battle to stay awskr

THUNDER SPIRITS IJAPAIS)
Toshiba EMI. 8 Mbit

PfilYer
A cooverskai of the wee respected
Mega Bove game Thunderforte J. tad it
isret anywhere near as good on the
SAS. Caen why' Yen. sintedovm
spoils the amkke Everything else is very
similar to the Vil.) game - i r on  effort has
been made to use any ut the special
features that the SNES can
offer which results in rather
a missed olvorttarlity

TINY TOONS
Konarni, 8 Mixt

payer. 2IP5 149%
The ulturate in cartoon-style graphics.
anirratiost and wind, with bags of
variety and challenge. les In
danger of bring too cote, but

inmossibk not to love it.

TKO BOXING (US)
Alternative name World
Championship Boxing (JAR)
Sol el. 4 Mbri
I or 2 players
Boxing games are very difficult to pull
off, and this is the kind of thing that
trucks to lamasu as a remits i fs will
presented, but the ganteplay
us ridiculously simplistic and
gets boring quickly. Steer
well clear.

TOP GEAR (US/UK)
Alternative name Top Racer OAP,
Kemco, 4 Writ
1 or 2 players. SP3 76% '

So last it'll make your eyes go squiffy.
The screen is divided down the middle
to two payees can compete -  just
well, as it's dull as a one-player game
The game was developed by Sheffield
software tintJae Grecilin, so fans ot their
LOrti3 panes will be on larndiat pound
lime No smooth Mode 7

deal_ lust lots of driving run. 1 1
graphics or elaborate t rackesid

TURTLES IV: TURTLES IN TIME
(JAPAIS/IIK)Kocatni. 8 aribn
I or 2 players. 5P2 114%.
This Is a very good beint'entato Sulash
raphks, some clever characterisation
frantic gm:replay and a lerrifir
asanemera of different levels means
plenty of flat_ On the downside,

gel repetitive. and
it dodomn't take long to finish. 1 0 1 )

ts

ULTIMATE FOOTBALL (JAP)
Sammy, 8 Mbit
I or 2 players
Anieriem football - what a rklkoktos

ell7 Sill, that needn't prevent
.1,te loothate hums being ailment

llotIlauIsltlilttfilsiSso
lauded in both mope and technical
meant that It can't really he,
recommended to anyone
except real footy tans

ULTRAMAN (JANUS/UK)
Banda', 8 Mtn
I player
At first es laughable a ridiculous-
looking [paid mperhern beating up
Remmers that koli like tensile it rubiser
suit;, but then you realise that's tam
it's meant to he Thts as based on those
dreadhe Japanese disaster
movies you occasionaaly see on
Maimed 4. laughable -

UN SQUADRON (US/UK)
Atternative name, Area &B (JAR)
Capsom, 8 Mbit
I player, Sri RI%

r4trf ,•

itilliantly dammed peeteky,itivenikm
of the coin-op, and still one of the best
games on the machine Although it
slows down In places, the action is alit
exciting, Sonic ally average, but
graphically superb, and a
Some Pier liwour II e.

VOLLEYBALL TWIN (JAP)Tonkin House, 8 Mtiii
I or 2 players, SP4 76%
Volleyball horn the Imola. ciN1 bruirght
WI Super Tennis. The slow scrolling
tends to knacker your chances iti
receiving the ball hem time to time, but
othennse it plays pretty
solidly (and die Heath Volley
Is something ehe), .  io.,

WAIALAE COUNTRY CLUB
PAP/US )

& E Solt, 8 Mb/ + BB
I in 4 playetn
This in the aecond of three pit games
all using the ramie programming and
graphics lite other two ',ritual/gaga
Goff and Peak gement but all
representing difterent course's
Accurately depicted and
probably the best god series
on the Super Nintendo by far.

a

WHEEL OF FORTUNE (US)
Genetek, 4 NM

to 2 players. SP2 195.
A imams qui z-sixwe conversion that
shouldn't haw happened at all A guest
at earance by Vanna White Is
I ied-taps liar curuly reaseo we
actually gave it a mark at el,

WING COMMANDER (US)
Mindscape, 8 Mbit
1 player, SP5 talk
; big s p a c e s *  sirrastaxa-'etticip
t tong (Overrated an as original PC l a i n
and a iess-tharesparkling SNE'S
•ome/sloe doesn't help
matters but, having said that,
it's not actually tiod

WINGS II (US)
Alternative names: Sky Mission OAP).
Blazing Skies (UK)
Namco, 4 Mbit

player. 5P2 71%

Not as hopressive as the screenshins
(see issue 2) make it out to be. blit still
an attractive and atmospheric World
War I game. It's also the only
SNES flight stet where you can
actually shoot things.

XANORA'S BIG ADVENTURE
OAP I
Nail Itut, W M
1 player, SP I Sika.

nharNirr oLatiorin same that eataht to
he ! M i n n ,  Versatile and very
uriusow, with a great cvntral character,

and the ganwpilay, though 4 . 1 "a bit patchy, is brilliant lam
despite all the lap test

XARDION (JANUS)Asmik. 8 MIA +
pitlYe,

From the makers of n Awe comes
another disaster! This time it's an E•
SWAT clone - you control a robot that
must progress through different MOM
each with a guardian. Sounds okay, but
the dreadful graphics, awful
sows, and pathetic ganteplay
and structure ruin it

VS III PAPA'S)
Tonkin House, 8 Wei + BB
1 player
Not as gond as the prequel (FS Hooks

on the la"-logine K i k  but sea
a tell quality BI,C, Instead of so
overview of the landscape, you get a
w'rolling sidecar perspective,
anti though it's not as hig as
the find two games it's tun

LAN II (JAP)
Wolf Team. 8 Mbit .88
I Omer
A pretty hilkereen map view-arid
p i n e y  cif t e r r i t o r y  t o  i r ,  111111Wr, b u t
working out what else it boasts proves
difficult, Another unintellighle
4o-Brias war game. Impossible
io hedge •

ZELDA: A LINK TO THE PAST
(JAP/USIUKI
Nintendo, 8 Mit + BB

player, SP2
A brilliantly designed and implemented
advent sits that Inds maskar games to
shame, in much the sanw way as Mora.
dominates the plarlimm world -
Nintendo's top ptograntliter was
involved in bah games, i'ettla addicts
may complain it's not quite as A iicmg arid drawn our as
petAitos games

Don't target, Its games nal is
What Cart? write and tell us.
Saud the details MO a short
metes la. Dame Mar
10 Monmsuth
Strata, Bath
IA ;  ZIW.
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6,100% FOR SUPER NINTENDO PLAY a l a s  12.25
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•INDEPENDENT SUPER NINTENDO MAtAZ
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4 1 4
;Ma Oil

YOUR LAST
tat k CHANCE AT THIS

%DIV  LOW Pillar9

HERE'S THE DEAL:
Send us E23.40, and we'll
send you a year's supply
of Super Play -  and then
two more issues
completely free! In every
copy you'll find:
• The hottest news direct
from Japan and the States

\ i  •  in-depth reviews frompeople who know whatt.' t h e y ' r e  talking about
• The best player's

and tips
gaming and
cal queries
red

• c i a l  features on
everything Nintendo
It's a bargain!

* No, really this Mei

1

• vou
lOwevcistsitll

,,,t s
, A • s t  * I p m ,
S' 101 0,01(
SOIA

0 0 • 1 1  •  GOLDEN BEE K A I : "  AHIAHOS-. THE RESULT b
•  ALL CAPCOM k r H E S  REVEALEt

S '

•  AND LOTS. LOTS MORE FROM THE VAS VEOAS GEV,



ell
ply
en

very

tact
tates
om
at

Subscription
Prices

eiVw4
mat
740-_,;•• "In*. - •  t a r i

ISSUE 1
NOVEMBER 1992
The original! With an eight-
page guide on everything Super
Nintendo, it features three
Super Player's Guides, reviews
el Super Mario tart, Hoek.
Bart's Nightmare and more_
PLUS! A fabulous Soper Play
pin badge stuck to the cover!

Method of payment
(please tick)

Postal Order

Card No. • 1 1 1  • • M

Expiry date 1 1 1 1 .

ISSUE 2
DECEMBER 1992
Bigger and heifer! 10E
pages packed to the spine
with game reviews like
Super Mario kart. Pius, a
feature on games based non
anima, another on baseball
games, and a report on the
Tokyo Nintendo show by
Peter Molyneux.

UK E23.40
Europe E3995
Rest of the World C51_95

Cheque
(made payable to Future Publishing lid)

Yg[r
tscsufltut 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 E2.50, including post and packing. Fill in the
form below today! You know it makes sense.

I M P = M N  EWEN*  M N =  1 1 1 1 1 1  cup
•  • , 6 4 ,

W.
ISSUE 3
JANUARY1903
Even bigger and even
better! There's a bu9c
feature on CD ROM_ and
another describing the
Super Scope. There're
masses of reviews, and a
Super Player's Goode to
Super Mario World. On top
of all that, we've thrown in
a tree 1993 calendar!

Cards Access •  Visa •

•  U N E

• , t m o o t • •  I d A U

0 = 1  I I I E  E l l  M O  I N  m e  s i p
Your subliminal message has got through, and I would like to subscribe to Super Play! Oh, and

I'd like to grab the last chance to get 14 issues for only E23.40.
•  PLEASE SEND ME THE FOLLOWING BACK ISSUES AT E2.50 EACH (please tick) I S S U E  1 •  ISSUE 2 •

111

1

* i t  M I  M E  M E I  E l  M I  M I  ME M E  ME IMO UM

Name:
Address:

ISSUE 4
FEBRUARY 1993
Our cyan b e l t &  St i l l  l o w t h

issue has a complete guide
to special chips in
cartridges_ The lop reviews
Include Sew Slat Wail
and Morisista r WA u ,  and
there's Ito grit hoN el INK
guide to Asealwo Windt irs
essential MOW,

ISSUE 3 •  ISSUE 4 •  ISSUE 5

Postcode:

Date:
Signature:

ISSUE
MARCH 1953

It can't be... but it is! Our
fifth issue is even better
still, with it s Las Vegas CES
report, a four-player adaptor
feature. reviews of Assault
Suits takes and Tiny Topes,
and Player's Guide to Desert
Strike. Don't miss out!

Please return this coupon - or a photocopy - (together with your cheque it applicable) in an envelope to the following
address. Super Play, Future Publishing Ltd. FREEPOST, Somerton, Somerset TA1 1 7BR. (You won't need a stamp.) 1 1 1

This coupon is valid until 30 April 1993. SU/MAG/0493

Nis
r*

• • • •



LT-Lemr SHOWCASE
L A T E S T  S N E S

U S A
G A M E  T I T L E S

G O D S £ 4 4 . 9 9 R O E O C O P  3 C 3 7 . 9 9
M G U E S T • C 4 9 . 9 9 J . M  7 3 £ 4 4 . 9 5
J I M M Y  C O N N O t s  T E N N I S . . . t 4 4 . 9 9 J A M I E  BOPED o a t C 0 7 . 9 9
&LILES W E  S L A T E R S
D E S E R T  S T R I K I

124.4 . 9 9
2 4 4 . 9 9 SPECIAL O F F E R S

O N  T H E  S A I L C 4 2 - 9 9 5 YA M  (lAP) £ 3 4 . 9 9
N H 1 P A  H O C K E Y  9 3 414.99 AXIIAT IJAPI 142.99
s p l a t i m A N - X - M I N £ 4 4 . 9 9 WWF rUSAI t34,99
PIMA ALL S TA •  C H A I I I M • 11  . . - C 4 4 . 9 9 CASIIIVANIA 4  I /API 3 9
G O A L C 4 4  • 0 9 LEMMINGS l I A P I C361:999
RACE D R I V E N * C 3 7 . 9  9

145.00£16.00
£44.00

O U T  O P  T H I S  W O R L D t 4 4 . 9  9 JAPANESE G A M E S
P I L O T  W I N G S £ 4 2 . 9 9

[ 4 2 0 0

Win EIS° worth of
software

for your machine

muAm

S PA C E  M E G A I O R C I £ 4 2 . 9 9
S. C U P  S O C C I E

/ 4 4 0 2

£ 1 4 . 9 9

C H U C K  R O C K 1 4 4 , 9 9 H U M A N  G R A N D P t I X e t c , "
R O A D  R I O T £ 4 1 . 9 9

JOE I  M A C  2

L24.00

1 4 4 - 9 9

SUPER lATTER UP E44_99 R U S H I N G  S E A T 2 CALL
C O N E R A  3 C 4 2 , 9 9

S TA R  W A R S

011.1:15415ntL.P1

CALL

E A R T S  K N I G H T M A l l £ 4 2 . 9 9
E M I T  M O M S

£43.00

C 4 4 - 7 11

S U P E R  G H O U L S  I t  G H O S T S £ 4 1 . 9 9

P•ROCHA 145.00£16.00
£44.00

E W A ) • • • 0 w 4 [ 4 2 0 0

Win EIS° worth of
software

for your machine

muAm / 9 2 0 0
EAGER) Sum/ wArvramov...• / 4 4 0 2( 4 1 0 0 r•VVI'lLy I I  IL'S! E42.00
LEDGE PLXVONINO 1 . A V  !UM 1441.00
L39_00
E4300

CARtIVAPAtmor 133.00
14201

L24.00 W•Poz•us Os' (44.011
LITDO tolice,P;p rusl
44.5.00 Hp LEAR ELSE E40.00
£44.00 011.1:15415ntL.P1 142 CG
1 4 9 0 0 v i t . ,  W O i42•00
£43.00 9.J141 r u m  Acoros F0capoti. 14E1015000 P•ROCHA 145.00£16.00
£44.00 i t ,  G n u  K S )

1.44100
£46410•49.1112 1(97 M O O , .  11 . ) £52

f4r.110
lijP.C• C A  , t y  * N M .  H A I f461E)

GAME EXCHANGE SERVICE WIN WIN WIN
SWAP YOUR USED GAME I FAST SERVICE-

REASONABLE FEES
MASSIVE suicrioN ALWAYS IN SICKICI

Win EIS° worth of
software

for your machine
Asswer 3 simple gees-Hem optRANDOM EXCHANGE 0639 0071E1

SEND ANT FULLY II15.M1 GAME & WE WILL t o m
A DMIERENT DAME

-  CAss Csi£4ee5 -
OF THE SAME VALUE Calls 0081 35p per minute* tale 48p

CURRENT CHARGE £340 INC P&P per MEI all prier limes Ma(e sure *co
INCLUDE A LAST OF GAMES OWNED asic vmDegir pays the WI. beiore

call Max lergth 4 mitt

CONSOLE CONNECTIONS
E S I  U N I T  2 ,  OLD BAKE HOUSE LANE, V I S A

TEL/FAX CHAPEL STIEET,PENZANCE. TEL/FAX0734
331131 C O R N W A L L  I R I S  AAE 3 0 7 3 6 ,

D E L I V E RY E I O  C O N S O L E S  •  E  I  G A M E S
S A M E  D AY  D E S PAT C H

B U S I N E S S
H O U R S
ION AT

I SAR•OPRE
SHOP M A I L

BIDER ADDRESS

+ MANY MORE GAME TITLES IN STOCK •  USED GAMES AVAILABLE
PART EXCHANGE YOUR USED GAMES -  MASSIVE REDUCTIONS

( C R M A L I N G I O N  I T  NIELCIER N•ECAMILING7EN

C O N S O L E S  M211THUMEERLANDPE23 MI
TtLiFAX.: 104901 7 1 4 . 2 3 0 - - _ - . .• r  - /-ISA SCIIETTI SE.U., • P.i,J ..EAT.,

HUNS JAP LaA TITLES ' I  i  3 t $  I

2 0•06 •  MARIO C I 4 4 9 9  I I : 4 , 7 1 1'
TAD NOG E 1 2 4  99 1  1 , 1  1-,

lio.-..ES Cfrt-4. N E W  CALL '  1  - . 4 ? , - ,  1CALL PC N w o m a n %  • i immel l0 -111_L G GAME P  . 1

WPC* H I : K E Y S  S T O W  I • - • ! . . .  1
S WA M I .  I N G Y: A 11 3  F I X E R  II I L  r' ' ' ' ' '_,J

'll-- l'.1117;71CH" ILIHNMaltAe v  et  1 • I  a

T A M  r 5 1 , 1 , 1
t i t i M I A N T I O

I ' M  I l l g  I  1 • 1 /  I  1CUR CIEFICE I,

NEW

TO SEE HOW
ADVERTISING IN
SUPER PLAY

CAN WORK FOR YOU,
CALL

DIANE ERSKINE ON
0225 442244

ABSOLUTEIY ALL HARM/SOW!
IbAtdelkb.IP4I l r  E N

mt4G °ism, POST MTh SALM CASII • iiISC He
H M G

01017114HIU Get *CON WI I
w p m  !WIN

flL 0711111041
'AISOVE Eno ow sgt

RTB COMPUTER
CALL OR FAX Now
SPECIAL L O W  PRICE
DIRECT F R O M  A S I A

• VIDEO GAMES A S I M M S  v
• NEL9 RELEASE GAMES •

•  JOYPADS CAME ADAPTOR •
•  MEGA EMPel CD ROM SUPER TAMICOM 1910 GIG

IN ENGINE G I  M O  ETC
• 111416 COMMA-NI SYSTEM •

•  HAADwARE SOETWAIE •
• COMPUTER ACCESSORIES •

A R E REDIETonoto?MADEm a • • •
OF THEIR   E R  Dw.E1111

ALL

I IM 8 0 2  HANG PONT COMM.
01110., 3 1  TO N K I N  81,,

110111,L0014, MONO KONG
T I M  0 1 0 . 8 3 2 - 7 2 0 4 8 0 3
PAXE 0 1 0 • 1111 2 - 3 8 7 6 0 6 4 0

A f t ' t  I  t• V I )  I P I N T r •  ' h i  •71 ;RN
,piN •1:244.01(M. I  N M I ' S  I  0 1  N I  S i l l  I I I I .

i l f P 4 l . R 5 . W F _ S T  M H O  I , /  1)41ir
•

N•A •

SNIE S Choc.  t'aici•ciLei I L A  P I  s l y  Joy . f f  U .S . f . m x
I A U K  Ninleodlo • o l d )  I 4 1 4 5

111111 5.-Al CAW (11.59
SW,•IMPII.T•pt Player 4a4lo' t3995

pricog 1 , 4 1 -  iernd nreaardwil
Power 1E ogvabitsr2 %clews' ,

=  MEGABYTES VISA
0 8 1  3 3 5  4 2 2 4  ( 0 R 5 0 )  6 6 1 7 9 9 1

sm slims( sperEsuo (4,-ART) I  e to  N O  GAME
US S U M  N I N T E N D O  ( S C M E T )  2  ( 1 " - r n o t  PADS a  SI :PER M A I M  S 1 5 5 . 0 0G A M E S

11,11701 0 1 / S i
Him( Tm.I.AW
Lroim WE•wp.
THLNueRmAns1o51
w-AHARESE
LentnmEAMELTEI
nyintt, Po,
p4p10os0)41
G R A . .
mora AARE Tull
HAL EIA.ETTOTSE

rl rxiIaI FT NEVI 409
1.A0V1.1.141A GAAVIS II
PVKLMNEII I L A )
DESERT SEWN liffa
• • • - w e s  . . . O u t  Q U M
111, v n s t  N O M

Al24.00

0114ER Tritys AVAILABLE AT BEST PRICES, PART EXCHANGE WTICIMIE
SECOND HAND GAMES IN STOCK, RING FOR TITLES/PRECIII. SHOP PRICES MAY VAN%

22 CENTRAL ROAD,. WORCESTER PARK.  SURREY
I • A M E  P R I C E  ENE,LUIDES P A P  o N A C I L E S  A n t ,

I M A G E
CS:MT 1130 ITLIT,c

•,•

EXAMPLES OF EXe,HANGES

UNIT 87, MARKET HALE,
MARKET ST. PRESTON PRI 4JA

SHOP OPEN 9.00AM TO SAIKIPM,
MON TO SAT.

TEL OR FAX 0772 883598

EXCHANGE SERVICE
T  AI-FORD A N E W  GAM E.;?.

THEN NVI IY N O T  EXCHANGE YOUR OLD CARTS WITH US. OR
BUY A USED GAME FOR ALMOST HALF THE PRICE OF A NEW
ONE. WE HAVE BEEN ESTABLISHED FOR OVER 2 YEARS AND

PROVIDE AN EXCHANGE SERVICE SECOND TO NONE. SC) WHY
NOT GIVE US A TRY TODAY. JUST SEND A S.A.E. TO THE

ADDRESS ABOVE FOR AN EXCHANGE LIST FOR MEGADRIVE OR
SUPER NINTENDO/FAMICOM OR RING THE HOTLINE NUMBER
BELOW FOR A QUOTE ON THE EXCHANGE OF YOUR CHOICE,

ALL CARTRIDGES WILL BE SENT TO) YOU BY FIRST CLASS
RECORDED DELIVERY.

MEGADRIVE D E S E R T  STRIKE FOR LEMMINGS 4 . 9 9  • IAXI, PAP
MEGADRIEVE J O H N  MADDEN 93 FOR SONIC 2 4 9 9  + IGO PAP
SUPER N u f r E m p o  comTRA in  M R  DESERT STRIKE 7 , 9 9  + 1.00 PAP
SUPER NENTENIDO SIM CITY FOR ADDAMS FAMILY 7 . 9 9  + LOU PAP

USERSAK[Ell:kGES
MEGADR1VE P R I C E S  FROM 9.99 TO 25.99
SUPER NINTENDO P R I C E S  FROM 19.99 TO 37.99

IPA
VISA

NEW RELEASES
WE STOCK ALL NEW RELEASES FOR ROTH SEGA MEGADRIVE AND SUPER

NINTENDOIEAMICOM 4Plea-te note all Nintendo eatts we  U.S. M k t ,  otherwise
Mated). PLEASE RING OUR HOTLINE FOR PRECIS ON ALL NEW RELEASES.

ORDER HOTLINE 0772 883598

W A N T E D  ! !  Your old Carts for CASH
PLEASE NOTE WE RESERVE THE RIGHT TO ALTER ANY PRICES WITHOUT PRIOR NOTICE

1BORED WITH YOUR OLD GAMES')
CAN'T AFFORD TO BUY NEW ONES?
NO NEED TO SPEND E30 - 540
JUST SPEND £3.45 PER GAME (INC. 1ST CLASS POSTAGE) AT

Send your Game & Instructions with your 1 stl2ndirdAth
choice swap & a cheque or postal order for OAS per
game with your name and address to:
SUPERSWAP, RO.BOX 148, STOCKPORT, CHESHIRE
SK2 6EJ. TEL: 061-419 9808 (Office Hours 10.30am - 5_30pm)

Monday Friday
SEGA NINTENDO CARTRIDGES ONLY W M  MI NAME HELM EAMES I t

WINO BERET OR 11111K SINEW P M



J e w  SHOWCASE
G A M E  T O  S W O P SWOP OPTION 1 S W O P  O P T I O N  2 S W O P  O P T I O N  3

£3.45
E6.45
E9•45

e.o.m.. • ••••••• ..•-• ,  • d• ,  •  b • , ,

(ISA

•00
•00

WE
ill SAKI

ZJA

OR
EW
ND
clrY

OR
BER
ICE.

'SA

st•

oner

iT

/4th

Szoopacame ( K )
WE S W O P  S E G A  N I N T E N D O ,  G A M E(  S W O P  YOUR OLD VIDEO GAME . . . \ \

F O R  O N L Y  £ 3 . 4 5  (Inc! 1st Class Post)
, B O Y ,  G E A R ,  LY N X :  U K ,  U S ,  J A PA N E S E :  C A R T R I D G E S  O N LY

Name

IN
instructions and cheque/PO for E3.45/E6.45/E9,45, Don't forget to tell us your name and address.
SWOPAGAME (UK) ,  D e p t  SP39,  2 3  MELLOR ROAD, CHEADLE HULME, CHESHIRE, SK8 5 AT

\F,.,r01Z S W O P S  AVAILABLE/TERMS O F  TRADE CALL 0 6 1  4 8 5  3 4 8 2  CI pm-8pm Mon-Fri. 1 0 a m - l p m  S a t ? )

IFAI Consoles
Leading Console & Peripheral Importers

From The Far East

SUPER NES with Mario 4,
2 joypads, PSU, (kart) unbeatable

SUPER NES, joypad,
PSU (Scarf) unbeatable

£149.99

£119.99

For all your N i n t e n d o  peripherals
telephone our

order line On 0634 670589
Access/Visa accepted

Full range of Sega peripherals
also stocked.

Trade enquiries welcomed.
50% of our business is to the Trade!

JFM CONSOLES,.
57-59 Luton High Street, Cheatham, Kent

Please add E5 per console P&P

S U P E R  P I L A W
C O F F E R S  V C I I I  T H E  R E A l l t i D E R  T H E

F I R S T  S E L E C Y I H C O I F
P R C O E P I N I C T S  I N I  T H E

411INIE9 VC111.1 T H E  A l l i k C O V I E R T I S I E R  AIL
P R E C I S E L Y  TA L R I I I S E T I E E P

IIP11011-1101113

94411LX11/411111011 11131LIPCbS tillet
A L M  lb U P I I U  /POI  

l i r V -  ,.../-----,\Z• •\,..,/

k z e l L " 4 V P I r s j i r  9 9 . 9 5Ririe Mebblere 3 9 9 541.05
Belle V Blazers 4 1 . 9 5
Cainerola (Lames 0 4 1 . 0 5
Ceedetraele IV 3 9 . 9 5
CasimitrIbes 4 2 . 9 6
Ceoireller 1 3 . 9 5
Coeverter 9 . 0 5
Desert Strike 4 1 . 9 5
Dragoon Lek 4 1 . 9 5
Osel Test Drive 4 1 . 9 5
▪  aos or Exhaust Neat Us 3 9 . 9 5
Fetal Fors 5 4 , 9 5
libmala and elloots 3 9 . 9 5
Seat 4 1 . 9 5
bids 4 2 . 9 5
NINE 31.95
hem lidos Gott 4 2 . 9 5
Joie Nialles B3
Lathel eileseenMorse emi
Merle Paint Un or USA

ys * n o s
lineketbeil

alo gicai Guest

IPART EXCHANGE WELT
OINUTA Hockey 93 4 1 . 9 5
Out el This World 4 1 . 9 5
Pal looTtale 2 0 - 9 5
Pile Wings 3 9 . 9 5
Prince of Pomba 4 1 _ 0 5
Pro Action Replay 4 4 . 0 5
Rama 1/2 5 4 . 9 5
Road Runner (Loony Toone) 41.95
Scart Lead 1 1 . 9 5
Scart SNES 1 2 9 - 9 5
SN Propeds 1 3 - 9 5
Sonic elestman 4 1 . 9 8
Soul Blazer 4 1 . 9 5
Spidennan X Man 3 9 . 9 5
Stir Wars JAP 5 4 . 9 5
Star Wars MIA 6 9 . 9 5
Street Fighter II JAP 4 9 - 9 5
Street Fighter II USA 5 1 _ 9 5

41.05
39.95
39.95
22.95
39.96
44-06
39-95
31-96

Super Combat Tribes
41.95 Super Bettletank
41.95 Supermen° Brothers
39.95 bubo Touch 350
49.95 turtles IV
44.95 Wing Commander II
41_95 VOW UP
39.95 Zelda III

eissessil Wpm swaging your talky es iwa&iality cannel be auaranieed
N a m  a d d  W A /  P A P  G a m s  a r e  t t i t t l e t 0 1 ( 1 0 ( 1 , 6 11 V 1 T Y

Slaw 213.  Raisins, Road, loaders NW6
Seed orders to: Mega Games, Merlin House,

122 - 126 Kilburn High Road, London NW6 4NT

T • l t  0 7 !  no 37, ;  4 3 5 6&h•p pc ie.  s y  wary, O s

* T k * * A , r * * ' A , ? - 1 A , ( * * * * *
iZ THE GAME WIZARD'S ULTIMATE iZ
-tz MYSTERIOUS CHALLENGE . : <
, > $ 1 0 4  FOR THOSE WHO WANT TO BE THE BEST, l i f l i v zTHE ULTIMATE QUIZ. THE ULTIMATE MYSTERIOUS

CHALLENGE.
..4.-C ,IONTMLY P R I Z E S :

,iXaoupzrptsies CONSOLE, REMOTE CONTROL 4 WHEEL ORM, SELF BUILD ..,tTRUCK, FORMULA 'I SCALEXTRIC, GAMEBOV & ACCESSORtES

., D A I L  NOW TO WIN ONE OF THESE FABULOUS PRIZES:,-.<COg ciJ S i  41 (31
Please ask pe•r-1,,w, o it ki pot vtri who pays 0111 Is110,, i, I C.0111.-1,..,,..., .-: ,t,P0110 d'1,1V

e 4130perni ail Md .  trons F P S  • Boo 241. C117 INF. Ma,roird cood ot 3 cats - £2.88. C l o s r p o i x
dale Muth 29 1993 M I  wIrmeni Deckled by tiebteaddr Additional oonlostMood•nlotinallen

avaliabe do arcing to adokess abave L o o i r  ot 3 calls totals 6 moots maximarn

* * * * * * * * * * * * * *



NEXT MONTH
IN SUPER PLAY!

ROLE PLAYING
GAMES

Dear newsagent, please reserve/deliver* my copy of S e w  •
Play for ma every month. Cheers!

• A d d  rims
1

4:1111'
* Delete as appropriate. I M A G I M  I

Wily do Super Fareicom role playieg games (see plc)
coestantly to Me charts in Jon, ot never I hardly
'Net. anyway) earn themselves an English-language
release? Do the Japarese know something we don', -
nr are all these games realty hopeless, and were
oft without them? We investigate next ish.

- JAPANESE
G A M E S  -  THE INSIDE STORY

TIPS! TIPS! TIPS!
Well have two complete player's guides tor you next month - Mokey's Magical Ouest and Etart's
Nightinare ate tile two we nave planned at time ot writing - as well as the usual helping ot tips arid
stud in cur Mode 7 pages and (yes!) Ask Me

REVIEWS! REVIEWS!
REVIEWS!
As you can imagine, the biggie next month will be
Slattox. Is there a tame to back up those amazing 31)
graphics? Supet Play Nils all. By no means playing
second fiddle will be reviews of Bafrmn Helton,
Super Strike Eagle, At The ice, Super TUB) & Jetty.
Aker) 3, MVP Footbali, The Addams Family Pugsley's
Scavenger Hunt, Powrruonger and hundreds more.

lots more. anyway ) And, in view or the
extraordinary number ot games Nintendo have lined up tot
tit( release in April, well have loads' R I  I  I  ID. r e v i e w s  too.

Name:

Um. you're probably not going 10 believe this, but, et._ You
remember how a emote at months ago we told you how we'd sent a
Tian into Japan to find out where Japanese games come from And
then last month we expLained how he'd failed horribly, and we'd sent
another, much better, generally more Qualified man after him to do
the job properly? Er Well_ There was this awlul accident, you see,
and Look, next month it'll all be there. We promise. You ought to
see the biceps on Man No.3 - that's him on the lett, Mat is.

Can't wait?
You'll have to hang on

till Thursday. 1 April, when
the next issue of Super Play

makes its debut.

ORDER
YOUR COPY

TODAY!

CARTOGRAPHY
Baffled by jargon? We know the feeling. So we've collected
together all the complicated technical terms we could find.

lichen I s l am A special can that ellowe
to modify games ladding facitities
'Winne lures Of invincibiktyl. See issue S lot
it review, and page 78 for ordering detede

flareplec Thee. Cenle in various forme, but
their basic lob is to allow softwere hem one
country to m o n  a SNES from mother.
'See grey import'. I

Antme: lpronounoed, 'amieemay'l The
Japanese art of drawmg cartoon
characters In Japan, ammo is everywhere,
mien notably in their video genies

W i e r  'The company which imposts
Nintendo gamete Into the UK. and who deal
w i th  all their business over here Cunen t
rummies have a Bendeilllintinndo split oil
the cards, bin it hasn't been announced.

Mem hard-aslaill: Switch eff a normrd cart
and all  your hard work wil l  disappear into
electronic oblivion. Switch off one with
battery back•.in however, and It'll keep all
your high-scores and saved positions safely
tucked away for another day.

e t t  A one or a zero Stick Mae of these
t e t h e r  in the right order and you've got
yourself a game. There are about 5,000.003
in the average cart

M a p  eilialter A simple adaptor that lets
you plug a Japanese can into an American
machine and vice versa

COMM A method tor storing absolutely
huge gams on compact discs rather titan
cartridges The Super Nintendo CD ROM
drive is due to appear late M e  year/early
neat year. and promises to
heater

be a world-
beater

-Share An affectionate suffix. meaning
'dear'. that's stuck onto the and of a name
by the Japanese to describe ha ewner as
Etna The reeently developed habit of
creating small, cote verse:Me of otherwise
'serious' characters like Miamian has
results that are often described as •titans

Milt Central Processing Unit the chip at
the heart of any computer in the case of
the Super hintentio. Ile a ElbscRI5 running
Sr 3 58MHz teary, this probably isn't
helping much', and it's in Charge of all the
graphics and Hound chips that make your
console so tab.

line Digital signal prremeenr. An mum chip
included in a cartridge to priwide improver
3D graplucs, notably need in Piretwings
and Super Marls Kart

Same kp Ninuindo's black-and-Mute,
ri,itterypowered hand-held console.

Rene Mahe Heenby'm neat to the Action
Replay (gel. developed by CodeMastere.
Sec, issue S for a review.

tily import: Nintendo don't tend to re/ease
spume in the UK until several months alter
they've appeared in Japan and the US.
you want to get hold of them sconer, you'll
have to hunt around for a grey import
version The mail order ads ui this melte no
the best place to mart, but, remember, to
use an import cart on a UX matitina
need a norchat adaptor that cons (10-C20.

Ibr ida The J a m m u ,  word ler comm. and
the Kerne of many Super Ninundo game
characters

Nair You're poking right? Maim oii. Ina
only Nintendo's number one game
charemer fend to the number one
game character Mi the workli, e l a i n w d
he's more recognieed by American kids
then Mickey Mouse, Not bad for a fat
Itelian plumber.

altel; Sham for Megabit 1,000,000 bite

aleeelentei m e g a i n t e  -  the size of the
,v,,•reine G i r t

Mega Mire; tOer outs COM, -

Moe I: A feature uninue to the Super
Nintendo that gives you 31) screen scaling
and rotation.

Minim. An adaptor that kite you connect
roar tweeds to one of the ports on your
Super NES. letting up to live people play a
g a m e  n t  once

Nee Mee: A hugely expensive console
made by SNK that's in effect a minable
arcade teething.

i n  Nintendo Entertainment System. The
earlier, cruder console that came before the
Super Nuiremcia Rather like Jorm the
Septum, in fact

STU: The Japanese and American Tv
system NTSC televisions are less thekery.
cunning at SOHz, but are also less detailed.
than trx• ones, while NTSC machines run
fester than PAL one,, and also use the lull
screen for the game image. without having
border, at the top and bottom

PAL: T h e  5 0 H z  t e l e y i r r o n  s y s t r i n  u s e d  i n  t h e
UK. Unless you've bought Sri !Milert
rmcbme. your Super Nintendo will use
PAL. and will therefore plug straight into
your telly's aerial socket. A foreign one
won't, though, so make sure you've got a
suitable SCANT TV (see 'SCART' I before
buying one.

Pk leirieter A piece of hardware that plugs
into a Japanese Of US Super Nintendo and
allows the machine to be plugged into the
aerial socket or an ceemen way

Perifier sereillier The process where
different pans of the background in a game
us-we at retiment speeds, givmg the
impression of depth.

K i s s e s :  POpt i le r  PO Japan ,  a t  leant !  Wu n e e
commie made by NEC.

IPS: Rule Playing Game. One of these
weird Quillen wi th  wraalds, mks and action
points in A l so  occasionally called an FRP
(Fantasy Role Playing) game

M I T;  Posh Tes often have a sCART
Mickel which cuts out a lot of the irrelevant
alleCtronICY that deal wi th television
programmes i f  your letly's got one, plug
your Super Nintend0 min it foe a better
picture. (And If )'ou've tyre an a rgon
machine, you'll have to plug it into the
SCANT Boast, '

lemillegi Sunray the process where tile
background moves &MAR the seteert. kind
of like a newts camera panning,

M k  Super Nintendo Entertainment
System. aka Super Nintendo. The business

Seteuletion Take out one of these lime
nt and 951 awl we'll post your copy

0,1 Series Play to you every womb. Well
worth having!

Seem ken: The bazooka-shaped light gun
Mho tor the Sam Nintendo, which can
now be bought with it.

Sprite; Anything that MOMS around Cal the
same Mario is a sprite.

Separdeck: A convertor, made by ilornby,
that allows you to play NES games on the
Super Nintendo.

kpre °Stemmed Or MS: A Japanese amme
tram W h e n  a rotas is super deformed_ We
all mmashed up, wi th  big, cure eyes A lso
see -Mem

Sepal likeeline The Japanese name for the
Saner  N k t n e r i d e

Saps, VII Cep A new chip that  when
inserted into it cart, gives the game much
improved 31) graphics capabilities. Sterfox
is the lbsi  such game.

k e i t  Our sister magazine, coveting (lame
Roy and NES a5 well as Sayer Nintendo.
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T H E  U L T I M A T E
OAK! 3USTPFG

•  WITH THE ACTION REPLAY CARTRIDGE
YOU CAN NOW PLAY
YOUR FAVOURITE GAMES
TO DESTRUCTION!!!

Po S o  easy to use...if you can play the g e m .
you already know how to use Action Replay.
Simply input any of the hundreds .01 c o d e r a n d
Dust your games wide open!!!

111 N o w  you can play your,gammi-to levels
that you did not know even existed. This is

•the cartr idge the airports use.

ACTION REPLAY
11-11 I N I

I N F O R M AT I O N  A N D  N E W  C O D E S
0 7 8 2  7 4 5 9 9 0  f o r  t h e  S U P E R  N E S
0 7 8 2  7 4 5 9 9 1  f o r  t h e  G A M E  B O Y

I n t o  o p e n  9 - a m  -  1 1 . 3 0 p m  M o n - F r i .
9 . 3  -  1 . 3 0 p m  S a t .

J u s t  i m a g i n e ,  i n f i n i t e  l i v e s ,  u n l i m i t e d
e n e r g y,  s p e c i a l  e f f e c t s ,  e x t r a  f u e l /
a m m o  o r  p l a y  on a n y  leve l .  B e c o m e
i n v i n c i b l e  w i t h  t h e  A c t i o n  R e p l a y
C a r t r i d g e  f o r  y o u r  S U P E R  NESTM,
G A M E  BOYTM C o n s o l e .

• •
b * e i n e m  e t a i l • • - •  Or •  •

P. W i t h  Its unique built•th 'CODE GENERATOfi

E y o u  can actually find and create  your own .cheats, No need to wai t  for code updates. l a
c l i o r o l E . ,  W i t h  this unique feature you have the abil i ty to

l i k . . , . . . a :  crack the l a tes t  games as they 

•

110 A c t i o n  R e p l a y  m o n  w o n t *  a s  am
a d a p t o r  so y o u  c a n  n o w  s h o o s *  f r o m  •
t h e  h u m  r e a m  oil U S  IL J a p a n e s e
s o f t w a r e  a n d  p l a y  I t  o n  y o u r
U K  S U P E R  N I S I  Conooto-

•

L2, _
M_Electmnres

N D

NINTENDO ,  GA101190Y A  'SUPER NES
ARE TRADEMARKS OF a l l i 73 • !DO  OF AMERICA INC.

H O W  T O  G E T  Y O U R  O R D E R  F A S T !

2 2 . 2 ,

A L L  C H E Q U E S / P O S T A L  G I R D E R S  M A D E  P A Y A B L E  T O

L L L  ELLEc-fTIONtes-
GOVAN R O A D .  FENTON INDUSTRIAL ESTATE,  FENTON,

S T O K E - O N - T R E N T,  S T 4  2 R S ,  E N G L A N D .  F A X  0 7 8 2  7 4 4 2 9 2
T E C H N I C A L / C U S T O M E R  S E R V I C E  0 7 8 2  7 4 4 3 2 4

•

Kgraltlait intrrsiKs ,
8LIALZOKZEMEGIS1

I M a l

THE SAME BOY""

, n E T A N T

. . .11100•0 ,  •
m a n n .  a c - r 1 J = n  M N I M I M M . . .  n o

• = 3 . • • • •  1111r
IMPF71.0•1 .  I n c

Pt-7 2 4  HOORDER 14 ITU
0782 4 4 7 0

O R O • I R M A L L Y
D I E P A T  I T H I N  4 8  1 4 , S .,



P R O  T E N N I S  T O U R

SUM M N
E N T E R T A I N M E N T  S Y S T E M

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.

n P

Nintendo

Finchley House 707  High Road
North Finchley London N12 OBT
Tel : 081 343 9055 Fax • 081 343 8544

Nintendo S u p e r  Nintendo Entertainment Systern t h e  Nottendo Product Seals arid other inatics designated as 'TM" are trader, narks or 4r-0,4-do 1 9 9 3  LEI SOFT.


