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Get into your flame proof combat suit, strap
into the cockpit of the AXELAY stratafighter
and stand by to launch into six sanity crushing
worlds, all occupied by the Armada of
Annihilation. Your mission - to seize the
Axelay's secret weapons stolen by the evil
enemy - but be warned, they're not going to
give up easily and the fight of your life is just
about to begin

at Octopus has threatened to destroy
You must help Parodius and his friends in

; their quest to find and destroy the villainous,
scheming squid so that Earth may enjoy life in
peace once more.
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The sands of time are against you as you fight your way
through 20 perilous levels in your quest to rescue the
Princess from the clutches of the evil Grand Vizier Jaffar_
Will you be successful and claim the royal residency before
the hourglass is empty?

PAL VERSION IMO
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SUPER NES

OPEN7
DAYS A
WEEK

SA

NEAR WAILS    2 5 1 - 4 9
MICKEY'S mysr ic  DUES T  2 1 9 . 9 9
STREET FIGHTER I I   . . . .  454.99
.1 %LUMEN 93
N/ELPA 13 . . . . . . . . .  •  •   2 4 4 . 9 9
MARIO KART..--............ . . . . .
INESERT STRIKE  - C 4 4 - 9 9

' A T M  FIRS' -  .......
CEBERNATOR. - - C A L L

WARP SPEED ..........2 4 4 - . 0 9
TINT . . . . .  . ..... ........ -.249.99
CTIMBATRIBES . . . . . . . . . .  . . .  - - - - C A L L

s p a w n s ,  i v   _ _ J A 2 , 9 9
OUT OF THIS PrORLD.-  - 1 . 1 4  _99

AC-MAUER  2 3 9 . 9 9
SOIL M A D E R  ..... . . . . .
cooL W M  LI) ............. . . . . .

CHUCK ROCK-  ..... . . . . . . . .  - . 2 3 9 . 9 0
KING Of "THE MONSTERS-   1 . 3 0 . S 0
PoWER ! O U S T S - -  ..... . . . . . . . . . . .  -142.90

BEST O V I N E  Ars , '
niutzr.  ON 2 3 4 . 9 9
St PER A LESTE - L 3 9 . 9 9
WORLD LEAGUE SOCCIAL. . . . - - -  .....

AITILAY - 2 4 9 - 9 9

NITER PLAY ACTION FOOTBALL
RACE DRIVEN . . . . . . . . . . . .
RAMPART ...... . . . . . .  . . . .
AMU'S NIGHTMAILE -  - 1 4 1 . 9 9
,mAGic 59,TIRD ..... . . . . .  - . . . . . . .
PRESTE OF P E / W A - -  .....  A 4 4 _ 9 0
I ;UMORCE. .  ..... - ..... . . .  . . . .

GHOULS &  GHOSTS . . . . .   J 3 9 . 9 1 /
St PER BATTLE TANK . . . .
M I N T Y ' S  I V N  HOUSE . . . . . . .

Q-IIIIRT 3 -  ..... - ..... . . . .  . . . . .  - 2 3 4 . S 9
T O M . . . . . . . . . .  . . . . . . . . . .

HOOK 4 . 1 1 1 J 1 9

......
EX/IllAYIT . . . . . . . .  „ - - -  .....  C A L L
M I S T R A L NEVA .......... . . . . . . .

PHAIANY .. . . .  .Z.30
DOUBLE DRAGON  a 4 , 4 _ 9 9

J L f M Y  ormodults TENNIS - - - -
STRIKE GUNNER L 3 9 , m q
?OGLE MANSELL GRAM) PROI C A L L
AMAZING T E N N I S - -  -  ...... . . . . .
LOST VITIL%rGS -  . . . . . .  A44. RR
DRAGON'S !A IR  2 4 4 . 9 9
HARLErS HUSIONGODS
AOS'ENTUTIE- - -  ........... . . . . .   - 1 4 4 . 9 9
MIXVIIPOLT 2 4 4 . 9 9

2 4 4 . 9 9

BENG COMMANDER . . . . .
NurEtt NBA....-..... .............. . . . .  - . J 4 E 9 9
CALIDDICYLI GAMES I  1 . - V I  99
STAR FOX . ,

M E W  LT'S R AV E M i E R  l i t  ' N T - -  2 4 4 _ 9 0
BLUM' THE BOBCAT . . . . . . . . . . . .  - - - - C A L L
MARIO  - 1 2 & 0 0

Ow premises Ere iitiging with gams. KI fOlou
dual sof what you Riot do nod & s p i t  Iasi GOT
0' ',34.31.301, 4Ik uclit o u r c l u x i  nill
ssi-A,01 In you tht smte ru!, p r k t s  subject lo
(boor nod atelisoalts• NM aid pickmittsp -
Wines it-SO Itaisdbelds ES - Consoles /760
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)  Z A P  C O M P U T E R  G A M E STECHNO HOUSE-LOW LANEHORSFORTH1°7 L E E D S  LS 1 4OF

STAR wARs

MAIL ORDER SIZZLINGLY HOT LINT0•5•3•2 5001101
LOW LOW PRICES -  ALL THE LATEST GAMES & MACHINES -

SUPER QUICK DELIVERY - NO SILLY MEMBERSHIP FEES REQUIRED
TO BUY. OUR MOST FRIENDLY STAFF ARE WAITING FOP YOUR CALL.

LAP HOURS: gam-7pm Mun-Fri • Sam-1 30pm Sat and Sun FAX NO: 05:32 5E16523

0 1 Mt SBNICEI AND PRICE
.ss

-
NRA ALL STAR clIALIENGE .......
GRADIRS

FOOTBALL I V RY
FIRST W O R M ,  -  C A L L
str ruz  STRIKE EAGLE-  ..... . . . . . . .  -1441.99
Hri. THE ICE -

.um EARTH  . 1 4 9 . 9 9

STREIT . . . . . .  -  -  - C A L L
DUNGEON SLISTER... ..... . . . . .  - - C A L L
HUNT RIR RED O C E L I R E R . . . - - - - - - 1 4 . E . 9 9

TINY TOONS . .  . . . .  -   -  4 9 - 9 9
RIWHIM; BEAT . . . . . . . . . . .
COMBATRIBES  2 4 9 . 9 9
1117fLIN RACENG ...... -  ...  . 1 - 4 9 . 1 1 9
KING OE RALLIES.

PARODU 5 2 4 4 . 9 9

BATTLE TECH. . . , . . . -  .... . . . . .  . . . .
N A M E  SITER PINBALL ..... . . . . .
VI  GRAM)  PRIX PART I I  . . . .
POP 'IV I W / N  BEE . . . . .  . ..... . . . .  .CALL
NOSEERATU., ..... . . . . .  . . . . .  - - C A L L
DEVASTATOR. -

JUNGLE WARS ...  ( A L L

rost ro iss  OE . . . . . . . . . . . .  - - - - C A L L
ASSAULT SUIT PALMA,.  2 4 0 . 0 9
SI-PER KICK t r o n m ;   •   C A L I
BATTLE GRAND PRIM ...... . . . . .
SITE?! F l  CIRCUS......... . . .
ALDEN-DBE I S L A N D -  .....
I R M A A I T S  .  _ 1 . 2 9 . 9 9

SUPER DIrNIE STAIL- ..... - - - -  ......... - - C A L L
EVIERNATIaVAL I I ;NNIS T O M -  - - - - G A L L
IDSHEs COOKIE  C A L L
D E M I  DANCE . -  ........... - - -  ........... - - C A L L
NTAR FOX CONVERTER   2 1 4 . 1 A 9
FT EXHAINT H E AT H .  . . I . K 4 . 9 9
HAMELN RETII INS 2 5 9 1 3 9

"-Arm, M E X . -    C A L L

O R D E R  F O R M
Send to this eddre,
ZAP
TECHNO HOUSE
LOW LANE, HORSFORTH
LEEDS LS18 ADF

•

BUYING A Lb." CO ls ‘
s JO NINTENDO OM& IO

PRICEOf
Ott-Utr
',MAO

oasabe to ZAP

METAL MAX .. . . . . . . . . . . . . . .  . - - - . . . . . . . . . . - - C A L L

ART OF FIGHTENG, -  2 I 7 s . 0 0
WORLD HEADEs . . . . .  .  1 3 9 . 9 9
BASEBALL STARS _  ..... -  ....
RING (Jr THE MONSTERS El- -   2 1 2 9 . 9 9

LAST RESORT . . . .  ......

SENT HMI . . . .  . . . . . . . . . . I I  19.80
SITUATION NATION .................. 0 . 9 9

MNDELO . . . . . . . . . .
_U12.5 f i n

GIIIICT PILOT - ..... - ..... .  .....
N ITER SPY . . . . .  . . . . . . . . . .   - . U M W
BURNING E I G H T - -  2 9 5 . 0 0

ITIOTBALL FRENZY 2 1 2 5 . 0 0
.s90
KING OF THE MIASCSTERS . . . . . . . . . . . . . . . 295 .00
MI/OCEAN L O R D - -   2 9 5 . 0 0

LEAGUE BOTYLING . . . . .  . . . .  - ...... -065.00
TOP PLAYERS G O L F - - - . . . .  .....
MEMORY CARD .......  2 2 9 . 0 0
JOYSTICK. ......... . . . . .  . . . .  - J 4 9 . 9 9
JOITAD C A L L
LATRARED STICK C A L L
WORLD HEROES IL . . . . . . .   S O I A N
3 COUNT DOI . . . .  . . . . . . . . .  -SOast
VIE WPOLST ...................
FATAL I I  MY U.,  J . : 1 9 5 . 0 0
.sinE KICK SOCCER... ..... -  .... -  2 1 9 5 ,

„•cosTsoysou)00:bc.
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SUPER PLAY EDITORIAL
FROM THE

BIG CHAIR
THE NEWS YOU NEVER THOUGHT
YOU'D HEAR: CHEAPER PRICES ON THE WAY!

Our full contents listing starts just over the page C D

I I  you went into Toys R Us at
half-term (sometime in the
middle of February, depending

on where you live), you could have
picked up an incredible bargain. In
a two week special' they were
selling the stand-alone UK SNES
(no games attached) (or an
incredible £79.94 - which is E30
below the old official 1111PI

The reason why is simple -
Nintendo managed to persuade
shopkeepers to take around 700,000
units in the last months of 1992,
machines that (though sales were
healthy) haven't all been shifted yet.
With the news that Nmtendo are to
split with their old UK distributor
Randal and set up on thou own,
retailers have taken it upon
themselves to shift the remaining
old stocks the best way they know
how -  selling them off cheap.
Hence the recent Toys R Us pnces -
and hence the generally much
lower prices some mdustry
insiders are prechctma over the
months to come

But why are the stores so keen
to get nd of old stock'? The answer
is actually quite significant. You see,
with the newly formed Nintendo OK
now taking charge of the UK
business, the firm's number one
priority has to be to cut down on the
lead Saga's Mega Drive has over
here -  and to cut it down fast. The
quickest way to do that will be to
have official UK prices undercut
Sega's by a significant amount -  a
price war is coming, many shops
feel, and they want rid of their old
Super Nintendoes before it happens.

So are Sega and Nintendo going
to go at each other tooth and claw
this year, in a fight to dominate the
16-bit console market? If so, it's
going to be a very tough scrap
indeed. A scrap

Matt thelby
Editor

that, in the short term at least,
seems likely to see game prices
slashed across the board. Whatever
happens, it looks like it's going to be
a pretty interesting year...
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SUPER EXPRESS
Super Play's World
News Network
The latest news from all corners of
the globe, beamed directly into your home.

ONLY IN JAPAN
Where on earth would you find a game based on
mayonnaise? Only in Japan.

SUPER PLAY'S HOT LIST  1 2
The recent Super NES releases we play the most -
revealed! (Have you got them yet?)

LIVE FROM HELL CITY
A report on the Japanese coin-op show, another
on the latest Japanese games, and a third on
Japanese... hospitals? What is going on

1 4

COMPETITIONS . . . . „ . . „   1 7
Win Supei Shouting Watches, gdinCS,T-511I115,
caps, videos, models, posters - and more!

ANIME WORLD I B
Your guide to the world of Japanese animation.

BOOKS 2 0
From Jonathan Davies comfy chair.

CHART THROB  2  7
The only SNES charts that count, from Japan and
America, as well as Britain.

2 4DATEBOOK
Your complete listing of the new Super Nintendo
releases from the UK, the US and Japan - you
can expect to see over the next couple of months.

ASUPER PLAYER'S GUIDES
Bolb Super Player's Guides this month have been

pot together for us by games expert Allan Brett, the
Not' Computer Games Champion 1992.

ey's
•,.,

One of the best
looking, cleverest
platform games
ever - solved!

ur guide to
urviving an
counter with
e Simpsons -

nscathed!

C O N T
SPECIAL FEATURE

HE STARFOX CREATORS
specially-extended interview  2 6

As you've probably gathered by now, the power behind Stadoxis amazing

l i t o t ,  hics is provided by the new Super FX chip. And the people

behind that innovation are Argonaut, who're based right
here in Britain. That being the case, we simply couldn't
resist the temptation to go along and have a chat to them.
You'll be surprised by what we found out...

CIAL FEATURE

S O  SPECIAL FEATURE
SHOOTING STARS

Poosing the best in controller
r upgrades for your SNES 6 2

Super Nintendo joysticks and controllers seem to be
breeding like rabbits - and some of them are very good
indeed We find out which ones are worth the money,
and which ones are best left un-waggled.

REGULARS

C NEW TO THE Wi l l i  7 6
New to the LIK. and new this issue - our round-up
of games we've reviewed before, but which are only
now making it onto official British release.

Super Plays very own fount of gaming knowledge
answers your tricky technical questions. He hasn't
been beaten yet!

REALMS OF FANTASY
RPGs and the Japanese 4 4

They constantly top the charts in Japan, and scuffles break
out all over the country when a new one comes out. Yet over
here role-playing games are virtually ignored. What is it that

causes the Japanese to spena so mucn nme stem at glans
full of text and little goblins? And which are the most popular
RPOs of all? Super Play investigates.

„•,.38

Pages and pages of bang up-to-date playing tips
and cheats, plus our very own Ade answers your
questions in his own inimitable style.

.77 (  PLAYBACK )

80

A whole page of top-notch Super Nintendo bargains Your  letters. pokes. comments, suggestions, rather
-  Including a brand new joystick offer! Go on - f a b u l o u s  envelope artwork and, erm, other bits and
treat yourself p i e c e s  as well.

8 8

Your complete guide to every single Super
Nintendo game in the whole world ever (more or
less) - with a rating for each one!

84

MAY 1993



GAME REVIEWS

1 , 1 1 1 1 1 1 .Guess which games been getting us most excited"-"•
Super Play this month. No, it's not Psycho Dream, a
useless Japanese fighting game. Nor is it Evil Sword—
which is also a useless Japanese fighting game. Nor is it
the supremely tedious Aerobiz. And its certainly neither
of the nobby board game conversions we've come
across — Monopoly or Clue. We've had fun with Cosmo
Gang: The Puzzle, but that's hardly the answer. And.
although Batman Returns is one of the best film
conversions ever, even that's not it. Nope — the big
Import game of the month, the one that makes op for the
failings of all the others, is Stem. And it's lab.
AFROP.I7 0
Ever fancied yourself as
an.., airline contra&

itt
And in great style
CALIFORNIA GAMES 2.13

o r r f u l l y  useless
. HRH BASFBAL1,75

Very, erm, baseball-y?
ri
Or 'Clued°. to us Brits

i COS MO GANG:
THE P1J77I S 7
They're back!
EVIL SWORD 5 3
Don't lose, Evil Kendo!
THE HUNT FOR Kr)
OCTOBER.
Submarine shenanigans
JEOPARDY
As bad as it sounds

MONOPOLY. 1 4
What's this? Board game
month?
11 Li f1IJARTERRACK. .88
Or Yankee sports month?
PSYCHO DREAM... 5 1
Or just trap game month'?
STAR FOY 1 4
Puts paid to the 'crap
game month' theory
s u r n  8 I K1111 IM Aft 1 8
Or maybe not

PRO WRESTLING 2 4 8
Multitap compatible!

l[ • K E T B A L L
More basketball? 7;
UNCHARTED WATERS...72
No no no no no
USI-110 AND TORA
Ditto

bAt MAN RE1111iNS
Konami rarely put a foot wrong, but with this
great, moody film be-in they hit the target
spot on. Find out why it's a must-buy on.....40

C O S 1 M
GANG:
P117.7.11' •
Tetris with
Cute, smiling
spaceships —
or is it more?
We tell all ilr/

PRO
°DARTER

Slick Mode 7
graphics add
loads to a
Sports game:
discuss

surtil NBA
BASKETBALL
One-on-one
action for real
basketball
fans — but can
the rest of us
enjoy it too?72
111E 1-11A1
FOR RED
• •:1-013ER
Clever?
Beautifully S T A R  FOX
presented? G a m e  of the month? No — it's game of the
Good? I don't year,  so far, and quite decisively too. Find out
think so... ,52 what makes Starfox so great on • 3 4  ,

(ir SUBSCRIPTIONS )
a lot simpler by taking out a

a- save yourself some dosh into
Cfoulf be being kind to wildlife too.)

aUPERMAVET
Pick up a bargain, or off-load some stuff you've

--ed with. Whatever you want to do, you can
- •  -n Super P '  AmC 't's trtw

C NEXT MOcH
what's happening in Super Play next

(Or what's hopefully going to be
aopening, anyway.) Plus: Super Ouiz answers!

94

56

98

• • R E V I E W.

ISSUE 7

MAY
1993

LAIIMETREVIEM-VS

A BIM TO1111 Production

Not only has Pugsley's
Scavenger Hunt
brightened up our
cover, but it's
brightened up our lives
too! (Bleurghl — Ed.)
We also look at The
Terminator, plus a host
of others now earning
proper UK releases.

PliGSLEI
SCAVENGER HUNT BROTHERS
It's glorious! 3 0  I t 's  okay-ish

CHES:,1
It's exactly — exactly —

.66 what you'd expect 6  I

MAGIC SWORE P E B B L E  BEACH GOLF TERMINATOR W A R P S P E E D
Not magical, but no T h e  best officially F i l e  under 'missed I t ' s  no Starfox, that's
washout either.  6 3  released golfer yet SS opportunity' 5 8  f o r  sure G I

E6



ALI
CLI

SUPER E1
SUPER NINTENDO NEWS NETWOR SUP NINT

JI

Favourite object: o t t a n i
- a n d  vrby: M a n t a

Worst pain ever experienced:
When k e n  leg was health

,
Middle name
Preferred breakfast cereal' , f •ko-

I wanted Super Marto be called:
• in Review'

Fve been playing: "qatforr, Pro
Quarterback, t 'ugsley's
Scavenger Hunt,

Favourite °Meet The Belt Jar by
•

-.And why!
l e e ! ,
Worst pain over experienced:

;Low just how

a n t i  i  CRtC4V,1,1 o p e n
Middle nuns
Preferred breakfast cereal:

I wanted Super Play lobe called-

I've been playintri - t r .
y.

Favourite oblect: A
and why

Worst pain ever experienCed:

Middle name:
Preferred breakfast cereal:

I've been playing:

111.1 i

This month in
our news pages:

the latest
Japanese

shootern-ups
previewed; yet

another CD ROM
update; win

some fab
Shooting

Watches and
other goodies;

Peter Evans
reports from

the recent
Japanese

arcade game
show; and loads

of previews of
new games!

ALL
CHANGE AS
THE WAR

R e s t r u c t u r e  WHOITTHS SUEPGA

Nintendo
L a s t  month we revealed that Nintendo were

planning to split with their long-term
distributors Bandai, and take direct control of

the European side of their business for the first
time. Well, this has happened all right, and
!cater than we thought l o u r  now
companies (Nintendo UK

Entertainment, Nintendo France. Nintendo
Belgium and Nintendo Netherlands) are now
handling sales, marketing and distribution (but not
development or manufacture) of Nintendo video

game systems and own-brand games across
moat  o f  Europo 'N inny nv nrinoini crtmff nrra

with the UK branch, though Bendel itself
continues to operate in the UK, handling
SNES products from companies like
Capcom, JVC, Taito, Interplay,
Tradewest etc_ Indeed, the two offices
are located only yards from each other

in Farcham, Sussex. so close co-
operation between them can be assumed.

Details of how Nintendo's takeover can be
expected to effect things i nc lud ing  whether it

will mean lower prices on at least some games, as
has been predicted (see From The Big Chair)
be announced soon, and reported next month.
Rumoured to be said at asartilcially law M N  price point - Medi. It
true, IlleaRS Nieloodo will be throwing away mach al the profit they
tumid otherwise mare 011 WS morr-expeosivelban-nomarkto-
manufacture cart in !avow ol getting a waarre new product out there in
ig numbers - it's Starter. Could this sort of bold marketing decision

be the sort of thag we cam aspect ot tile new NiMoodo UK?

i t

I wanted Super Play to be calledJASON BROOKES
SUE 
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1- N o w  PC Engine gets
Street Fighter II!

W e  already know that Street Fighter II - the biggest
SNES game to date, and responsible for much of the
success of the machine worldwide - has been

converted by Capcom for release
on the Sega Mega Drive, the
Super NES arch rival. This is, as
far as most Super Nintendo
gameplayers are concerned,
terrible news -  but there's
worse to come. You see, NEC:,
successful (in Japan, at least)
PC Engine is getting the game
too - released on a 16 Mbit Hu-
card. not CD -  further eroding
the SNES gameplayer's claims p c  Emilie Ns, Sd • , t v t

t..o the game Where will it end?
and Sega Mega Eirh., i a a t

THROW AWAY YOUR
ADAPTOR (AGAIN)!

First, the bad news

0  nce again, the advance of
technology means that
everyone's universal

adaptor is out of date - even
newer ones that work with
Mario Kart et al, The problem is
caused by Starfox, and any other
gullies that use the new Super

And now the good news
But already the first Starfox-compatible

adaptor has arrived! It's called the 16-Ibt
Convertor, it's made by Jive Consoles,

(0609) 211336, it costs about CIS
(phone to check) and it works with

Slartott! The difference between
this and older adaptors is simply

that it's got wider connectors on it,
to incorporate the extra signals

that the Starfox cart uses to send
graphics information to the Super
Nintendo. So you will, after all, be

able able to jump the queues and buy
an import voialon ol t.Iio 9nalc.

It's the new StarkeeemearibletBett Converter,

FX chip. They sunply won't
work with current adaptors, no
it's useless trying to get
imported Japanese and US
versions of the game to work on
your UK SNES. And the official
UK release is still a month or so
away (29 May, we're told).

Chun Li
lookalike fever!

T h e  latest craze in Japan - dressing up
as characters from Street Fighter II,
particularly Chun Li -  is now sweeping

the world Amencti has already held at least
two WU kokalike contests -  one giving away
a Nissan 300ZX as top prize! -- while a recent
contest in Chiba ended in a brawl, with two
contestants apparently decidtng to prove
their worthiness to represent the self-styled

'strongest woman in the
world' by beating the
stuffing out of each other!

Now Super Play is to

Lett and below:
Centeslants it
Me recent
American Clem Li
lookalike castests.

?-011,141111

hold the first ever national Chun Li lookahke
contest. It will be sponsored by a major
industry player which we'll reveal next issue, 41
but the prizes will be fab, including a Honda

\CRX car, a guest appearance on

TV's Gladiators (where our
lookalike will take on Jet and
Flame at various contests), and

1 a trip to Tokyo next April to
li I  take part in the international

Chun Li lookalike finals. Start
getting your costumes ready
now -  all the details will be
revealed next issue!

L
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SUPER PLAY
PROFILES QUIZ
One member of the sutler
Play loam was a ibill eta)
child star, playing,
amongst other things, ace
of the lead roles in AnnOe
Get Toot Can at the
Helogem Theatre in
Reading .  Our  b e r e l h e r e i n e

says ol tier experieece
Inol very revealingly)
was pleat.' Bill which
reenter oh the team was
it? Send you answers to
There's Na easiness Like
Show lushness, Super
Play, Future Publishing,

Morimoifth Street, lath
Bat 25W, arid you could
will a T•shirt! Last menth's
answer: Jet was the guy
whose parents pied to
deliberately leave him la
supormarkelm_ The winner
was Man Dykes of
Liverpool.

•
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Morc odds and nods (but
mostly odds) from that
home of the bizarre, the
Land of the Rising Sun...

KAP'
HOLD THE MAY01
Oddest partnership of the
month has to be that between
Nintendo and Japanese
mayonnaise giant Ajinomoto.
The result is Wonder Kitchen,
a mouse-controlled SNES
game that'll be given away at
the rate of 2.000 a month as
part of a promotional
campaign, and which centres
on recipes involving
mayonnaise, We're still trying
to think of one recipe that

uses mayonnaise.

This is what Alinomoto's
mayonnaise looks like!

CONSOLE MANIA
Sega now has a rival in the CD
console business - but it's not
tardy Nintendo or NEC. It is, in
fact, Japanese computer giant
Fujitsu, whose new console -
1Aarty'(l) -  will be based on
their FM Towns machine, (The
cheapest FM Towns is over
E1.000.) The new console will
run FM Towns software (both
CD and floppy disk) plus audio
CDs - Fujitsu reckon they'll
have around 300 Marty-
compatible games released by
the time you read this

Taking on the console medial with
Natty, and - yes - it will actually

look like this!,,,

Above. right and lar right: Various scmashots from

SUPER AIR DIVER
--moot -  (ASMIK)

D o n l  get too excited. but Asmik,
producers of such shoot-'em-up
disasters as 0-Force and Xardion,

are getting ready to release a jet flight
simulation in a style similar to that of

As Nintendo's game, a
0 a e a  to help with the sprite handl%

ii- and the movement of the 30
1  landscape No release date has been

fixed yet, but well keep you
intormed as to whether the quality
(hem, hem) will approach that of
Nintenda's classic game,-  ,

Super Air Diver, soon to be reload an Super NES.

T h e  Japanese take Street Fighter IT very
seriously indeed. A contest was recently
organised in Tokyo by a company called

Pony Canyon - the people behind one of the
Street Fighter II soundtrack CDs - which was
entered by 10,000 people.
The contestants played
V I I  against Maki Miyamei
and JUnichl Yamamoto, •
who play the parts of Chun
Li and Ryu respectively in
Capoom promotions. The
lb eventual winners took
away - wait for iti -  a
Capcom joystick eacts. -

STREET FIGHTER III
ON THE WAY?
S u p e r  Play

sources in Japan
claim that

Capcom is currently = -
working on a new
fighting game that
could easily turn out to
be Street Fighter 117 - the
big l ima lining that We net
just 16 Mbit, but a whopping 32 meg! Other

details are
&  sketchy at

e r b -  A n  present, butWe'll keep you

a l p s  we

Top and above:
Fighting Street
Fighter ii-styls.

Right: Will
soon see SF

THE BEST EVER BASEBALL GAME?
Super Famistar 2 (Nameot)

hen Jonathan Cild 1-1.5 mammoth baseball game

Vill round-up in issue 2, he pointed out that the very bestbaseball game may have been one that we
didn't manage to get hold of - Super Family Star from
Namcot What he didn't realise was that the game is
really called Super Famostar (an abbreviation of Super •

Family Stadium) and is the biggest selling baseball game O Sin Japan
We're still

not sure how
it plays, but
one things for
sure - Super
Farnistar is
amongst the

better-looking baseball games
" around. And the sequel looks even

betted We're promised four modes in the game, three of which
were in the big-selling version for the Famicom (the Jap NES)
The new addition is a facility for creating your own characters

and teams Of course, this will all be handled
in Japanese text, so it's unlikely many
copies will make it into the UK, given that
baseball's not that popular here. Look or
a brief review next issue.

Far lett: Solna fat a ham rile.
laft That says Sem Forager 2. lamest!
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THE NEXT BIG BEATEM-UP
Final Fight 2 (Capcom)

Below: Evil
Doc Murdockog 

'I'm back hi kick ass!'
growls Haggai-. 'Grrrrrirr

POP'N TWIN BEE (Konami)

it, 4, A l t - 7 3 4  a t
(Th

H e r e  at Super Play we
see lots of great
looking games. but

few have promotional
artwolk tab enough to rival

Pop'n Twin Bee's. So
we've decided to give
it even more coverage

before our review next issue. Twin Bee
was originally a coin-op which made it into this
muntry under the Idle Bells And Whistles
Conversions followed onto the Famicom (NES)
• - -! PC Engine, and this new Super Famicom

is actually a souped•up sequel with the all-

L .  f l e  eel Pap 'ma, Twin See! Ibis la an oad-al-
level km - a Waal metallic attidet Mac

L ast month we showed you a
couple of screenshots from this
much-anticipated beat-'em-up.

And guess what? Here are some
morel The biggest problem with the
Original game was, ol course, the lack

of the all important two-

player mode, something that
the sequel will definitely include, This time there's no
continue mode (BO? - Jonathan.) and Cody and Guy
have been given the boot, with two new characters,
Carlos Miyamoto from Brazil and Maki, Guys childhood
sweetheart (who also controls her lather's Dojo!), taking
their place. In case you were wondering, Guy is away on
a trip trying to get harder and Haggai and the two
newles have to head to Hong Kong to take on Mad Gear
who has kidnapped Maki's sister, Lenna (who is Guy's
fiancee) and Guy s old Mentor! Confused? Anyway
that's the tab plot. Improvements include better moves,

important simultaneous two-
player mode preserved.

As in the original game, Daddies
come in all shapes, and are
very weird. For example, in
Dandelion Town (level one)

you're attacked
by all kinds of
trurt Including
pineapples,
bananas and
grapes. all of
whom shower you with bullets.
Really tough Daddies can be taken out
with a brand new weapon - the boxing
punch. When you loll Daddies they leave
bells behind, a bit like those in Parodies.

which power up your
current weapon if you
collect them,

of

Hurray for Pandas!
54 mpg and only
E4,I199 on the marl!

4.• _ m o w '

Far left: Haggar's inept°. kick take,, nut a couple of
thugs. Centre: Maki got bored of school martial arts -
they were too lame for her, apparently. Above: Hey!
ihogar not  come cool new sotto lightinn boots!

meaner baddies and the backgrounds are more Parisian
than ever before (despite being set in Hong Kong). You
won't need especiaily keen eyes to spot the Arc de
Triomphe and (erml Charles de Gaul Airport as you
punch and kick your way through the Clloriously pretty
landscape, that's for sure. Due on an 8 meg cart in
Japan in May, with a Stateside appearance a few months
later. Look Out tor a review soon i t  should make
Streets Of Rage lion Mega Drive look a bit, well. crap,

MARIO
EASTER EGGS
Chocolate Island Revisited!

w a l l  Easter slap bang in the
middle of the month, what
could be a more fitting

Merchandise Of The Month than - yes!
- a Mario Easter Egg? This- particular , r . .  .

one has some niee pictures of Mario411._',Luigi. Princess Daisy, Bowser and co r 'rr . . l a ,
(in parallax, no less!) on the front, a
free *Do Not Disturb door hanger on
the side, and an (easy) Princess Daisy
puzzle on the back. And the egg itselr?
It's sort of chocolatey, with mushroom-
shaped jellies inside. It's not exactly
massive for £1.45, but then what do
you expect to get from Nintendo -
something cheap?

0..•••••
r -

•••••

•—•En

--1-'1'raraggfgr
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FIVE NEW SHOOT-' EM-UPS
(AND THEY'RE ALL JAPANESE!)

Darius III
(Talto)
There's already one version of Darius for
Super NES - Darius Twin. But it's not
actually out in the UK yet. and met be for
another coLple of moMhs at least. In Japan,
however, Things have moved on a bit; there',
actually a new, original SNES game -
Darius IP -due soon. First, though, Darius
Twin. While hardly a spectacular blaster. it
is a Darius game, and that's good enough for us. Were xinda tori c r s  c',u see as we
are ol Twin Bee, because it's a perfect example of the way the Japanese excel when d comes to
game design. Okay, so we're mainly talking aesthetics - all Ite tank robotic fish and huge

metallic guardians etc - but the mutti-doce level layout is a
neat feature, and the way Me attade onginal was spread

over Mree screims *es leer short of brilliant.
Currently dte test Darius game on a

Nome system is a CO SOU version on the
r-- F ipe iwith an even better one

-?.ring Soca so let's noee this new
er NES version Oaf WSW mil give

our machine a Omen vielsion of its
own. Darks Il/is tri is early %ages ot
develOpment at the mcrent, so demi
expel:, a !time for Our* a nil* yet

Darius IIfeatures spectacular
coin•op-style graphics throughout.

Sonic Wings
(Video System)

Sonic Wings: Strike Gunner revisited?

Sonic
Wings is a
little-
aeroplanes
velical
scrol let in the Stoke Gunner mould - but much
better looking. With lough end-of-level bosses. a
selection of planes la choose between, some top-
quality power-ups, and (possibly) a No-player
mode, it looks like it could easily carve a place for
itself in the affections of UK gameplayers. Met all,
Video System's last release (the neat Supef
Vo//pkI became a bit of a Super Play lawounle

Our type of shoot-'em-up
Super S-Type 3 (kern)
As S110611 in issue 5, kern recently released the third coin-op in their 11-type series, fl-
Type Leo which boosted flagging interest in the games. Now they have announced plans
to develop a second version of R- Type for the Super Famicoin Ifs not yet been decided
whether the game will be an accurate translation of the third coin-op or, as before, a
mixture of previous games with original ideas thrown in. Surely essential, however, is that
hem gel around their perennial slow-down
problem -as mentioned last time As we all
know, its difficult tor a blaster to be tun if
action slows down repeatedly Exciting news
then, but it's still not guaranteed that this'll
make a great game

100% Cotton!
(Datam Polystar)
One at the cutest blasters set to
appear on the Super Famicom is
Dawn's conversion of Ca/tag a
little-known coin-op Cordon's
actually the name ot a witch-like
term rve who rides a broomstick
through seven levels at scrolling
and shooting action. desperately
trying to save her boyfriend Willow C o t t o n  Ilies past as

backdrops. The game loowho's been kidnapped. Yes, its
rote-reversal time! &tit@ why she's '100%'
this time we're not sure, but we can only
guess that everything from the coin-op will
be included, as with Hudson Soft's PC
Engine Super CD version that's just
appeared in Japan Unfortunately. Clatam's
back record isn't the most impressive
around, with games like Musya
aroma Knight and this
month's Sword Of Darkness
all tailing to make the
)rade. Let's hope
'hey pull their
•,-.otton socks

.ro for this one *-  it looks too
good to waste.

, r o •  • -  • • • • • • • • • , A ,
111

A, .

Bio Metal

Lotton's magic broomstick can shoot
out this magical lire dragon
on occasion, frazzling most

things in its path.

(Athena)
.ust moored Japan, and it looks

to cur ern at least a tiny bit like a PC Engine
gam called Deal Moon (also by Arlene} So it
quite possibly a sequel,
teen Bur, more importantly,
this 8 Wail blaster features
some really lovely graphics
and eight levels of varied
whorl. Naturally, power-ups
vent exactly thin on the
ground either, with wide
lasers, homing missiles and
some Darius style wave
weapons being lust a Few of
tie accessories available for taking out the alien colonies. Now all we need is some bad
programming and well have yet Miter shootjem-up to file under 'Nice graphics, shame aboul
the slow-down Apparently the game features 'a system where the difficulty level is adjusted
according to the player's individual -  something we've heard before, but is rarely
apparent when you're actually playing the game Whether this will extend to cover Marrs
'individual ability' remains to be seen, though with any It)* we'll let you know next month

Lovely bright
graphics

abound as
sorted cute baddies and
ks good, that's for sure.

Bio Metals
graphics are good
looking, true, but
hardly spectacular.
Isn't this sort of
organic metal stuff
old hat by now?

Complaints
about the
graphics aside
you can't deny
this blaster
features some
Impressive
boss creatures

SUPER EXPRESS
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'I'M GONNA RIP YER SHORTS OFF!'
(and other assorted wrestling terminologg)

• ut i t14; t : t i t ;  n n a  •  -4;t:tN:t;t:4:
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W W F  fans bemoaning
the lack ot decent
wresting action on

the Super NES will be teased
to lean that there are two
wrestling carts on the way from
Japan! And the weird thing is
that both titles seem to be
virtually identical - its almost
like there's a head-to-head war being waged
between the two companies responsible!

The first game, from Vane, which is
called Soper Pio Wresting, teatures 10
members of the New Japan Pro Wrestling
Federation and Iwo different playing modes.
along •eoith scene lethal moves tit; ,  • lie

Scorpion Death
Lock, the Yakusa
Kick and - wait tor
it - the Dragon
Slipper (I).
The second game,
from NCS. the
producers of Assault
Suits Valken. is
called Japanese Pro

Wrestling It, too, features 10 real-life
wrestlers and a colossal seven modes. ODE of
which is a lag-team option for 10-player
matches! Super Multitap compatibility looks
a possibility here, Both games are due to
appear on whopping 16 Mbit cartridges in

about June. and you
can probably expect
a battle as to which
one gets into the
shops first. Look Ott
for reviews of born
games in Super Play.

•bove". Japanese
Pro Wriestiing from
NCS will probably
be the better game.
Left: Super Pro
Wrestling features
nicely esktaind
sprites thliNlit.

S e l :

o u t '
Tons 'II' Us
takes off in

Japan!

I w a y  doesn't come much more ironic thee
this: The Japanese are now having their
own games sold to them - by the

Amencanst Despite first seeing foot in Japan
less than two years ago. Toys la' Us, now
tar and away the world's biggest toy retailer,
s rapidly becoming the biggest toy retailer in
,apan too. leaving the countriis native toy
:.lops wondering what's hit them. Success
seams largely due lo the chain's sheer size,
which means it can buy toys much cheaper
than everyone else, and sell them at

One of T.. , s fl• Us' many new
Japanese stores - the US toy chain is

doing very nicely indeed, thank you.

correspondingly lower prices. This being the
case, Japans naturally economically-
minded games players are starting lc
change their allegiances - and in huge
numbers, too. They must be - the ccapany's
total sales for its first kill year ot trading
amounted to a very healthy V12 billion
(about £70 million).

you ab le  to beam games
Is one to beam f r o m  space? Like this! _

games  dkectly into peca)les
atill171

es, via a satellite link To be able to E J A - 3 - 4 - kadvantage of the system you'll need a
lite dish (a Sky one is unlikely to

and a supply 01 blank cartridges, •
games downloaded into

be erase e at a later dale Ott;
you'll probably need lots of case. too-.
'I expect the service to be tree. Launch
is still a couple of years off and, as

e only applies to Japanese Super.
owners.

SUPER PLAY'S

HOT LIST
As well as the games we've rated

highly in this issue, these older
ones are worth a look. We play 'em
a lot more than we probably should.

',Minna)
II you liked lemmings, but you're II-Joule
For something a little more hard-edged, a
little more adventure-based, a little more

atmospheric, and (maybe) a little less
immediately addictive, King Allhor's World
is your game We've had great fun with it,

and haven I even come close to
conquering all the levels.

ASSAULT SUITS VALKEN

(NCS klaslys)
To be honest, we've got a teeny Oil fed up

with playing Valicen in the traditional.
trying-to-get-to-the-end way. But our love

of the game remains undiminished - we
could never get bored of clumping about

in a robotic eioskeleton, parading our
weapons. Think of it as a recreational

device rather than a game.

TETRIS 2 + BOMBLISS

(Bullet- ProofSoftware)
It we turn our teci.s ice re Sulk!
Super Nintendo for even a minute. the

chances are well turn round to find Sues
playing Tetris or Elornbliss again. (That or
gazing lovingly at her growing colection

of postage stamps.) There must be a
reason of course, and it's that it's simply
one of the best versions of the game ever.

= E M I
(Natsume)
Aliftcygn K,Itika..kai doesn't have a chance
ot ever being really Famous (not in this
country, at least), it really is very good. irs
hard to say why, exactly. but it's probably
got a lot to do with the slick, colourful
graphics and the simultaneous two-player
mode And the tact that it's really difficult,
and we still haven't completed it yea

Intrinsic Arts)
Hi-tech this isn't • lust a big, flat, scrolling
desert, some slightly vimitive buildings
and vehicles, and a big helicopter. It is,
however, brilliant fun to play. and very
addictive You've got the pertectly-
balanced blend ot strategy and shoot-
'etti-up to thank tor that. Watch out for the
sequel, Jungle Strike, coining soon, too
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This month, an ill and bedridden Peter Evans -  Super Plays
Japanese correspondent - finds he has little else to do but
plag and talk about games. So he does.

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

I t  may well just be a cold, but. well - you
never can be too careful, It's winter here in
Japan. just as it is at home, and for the past

five days I've not been at all well_ In fact, I have
a terrible headache, I can't sleep and I've got a
raging temperature. And I've been like this for
over a week now. I'd better go and see a doctor,
I eventually decide. Now where did I put my
medical insurance card?

The nearest place to where I work is the
Toho University Hospital, so I stagger on down
there; Fill in this form, they say, and then wait for
your name to be called at counter three. So I did.
And then I did some more.

Indeed, 'wait until your name is called.* could
well be the motto of this place. Eventually, a cute
little nurse called Miyoshr got round to asking
what was wrong with me. and then it was back
down the corridor to wait with 80 other sick
people - for long enough to have read at least
one novel as I sat there (and maybe even written
another of my own).

Eventually, a tall nurse handed me a ticket,
and it was time to step through the paper curtain
into the limelight. Beyond the curtain was

CASUALTY!
something not unlike a consultmg room - or,
rather, a consulting cubicle, a vague collection of
partitions designed to give each patient at least
nominal privacy from everyone else in the room,
The University Hospital is, of course, a teaching
hospital. so the person I spoke to was like a
Japanese version of Dougie Howser, MD, while
his assistant looked barely out of nappies.

More waiting followed, and more nurses,
but eventually I got my perscnpuon and toddled
off down to the pharmacy - where I was asked to
queue yet again! (Japanese chemists are rather
like MacDonald-% but running in slow motion.)
My advice? Don't get ill in Japan, unless you're
very patient!

This month, then. there was nothing for it
but to go home, take my tablets, and catch up on
my Super Famicom gameplaying. In the Eyecatch
section you'll find bits and pieces about some of
the stuff I've been mucking around with lately,
along with a report on a recent Japanese show
Hopefully next month I'll be up and about, and
service will be resumed as normal.

Sayoriaral

Before he was confined to his
sickbed by his deteriorating
health, Peter Evans managed to
make it to this years AOU -
Japans big annual arcade
machine show. He wasn't that
bowled over by what he saw...COlk

Above: Saga's brilliant
eight-player Virtua
Formula.
Right: A demo at
Sege's Model 2
graphics system.

T o l c y o ' s  annual AOU show is one of the
most important events on the
Japanese amusement machine

industry's calendar. This year it was held in
Chiba, on the 16 and 17 February. and, as . _
usual, all the latest arcade machines were t
displayed to the Japanese trade. But the
most noticeable aspect of the show this
year was the total lack of impressive new
developments, and the smaller range of
games on show.

Unsurprisingly, Sega was the major
exception, orchestrating what was perhaps
the show's biggest hit with Virtue Formula.
an upgraded version of their amazing link-up
driving game Virtue Racing. The game still
allows up to eight players to participate at i
once (in Japanese arcades at least), and the !
3D polygons are even more impressive than
before, supported by a hydraulic cockpit and
a huge 74 inch screen for each driver. Sega
had even newer technology on show as well,

Right: The
six-player

Calazian 3:
Project

Dragoon.
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in the form of a joint-venture
with US giant General Electric,
The Model 2 graphics board
(Model I was used in Ilirtua
Formula) powered a wickedly
impressive display of high
definition 3D graphics on an
enormous screen.

In fact, most companies
seemed to see 3D as the only
major way to tempt people
away from the competition
provided by home consoles.
This was certainly true of Nainco, who

Ali h a v e  wowed us with the 3D polygon
hardware in games like Winning Run
and Star Blade. Their Galaxian 3: Project
Dragoon is a six-player shoot-'em-up
with graphics that have to be seen
to be believed. (Not one to play after
you've just bought Starfoxl) Namco
also had Exvania. a Bombemum
clone, on display,

Taking a step back into two
dimensions, conventional coin-op
technology was still very much in
evidence, with the usual plethora
of beat-'em-ups making up most of
the numbers. Konami had Mystic
Warrior; Item had Hook; Capcom had both
Cadillacs And Dinosaurs (based on a cult
American comic book) and Dynasty Wars it, and
even Video System (who almost never dip into
this market) had a strange-looking SFLI clone
alongside their Fl Grand Prix: Part Two coin-op
that's also just appeared on the Super Famicom.

SNK had more beat-'em-ups on show for its
Neo Geo system in the shape of sequels to Fatal
Fury and Songoku, this time appearing on a new
piece of hardware called the Nee Geo Deck - a
smaller, re-styled arcade unit for places like
hotels, cafes and waiting
rooms. Let's hope
British Rail aren't
foolish enough to
consider putting

p  A A11111gm,nimaguisk:

Above and
left: Utterly
amazing
visuals from
liamco's
&tartan 3.

Above and right:
Irem's tough Great

Undersea Battle.
Below right: Yet

another beat'em-up,
SNK's Smal l  2.

itr4ite
Left: Capioni s nenaW. ?of• action game Dynasty
Wars 2.
Below tell: Data East's
•' Great Ragtime
show- one of a few

•1 new shoot-'em-ups.
Below: One of SNK's
latest - Fatal Fury 2.
more SHI-sty le antics.

Ns° Geo Decks in
waiting rooms in
the UK they ' re
dinky enough to fit
inside a rucksack'

Finally, one
genre that had a revival was the shoot-'em-

up, with both hem and Data East showing
variations, using hi-planes and submarines.

All in all, this year's show had fewer
games than usual, and most of what was

there wasn't that exciting. The coin-op
industry has been suffering at the hands of

the console for some time now, and it looks like
Nintendo may have made the right decision
when it pulled out of this market last year. But it
was reassuring to see that the industry is still
capable of graphics and thrills that home
machines haven't a hope of emulating. This has
always been the force keeping the industry
alive. And anyway, who could honestly say they
would like to see com-ops disappear forever?

This month I thought I'd give you an
extended, more visual, trip through the

Japanese Super Fafnir.= scene, with
help of some of the rather attractive
advertisements which appear in the

Japanese games magazines. Sadly, m
of the games on this page will remain

obscure to you lot they rely heavily on
Japanese text, making it unlikely that
many importers will bother with them.

Still, there's always the chance they'll get
translated at some point in the future (and
seeing how the other half live Is most

the point of this column in the first place):
So feast your eyes on this little lot, but

remember the  adverts are often rather
better than the games themselv

GHOST
KITARO
Bandal — 8 Mhit
This is one of Sandals big
licences at the moment. It's a
scrolling platform adventure for um or two players.
The game's hero, Kitaro, can use various objects to
kill baddies, such as his whip, his sandaislt) or even
his hair, and the game is structured more 01 less like

ethers of the
,same ilk.

parently,
e ghost of
e title has
into the

turn to
event
imself
om being
Hied. The

graphics
look really
great, so
hopefully a
few copies
Wit make

er to
UK.

‘,4,4 E V E
Banthu -  8 Mbh
I remember the thumbs-down
reaction of many UK games
magazines to the first Illtraman
game, but it was actually very
popular here in Japan, selling loa
because the Japanese love the U
and, as in the N. big liceaces sell.
pew the ijame behind them. This

N I *

tors,
how
Is

a
on n e
ol e s ,
lo
b

,  the
4 Isome
4 interesting

graphical
effects used.
Ws available

I r . n but, to
•o  the

e side,
It's probably
better to try

before
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_ E  DRAGON KNIGHT
EATH OF FIRE

Bolcom— 12 Mbit
Camel's latest is a bit of a *allure tor them - they

• normally specialise in adios s .  Breath Of Fire is a
tic light scenes and

to l T h e
corn are

graphically superb RPG with
a selection at Interest]
advertising has been
taking no chances in
the overcrowded Jap
RPG market. It's due In
late 001 and in view

, o f  the name behind lt,
will almost certainly
make it into Britain. •

20 SUPER
ASEBALL

-12 Witt
KAC's conversion of this futuristic Nee Geo baseball
game looks great. The Neo Gee excels at baseball
games, and the three available for it are proot that the
game can be tab fun when t r e .  The
of 2020 Super Baseball are l i c  p
can be 'powered up'
individually, and the
excellent league system
which gives the one-
player mode a decent
ille-span. We'll review
this next issue.

NOBUNAGA'S
ARMY
Angel -  8 Mbit
I hove b admit that this kind of wargame isn't really my
cup of 'eche'. but the artwoit's pretty enough to
warrant it some space. Anyway, games like these from
companies such as keel. Well Team and, in this case,
Angel ate very popular in Japan. This was released here
In late Fehreary, but I
can't see any at you
Shedding tears it it
isn't translated into
English. (You
obviously haven't met
Jonathan -  Ed.)

!TT OF FIGHTING
Yes, yet amass peplos Moe Gee same makes it over
Mite the Soper Famicem. The anginal was one of the
hilliest carts for the Nee at 1112 mew (and Silk still
Insist that that's megabytes, awd megabits!)„ so
how this will be translated into a Sewn Farnicom cart
remains to be seen. The paws i s  a standard Street
lighter clone with

ge sprites, and lots
special moves and

stages. There's
se date

yet, but
appear
Simmer.

DORAEMON
Epoch -  8 Mbit
Now thia is cite. Dortettme, the stook rebut cat, is
quite a big mange star in Japan and has also appeared
an numerous video game tonnats, most notably on the
PC Engine in a top-view Pacman-style maze game. His
latest adventure is for the Super Famicom. and is a
cute-looking platform game with RPG elements. The
graphics look pretty good and there's very little
confusing Japanese
text, but the theme is

J.JLaIIttletoo
te make It

malarial

NEUGIER
WO Team of Japan -  8 flibit
This is a new action-based RPG that smacks of Enix's
Soul Blazer - baddies are taken out by a quick slash of
the sword instead el the traditional side-on combat
mode. The quest leads you on a trip throe, a strange
and creepy world, including a section a
ridden shipwreck that's been raised from b y
an evil sea monster.
Apparently, the
gameplay has
nice touches
distinguish It.
low, but mlgMrr-
mebe it to the UN In

large numbom
. 1 1 6
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cat, is
e appeared
ably on the
game. His

and is a
eats. The
little

Eon's
slash of

what
strange
a ghost-
water by

•Fprolt

The
Shooting

Watch is all
the rage in Japan al

present. It's a watch. It's a
cosintdown timer. And it's a really weird (but utterly
compulsive) (and rather painful) game where you've got
le press the A, B, X and V buttons as many times as you
coo in 10 seconds. Can you beat the record set by Super
Ptay's man in Japan, Peter Evans - an incredible 412?

1 # 1 , 1 1 y  ULTRAMAN VIDEOS!ULTRAMAN POSTERS!
AND EVEN DITRAMAN HIMSELF (SORT On!

Super heros don't come much superer
than Ultraman. Not only is he the
star of a Super Nintendo game

(which is slightly nob, but that's
hardly his fault), but now he's in a

video as well! And we've got 25
of them to give away!

THE PRIZES
2  5  lucky winners get anUltrarnan video from Island
World, along with a fabulous
Ultraman poster. But that's not all!
The five top-prize winners also get an
Imposing 8 inch high model of
Ultraman himself!

WHAT WE WANT YOU TO DO
To be in with a chance of winning, you'll have to
answer the fo l lowing question correctly:

_ 4 2 1 1 1 1 1 1 1 1 1 1 1 1 1 1 •

The closing date:
14 MaY 1993.
The editor's decision
Is final.
Employees of Future
Publishing and
Island World are not
allowed to enter.

10 SHOOTING WATCHES!
JIMMY CONNORS GAMES
.SHIRTS AND CAPS!

Which large Japanese company
is behind both the Ultraman
films and the Ultraman games?

Done that? Okay, wr i te  your
answer on the back of a postcard
and send it to: Ultramen
Competition. Super Ploy, 30
Monmouth Street, Bath BA1 2.BW,
making sure it gets here by 14
May 1993.

Wimbledon's just weeks away again, and (not entirely by
coincidence) we've got a whole stack of tennis-related

goodies to give away. And some fabulous Shooting Watches!
With his cheeky grin, sensible haircut and
devastating double-handed backhand,
Jimmy Connors is the darling of the
tennis courts. That's why UBI Sett chose
him to front their 88%-in-issue-5-rated
Jimmy Connors' Pro Tennis Tour.

THE Pi t  1 F 'S
Thil 10 winners wil l  get a specially-imported
Shooting Watch, a copy of Jimmy Connors Pro
Tennis To m  a top-quality Jimmy Connors T-
shirt and a Jimmy Connors cap.

WHAT WE WANT YOU TO DO
Below is a scene from Jimmy Connors Pro
Tennis Tour, frozen for eternity, but with one
thing missing - the ball. What we want you to
do Is - that's right - spot it, (Readers of our
review of the game in issue 5 should he
thoroughly practised at this by now.) Mark an
'X' where you think the ball is, cut out the
coupon and send it to Jimmy Connors
Competition, Super Play. 30 Monmouth Street,
Bath BA1 213W. And make sure it reaches us by
14 May 1993. The 10 people who, in the editor's
opinion, spot the ball
most accurately win
the prizes_ Simple
as that.

The closing date:
May " 9 3 '

The editor's
decision is final.
And the editor's
decided aireadY
that employees of
RAW°Publishing.
and 1411 Soft aeon t
allowed to enter.

WI •  •  MI •  •  •

' S A M O A .  A A  A A

r  Name:
Address:

811111 So Amoy Comers Comm Saw May. N tiloanosta I t  hod 1111 nu.  A
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1  1 . 9 9 3 :  THE YEAR OF AMINE  1 N 0 R L

Helen McCarthy gives her own personal views
on the best buys around.

S ince I've been talking Omni new tapes for
your colliedien, it seems like a good time
to respond to those of you -  and there we

been a few -  who've written In asking which of
the tapes available in the UK are the hest buys.
Now everyone has their own opt •  o n  this,
hut you asked for mine. so here II IL I'm
mounting that loads of you have got Akira
(tam to page r t  to find out how to get hold of a
copy, i f  you haven't), hut here are mime views
on the other 'must-haves,"

Bubble Gum Crtsis (despite the high price)
and 3x3 Eyes are essentials. Of the other Manga
tapes, the ones I wouldn't be without are both
the Daminiim: Tank Pallet, tapes and Poojeci A-
K°. Dominion is fast. funny. and the best dubbed
of all the Manga offerings, full of sight gags and
lots of mayhem but no serious damage - unless

WHICH TAPES SHOU111111Y?
you count falling over laughing. MO is also
funny and last, and I love it because, having been
to an all-girls school myself, it struck a chord.
leave out the mobile suits arid super-powers.
and British convent schools are very like the
Graviton Institute F r  Girls. Venus Wars is
worth buying - I like the character designs, and
the story (again based on a malign) is a good
one. I can't listen to the UK version of Legend
Of The Overtiend without cracking up - the
dub is their silliest so far - but despite some
patchy animation (director Takayama has
glued three bits of his
original animation video
(0AV) series together into
one leature), it remains a
visually slur ruing film as
well as a grade A slit lc ker.
Others out there, however -
Fist CM The North Slur and Odin
-  are far less essential.

Some el Helen's
favounte English

language dome
reteases Legend tPt The

Ovrehend is  on the left
(Wit watch the etelence, see

and laughable Waiting),
while below are two shots
tram the newest Manna

release Twl Eyes, an everyaan
tale el immertel

B ritish anime fans
are going to have a
great 1993. For a

start, as well as the well
known Manga Video
label, another has
appeared -  Maine
Projects. who are
releasing subtitled
material from the
American label Animligo
in the UK, and though
their tapes aren't cheap
(121.99 each, compared

5 I 2.99
for Manga
stuffy or that
long (varying from 25
minutes to Just under an
hour), three words should
be enough to r a M i l l r e  you
that they offer value for
money. Thole words are
Bubble Gum Crisis.

KennichiSonoda's
babes'n'bikes epic mixes
cyberpunk, rock. hardsuits
and hard action in an
irresistible cocktail - sell
your granny to get hold of
them. Anime Projects have

plans for more subtitled
releases too, including
Sonoda's tale of crazed
speed merchants and kidnap
mob mayhem, loehng Reun,
so keep an eye out for that
too. The other big advantage
these releases have is if your
mum grannylgirliriend

complains that you're
watching too many videos,
you can tell them that you're
actually reading instead!

Island World, owners of
the Manga Video label, have
a range of English-dubbed
goodies lined up for 1993,
starting in April with 3x3
Llims Pan One. followed by
titles Like Vampire Hunter D,
RG Veda. Heroic Legend Of
Anion and Lertsman.
(They've also launched a live
action label. Ultra, to
showcase things like
Litraman• and one for

'Japanese art films' called
ICA.) Here's a sneak preview
of 3x3 Eyes, the first title on
their anime list.

3x3 Eyes, or Sazan Eyes
(as it's called by Japanese
speakers), is a four-part OAV

This month Helen McCarthy looks at 3x3 Eyes, the
very latest Mange Video release, talks

about a new company importing Japanese
animation into the UK, and makes her own personal

selection of the best videos to buy.

Pat, nets here with a dragon friend genterdes, shows why the series is Gallen
313 Eyes To see how she looks •normalln• CiIRCii Dist the shot below right

series based on a manga by
Yuzo Talcada. It's an
everyday tale of immortal
folk - in particular. a cute
girl called Pal, with beautiful
eyes (all three of them). Pal
is a •Sanliyan Nukara' - an

MAY 1993
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Li

s, the

r-
rsonal

nes is eased
low rien(.
rnanga by
an
mmortal
r. a cute
Ii beautiful
them). Pai
ara' - an

-.al being whose
al energy is

•ellect through her
d eye. When this is

closed she's a sweet,
• normal teenager who
Msa wants to become
human: when it's
open. she's a 300-
year-old goddess
with awesome

• rawer.
In the video,

Psi is found in the
mountains of
Tibet by
eccentric alithiopoltigist
pc Satora Full, who is killed
en a mysterious incident.
Before he dies he tells her
that his son Yaktmlo, who
lines in Tokyo, will help her
contact his old friend Aguir,
editor of an occult magazine
en Hong Kong, to find out
bene to achieve her aim of

' becoming human. Four years
alter his death, she
eventually gets to Tokyo to
search for Yakumo, but is
enuslged in Shinjuku and
'0‘ses all her belongings, By

Three of the
newest amine--
related videos
released sato
the LIM Market
CIOCAWMil from
right tritramort
The Alien invasion
- a crato
Australian Japanese
live-action co-
production. the
brilliant Subtle aum
Crisis and Wing
Naa  an impressive

anime road movie,

coincidence
(I), the passerby who
helps her is the very person
she's seeking - Yakumo Fuji,
a brash, streetwise boy
whose friends in the yakuza
(Japanese mafia) help to
recover all Pat's belongings
except her staff.

The problem here is that
this staff is the 'home* of
Pat's friend, the Takuhji - a
large and bad tempered
monster who sets out on the

l a  Ears - slick anti: a i n e a l m g  characters a bit at romance, memo cut
acme ana more than a leer wiles What MOPE cone goo ask tor?

Itk\\\AV)
INSOA-"

usual
monster jaunt to
destroy Tokyo. When

Pal and Yakumo try to
calm him down.
Yakumo is mortally

wounded. The only way
Pal can save him Is by

absorbing his soul. He is
completely healed (on the

-

surface) but is
now a Wu - a deathless
being - and will stay that
way until Pal becomes
human. (it's not quite the
same thing as being a
zombie, but the distinction
doesn't Impress Yakumo.)
Luckily, he doesn't find out
about this until later in the
story, when they arrive in
Hong Kong, by which time

he's grown very fond of the
exceedingly cute Pal.

And so it goes. In Hong
Kong our heroes learn that a
statue called the Ningen
(Human) can be used to
help a Sanjiyan Kukara like
Pat to become human - but
it's just been stolen, The
thieves call up some heavy
firepower - in the form of
various monsters - to keep
it, but Pal is more than a
match for them. Much
violence ensues. with
Yakumo discovering that
being Immortal doesn't make
combat painless.

The 3x3 Eyes manga is
beautifully drawn, and that
charm and skill have berm
transferred to the anirtif,
version, The scenes of
downtown Tokyo are
very convincing, and
the characters are fun.

, N o t  having heard the
\ dubbed version yet
\ (Island World are

As t i l l  working on It as I
write). I don't know

— h o w  good the
script and voices will

be, but this is sure to be
worth adding to your
collection. So start saving
your pennies now!

ANIME CONTACTS

Anime UK magazine. lit Mortimer
St, Lcaition WI (1150 Rum good
SF/comic shops, or mail order
from publishers •  711p p&p).
The Mange Club, island World
Communications, 40 St, Peter's
Rd. London W6 9Bri

Warta, the cemeiang belnipd
Video, has two new labels

the go. While their standard Mang
,, erne will COMMLIO to release tht

mainstream Japanese anima
Ultra will be bringing things like

- yes! -  Lerfasnan into the UM,
oorennalle me most terms-rime or rite
three is ICA, which will release
Japanese an-hose movies. We're
mot sure vet Mat the rrA releases
will mos like (though expect live
action titles like the ultra-gory SOO
Hafibilhett. but hens's what we'd like
in see - great, more arty, aiNme,

Volga/icor Tensity (above),
to (top left) and Tembstcme

Fireflies pelt)

£661 



BOOKS
dear. a n o t h e
e months when 111

ght be a more fitting
for the column. (But Jonathan
Davies isn't going to let it get

him d o l t
GAME PLAYERS

IP:: nv.Eicr4,;,i01 ENCYCLOPEDIA OF
t a t . 4 .  -01_0•Ti NINTENDO GAMES'11•• VOLUME SIX

Various authors.
GP Publications,

ISBN 0429307-28-3
E.13_95.

While the word 'encyclopedia' invokes
visions of stacks of large, dusty volumes with
stuff about weaving looms and the Niagara
Falls in them, the Game Players Encyclopedia
is nothing like that at all I t 's quite the
opposite, in fact, looking uncannily like a •
magazine. All sort of floppy and magazine.
sized, it would look more comfortable sitting
on a newsagent'o alicif than a bookohop'n.
Okay, so the cover's a bit thicker than a
magazine's, and it's got a couple more
pages than your average magazine. But they
don't come much more un-encyclopedia-like
than this. It's even got advertisements in it,!_
for heaven's sake!

Hut what else is in it Well,  the first thing
to make clear is that this is another general.
Nintendo book, so there's NES and Game
Boy stuff in there as well as Super NES St
How much there is of each is a little hard
judge, as everything's all jumbled up on the
contents page with no indication of which
machine each game runs on. We're probably
looking at around 40% Super Nintendo
content, though_

This is mainly made up of player's guides.
but there are lots of reviews as well. The
latter are of questionable worth, as a) they're
all a bit out •of-date, and all the games have
been covered before in Super Play, and b) this'
is an American book, and (at the risk of
making a gross generalisation) the
Americans take a 'creative' attitude to
reviewing games. Gradius g e t s  4/10
('below average') for example, while
Chessmaster gets 9 ('outstanding'). And t
player's guides look nice and colourful - the
whole book's in colour, in fact - but the
advice provided is generally rather banal and
unhelpful. And, bizarrely, the book includes a
'sneak preview' of Zelda ill, a game that's
been out in the States since last Summer.
Don't ask us why,

Although it's attractively presented, then,
and quite nice to have, the Game Players
Encyclopedia costs an awful lot of money for
what it is, and really can't be recommended.
And no -  regrettably, 'Game Players' doesn't
have an apostrophe in it.

endierelated
okehops or
• e a  Rood,

Ir phone

So you reckon you know all about
Der Nintendo games then, eh?

probably not But why not had
1th Super Play s quiz?

F 1%-Y % L e t t i n g .
woo. t e

stuck.

•-211.

LI C e n

t O i c  a n d
Mier
: l i p  No

Pet

EAsi
I M i e s  the Ind law Street
R O W  in
, Who's pemmip We part et Mario
hi Ws Wm Sow BEAN Brits?
• c e r w a n g  plikehes Super
Prithearast?

IT'S... THE SUPER QUIZ!
NOW'
4 What is Hagar (out Of Final
Fighti's day job?

In which district of Tokyo is
Nintendo's headquarters?

What have the games Super
Adventure island, *kaiser and
Streets 01 Rage (er, on the Mega
arise) got In common?

HAP
7 In which game is Adol set to
make a return soon?

What's the code number ol the
security chip in British Super
Nintendo cartridges?
9 What's the name of the famous
Japanese artist behind Japanese
RPO Ellaria's artwork?

END-OF-QUIZ BOSS
10 And finally... Take the number of

levels in Super Marto World divide
by the cart size (in Mbits) of Fatal
Fury, and add on the date (eg 17th)
of the month of 1990 that the Super
Famicom was launched in Japan
Subtract this figure from the
maximum number of sprites the
SNES can display on the screen at
once, divide by the number of Mega
Man games there are altogether
(including NES. Game Boy and the
forthcoming Super NES version),
and subtract the cart size (again!) of
the Japanese version of Actraiser.
Okay, taking this number to be an
issue of Super May, we want to
know the name of the character in
the bottom left-hand comer of the
page designated by (wait tor it. ) the
issue number you've just worked
out, multiplied by the total number
of levels in Axelay. Okay. got that')

I I  you're senous about Street
Fighter 2 the one film you
shouldn't miss this Summer is

Jackie Chan's worse, which is based
on the Crry Hunter amme and mange
series. (See, We don't just wibble on
about Japanese comics for the hell of
it.) It sees Janine =rmg to rescue his
chum Goto from
the clutches al a
group of
terrorists. and
during one of the
numerous figlr..
sequences he •
knocks his
head on a
Street Fighter .
II machine • T h e
a bizarre hall-,4cnation scene where he
imagines he s neer, Sucked into the game, and
he's fighting Ar l - l t  Ker, Zanglet, Dhalsim
and co It  looks absolutely tab.
although at one

Jogai* i;osa -
probably ast web tipti

or posit WW1
sass, tw ills

City His&
robe as mai

In the
emirs,

wouldn't
my It to

tam

a i m =

Assorted scenes
from the Street

Fighter H bit of City
Hunter, including

Jackie dressed
as both
E Honda and
apparently)

inalsim and

Chun Li. and another (British,
martial arts star ['laying ken-
Guile make appearances too-

point viewers have to
witness the
spectacle of Jackie

dressed up as Chun
Lit Yikes!
•  We'll bring you
more news on the City
Hunter film, and what
sort of release (if any)

it'll receive in the
UK, as we get it_

Fingers crossed!
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CD ROM-MORE DETAILS
EMERGE
But it's still a long
way off, and hard
facts are tricky to
come by. Here,
however, is the latest...

A fter months of chopping and changing,
broken promizes, making and breaking
of agreements with other manufacturers

Red general procrastination. it seems that the
. S u r e r  Nintendo CD ROM is finally coming
1 sogether. The specifications have now been

more or less finalised (although they're still
.argely veiled in secrecy) and manufacture of the

- ts is due to begin in August.
an't get your hopes up just yet, though -

eatial production run will go straight to
.-e•party software developers, and the general

;ureic are unlikely to get their hands on the
slachines until early next year. Nintendo want
se make Absolutely certain that the launch of the
.-.71D ROM is solidly backed up by a range of high-
T,Iahty software. avoiding the fiasco from which
-;:ega"s Mega CD is still trying to escape.

So what of the software? Well, the first
people to look to are Nintendo themselves, who
ere certain to be working on at least one big
-.e.le. possibly another Mario or Zelda game.
- -": would be ideally suited to the CD ROM's

enous storage capacity. Unfortunately the
-- pany's inscrutable secrecy makes solid

7triation very hard to come by.
Third-party developers in Japan are a little

•esie forthcoming, although many still seem to
.se hedging their bets. Konerni claim to be
.vorking on an 'awesome game with
.-nbelievable graphics and sound -  as yet
inflamed - and Namco are saying something
similar. Bandei are talking in terms of
something big': Square Soft have suggested a

CD ROM•based Final Fantasy VT, a prospect that
will excite Japanese games players more than
British ones; and Imagineer are planning some
sort of 'completely original' simulation game.
The only company that is refusing to commit
itself to the system is Capcom who, as we
reported in Super Play 6, would rather wait to
see how the CD ROM market faxes. Here in the

UK.
Argonaut are

planning to be among
the first on the market with CD ROM software,
and other companies such as Ocean and Storm
are known to be working on projects.

As for the specification of the machine,
details are still scarce. We explained in issue 5's
New Tech that at the heart of the CD ROM
would be a 32-bit RISC (Reduced Instruction Set
Computer) chip n o w  nicknamed the SCCP
This will act as a go-between between the
Super Nintendo and the Cl) ROM. as well as
supplementing the Super Nintendo's own
processor, increasing the machine's
performance substantially. It has since been
announced that the processor's specification has
been uprated. and it's now the very fast NEC
V810 chip which clocke in
at over 21MHz.

Back in issue 5's New
Tech we explained that
the unit would also use
new hardware
(nicknamed HANDS) that
would assist the SCCP.
This is now known to be
another processor (a
65CO2 running at around 4
MHz) that will effectively
let the SCCP get on with
things while the main
memory is being
accessed Access times -
the tune it takes to find
the bit of the CD it wants
-  are impressive (0.7-1.4 secs), so don't expect
the long waits between levels and things that
plague Mega CD and PC Engine CD games. And
the system cartridge's memory has been
enlarged to 12 Mints (1.5 megabytes). Extra
back-up memory will also be included in certain
CD cartridges as explained in detail in issue 5.
Those are the specs. But what does it all mean?
What benefits will CD ROM bring? Basically...

Th. testate Carbides
will slot late the to of
saes MEd, mod @Wahl

the CS NOM's memo,
along with UN 12 PAM

at memory that games
will load lute, a miles

et a dm.

•  Huge storage capacity. A CD can hold over
500 megabytes of information - 250 times as
much as the largest SNES cartridge! -  which, if
it's exploited to the full, will lead to some
absolutely massive games. It's likely that much
of this space will be filled with graphical data
(after all, the vast bulk of the average cartridge
is filled up with graphics, the code itself being
relatively sintiil). And you can almost certainly
expect full-motion video too, which eats up
storage space like nobody's business.
•  ClIquality sound. That much goes without

saying, really, as does the fact that it'll play
ordinary music CDs as well.
•  Increased processing power. As it stands, the
Super Nintendo isn't the fastest machine in the
world, as anyone who's experienced slow-down
while playing a game will know. Things can be
improved dramatically with chips like the DSP
and the Super FX, however (as was explained in
issue 4), and the CD ROM's 32-bit processor will
make a huge difference. There are limits to what
can be achieved, and the speed reached by the
Super FX chip is probably approaching them,
But you can be confident that the system will
completely out-gun Sege's offering
•  When Sega introduced the Mega CD it added
facilities like sprite scaling and 3D polygons to
the Mega Drive, enhancing its capabilities
considerably (although little software has
appealed to take advantage of the new
facilities). With the help of the Super FX chip,
the Super Nintendo can do most of that already,

so it's hard to see
what else might
be added.
•  Cheaper
games? Probably
not. Although CD
ROM games are
much cheaper to
manufacture than
cartridge-based
ones, their
development costs
more, so no
changes there.

So finally -
when? And how
much? As we
mentioned earlier,

the CD ROM won't be generally available in
Japan until early next year, and the price LS
currently still fixed at kt27,000 (now about E150).
With all the changes in Nintendo's European
distribution network it's difficult to predict
when we'll be seeing i t  Probably next Spring,
though, and for the sake of argument we'll say
it'll cost... well. certainly cheaper than the Mega
CD. How does E150 sound?

And Ads labia p6
AEC weenier AWN be
at Its boort. It eerfel at a
eroding 21 Mb, or
thereabouts, and Woks
quite Moe tee. 7  -Ed.)

COMPO
WINNERS

Ideal Home winners revealed!

Remember the 'Win some tickets for the Ideal
Home Show' competition in issue 5? Well,
we've sorted out the winners, and the
following 10 people will already have
received their tickets, gone to the show and
(hopefully) had a damn good time by the
time they read this: Stephen Martin of

London, C Hall of Witham, Tom Arthur of
Chester, Robert Sowden of Penzance, M
Ouarterman of Huntingdon, David Martin of
London, Raymond Oyediran of London,
Andrew Jackman of Edinburgh, Niro)
Abeyasinghe of London and Nnado Opera,
also of London,

,eeeer

£661 



Dragon Ball Z
By Bandai

L a s t  time it was an obscure
RPG, this lime it's a beat-em-
up! Those familiar with Akira

Tonywnes Dragon Bail Z
characters from the popular manga
and video sers will know that they
can tire energy bails like Ryu of
Street Fighter II - but with the power to destroy whole planets!
This time the action is displayed side-on, but a split-screen

viewpoint is also adopted to
give the individual
characters room to do the

enormous -lumps that
they're famous lam.

On the suilace
this looks like a
rather simplistic
beat-'em-up to

us. with only
-' average graphics -
another case ot a big
nane being used to
make up tor what's

really a very
average game,
PernaPS? -
but, as ever,

were prepared to be
proved wrong.

.4r ---
P •-

Act1011
is presented
Street
Fighter It-
style, but
watch out
Ryu - that's
what we call
a fireball!

T h e  fourth instalment of Falcom's
popular Ys saga is scheduled for the
Super Famicom this year. The game's

Popularity started years ago, with the
Japanese version for the Sega Master
System, and has gone from strength to
strength since then_ The big boost came

when the first two
Ys games

were

\*1

SEPTFpITRION

Graphics are by nu
means as nice as those
in Prime Of Persia. by
the look of things, and

the action looks
disturbingly similar to

The Poseicion Adverrturpl

T h i s  is a bit of a departure for Human - a platform
arcade adventure like Prince Of Persia. but where
you have lull control ol a character aboard a

sinking ship (in this case the luxury cruiser Lady
Crithania). The obiect of the game is to see how many
people you can save belore the ship goes under, the
ships layout effectively becoming a maze Wnere the
screen is rotated as the ship is thrown about in the
perilous waters. You have approximately one hour
before the ship sinks, and the game ends differently

depending
on IN
actions yet;
lake
throughoLl
the game
There are
strategic
overtones
too - whe-
survivors are
discovered
it's op to you

to convince them to follow you in your attempt to
escape. Lers hope the odd bit of Japanese text
doesn't 71,-!'l if. Available this May in Japan

By the looks of that flag. the Lady C rithani a is
a British ship too! Titanic, anyone?

VS IV: MASKn9F1 THE SUN
These lovely character shots don't actually come from
the game at all, but one of many spin•off mime videos.

converted onto the PC Engine CD
ROM, where their popularity steadfly
began to build, leading to both
animation videos and manga being
based on the series. This latest
version (Ys IV) first appeared on CD
for the Engine last year, and (as far as
we can tell) the Super Famicom
version looks like being a straight
conversion of this onto a 12 Mbit cart.
While the third game in the series
was criticised on both the Super NES

This bit's from the game, though - it's Adol, our
hero, in a typical lop-down viewed scene. Thc

Side-on experiment of Vs Hi has been abanclone-

and PC Engine for its limited scope and
controversial side-on viewpoint, this new

version goes back to the more familiar
top-down style as seen in most RPGs (see
the special RPG feature elsewhere this
issue for some ideas on why the
Japanese are particularly fond of this). No
release date has been set as yet, but
expect a US translation to follow,

=0-=,,,*••=eit= 3 , 1
0 1 6 • 0 1 6  k 1 F 0 0 0  E x 0 0 0 0 0  0 0 1 0 0
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CHART THRO
THE TOP TENS WITH ATTITUDE!

OFFIC IAL P E N G U I N
G A L L U P U K  C H A R T • N O N  M O V E R  *  N E W  ENTRY

b lb third week et number one. and deservedly so
W ow opinion. gr.,

O  P R I N C E  OF PERSIAKi, i lu i r l i

A imply onloyable classic platform game with a
wince in It.

CompIodise Super Ploy by Sallee

SUPER MARIO kArrrNinterido

PILOTWINGS
Nintendo

Still in its number throe slot, this is a truly original
game and a must-buy.

BART'S NIGHTMARE
Ar_r_l;31in

Slipping dem the chart, but still speed fun
release with superb graphics.

0  A  P J SPIDERMAN a  THE X•SIENL

Spiky rescues his X-pais from the nasty Arcade In
this laimm) won of intrigue, 72%

o SUPER M A R I O  PAINT
N i n t e r r l o

A painting package that's fun for a wills, but
really only tor the younger players. 55*.,

0  v  S U P E R 4 , S H O U L S  'N  GHOSTS
Frustratiagly difficult to play but with seine great
graphics BS%

0  A  S U P E R  P R O B O T E C T O R
Explosive action teem a well hard platform sheet-
'ern-up hir

0  r S J I L I I , P E R j  ,IWARIO WORLD
He's still here. That fat Italian plumber lust will not
give lop.

0  I "  S U P E R  S O C C E RNintendo
Good tub te play, but it doesn't beer much relation
to football as we know it. 83'.

Jets jolly died at
colouring in with

Mario Paint,

,

'1;El

What more can we
say? Mario Karts
still number one

Clops! The Prince has
just met with a
rather nasty end.

U K  I M P O R T
C H A R T

0
0
0

0

COO110010•1 for Saner Ploy by Ceased* Coneopts

STARFOX
Nintendo (JAP)
SUPER STAR WA R S
JVC A P / L I S )
ASSAULT SUITS VALKEN
NCS Mos.ya IJAP
TINY TONONS
KonarTIN LIAP
SATIMAN RETURNS
Konarni IJAP)

0  DESERT STRIKEEloc t ron ic  A r t s  (JAP)

O  KIKIKAIKAII1.1APy

0 F L  GRAND PRIXVideo S y s t e m  I M P )

O M A M M A  1 / 2  PART TWONCS M a s i y a  rJAP,

(Orb, JAM'  CRUSH PINBALLNasal OAP)

r The first game to
S

r e

'nal: A weird, but tun
ith a raccoon in it,

Startny has raced into the
lumber one slot, and we're
lot at all surprised - it's an
absolutely stunning game
which we've been playing
eon-slop in the Super Play
offices, Check out our
sin-page review of this
superb shoot-'em-up on
page 34 for details. Also
new in the UK Import Chart
this month is Batman
Returns- we review this
excellent beat; em-up on
page 40. i k a i k a i t
another neimie -  this is a
very strange, but
enormously enloyable.
shoot- ern-up that could
only have come from
Japan, as could the lab
anime-based Ranma 1/2
Part two

AIPANESE
H A R T

ComplIod for spoor Pihy by Tel One

SUPER TETRIS 2  + BOMBLISS
Bul le t  Proof  So f twar r,

t o F I N A L  FANTASY VSquare  S o f t

0  S U P E R  MARIO  KARTN i n t e n d o

O S T R E E T  FIGHTERCaocori,

0  D R A G O N  QUEST VEno&

0  JUVENILE HERO'S  W O R L DSquare  S o h

0 G H O S T  s m u t *

c o T I N Y  ' M O N S  A D V E N T U R E SKond i l  1

S U P E R  M A R I O  W O R L D
Ninterwto
G O D D E S S  R E I N C A R N A T I O N
Attus

Bombilsg This i;
keep vrtf happy for ages

01. j i l t . . . S t  V .

Japanese are mad about it.

E

A very addictive and ton
puurle game on any system,
tobts ••• Bombitss has
converted well to the Super
Nintendo, losing none at it
appeal. The Japanese are
absolutely nuts about it -
it's even pushed Final
Fantasy V ott the number
one slot. Dragon Quest V
remains high in the charts -
not surprisingly. as Bb's the
most popular game series
ever over there at the
marmot. Ghost Hiram is
proving to be another big
seller tar Randal. By the
way, eKpect lo see
00f aeffrOn entering the
Japanese chart next month.
iSee Eyecatch this issue
for a bit more into on these
last two games.)

Check out the Super Nintendo
games that the rest of  the world
are playing this month on this,
our charts page. We're  here to
tell you what 's  hot and what 's not
across the globe...

E r w  A M E R I C A N  1C H A R T

Compiled for Super Ploy by Woody eerie,

0  S T R E E T  FIGHTER I IC m o m

0  S U P E R  M A R I O  KARTN i n t e n d o

0  S U P E R  STAR WA R SJ VC

0  B U S T E R  BUSTS LOOSEKonarni

0  J O H N  M A D D E N  ' 9 3Ele,_tronic A r t s

DESERT STRIKE
Eic,,,t form', Ar t ' ,

0 C A L  RIPKEN BASEBALLMind s,twt.w.•

0  B M U S  V S  BLAZERSElec t ron ic  A r t s

0  LETHAL WEAPONO c e a n

0  S U P E R  MARIO PAINTNintendo

Bus-le, Ousts Loose Full of
hriiiiant expressions._

Street HghteiII Are.
bored of this yet?

Street Fighter H and Super
Mario Karr are holding
firmly on to the top two
slots in the American chart
again this month, The
gorgeous and very tunny
fury leans makes its
debut, but under its
alternative US title of
Buster Busts Loose Sports
games are heavily featured
again, with three from
Electronic Arts, the
Americarts seem
completely obsessed with
them. Perhaps the most
surprising entry is Leta*
Weapon- we only gave it
5 r ,  in our review in issue
G. and there are so 'early
Other better shoot-'em-ups
than this on the market, in
our opinion.

E667 AY 
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TWO DRIVING G E S  To LOOK
nd they're not both Japanese!

MONTH DATE GAME TITLE AME TYPE PTIOLISEEEH
April 2 At ManaganwnI2 stratect Knit .s.
April 3 Captam Isubaau hi sports Immo Ja?
April 16 Dual Orb RPG I'max JaP
April 23 Ernaid RPG Game F1an 21 Jab
April 28 Super Bomber titan action Hodson Son Jac,
Apni Bart/ The Ptah Jong Spirits board game Mao System .up
Apri early Breath 01 Fire FWD Carton, Jap
APti
PPM

mud
late

Action Pachin
Super Slapshat

anion
sports

Coconuts Japmt Jaa,

00n1 Super Ballietank arcade Pat-in Video JO
non' taptus PPG Yamman Jae
April Super Dui* Star Sparta Sammy Jae
April
April

Super Chinese World 2
SD Fist or The Winged Own

APG
beat 'em-up

Culture Brain
culture Brain

Jar,
Jap

April Densely RP Yulaaafeandai Jap
April Holy Sword Legend 2 RPG Souaresort Jae
April Butts,' plartorm Accolade US
April Shadnotot RPG Oata East US
Aprti Surukr rt dnving ferviando UK
AprIl Blues Brothers platitir ITI recendo UK
Apri Chessmaster strategy Mkodscape UK
A0r4 King Arthur's World Alec° UK
Apni Magic Sword beat-am-up Caparm UK
Ape! Pebble Beach Goll sports Nintendo UK
Apnl Super Double Dragon beat-eon-up Nintendo UK
April
April

Super Pa'a
Super Star Wars

action
mbon

Capcorn UK

April World LeagLe Basket:bail sports Nintendo ue
April Wing Corm-Ponder snoot-ernap Minciscape UK
April Pupsley's Scavenger Hunt Mariam Ocean UK

ARDTI.

y o u ' l l  have seen the first Exhaust
Near game, no doubt, and might
even have liked it to some

extent. We weren't exactly overawed
ourselves, mainly because of the
ridiculous handling of the other cars
and the terribly bland courses, The
sequel looks a lot better, though,
and it even

,..—aga;-'•
SPOS On

F l  Exhaust Heat II
(Seta)

r•

includes Seta's own
custom chip to accelerate the Model
graphics and scale the sprites smoothty.
With a choice of 32 courses and real-life

drivers abilities to
compete against,
Exhaust Neat 11 could just
be the Formula One
driving game you're
looking for (Then again,
cast your eyes to the
right and you'll see it has
a competitor...) We'll
take it for a ride in our
Juno issue.

Fl Exhaust Neat it The
graphics are a distinct
Improvement over the
first game.

Nigel Mansell's El Championship
Infocom/Cirem lin)

N i t i e  fans still stung from his
decision to retire from Formula
One racing will, no doubt, be

ecstatic to hear that Gremlin's new
driving game is lust becoming
available on Japanese import. The
game takes an in-the-driver's-seat
viewpoint, which is in contrast to
Exhaust Heat Its from-behind-the-car
one, and races are run over four laps,
with all the major Fl tracks being
accurately reproduced.

Within the wealth of options
you can either take part in a full
championship season (with the
passwords keeping a record of your
positionl, or even go to Mige's own
driving school to improve your
skills. Gremlin's game has the most
coin-op-like graphics we've seen for

s
ages, and is

rather like a variation on Sega's
inpor mono broil Prix on the Mega
Drive -  only much better. The UK version
is set to appear at the end of May and
will be published by Gremlin themselves,
We'll have a review nest issue!

Nigel Mansell's Ft Champlonshly Really
last and really smooth.111110"11111Alm&t:LIZ

,r7; ,
7.MT 71t1

it 1  Eyestrain apheneyr!aOtnscue again aplinayt,ts's time toget elistoiuntgyooer magnifying
every SuperA

IS next  couple of months.
1041,mlf iiii)You'll never need to miss an

Important game release date again!

Ma,
May
MA9
Kasy
May
May
May
May
May
May
May
May
May
May

54
14
21
28
29
Ille

!

Action Poch!. from Coconuts - an
odd-looking platform game.

Bar Gode Bather
Goliath
NBA All•stm Challenge
Pachinko
Stanyang
Mohler 2
Sanontrushe Slants
Seplentnon
Pear Shp 2
Final Fight it
Soccer
inndn. Way Of The Ernie
Terminator
WarbsPeen

Bar Code Battier - the first game to
use Epoch's new barcode adaptor.

%Ago E p o c h  s l a p
BBS J a r ,

Noon A c c l a i m  Japan J a p
simukstion K S S  . P a p
shool-en-up Nineende U K
APO N i n t e n d o  J a p
strategy W o l f  leant J a y
Wien l t u r n a l  s l a p
APO S e t a  J a p
beal-ern-up C a s c o n t  J a p
sport S U M O  J a e
APG K o h
Vigor urn-up Mindscape U K
sbonrern-up Accolade L I K

Sony May's looking a bit thin -  we'll have more mews on It newt month, hopefully.
And, as, usual, things migM change here and there in the meantime, depemboo ea
bow the publishers feet.

MAY 1993
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KONAMI SUPER NINTENDO fr,c, P K  ONAMI I  ER 001101 0._,IF- K O N A M I SUPER MECO

IN9A 1 11111i3111
Ekmiratt E;Ullt l i  i i i  i l i Z  T i n y  IbrJri

s i n d  r i n d  i r j l . 1 1 . i i  i n

toi koizsitt_77: sitli•sibuit.s.;_ S i x

i r n . A • s i 7 T = l ; ± i / 1

You'll n e e d  j u u r  Jus;Iti Rabbi t

or , . / tr i th Buster 'S  brand n e w  Spiri

k i c k  a n d  r i l u d  D a s h ,  i f  y o u • r e  Co

m a k e  i t  sill t h e  w s i f  th rough  t o  t h e

l a s t  l e v e l ,  •/..rher• y o d  m u s t  r e s c u e

P r i n c e s s  B a b s  Ef.tifi l l j  n o  r e l a t i o n ) ,

w h o  h a s  k i d n a p p e d  b y  t h e

hideous M i l k y  V.Jui Isliperisil A r m y - Itra;" KONAMI
Distributed by Keened 2 S S  Plead End Preaort, trostesttey I t t l i d d i e s e p . ,

W Y  r u m  m y n y o u n c a .  • • • • • • •  a m a o .  mor m a m  mow r o m a .  toommo•• • •  • • •1  o m m a y a  4  lewkswirrt U .  •  most  m a m m a  E P O I M A O M I E N T  C . n • E n v  L P  C  ISIGA .100•11n1.0 .  Seopon • • • • • . • . •  E r A m r t x d r *  S n . .  Ole Ninennclo Pvc.a.ct Somis and  a lba ,

1Tmella dImannatod • 1 1 . b r  nom twamennak  at  m i m e  t 1  1,1etoo.
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THIS MONTH, A
LONG CHAT

WITH ONE OF
THE BIGGEST

NAMES IN
SUPER NES
GAMING --

JEZ SAN, THE
GUY BEHIND

STARFOX

Jez San is the founder of Argonaut. one of tilt-
world's most celebrated developers of solid aD
games. After many successes on PC and Amiga
(including Stargliders 1 & 2, A TAC and Birds Of
Prey), the team have now turned much of their
attention to the Super Nintendo, developing not only
the brand new Super FX chip, allowing the Super
NFS to handle previously unthinkable 3D routines.
but also helping to develop the first game to use It -
Stu rfox. Check out our huge review on page 34, but
before that, here's the man himself to explain to us
exactly how it's all been made possible. Just maybe
he'll let us in on a few secrets. too.

Okay, lez - first linos first. For those readers who haven't beet wound tor
denkey's years like we have. who exactly are Argenaoi and wily should

bin end° have entrusted yal with such art inloortant project is Sudo?
A I  started ).rgrinact %heti I •AAS at school, about I  kears ago. and

t i  we've slowly built it up from there. Cm 27 now. Must of the big games
that people remember us tor are the 30 ones - thinks like the Slareders and
Birds Of Prey- but we've actually done lots of other stuff too, and not all 30.
We did some versions of Days 01 Thunder and Loopz , for instance, and we've
recently done king Arthur's World kw Jake°, which Isn't 3D at all - very 2D,

By Jason Brookes & Matt Bielby
in fact We also had a hand in
Space &cobalt, which was
one of the very 1irt Super
Nintendo games, and
really lousy- I don't
know why Cm telling you
this, actually. It was a
bit al an experiment, I
suppose. Let's just
forget about It, shall
we? Anyway,
Nintendo gave us
this recent protect because
we had Impressed them with both ow
hardware expertise and programming tin all
three of their systems. It's that simple, hut that doesn't
mean it was an easy project to secure

Q Before we go tato details, how big Is Aneonaut mow? How many people have yougot working or you?

A c „ . 7 . , , , , , w , , , ,  gilt hOl) tPaM51-  a hArflWarr• d iv ia inn and  A . . . r o e . .division - which both add up to close on SO people. That makes us
probably the biggest developers in the UK, I think- at least, the biggest
developers who have everyone working in-house. The real problem with
using lots of freelance people, who do all their work front home, Is that
they can't all help each other out on big projects very easily - the only way
we could do something like Sturfox and the Super FX chip is to have lots of
people in the same place working together. bring able to bounce ideas
oft each other all the time.

Tw.1 Alan s 3D Loot -,,,
Above: Starglider 2

su was one of
iga - One of /term%
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66 All the artwork,
character and spaceship

was done by Nintendo
Japan. 99Above: King Artkur-s World treviewed last issue.'

was developed bg Argonaut at the same time as
Surfeit Right Before that thin had a Met hand In
the 30 Banblazer clone, Space Football

QOkay, lets talk about the Super EX chip. Bid yougo to Nintendo with it, did Nialeado come to you
or what? Basically, what's the story behind it?
A Our onginal idea was to do tannething not

unlike the Super FX chip, but actually for the
NES. This was back in 1990. before the Super
Famicom had even been released in Japan, and we
were kicking around ways of accelerating NES
graphics The problem we had was that we could
get it going really fast all right. but the resoluble'
and especially the colours were so limited it still
looked awful. Despite all this., we went as tar as to show
Nintendo a version al StarOider running on the NES and they
were suitably impressed with the speed of the game and also
with its simple shootr'em-up design_ However, because the
technical abilities of the NES were getting a little bit outdated
compared to other formats such as the Mega Drive and PC
Engine. Nintendo suggested we looked at their I6-bit machine.
the long-awaited Super Fainicom.

Q Tau actlally got te work cia the Super Eminent eves before itwest an sale?

A Yes, we were given a Super famicom back in June 1990,which was about six months before it went on sale in
Japan. I think Nintendo had liked our ability to reverse-etigineer
the NES hardware and put impressive software onto it without
using one of their development systems. The Japanese do
things by the book far more than we do over here, and that sort
of thing makes Naomi& sit up and take notice_ Anyway. after
the Chicago Consumer Electronics Show
(CES) that year we started looking
at the new machine and we
immediately transferred the
NES version of Sl ider
onto it, It took about a

Starke made as [tent at the Las Vegas CES Pack in January
this gear. The game was displayed inside a huge dome pacaea
with TVs and Was am (instant hit. Jes lapped it all up, of course!

equipment and the
expertise required
Without some serious
financial backing it
would have been
virtually impossible.
And, naturally, It would
have been a very risky
investment. too - there
was always the chance
that the finished product
might not have been used.

66 We'd seen the
DSP chip for Pilotwings,

and suggested doing
mething similar. 99

week, if F remember correctly. I guess we
showed real enthusiasm and commitment
to the hardware side of things, and
because we'd seen the DSP chip they had
for hiotteings (see special chips featiae
asue 4 - Ect.), we suggested doing
something similar - but custom designed
to handle 3D polygons, sprite rotation
and the like instead. Nintendri in Japan
took a lot of convincing. if the tndh be
told, and eventually it was the American
office that gave us the go ahead and the
funding to continue. I think they're
just much more conservative
In Japan - it's the nature ot
the beast.

QWeald It not have been possible to fund the development of thechip yoursebes and p ahead om your own?
A  Not a chance. Developing sontethn ig

P I  this specialist is incredibly - - - - -
expensive In torms
of both the T , fp,-.....

QLet's get technical tot a minute. Howlast does the thing update the Krona
and how last does the m o m  oat?

A The frame rale is, er, quickeneugh to be fun. It's fast
enough that the game isn't jerky. l'o

be honest It chiulges quite a lot
throughout the game - it can go up to 30

frames per second when there's not many
polygons on screen, but the game almost never
achieves that, because we wanted to get a lot
more detail in. i guess it mostly goes at 15120
frames a second. which is still last enough lo
prevent things getting jerky. The processor in
Stark"( runs at 10,13 megahertz, which isn't
actually all that last, but as it's a Reduced
Instruction Set (RISC) chip - dedicated to
handling 31) polygons. texture mapping and so
on fur gameplaying - It's effectively as
impressive as most PCs can manage. The
chip can run faster than It does in &Aix but
the I6-bit architecture of the Super Nintendo

restricts it slightly. Essentially. the whole thing is faster than a
286 PC. and about on a par with a 346 PC, at least as far as
garneplaying is concerned.

QWhat kind ot deal do you cow have with Nintendo for SuperNialendo games?

A We have a contract with them to do a series of 31) games -and no. before you ask, I can't tell you anything about
what the others will be, except that they're bath on schedule to
be released towards the end of this year. The very worst that
could happen is that our of them will be pushed over into '94,
but I hope that isn't going to happen_ We are doing work for
other publishers too though, and you'll be seeing a fair number
of games from us over the next year or so,

QHow did your retatioitship with Niataadowork on P e t e  tato did what?

A Stankix actually beganfrom something we
had started doing on the
Super EX chip much
earlier, Our original

plan was for something
Far more ['pen-plan, rather

like our old Starglukr games
with a true 31) eimronment that

had to be explored by the player. Nintendo,
Iwiwever, wanted the first Super EX game to appeal to games
players of all types, so they designed something much more
accessible but with enough depth to interest players who were
already familiar with these kind of graphics.

Much of the gaane's programming - the 3D maths routines
arid the basic game engine - was done by Argonaut, both here
in the UK and also by some odour guys who
are working at Nintendo's HQ in Japan. All
the artwork, character design and spaceship
design was done by Nintendo in Japan. with a

Right: Nintendo s
Migamoto San - top

game designer

d A n .

Len- New recruit Nell Jackson
(lent), ex- of our sister Matt
Amiga Format, and now
software development boss,
with colleague John Dem

Top: Mark washbrook tests a mew improvec , r , iOn Of
Alone 2 for TIIIQ Above: P e r  voarnes on the set of Santa
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act natural, says Jason. 'There
•,! a few questions I haven't
yet Er. whars your

-I wourite colour?' (Dow - ett)

team of programmers under
I he direction of none other
than Shigeru Miyamolos (See
internew in issue 2 Ed.) This
guy is simply (he best producer of
video games in the world today, and he's
the chap responsible for all of the classic stuff
like ,Watio and Zelda, By the way, while I was in Japan I learned
that he had been responsible for Super Marro Kart too, but that
hail actually been a shorter project than most

Anyway. Nintendo committed a lot of their game designers
to the Srurfor project. We had about 10 or 12 people working on
the Super R  chip, and six doing Stefox itself, while Nintendo
committed another ID game designers. a couple of musicians
and so or, If was very much a joint effort. and it's the first time
they've worked so closely with a company outside of Japan.

QDid you ever think: 'Ott no! Why have Nintendo smothered ourseriewS Wine slik•em•up with cute, fkitty animals?'

A  Naha
 There rni&dtt have been a bit of that at the start, but

I actually think the characters work really well - they
wi oil be enough to put off the high tech gameplayers who

66 Nintendo have a knack
of producing games that
appeal to everyone, and I
think we've started to see

how they do it. 9 ,

Q D o  you think you're Maimed much from working with them?
A  Oh yes! I think we've learned a great deal from their design

. n  philosophy- their way of doing games. Most flight slms
are cult things. which you either like or you don't - Nintendo
have the knack of producing games that will appeal to
everyone. and I think we've started to see how they do ii.With
Starker they wanted something with the same feel as the big
corwaps of the day, which at the time of CIHICeptlitirt were
Nainco'sSiorbkole and Marl's Solvaloa In these games the
player doesn't have to worry too much alit i tben., they are
heading, just abut they are going to shoot along the way.
Certainly, this is the first game we've ever done where I've been
catching the programmers bunking off work to play le

Map -  Ed.) r,•• •
rI  of Argonauts I J S C
i top game designer 1.11.11.1.110 San.ana i . i . r, . . ,awned

r. team. The project. &antic

1! Oh, go on.

might not realty go for cute animal gators, but
they'll attract lots of new people who've never
played a 31) game before. Nintendo are very keen
on characterising their games, and lake this kind
of thing very seriously. for example, the
character models Nintendo used in the
promotional material were rumoured to have
cost around El00,000 to create. There's even a
Skirfor conk inside one of the LIS Nintendo
maga2ines. Most Importantly, the characters in
Starfor create a team-like teel and add a bit of
humour too - another element that Nintendo try
to include in every garne's design,

Do yeti think future games will be mare like
the 30 stuff you get on PCs or whatever?

A ,
11,•.,1,,,,*erl see all sorts of
games. This is a real entry level

3D game to get people who
wouldn't normally play them into
the idea of 31). but later games
will probably explore the

potential of 31) a bit more, In
Smilax you can only influence the

direction you ay in to a limited
extent. but in future games you'll

be able to look behind you, or fly or drive in
any direction you want.

I really think 3D giunes are going to be very
important in the future There's all sorts of potential
for 30 stuff - the Japanese are really into Weis, and you
could do a great Dungeon Master-style game using the
Super c h i p  What l i k e  to see is a sort of 31) version
of Super Mario 14 odd, where you view things from just
behind the Mario character maybe, as in Storiar.

Q

Q l o w  much do Soper FX chips cost? Will games that usethem be moch more expeinive than normal games?

A A  Starki cart costs slightly more to make than a StreetFighter  ii cart. However, its L'S price has just been
confirmed at $tiO (about 5401. so it looks like Nintendo want to
price It competitively. You could squeeze a Ifi MIA game like
Street Fighter ii into 8 Mbit using a Super F) chip, so you could
save a bit of money there too. (And Startiox will aptiarently sell
for around S40 in the EX as Welt which can't be bad - Ed)

QWhat do you know about games from other companies that willbe using the Super FX chip? Who's %wit* on *tat?

A)in ienclo held a developer's conference on 1 February in Seattle, where they showed the Super R  chip and other
stuff. Ligs of developers scented interested, but I can't
comment on anything specific that they're doing.

A W e l l  it's 3D polygon stuff, but you can do other thingswith the chip as well. You could do really good pseudo-3D
games - you know, like AlWrbumet or OutRun
-with lots of sprite scaling and stuff, You
could combine Super EX 31) with a Mode 1
backdrop, which can be done You know the
backgrounds in Stadox - they're lust ordinary
Super Nintendo screens, nothing ti I do with
our Super EX chip at all (Jr you could use it to
have lots of sprites on screen without any
slowdown. Loads of stuff,

Fleally, does Mae Super Mt chip play any part
in the forthcoming CO NOM system, and what

CO OM Serelopmeet are you irivelred in'

A The 32-hit processor in the CD unit isentirely different Worn the Super EX's,
and is actually made by NEC. As tile
specifications still haven't been finalised,
many things are still up in the air, but that
doesn't mean we're not already developing

stud For Nintertdo's CI) platiorm. Our programmers have
developed one of the most advanced data compression
systems around, and we can now get lull motion video on any

CD system with movie-quality smoothness tabout lIJ frames per
second). When Nintendo's CD system finally appears, most
Likely early next year, you can bet we'll have some of the very
first games for it

Jez. Mai* you for your time.

he L.K version ot -  which will actually be
called Vorwing (Apparently there are a couple of
European games on 8-bit computers with the
name Sfarfox) - will be released on 29 May, at
the proposed price of ,S40o (Could this possibly
mark a change of heart In
Nintendo's UK pricing policy?)
Now torn to page 3,4 for a full
mvirw of Storkox.

WORK IN PROGRESS
While Argonaut are certainly committed to Super
Nintendo development, they are also developing software
for a number of other motor platforms Minding the
Mega CD. the newly announced 300 system, arid CD ROM
development tor the PC.

1111  -  L e w i s  Gordon is- - - -  • involved with CD
development at
Argonaut. 'No,
oDU can't take a
picture of this,
I'm afraid

'OP I
said no

picturesi-
A scuttle
breaks out as
Lewis wrestles with
Super Pray photographer Rob and Men tails for the old 'Oh
I've rum out or film ...• nick This is as close as ke get.

Jaid Minting works on the sprites and animations for Bert
Bad Sumpy, a licence that Argonaut are working on for
T110 a n  the PC. boll) the cartoon and sprite ammations
can be viewed Me-by-side Nice Mends, Jaid

Ran And Stimpy. art ,
with humour similar

LAIL U011
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WIN A SUPER NINTENDO ST FIGHTER II
super Nintendo e the most advanced entertainment
yystem with dazzling ID r,raphks, spectacular colour
and digital stereo soundt and includes the new game
'street Fighter II, the world's greatest arcade hit.
Question: Where do Sumo Wreatleni come from?
Ammer: Al America 131 Japan C1 Australia

WIN A SEGA MEGA DRIVE
MEGA DRIVE - The Sega Mega Din% e is the ultimate computer game
console, fully utilizing for the first time the awesome power of the late%1
16 bit technology. MEGA GRAPHICS - The Sega Mega Drive
reproduces the graphic quality of specially designed arcade machines
costing many times as much. MEGA SOUND - The Sega Mega Drive
even has real stereo sound. making the greatest games even greaten
Question: Finish this name - Sonic the A n s w e r :

i Hamster
B1 Home
C Hedgehog

1%. 0938 422000
ren un1 m u s t  seek parents'
onion t e l e p h o n i n g

No correspor N o  alternative prizes. The judges' dee' *Weis will be

WIN A SEGA GAME GEAR
The portable, band held Game Gear is in full colour, with
an ama:ing 1.-2" back Lit LCD screen, which brings arcade
stYle graphics to life in l2 brilliant colour,. The Game
(rear includes 4 awesome games.
Question: How many games come in this Sega Game (ear!
Answer: A) Al lit 4 Cu 15

t am
ANY GAME°
FOR ONLY E S
Just send ES with one of your
existing games - (make sure it is
one of your Own) to the address on
the coupon opposite and we will
send you your new choice of game.

Allow up io 28 days
tor delivery.

XCHANGE
For your SEGA MEGA DRIVE, GAME GEAR, MASTER
SYSTEM, SUPER NINTENDO, & NINTENDO GAMEBOY.

Post to: 0102 Ltd, Gild House, Bournemouth, 8H2 6AVie.
learoanclo. Gameboy, Super Nintendo, Sega, Sega Mega Drive are all registered tradematita of their respective companies. 0,10 Ltd are not endorsed by or related to them.

Post to: Q&O Ltd, Gild House, Bournemouth, 8112 6AW.
Name
Address

Signature of Guardian
(II under 18)

My first choice of game is
My second choice of game is
My third choice of game is
I enclose chequer] Postal Order L i  made payable to 084 Ltd tor E5 and one of my

exist ng games for my computer system. Sega Mega Drive G a m e  Gear L

Master System i  Super Nintendo Nintendo Gameboy Li
Of you ere not conudete0y unshed, we tefil deed the game you exchanged back to you.

0,10 Ltd. e'mtn. 5H2 6AW
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They're cree- (Noy no, 1440! Start again! -  Ed.)
Er... Ocean, eh? Not Content with releasing one
really good Addams Family game, they've now
gone and done another one. Only this time it's

based on a cartoon series -  and it's even better
looking than the first one!

In the manner of so many recent
Ocean platform games, Pugsley

starts off in a hallway-type place,
with doors leading off to the
game's various levels. That

means, rather wonderfully, that
you can choose the order you play
the game in — although a couple al

levels are inaccessible until
you've completed the first few.

The basement is
guarded by a

squiggly pink thing,
who only

disappears once
you've done Uncle
Fester's lab. It's all

dark, and full of
conveyor belts and
tricky jumping bits

This is the games final level, which
you cant enter until you've compleled
all the others. It's a slippery ice world

where you've got to be careful to
avoid sliding into spikes and things
At the risk of ruining the surprise, it

contains some really dastardly puzzles
involving lots of switches. and loads

of invisible-platforms-that-only-
materialise-when-you-land-on-them.

' A P P . . ,

,•1".

t O t s  1114.• • • • • • •

All you'll find through
this door is Pugstey's
sister, Wednesday,

who's challenged him
to find six objects

she's hidden around
Me house.

IN: PUGSLEY'S
SCAVENGER HUNT

Climb this rope to the attic, which
is inhabited by mice and bats.
There also seem to be lots of

explosives up there — dynamite,
exploding baddies, and cannons

.arhich fire projectiles you can ride on
fit you're careful). And it's got a

Game: The Addams Family
In Pugsley's Scavenger Hunt
Publisher: Ocean
Developer: In-house
Price: E44 99
Release: April
Players: l
Cart ROM: 8 Mbit

really nice two-layer parallax background -
something you'll have to take our word for,
as they don't come out well in magazines

MAY 1993
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Did for,
zines.

While the first Addams Family
;ame was loosely based on
the film, this one's licensed
'Tom an American cartoon
mat Isn't stiown over here.

Up these stairs is,
er, the other attic.
And -  wow! t h e
whole thing takes

place in a crystal
ball, under the gaze

of Granny.

Through here's the
bathroom, scene of
another smashing

background effect lots of
wobbly soap bubbles that

float up the screen.
Hazards to watch out for

here include ducks and
pools of pink — and very
dangerous — bath water,

::•

COME AND MEET THE FAMILY

The cartoon's got all
the same characters as in the film and
the original TV series, but they're all

tweaked a bit here and there
Node Fester apparently

'takes off his socks and
reads his toenalls').
The other difference is
that the cartoon's

actually quite funny.

Here's Uncle Fester's
laboratory, the scene

of many a fiendish
experiment. And,

alarmingly, you've
been shrunk down to

pocket size...

There's more to Pugstey's Scaveflger Hunt than
simply jumping round platforms, dodging Daddies
and all that stuff. Prixample...

...except in this case,
where your chances of

picking up those dollars
have now been

scuppered somewhat

s a : ) i t .  Hop
_ -7C, the cannon balls and
you can ride them across

the screen...
.•

marks make
61:_!.•• appear and
disappear. They're
tir w e l l  worth

In some places, this switches and puzzles business
gets horribly out of hand, like here where you've got
to jump on the question marks (which you might
just be able to make out in the floor there) in exactI!,'
the right order. Listen for the sound effects, which
will let you know if you're doing it right.

your weight to guide
them towards bits of wall that

needs demolishino

This makes it a lot easier to slip between the
test-tubes and clamp stands, but means a
collision with a Bunsen burner spells instant
death. Watch out, too, for escaped eyeballs,
killer Van der Graff generators and these
sort of funny green squidgy things.

P  

N



The game's positively awash with secret bits. You
can hardly move an inch without stumbling into a

hidden room, or chancing upon a load of bonus
points. So It's worth exploring every corner of every

room, walking into every suspicious-looking but of
wall and generally lust keeping your eyes peeled.

EEE P /

Other oonuse
are a bit more

fiddly to reach
Here. for

example, there's
a platform

Much only

Here s . s  reacheo
by creeping through an invisible hole in
the wall to the left of Pugsley, which can
only be done it you avoid the question
mark on the left of the screen.

.10

!sr- 4

And up theN•: s e
entrance to a full-
blown secret
room, brimming
with dollars.

See?

4-•miellimmoommempippppo&--guoisA40iii II _____-

The simplest source of bonus points is
simply jumping around in places

you wouldn't think of jumping

It's also worth walking into
walls — which quite often
2.-en't walls at all.

,npears when you lamc
on it (if you see what

we mean). Having done
that, you can pick up lots

of extra points.

The truly amazing thing about The Addams Family is that,
although its blimming difficult, it's difficult in a
completely fair and above board way. If you lose a life.
it's always your own fault, never the game design's, and
you're never sent back too far before being given a
chance to try again. (This is in stark contrast to Ocean's
other recent platform game. Lethal Weapon, in which the
slightest slip — which itself could often be put down to
sloppy programming — would send you right back to the
start of a level.) In fact, the only really annoying bit we
managed to find was here, where you've got to jump up
off that swinging platform to get the question mart, arid
then land back on the platform. Miss, and you'll find
yourself back at the beginning of the level, with very little
chance of making it back up there again. Grr,

Families, eh? You put up with all their nonsense. you do
everything you can to rescue them, and they put you into
a cooking pot and hit you over the head with a mallet.

II I  I  • 1 '  I  I  I  )

Did you like the
original Addams
Family? Then you'll
like this - lots. It's one
of those rare sequels
that's better than the
original in just about

every conceivable way (and with the first
Addams being no slouch either, that means
It's some game).

One great thing about it is that it's the
same as the original - but different. The
characters, for instance, are the same
(Pugsley. Gomez, etc), but rendered in a
different way - as this is based on the
cartoon series, they're all brighter, more
colourful. The game structure is the same
too - you're once again walking around a
house, entering different areas which
convert into levels. However, this time the
graphics are more original, more varied -
like the artist has had more fun with them.
The parallax scrolling in the backgrounds is
a sight to be seen - perhaps the best ever? -
and many of the visual effects are simply

stunning (check out the gorgeous Bunsen
burner flames on the laboratory level, for
Instance, or the bubbles in the bathroom).
The characters are great too - the baddy
sprites are all true individuals, with the
drowning cats, in particular, really making
an impression on the soppier members of
the Super Play team. This is one of those
games that it's fun just to sit and watch,
not only to play.

Happily, it succeeds in being brilliant
fun to play too - if a bit hair-tearingly
difficult at times. Gameplay is reminiscent
of the frantic platform action of the first
Addams, with many sequences appearing in
new, improved forms. The cannon balls you
have to stand on you'll know, for instance,
as well as the look of many of the
coilectables (shiny dollar signs and so on).
However, once again it's improved,
particularly in the way it's presented -  the
level where the whole screen is dark, except
for the area Pugsley stands in, or the bit
seen in Granny's crystal ball, are real
imaginative stand-outs.

Add to this brilliant sound (check the
cat's miaows) and lovely full-screen
character portraits (as good as anything the
Japanese can do) and you've got a near-as•
deimmit perfect game. This is as good a
platform game as anything Konami or
Capcom have done, and a real must-buy,
Well done, Ocean.

•  Matt Bielby

PP-GRAPHICS
93%

SOUND
89%
OVERALL
SCORE:

GAME LIFE
85%

GAMEPLAY7
90%

90%
VERDICT: Brilliant graphics, great
sound. lots of inventive bits and a
nicely pitched difficulty level add

L ip  to one of Ocean's best ever,
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One of the best bits of the g,1 d! comes halfway through one of the levels. (We're not
learn you which because, erm, we can't quite remember.) (MO - Ed.) Suddenly you
cod yourself underwater, dodging lots of snorkelling cats who make this really sweet
miaow' sound.

gsley's quite an animated
!he fellow. He's very well

animated, too. And he likes
-armalade sandwiches.

ve been sitting here
about a quarter of

trying
an
way to

s 'Good, Had
y?' box. But,

t creepy/kooky
t I'm going to do
gsley's Scavenger
t wh ich  it is -

of giving you
again. I can't.
ply point out

Runt is absolutely
and try to explain w

The graphics might be a good starting
point. I think I'm safe in saying that this is
the best looking platform game on the
system (it certainly gives Mickey's Magical
Quest a run for its money), and next time
we do a 'Top 5 Super Nintendo Graphics' in
What Cart? this is sure to feature. The
backgrounds are perhaps the best thing
about it - they do amazing things with
parallax scrolling and Mode 7 - but the
sprites and things are really nice too. And
the colours... I'm not sure where Ocean's

graphic artists found them all, but somehow
they've managed to make the game sort of,
erm, 'glow' in a way I've never encountered
before. The Music and sound-effects provide
a fitting accompaniment, even if the tunes
themselves aren't much cop.

And it's a thumbs up, a big smile and a
reassuring wink for the game itself, too. It's
been designed by people who really know
what they're doing (the same people who
did the original Addams Family game, in
fact, who were interviewed in issue 2) and it
shows, It's big, it's brimming with original
ideas, and it's enormous fun to play. What's
particularly nice is the way it does more
than simply provide a route from the start
to the finish - there are loads of extra bits
and pieces to discover along the way if you
keep your eyes open.

The game's really difficult, too. It's
much harder than the original Addams
Family (which I actually thought was
pretty hard, but I know loads of people
finished it in no time at all), it's much,

much harder than Mi
or Super Mario World,
more than many people
are no passwords or an
making It even harder
probably for the best, in
regrettable finishability.

a u e s t
C o .

tulle. There
• either,

that's
of Mickey's

•  Jonathan Davies
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Perhaps the only slightly disappointing aspect of The Addams Family
concerns the bosses_ They're not exactly brilliant. They're set against lovely
backgrounds and everything, but killing them tends to involve simply jumping
on their heads a couple ol times. And they don't really tight back much.

itixdU

The giant
mouse

Mows bits of
cheese and

smaller mice
at you. Jump
on its head to

kill it

This
Octopus
spins rounc
quite
slowly.
Jump on
its head to
kill it

The dragon
breathes a
bit of fire at
you. Jump
on its head
to kill it

r  GRAPHICS
9 4 %

SOUND
9 0 oh

RAMEKIN
0 0/0—

GAMELIFE OVERALL
9  0 We SCORE: 9 0 %

VERDICT: Quite simply one of the
very best platform games on the
Super Nintendo, and a triumph of
British talent. Rule Britannia!

hux,
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•  T H E  STARFOX RAPID DEPLOYMENT FORCE: WHO ARE THESE GUYS?••
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A new breed of game has arrived -  the Super NES

solid 3D game -  with the help of the much
publicised Super F1C built-in cartridge chip and a
fab new set of Nintendo characters. Buckle up

and prepare for the space adventure of your lives...

Our patented
film-strip type
anai f ,  angled
jauntily across the
side of the page,
shows scenes from
Stadwe s ace intro
•;equence.

Stactox offers something completely
different from most Soper NES games
- 30 polygon graphics. Solid 30
hasn't been exploited much on the
SKS In the past, and the reason is
obvious - the machine is hopeless at
displaying them, (Look at Race Mein
for proof.) Marine is the first game to get
around this by incorporating a custom chip
to boost its abilities in this area. It's called the
Super FX, and the things its enabled the Vertex designers tu
do should become clear over tile next few pages...

WARM' Li!
Imported copies ot Starke
need a special adaptor to
run on a UK machine i see
Super Expressi So it might
he worth waiting for the UK
release 'caned Starwing)
that'll apparently only cost
£40 land be in English!),

before splashing any cash

The storylme of SLirtav goes like
this: The Cornerian government,

threatened by baddies from
neighbouring planet Venom, built

themselves a brand new style of
fighter ship - the Arwing. This, it
turned out. was ri0 ordinaly piece
of military hardware - but (almost

too late) the Cornerians realised
they didn't have anyone to fly the

damn things. Just in time. a
special team of ace pilots was

selected from the hundreds of
animal hybrids trained at the

Galactic Military School Of
Flying, Needless to say.
only the top dogs Made

the grade. (Well, a fox, a
rabbit, a frog and a

hawk to be exact ) The
Starrox team are a
Robin Hood-style

bunch brought in lust
for this occasion.

The following info is
for operational

use only.

This map shows
the three
different routes
you can take to
bad-guy planet
Venom - each
one getting
progressively
harder to do.
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Sl ippy To a d
Age: 19
Weight: 4 6  kg
Height: 11 3  c m
Species; Frog

SIDsy also= t r e e d  Irtim the
Galactic Mil Schoo l  Of Fking.
He's I be of I l ability In baffle -
semen off wile acrobatics when lie
shoed be ported Fox's tail, ie's 4
cheerful seep, and ets breed
Yoreselre scorer h i  boom of
imusenstrt In lee officer's sees

•Japanese US Release

Games Starfox
(UK version: Starwing)
Publisher: Nintendo
Deve loper :  Argonaut/Nintendo
Price: E60-70 (ouch!)
Release: _lap' now/US: late March/
UK. April
Players: 1
Cart ROM: 8 Mbit
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LEVEL ONE, STAGE
CORNERIA

Corned' is the Neel base, and home to Fox, his chums
and ether Cowden of all animal species. However,
year hums planet is under attack - and these guys

awl mess about. As soon as your team Is dispatched,
wrt locked Into a series of dogfights. And thee

tam an the failing buildings to beware of...

I

110:41
fling mode helps the rookie or all-round crap
iou know who you are) grasp the sensitive

The other Starlox guys talk to you, and
progress as you try and keep in

nt hy through a series of rings.

Okay, were off. The fleet is deployed, and Fox and his
gals have got to fly across the planet and take out the bad
guys. In this stage. Slippy takes every opportunity to

• show oil to I ox. zooming thiough the tunnels and
arches shouting took at me! and 'Did you see
me" etc. It's tempting to blow him out of the sky
yourself, but don't - he is your chum, after ail.

Many of the obstacles Fox can fly through do good things
to your ship - like eam you points, or replenish your
ship's shields. This particular one, however, doesn't give
you anything, except maybe a quick thrill.

See that sigil
on the burl(

General -

3 rilliant explosions
•:ibound in Startex. this
,'.ne being a skyscraper

going up in flames.

L:SS

Its that tower with the revolving restaurant at the St
John's Shopping Centre in

t;t4i I  iverpooll The bases of•, t hese  towers can be
Mown up.

One ot the most impressive effects uri level
one has to be when flying over these sky-

scrapers - the buildings seem to rise up from the
ground. We've yet to see another SNES game that

makes you sway around on your chair as much as th

The end of level one is guarded by this huge boss - a
Ground Drop Mothership • •  hreaks off
into segments the more
shot, Like most of the
guardians, it has a teD
weak points



LEVEL ONE, STAGE TWO:
THE ASTEROID BELT

A change of perspective marks this stage. It's
actually possible to view must of the level 1101111 inside

the Arming fighter itself, though occasionally the
viewpoint changes to from behind the craft (as on

level one). A fairly standard Head-Up-Display,
complete with cross-hairs, proves very effective for

taking out the alien scum.

The Black Hole This is a strange
warp sectio• where many of the
sprites found in the game hurtle
towards you Out of control There are 11
mare gates that transport you to'
various later sections In the game too
-  more often than not to an
extremety difficult one on level three.

Neat 30 ship
interior too.

Watch out for asteroids on this levell The red ones can be
blown to smithereens, fortunately, but the rest of them
can't. If you successfully manage to shoot a combination
of particular asteroids then you'll enter the Black Hole.

The end-of-level boss on this stage is this Asteroid
Sweeper, which happens to be a fairly easy foe. Take
out its diamond-shaped guns, and it won't last long.
There's an amazing panoramic view to admire once this
level's complete, too.

LEVEL ONE, STAGE
THREE: THE ANDROSS

SPACE ARMADA
This is the first time that slow-down rears

it's ugly head in the game, but its not
too bad - the frame rate just goes right

down, and things get a little jerky, is all.
Its hardly surprising though - the armada
is a spectacular sight, with each ot these

giant spaceships brilliantly designed.

3eneral AndroSs' Space Armada consists 1-
"uge battleships like this one, which iauni_

'ots and lots of baddies al you. The re
-icoes on the side can be shot off, to

We
'ortr• I  he b,
• unforturiatel':

..gh the pages of d
helps create a tad) atmosphere - somehow
Super Star Wars I t  doesn't seem that super
any mote

111

a l  I  111 I I I  ,

I IS

Oh no, Slippy's in danger (again) - that yellow spaceship
is hot on his tail. Better take 'im out quickly with a few
well-placed blasts, then lick old Slippy off a bit.



teship
few 1

Minnow—

This spinnong nng here replenishes your shield leve ls .  Crap pilots will find them invaluable. (By
• stanlially when you fly through it, There are a the  way_ this is the 'USS Paused' we're flying
old few of them scattered through the many p a s t  here.) ( You're fired! - Ed)

JE

i l l r  1,4k..,...

Once you've entered the fortrL-,
- loads of tunnels to negotiate. 000rs to

blast open, and so on. Some doors
are a bit narrow, though. so it's best to take them
on the wing', (All top pilots speak like that.)i

JONATHAN SAYS

Y0000sow1 Al
fortress tun

the S

the
computer

moment.
I high speed over

and straight towards

Now, this Is what I call a well designed
sprite Jt's chunky_ cuddly (Eh? - Ed ),
and. well - it just looks completely tali
Its kind of like a, er, big fat
thing. (Sorry, this
isn't helping
much, is it9i.

.tht = ,  • l e  big bad guy on this
stage happens to be a kind of giant spinning room

Knock out the wall thingies to activate the centra
control unit. therravoid the enemy fire and lob
couple of smart bombs at it to finish it off. Easy'o

Although we all loved
Statiox here at Super
Play, Matt and Jason
were worried that, in
their eagerness to be
completely fair and
objective, their reviews

had ended up sounding a little, shall we say,
downbeat. So b r u s h  aside the fact that
Starfox isn't the hardest game in the world
(swish!), and that once you've played it a few
times it might start to get lust a teeny bit
boring (swoosh!), and instead I'll concentrate
on making up for my colleagues' cheerlessness.

And probably the best place to start is
with the Super FX chip, which the other two
have hopelessly underplayed. All that stuff
about Startoks graphics being all right, but

nothing special next to the best PC and Amiga
games etc etc is nonsense. You won't find
anything this good-looking on any other
machine. You might find faster frame updates.
And you might find more colours. But I defy
you to find such a convincing blend of
polygons, sprites and Mode 7 backgrounds
(without cheating and going into an arcade).

But Starfax isn't just a flashy demo of the
Super FX chip, either. The programmers have
lavished just as much attention on the games
design as they would have with one that
didn't have any polygons in it at all. The
result is that the baddies all look great, and
much more interesting than the boring,
blocky things you'll find in most PC games.
They move around more convincingly than I
can ever remember seeing before, too. This is

particularly true of guardians and things -
and. although it's a bit difficult to explain, the
way they move gives them a tremendous
feeling of 'hugeness'. The quality of the
animation extends to all the introey bits and
linking sequences as well, giving the game
an almost balletic quality. I'd call it choreo-
graphed (if I didn't hate choreographers).

It's probably fair to say that about nine
seventeenths (roughly) of the fun you'll haw
with Starfox will derive from watching all
those wonderful graphics whizzing about.
and just generally 'being a part of the Super
FX experience'. But there's nothing wrong
with that. It really is jolly exciting stuff. And
then there's the other eight seventeenths -
the Starfox-simply•being-a-really-good-game
side of things - to enjoy too. Brilliant!
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Cloops!
Sorry
Peppy-
the Ingoer slipped!
Things get noticeably
taster on stage lour -
enemy helicopters fly
around at an alarminl
rate. with many of tIgm
fiying rt

II
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VENOM - THE FINAL GOAL

RIINDOCSS IS lieUtrib C l  F C r t .
MiltST F Mt 1-1IS ( V I  BEAM Reek

EiESTOCel

1  LEVEL ONE, STAGE FOUR:
THE METEOR

no,e nor imp; travel to the last staging post on
their way to reaching Venom - an enemy

station on a giant meteor. The defences are
strong here, and only the most skilifel pilots

are likely to make it through.

garage-t•,,. i i .  n a l  open
And close with an annoying lickleness. Take a
:hance though. and you could receive something
heneficial on the other side like a power-up,

1- LEVEL ONE, STAGE FIVE:
VENOM'S OUTER DEFENCE

Venoms outer ring of defences must be
penetrated before the final approach to the

planet's surface can be made. The Phantoms
Battle Craft at the end of this section must be

followed down onto the planet's surlace.

part of IL
towards the oldnet s surtax

4 1 1 1 1 M . 1 1 1 1 1 1 1 )

. tina
Some of the alien defences
going wire-frame tor a time

in stay l
-s not .4,

you, he s tiring
!asma sprd,

stuff all
PVC!

dung oevices,
'e IS to shoot 'eml

LEVEL ONE, STAGE SIX:
VENOM'S FINAL FRONTIER

Level one's final major section takes place on Venom's
surface. It's a mind-boggling assault of clever

contraptions. designed specifically to stop you firmly
in your tracks. hen it you found the rest of the first
level easy, you're going to get some problems here.

The lovely descent onto Venoms surface is definitely
worth a serious gander or two. The whole screen rotates
as you plummet towards the ground and, er. most
probably crash. Top pilots, however, should be able to
gel Fox to pull up just in time. enabling him to take on the
next barrage of enemy traps.

•
• • •

It seems almost
churlish to start off
with a negative
comment about a
game as significant as
this one, so please
forgive me - the

danger is you'll be carried away with the
sheer excitement of it all (which is major-
league, make no doubt about that), so I
thought someone had better make an
attempt to balance things up a bit.

The main problem might seem slightly
obvious (this being a shooVem-up review
and everything) but ril say it anyway - it's
that, despite all the inventive elements and
visual brouhaha Starfox boasts, you only
really get to do the one thing throughout the

game (fly into the screen, and shoot things).
It's not that there's anything wrong with
that as such, it's just that it makes the game
kind of limited - previous big Nintendo
games (the Zelda, Mario Karts and so on)
bad rather more gameplay depth_

Other problems are much smaller. Some
PC flight sim bores who've seen it complain
that this or that bit doesn't move smoothly
enough, or that there's no gouraud shading
or anything, but it's safe to ignore them -
there's never been a PC flight rim that's this
exciting. Not being able to turn off the
lengthy intro sequence before the game, on
the other hand, is more of a problem.

Thankfully, from here on in, though.
everything else is lab.

Certainly, I've rarely seen 3D graphics

that are so involving before. The speed with
which it all moves, the inventive tunnels and
spaceships, the great baddies which have
character even though they're just made out
of polygons (something notoriously hard to
do), and - yes - the presence of Fox McCloud
and buddies to humanise (well. animahse)
everything, all add up into something very
special. For a real *just like being there' space
battle feeling, nothing else comes close - it
makes the likes of Wing Commander or
Warpspeed look very sick indeed.

A great game then, and a must-have - or,
at least, a must-play. And remember - this is
only the first product to use the Super FX
chip. The next couple (see the interview on
page 26) should be really spectacular - and
maybe a bit longer lasting too.
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• •
a r e  ottemed evelyooe. at we all stared at

wisealli approach to this fortress-type thing.
'MEW we all shouted, as our ship zoomed off
dill• Ilie sky turned, and Shot down into the
litilbess- core Bloody heck!' we cursed. as the
alleatisble happened. (We got blown up.)

The Phantoms Battle
iaft that first

attacked you above
!he planet returns.
Ind is truly

•essive. People
• 19 past the

..ice stopped to
;asp in amazement
Pehefl we got to this bit.

9  Shoot the head
111 enough and this cube

appears instead

SIX:
NTIER
ace on Venom's
ill of clever
stop you firmly
est of the first
.roblems here.

s definitely
mean rotates
et, must
Id be able to
n to take on the

with
ells and

have
de out
d to

oCloud
-se)

very
TB' space
se-It
or

RVO -  or,
-  this is
r FX
ew on
-  and

0 rtere'5 the real villain. aVonous. floating robot
head.

This cheeky set of polygons tries to spike you
by rising up and down in the ground. Later
ones even uproot Themselves to shoot past

you and land in new ground! The little
blighters. eh?

C I  Now shoot the cube some more and the head's back again! You're right at the end of
111 W,..1 the game now (but only on the easiest of its three routes, mind). Watch this guy - he

shapes at you out of his mouth. Then he tries to suck the whole universe into his
_welts And then some weird stuff happens. It's great. It's hard to kill. And to think, even
ribra sieve polished it off, we've still got to do it on the two harder difficulty levels yet!

I I ; i I  1
Now I'm
not one
to be
sexist,
but after
playing
video

games for years and years I've
come to the conclusion that
girls hate games with polygon
graphics. (For more on this, see
Do Girls Hate Video Games?:
Essays In Game Psychology by
Professor J Brookes.)

Seriously, I remember going
Into a computer shop with a
girl a few years back, looking
to buy the tab polygon-based
driving game Stunt Car Racer
for my Amiga. After a couple of
minutes of intensive play-
testing (Gulpi m y
girlfriend leaned over and
whispered, 'Can you imagine it
your computer had graphics
that bad!' (The Amiga had been
beneath the counter all the
time, and she hadn't realised
that's what it was running on.)
There followed a 20 minute
lecture on the intricacies of
filled 3D polygon graphics, and
how much processing power
was required to display them
at a fast rate. ( You really know
how to show a girl a good time,
don't you, Asa? - Ed.) She
dumped me a few days later.

A-ha! you're probably
thinking at this point. I know
what's Jason's going to say
next. He's going to say that
&tutor( is the first game to
break that mould. That
Nintendo's clever addition of a
few fluffy animals and some
nice music to the mix has
suddenly allowed girls to see
what they were missing by
ignoring 3D games. But you're
wrong. Within minutes of me
playing Stark's in the office,
there was Sue, leaning over my
shoulder and going on about
how she didn't like the
graphics much. Ho hum.

So where does that leave
us? The fact remains that if
you've seen polygon graphics
on other systems, you're more
likely to be impressed by
Startox's look than if
you've been brought
up on a strict diet of
2D console games.

. e whole look and
-lot 3D does take

• ,, e to get into (you
really have to have
graphics of the
standard of, say,
Namco's new
Galaxian 3 coin-op to
Impress non-fans).

Still, don't be
disheartened - these
are still incredible
graphics. They're
consistently smooth

•

and fast enough to effectively
convey the 3D action they set
out to convey, and
(importantly) are much more
Imaginative than the 3D staff
you've probably seen anywhere
else. The spectacular 3D sprite
animations of the bosses are
better than anything you'll
have seen elsewhere, for
instance, and even when the
screen gets cluttered, the frame
rate stays fast enough to
prevent things getting jerky
and confusing. The handling of
Fox's spaceship is flawlessly
smooth and satisfying too, and
great sound backs up the
action tremendously. The
combination of film-like music
(Star Wars sprang to mind more
than once, unsurprisingly
enough) and smashing effects
(like powerful explosions and
hilarious critter talk) causes
real sensory overload at times.
This is one very slick product.

As far as game design goes,
Starlos is well structured, but
hardly revolutionary. The
arcade coin•op Star Blade is
similar, for instance, though
here the action is slightly less
linear. You're still limited to
flying in one direction, though,
and are forced to fight an end-
of-level guardian at the end of
every section. What is good is
the fact that you're given three
different, and increasingty
difficult, routes to completing
the game - it gives Stenos, a
real sense of challenge,
surprising for such a main-
stream title. For once, it's good
to see Nintendo aren't short-
changing the more experienced
players out there.

So, Starfox is a great game
then, and a fabulous
demonstration of the Super FX
chip. It's simp!y the most
exciiing and compulsive shoot-
'em-up I've played in ages.
And it's even got some cuddly,
fluffy characters in it that just
may be enough to win over
the odd open-minded girl to
3D games yet...

•  Jason Smokes

reRAMOCS
93%

SOUND
9 20/0

O M A N
92%

SAMMIE OVERALL 9 3 0 f r870/0 SCORE
VERDICT: A fast, smooth, stunningly
playable and addictive shoot-'em-up
that demonstrates the abil it ies of
the new Super FX chip br i l l iant ly.
Fabulous graphics and sound. and
well-paced playabi l i ty,  all add up to

La,_real winner. Game of the year.
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At first glance this could
easily be a still from the

movie. Look a bit more
closely, though. Notice

the way the screen is
organised in layers - a

background, a floor area
In the middle, and a

foreground - just as it
might be lilt was...

scrolling. See how one
baddy looks uncannily

similar to the next. Look
at the baddy reeling back

as Batman plants a left
hook on his chin. And thus

it is proven: Batman
Returns is a scrolling

beat-'em-up.

(-

Batman Returns with a
vengeance! And this

time he's brought his
pals -  Penguin,

Catwoman et al. Holy
menagerie, Batman!

The game kicks off in Gotham City's main shopping
street, where everyone's entering into the Christmas
spirit. Everyone, that Is, except the Penguin's
hoodlums, who're 'rifted out In circus gear.

oar

te;w*, '4111111e-__
• •

--„mAdliffi ie.

Some come muunted on motorcycles...

This baddy's quite a tan order and he throws
flaming torches. Fortunately, Batman's brought along
a supply of Batarangs,

--IS'1111111-1'1.11'14111

1110111:""-

...while others seem to feel
happier walking. But

they're more likely to get
thrown through windows.)

The end-of-level haddy seems to have taken a fancy to
Michelle Plpfleiliplopfer for whatever her name Is).

UR N
Amisbh...d& A i k ss

Explaining the film's plot isn't easy, as
it didn't really have one to speak of. But
we've managed it nonetheless, and it
took up so little space that we managed
to incorporate it into another of these
terrific film-strip type things.

Daddy number one is Catwoman - halt
•  cat, half woman and a bit lewd,

•

•

•  11111"
•

Daddy number two Is The Penman - half
'the', hall mreguia as very ugly.

•

•

•

•

•

•  WOW Somedgmly call Batman!' T11do• V I  I doe get this thing to wattr...•

•

•
'Just a minute... I'm Batman. aren't I?

•  Better go and get me cozzie on, eh?'

•

•

•

•

•  And so the Caped Crusader sets off to

•  clean up Gotham. Hurrah!
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Swoosh! You should be gelling good at
--is by now

This never happens in Marks and Spencer.

There are lots of 'innocent'
(hem hem) children to rescue.

SOUR PUSS!

Jaisasese Release

Game: Batman Returns
P u b l i s h e r :  Konami
Developer: In-house
Prise: E50-E60
Release: Out now
M a y e n :  1
Cast ROM: 8 Mbit

mil two is largely similar - lots of streets
nlanketed in snow, and crawling with The
enguin's accomplices. At one point you head
ndoors, though Iso that's a bit different).

The end of the level is guarded by a
generously-proportioned strongman with a
nasty line in punches.

The third stage has platform game overtones,
as Batman hops around crumbling window
ledges and swings from overhead girders using
his trusty Bat-hope.

This section will give you a real
erm.

we defy anyone to get the better of her
without losing at least six lives in

the process. Half the trouble
seems to stem from the fact
that every time she touches
Batman he loses about half
his energy. It's a
nightmare. (And you've got
to fight her at the end of
level lour as well!)

The game goes all dark on the fourth stage, so we
hope you can see chats going on. The action stays
the same, though - basically just beating people up.
Albeit under some nice lighting effects.

Were not entirely convinced by the
end of level three, where you run into

Gatwomen. She takes absolutely ages to
kill a  ludicrously long time, in fact - and

Oh. blimming heck_ Its
her again.

You'll need the
Bat-Rope for this

bit if you're to
avoid turning
Batman into

(erm) Spielman.

At the end of the level you'll meet Catwoman
for the first time. We've explained our

feelings on her in the box below.

GE 4: ITS ALL GONE

Not one of our mare exciting
screenshots_ unfortunately

-  unless you put yourself
in the shoes of the
bloke who's just been
bitted on the jaw.

Oh no. It's another
still-walker!

Catwoman's got a huge number of
special moves and things, roost of

which are very 'un-furr.

This IS a botmore
like it, although

we still don't
seem to be

pushing back
any frontiers.

It, by some
miracle, you
make it past
Catwoman for a
second time.
you're slap bang
up against The
Penguin and
his umbrella

MA
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Events take a turn for the worse in this driving-game bit which. to be
oomplotoly honk, isn't much cop, The road qetillik Okay, with some nice hilly
bits, bul the motorbikes you're meant to shoot jerk about horribly, and it's
guile a relief to get back to hitting people.

You can shoot
the motorbikes
rHurrahl)

Pick up the Bat-tokens ler...
ern. we're not quite sure.

The hills are goer!

The end-of-level boss is this
haddrcoveted van-type-thing

Here's where we have to admit that
our gameplaying skills aren't all
they ought to be, and that we didn't
actually get much further, From
what we've seen of it, stage six
takes place on a last-moving train
carrying yet more circus performers.

Batman's got a formidable array of
moves and things up his sleeve, many
of which we've dolled about on the
preceding pages. Here are some more.
including one involving the Bat-Rope
and a great swishing-around one.

GOOD, BAD OR UGLY?

See what we mean?

111•1111m.

We don't remember
any Red Indians from
the film original, but
look - here They are.
The way they attack
you, They certainly
don't seem to know
they're not wanted -  tar
from it, in tact.

the best
tman
erally
re the
er is

le,
probably

decision in crafting Batman
straightforward scrolling beat-

'em-up. It's hard to see what else would
have worked, although many people are
clearly going to be a teeny bit disappointed.

The trouble is that no matter how much
effort goes into them, and no matter which
top publishers try their luck with them,
scrolling beat-'em-ups all tend to end up
looking a bit, well... samey. And Batman
Returns could hardly be described as an
exception to the nits,. In fact, in many ways
It could just be Final Fight with the
characters jiggled about a bit. With that
said, though, make no mistake about it - it's
an absolutely top-notch game.

For starters, it's undoubtedly the best
scrolling beat-'em-up ever. In no other
game will you find such huge, well-
animated characters - not even in Final
Fight - or such an imaginative range of
fighting moves. Where else, for example,
can you throw baddies through shop
windows? Or swoop down on them, cape

flapping in the breeze, and punch them
soundly on the nose?

And the other terrific thing about it is
that Konarni have got the spirit of the
original film completely sewn up. They've
really gone overboard with the intro
sequence, with hundreds of digitised stills
from the film and Bat-Signals whizzing in
and out, And the actual game itself is even
more Balmarmy thanks to the skill that's
gone into drawing the sprites and
backgrounds. What's particularly smart is
the way Batman himself moves about just
as he does in the film, almost as if there's a
miniaturised Michael Keaton tucked away
inside your Super Nintendo,

In fact, apart from the stuff about
Catwoman and the Batmobile explained on
the preceding pages. the only actual fault I
could find with the game (and even this
Isn't a proper fault) is that it echoes the
movie a bit too closely - the problem being
that Batman Returns was one of the dullest
films I've ever seen_ I thought the first
Batman him was great, but the second one
just seemed to go completely off the rails.
The plot didn't bang together at all, all that
Christmassy business smacked of Home
Alone and the like, and Danny Dellito was
just plain irritating. Konami have captured
all that perfectly, along with all the good

- bltsder. b o v e ,  and so I kept having
horrible c k s  while I was playing it.
Even Da E l f m a n ' s  nerve-jangling score
has been faithfully reproduced. a seem to
remember it being so loud it drowned out
half the film's dialogue, although that
mightn't have been such a bad thing.)

But none of that is Konami's fault, of
course. They've pulled out all the stops with
this one and, within the constraints of the
scrolling beat-'em-up formula, have come
up with one of the best film games ever.

•  Jonathan Davies

'11,01011k1--110111.. -13A1 M A N
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ril-VAPHICS
90%
GAMINE
80%

SOUND GANTEPLAY,--
8913/0 L 8 9 %
OVERALL 810/0

VERDICT Konami have consolidated
1 the i r  position at the forefront of

Super Nintendo development once
again, producing both an excellent
film conversion and a brilliant
smi l ing  beat-'em-up.
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FOR ALL C O M P U T E R  SERVICES
COMPUTERS. HAND 1 1  CLYDE HOUSE
HELDS AND 9 3  SURBITON ROAD
CONSOLES. CALL
FOR ADVICE &
PRICES

Tel: 081
541•1775

GAMESOY
DELUX SYSTEM
TETRIS GAME
BATTERIES,
HEADPHONES,
2 PLAYER LEAD
E85.99

G A M E  B O Y  P R I C E S
E23.99
INCLUDES CASE

WE RESERVE THE
RIGHT TO CHANGE
PRICES E&OE

SNES TITLES
SUPER STAR WARS C A L L
ADDAMS FAMILY £ 4 3 . 9 9
AMAZING TENNIS £ 4 3 . 9 9
AXELAY £ 4 3 . 9 9
STAR FOX C A L L
DESERT STRIKE £ 4 3 . 9 9
JOHN MADDENS 93 £ 4 3 . 9 9
J. NICKLAUS GOLF £ 4 3 . 9 9
MARIO KART £ 4 3 . 9 9
MARIO PAINT £ 4 9 . 9 9
LEMMINGS £ 4 3 . 9 9
BATTLE CLASH £ 4 3 . 9 9
CHUCK ROCK C 4 3  99

G A M E B O Y
F R E E  S M A R T
BOY C A S E  W O R T H  C7.99
ON  S E L E C T E D  T I T L E S  CALL

PLUS MANY MORE

P&P
£1.50 GAMES

£6.50 CONSOLES
ADD

PLEASE MAKE
CHEQUE PO PAYABLE TO

D.C.S

KINGSTON K T I  2HW
7 DAYS 9am - 9pm

FREE MEMBER
SHIP AFTER

FIRST
PURCHASE

SNES STREET
FIGHTER PACK

053.99
SNES AS ABOVE

PLUS
UNIVERSAL

CONVERTER
£160.99

S C O P E  G U N
& G A M E S

E58_99
• S C A R T  L E A D

E-13_99
A U D I O  L E A D

E9.90
SN P R O  PAD C L E A R

E-15.99

SEND STAMPED
RESSED ENVELOPE

FOR FREE
LIST

i SOLES & GAMES

GI( 1  • A N D F r i £317

NEW TITLE:,
Star Wars
Star Fox

Batman Returns
Tiny Toons

Busby
Fl Exhaust 2
Ghost Kitaro

Rushing Beat 2
+ MORE

•
k I  TEL:

USED GAMES
JAI Crush J A P
Flart's Nightmare USA
Prince of Persia U K
Final Fight U S A
Pilot Wings U S A
Desert Strike U S A
Axelay U K
NCAA U S A

-nRE

OF
YOUR OLD
GAMES!?
THEN EXCHANGE

YOUR OLD AGAINST
ANEW M E

BEST DEALS GIVEN

WE BUY, SELL & TRADE NEW & USED GAMES
ZEAL CONSOLES C10 METRO SERVICE STATION

BOUNDARY GARAGE BURNLEY ROAD COLNE LANCS BB8 8LF
IMPORTANT

TIPS

vt N

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 ! ! !

\ \ \  \ • T
MEGASUS —

SOLUTIONS
\

NO 'CALL TIME
WASTED WITH

VERBAL RUBBISH!!
LINES UPDATED E RY  MONDAY WITH THE HOTTEST TIPS AND CHEATS 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

COMP-LINE 0 3 3 6  42 03 28
IMuth•choice with tie breaker')

pennawco ot the petsen wino pay* ww Noppwone tvg below rwling any ANAL
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ROLE PLAYING THE JAPANESE WAY
One thing you've got to understand - the Japanese love Role
Playing Games. Love them, love them, love them. Walk into
a Japanese sofmap (software shop) and chances are the
first thing you'll see is a massive rack of the damn things -
next to the best RPGs, even top quality arcade games are
small beer sales-wise, and the sort of shelf space they
command reflects this But why? Super Play investigates.

T o  the average Westerner, the Incredible
popularity of FIPGs in Japan is all rather
ow/ l ing .  After all, most of us have been

brought up on a strict diet of console action
games - loan that sort of perspective. these text-
heavy, weedy-graphicked RPGs look very
unappealing indeed. So unappealing, In fact, dust
they almost always perform poorly when they're
translated into English, with most Japanese
themseives agreeing that they lose a lot in
translation, without being able to easily put
their fingers on exactly why.

Despite all this, however, the more
adventurous of us gailin (foreign)
garneplayers have been asking
ourselves a question
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lately - are we missing out on something
important here, or what? Let's try to shed a little
light on the situation, shall we...?

WHAT EXACTLY IS AN RPG?

R P G ' s  aren't things to be entered into
lightly -  you need to commit a lot of time
to them. which is. alone, enough to put off

most Westerners. This isn't. of course, the whole
story, however - after all. RPGs in the style of

Dungeon Master et al are Incredibly popular
in the West, and are just as l in olved as your

as erage Dragon Quest or what
base s on. So where does the

,.. d i f f e r e n c e  lie?
In order to
understand

that, we
first have

to define
what we
mean by the
term 'RP ' .
One useful
definition is

to say that
they're games
where the
player actively
puts himself in
the shoes of

one or more of
the game's

characters, and thee
directly influences

the way the action
proceeds. Crhis is, of

course, the diametrical
opposite of something like

a shoat-'ern-up. where the
action is pre-set, and you, as

the player, simply have to follow
the course the game designer has

already dictated for you.)
This is, in as far as it goes, true of all RPCis -  so

what makes the Japanese model so different? Well,
one major point is that they're often much more
streamlined and formularised than Western games
-  indeed, brief descriptions of most of them tend to
make them all sound exactly the sarne (as you'll
see In our round-up of the latest Japanese RPGs on
the following pages). The standard structure
Involves a mythical land -  almost always a
variation on the middle ages, but packed with

Sorra about this,
bud the Jammu

'Me Mar RPS
characters
cute

magic users and mythological creatures -  in
trouble, with you playing the main character who
has to save the place. This is often presented as a
thankless (but necessary) task, with most
inhabitants you'll come across completely
oblivious to their impending fate -  they're usually
wandering about worried if it's going to rain on
their washing or not,

Gameplay, in its basic form, is equally
formularised, It generally involves walking around
your home village a lot, piecing together all the
scraps of information you can find to help you out,
before setting off on your quest, Along the way
you're bound to face assorted monsters that have
to he killed, normally in one of two ways. You
either get arcade-style slash-of-a-sword combat
(as FiPPII in the action RPG Zelda), or -  more
traditionally -  the take-turns-selecting-the-right-
text-option combat mode. In this one, the player
uses magic or weapons to defeat his enemies, each
one defeated boosting the attributes of the player -
and thus making him better suited to progress
through the game.

We'll look at how these factors combine to
make the Japanese RPO a very different beast to its
Western counterpart a bit further on.

BUT AREN'T RPGS ALL
A BIT, WELL, BORING?

W el l  -  they can be. I f  ever a game needed
time to 'get Into', it's an RPG, and this is
the main stumbling block that most US

and European games players find with them. Put
simply, we tend to be too impatient to bother
with all the text boxes and selection screens that
dominate moat of the genre.

Further analysis reveals a cultural difference
that separates us from the Japanese in terms of the
types of games we enjoy playing. The Japanese are
traditionally a very story-motivated people, and
tend to have a more introspective nature than
most Westerners. The Japanese tend to read far
more than most of their Western counterparts and,
as most of you will be aware, comics (or mango)
play a significant part in all levels of Japanese
society. Stories -  and particularly stories involving
far off lands and mysterious creatures -  crop up
everywhere in Japanese him It's a background in
which RPG-playing can thrive. The reluctance of
most young Westerners to read outside of school
or work time is a characteristic that lust doesn't
meld with most heavy-going RPGs. And this doesn't
look likely to change in the near future either.



t y  s o  HOW DIFFERENT ARE
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T  o the 'Neaten' RN fan, lion-person0 p e r s p e c t i v e  games like Dungeon Master,
Eye Of The Beholder and f l i ima

tisderworlds - where the player views the
game as if he or she Isere actually inside the
body of the character they are controlling -
have become far more popular than those games
featuring the second person viewpoint which the
Japanese thrive on. So why should this be the
case? Weil, one reason is that the Japanese
enjoy thinking of their little character, as real
people that they are directing the actions of more
than we do - we, on the other hand, tend to like
the idea of actually being inside the game itself.
This doesn't mean that games like Dungeon
Vaster haven't found their followers in Japan
too (the Super Famicona version has mdd well

. since its release over a year ago), but it's not

1 • what they usually go for.

The 01 her big difference is that, despite the
impression of freedom of movement that Japanese
RPGs have, they're actually far more structured
than their Western counterparts_ A Western RPG

. will normally allow the player to explore vast areas
i o f  the landscape, quite easily getting lost in the
I process, but this'll never happen In a Japanese

game. They are far more linear,
which fits in with the

strong

element of story-telling In most of them, In fact,
many Japanese see RPGs as 'interactive manga' -
books or t•orn ha in which you don't so much
determine the story as actually help it along its
pre-ordained route - which perhaps explains the
insatiable Japanese appetite for the latest slice of
popular RPG series like Final Fantasy or Dragon
Quest. Buying the game is like buying the next
instalment of a serialised story - a different state of
affairs from Western Dungeons And Dragons-style
RPGs, where the player shapes the story himself,

Move: niscuestne the possibilities behind Ftnsl Fal
lef ges, another sequel to already In the pipeline.
PLight: asiesta manes caimans I oasts! mars of muds

SO WHAT EXACTLY MAIM
A GOOD RPG?

N o o n e  is more concerned about this than
the Japanese, and to illustrate the point
their guinea magazines regularly (Jr

almost every week) feature discurodonm between
games designers and industry figures about the
future this genre faces, What the punters mist
like to hear is speculation over what new
elements will be included in the next big RPGs,
Final Fantasy V. one of the biggest SUcc(104.1t
recently, was talked about so much that its
prequel of two years ago started selling in big
numbers again, re-entering the Japanese charts
both before and after Final Fantasy Vs release
last December. To illustrate just how completely
hooked the Japanese are on RP(ri herr are live
most common themes that these magazine
discussions focus on:

1) AUTOMATED M I T  hiQUENCES
Recent articles in Japanese games magazines
talking about the future of RPGs have
revealed that the automated fight
sequences, as developed for Dragon
Quest V, have proved extremely
popular, anti now look set to
become a standard for other
games in the same series.
Artificial intelligence drives
all the characters on your
side, apart from the main
warrior character who is
under your direct control,

Above: Drum Max' V Amass& DOW
Right LBW hugs, aus 'erasure had batter be I
pod lot Beete the Han_

Au the the player has to
do is choose the

relevant tactic he
wants to use and then lust sit

back and watch,

2) CONSTANT UPDATES
Another feature In RPGs that many
players seem to like is a diary, or
digest of information, that lets the
player know if they've missed or
forgotten anything along the way,

This is especially
useful to players
who don't play
regularly enough
to keep abreast
of the full pattern
of events A
diary or log
catalogues all of
the important
events that
have taken

place so far, making sure you don't get
confused as to what you should be doing next.

3) m a m a  THE RESPECT YOU'RE DWI
A common view held by many RPG fans In Japan Is
that too much time is wasted in many games
hunting for the information necessary for
progress to be made. Consequently. the Japanese
argue that if you supposed in be the saviour of the
land, the population should treat you accordingly -
le coming to give you whatever information you
require, instead of you having to search for di
'Give me the respect I'm due,' seems to be the
basic feeling.

4) VARIABLE DIFFICULTY SETTINGS
It's widely felt that it's impossible to pitch the
difficulty of an RPG at the tight level without
testing people's Patie_nce. Some people like the
tactical challenge of a fight, while

oth,ers want to

1
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simply sit back and
enjoy the scenery
while getting a good
grasp of the storyline
For this reason,
variable difficulty
settings are felt to be
a good idea. (To
Illustrate this wish to
make games either ths Oeasier or harder than U s  the Dreptee nesle celled 01110111 Warrior ,
the designers set P I M  The North same is d
them at. some die-hard
Japanese Dragon Quest fans have gone out of their
way to get the VS Dragon Warrior versions of the
game series, because the English text both makes
the games even more difficult, arid improves their
knowledge of the Language at the same time! That
said, the Japanese usually agree that intricate RPG
storylines are often spoilt by clumsy translation.
something that might contribute slightly to their
relative unpopularity in the States.)

II) VIRTUAL REALITY
This is a buzzAvord on the tongues of all Japanese
games freaks at the moment. RPG fans
particular. Apparently. some Japanese games
designers are so keen on creating a 'true role
litaylitg experience' that they're now suggesting
that gadgets could be developed to attach to the
human body to help to simulate true combat.
Think about it -  instead of your character's
damage meter dropping a few notches when that
enemy wizard casts his spell OT1 you, a couple of
hundred
volts could
be sent up
your left leg,
effectively
telling you
the same
thing!
Suddenly.
the whole
process of

completing an RPG for a Super Player's Guide
guide looks about 100 times less appealing than
previously. (Even Jonathan would probably have
to think twice...)

Abuser A couple of hundred Wail all each arra anew just
coestece pee that pour combat tocealenes are severelp terldep.
Lett: Lagend Quest- nom et the first virteit r a f t  APfis

H E  D R A G O N .  Q U E S T
P H E N O M E N O N
How Enbes RPG series became the toast of Tokyo

W e ' v e  already talked about Dragon
Quest in some detail here in Super
Play (in a feature entitled Dragon

Quest V: Inside Japan's Favourite Game in
imam 3), but a few paints we made there really
need reiterating hem.

Chid amongst these, of course, is that the
DO series is just about the biggest thing ever
seen in computer or video games. at least as far
as the Japanese are concerned. It was Drawn
Quest V that created queues of Tokyo
gameplayers lining the streets to buy the new
game long enough to swamp anything Street
Fighter if could manage, after all. (This was, you
will remember, the game that provoked ugly
incidents where kids who hadn't managed to
buy the game mugged those that had on their
way home, it was also the game that caused
outrage amongst the Tokyo street cleaning
fraternity, who claimed that punters queuing for
a copy had left an unreasonable amount of litter
in the streets. The Japanese goverumei a has
recently decreed that Dragoli Quest games
should only be launched on Sundays or national
holidays, to try and cut down on the extra work
and school absenteeism they cause.)

however, almost as important as the
immiatse popularity of the Dragon Quest series
inside Japan is its singular lack of appeal
outside that country. American versions (with

all the text translated into
and redubbed Dragon W
notorious underachievers.
the appeal of Dragon
from the
work of
Toriy.
unheard of
this star sta

tact It Is
upon many Japanese

that SCCITIS to define thecharacter d
appeal of all Japanese RP(. and the Dragon Quest
games in particular. irmide Japan and their failure
outside of it. Japanese ganwplayers like vast casts
of characters, all with their own histories and
personalities, to get lost at i t  tits their often fairly
introverted lifestyles. For the same reasons they
like the vast. difficult-to-finish. games these
characters inhabit. Western gameplayers prefer
their thrills immediate and relatively uninvolved.
It's just a difference of attitude.

DRAGON QUEST II AND1  C O M I N G  TO THE
SUPER FAIOCCOMI

The MS originals maim the Jiang' 10
the new machine

it the
ad are

•

The biggest recent Dragon Quest-rel
news has been Enix's plan to release
original two Dragon Quest games -
Quest and / V /  - on the Super Fain
(like first four Dragon Quest games on
have sold around 10 million copies between
them, each one earning a place in the lop 10
highest sellers of all time.) Graphics for both
games which will appear on the one cart -
have been upgraded, with the iiew command
system introduced with DQV added to make
them easier to play. Scenarios and events have
been mocked about with too - both to improve
things, and to keep those who played the NFS

•• ns of the games on their toes. Unsurprisingly,
Quest-mad Japanese have gone

letety mad at the idea of this - there's no
lease date yet, but Japanese street cleaners are

already preparing themselves for trouble!
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AND NOW...
LOTS OF NEW RPOS!

T h e r e  have never been quite so many new
RPGs in the Japanese games market as
there are at the moment, and telling them

apart ran be pretty tricky, so we thought we'd
show you a few of them and tell you a little (well,
all we could find out) about each one. You never
know - as RPGs get even more popular hi the
Vtild, some of these games might even get
translated into English one day...

DUAL ORB
(I'MAX)

A r e  involved affair than many of
the other RPG's, with standard genre
characters like Ralf (a warrior), Theo

(a cleric), Liz (a swordsman) and a token
fairy, Lumina*. The viewpoint changes all the
time in this one, with the combat scenes
rendered in extreme close-up, while the
wandering about is tackl•d more sedately.
Out in the middle of April on 12 Mbit cart.

EM?
1114
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T h i s  is an action RP( l ike Zelda,
created by Red Company -  die
team behind such class stuff as

Hudson Soft's PC Kid games on the PC
Engine, and the recently released Eltaria
on the Super Famicom (c1). In CAMP you
were wondering. 'Dora' is taken from the
Japanese word Doracula (or Dracula).
while 'Botchan' means young man or master -
Its similar to the old PC Engine platform game
Son Of Dracula, except for the RPG
perspective. The usual magic and Items are

ALBERT ODYSSEY

DORABOTCHAN
(NAXAT)

(SUNSOFT)

A f a b u l o u s  looking 10 Mbit RN) that
incorporates a neat three dimensional
effect in the scrolling landscape, with

loads of colours used to create interesting
lighting effects. The plot is

standard fare, concerning the
recovery of a magic sword

that's hidden in one of the
eight mysterious lands
you have to explore. You
know the kind of thing -

talk to people, search
buildings and, yes, kill lots and

ELFARIA
(HUDSON SOFT)

E t r a r i a  is a 12 Mbit title and has already.
been around for quite a few months in
Japan, but is still selling very !deacilly

and has won loads of
fans - mainly because it
utilbies the Nintendo
mouse to full effect.
Other characters join
your party and wander
around behind you as
YOU complete PAC h
stage. The graphics am
particularly good in this
one, and the game

\--,

r- ESTOPOLIS
(TAITO)

T h i s  is apparently
Taito's own answer to
Dragon Quest V and

Final Fantasy V, and initial
reports suggest irs another
top quality RPG, though it's
very similar-looking to its
main rivals. The games
main claim to fame is that
it'a no big it's actually split
Into three different stories (a
story structure similar to
that of Star Wars), which
are linked together as each
section is completed.

there in abundance
to be collected, and the
game Is available now
on 8 Mbit cart.

lots of baddies. Albert Odyssey has been
an i n  Japan since March. and has

been very well received.

comes with some fat)
promotional artwork
by the reknowned
Japanese gaming
artist Susumu
Matsushita.

Estopolis is 8 Mbil
size, and expected to be
released in June.

/FINAL FANTASY (
(SQUARE SOFT)

T h i s  is currently the only dead eert
for translation Into English for
the I S market. While the Final

Fantasy games play second fiddle to the
Dragon Quest series in Japan, they're still
very popular, with this latest game selling
nearly a million copies on its first day of
release, The first three games in the Final
Fantasy series appeared on the Famicom
(NES) in 1987 (DQ first appeared in 1986),
while the massive-selling fourth instalment
came out on the Super Famiconi in Autumn
1991 to rave reviews, At first glance Final
Fantasy V looks similar to 00V,  but its 16
Mbit earl has bener
graphics and sound
-  which have won
over lots of real D()
fans. It'll appear in
the US later this
year.



OGRE BATTLE
(Qum)

O n e  of a popular sKriest of RPG/strategy
games on the Super Famicom and
almost a cross between a board game

and a standard RPG. The most outstanding
thing about Ogre Battle is the attention that's
been put into the gniphics -  it's one of the
first strategy games to make full use of the
graphical abilities of the machine. Choosing
from a variety of strange beasts such as
dragons. ogres and dwarves, you fight battles
to conquer the land and eventually the world.
This is available now hut„ because it's so

complicates!, don't expect to see
much of it in the UK.

(LEGEND OF HEROES II:
DRAGON SLAYER

(EPOCH)

T his one's a sequel to the original
Dragon Slayer game that appeared on
the ramicom (NES) and PC Engine Super

CD - there's an actionpacked anlme film
telling the same story too, all of which
combine to give the game a high profile in
Japan. What we have here is an RPG with an
overhead perspective similar to the IS games -
you should recognise the look (lots of tiny
sprites and fairly simplistic graphics) from
many traditional R P ( .  Expect a huge--05---
map and hundreds of '
different - o s u -
creatuns
to do battle
with.
Whether
Epoch's
translation
will be as
polished as
limbo') Soft's ,

t a i t
— -2

SWORD WORLD SFC
(T E  SOFT)

T h i s  is a Japanese PC game, originally
entitled Sword 14 oriel PC, that features
es. en more text than most RPCis (Let ow

at ill -  Jonathany. The usual characters crop
up throughout the game -  clerics, bards,
priests. sorcerers and so on, but it's possible
to actually create Your own character. The
neat thing here is that the story is influenced
by the people you base in your group, and
the types of information you manage to
extract from the town folk. rhls 12 Mbit RPG
isn't expected until August this year. so
Jonathan and his pals will have to be patient.

previous versions remains to be
seen. This one's scheduled for a
June release on a 12 Mbit cart.

HOLY SWORD
LEGEND 2

(SQUARE SOFT)

T his 16 Mbit game is the second most
eagerly anticipated RN i n  Japan at
the moment, after (of course) the

newly announced Dragon Quest idL It
previously appeared on the Game Boy over
there, and features a character who travels
around the land in the form of a human
cannonball (courtesy of Mode 7). Without a
doubt it's Square Soft's best-looking RPG to
date -  even better than their well received
Final Fantasy V. Holy Sword Legend 2 will
be released in Japan in late April, so let's

Just hope
It gets
translated
into
Engl WI,
too.

NEUGIE
(WOLF TEAM)

T h i s  in shaping up to he another nice-
looking action RPG. The ganieplayr is
similar to that of Soul Blazer, hut with

more features - including a gadget like the
hook-shot in Zelda that can be used to get
acmes certain sections. You'll have to Jump
in the right places to reveal secret rooms or
reach new levels too. This is now available
on 8 Mbit cart, and should be worth a look If
any copies make a into the UK.
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We deal in buying & selling used
games and also part exchange
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Of) Mic-key's Mystic

Quest

® Tiny  Toons
I:1 Final Fight 2
® Al ien 3
•  Combatribes
g  Nigel Mansell's

Grand Prix
A L S O  I N  S T O C K :

0  Super Nintendu 0 )  Game Boy
(g) Game Gear M e g a  Drive

All latest games in stock
Ring for availability

A M E R I C A N ,  J A P A N E S E
a  net E N G L I S H  G A M E S

P&P ADD £1.50 PER GAME
GAMES-GAMES • GAMES. GAMES

THE SUPER GUN
PLAY ARCADE PCB BOARDS L., sCART TY ON
MONITOR iNCLiJDES
• BUILT IN POWER SUPPLY
• II X APOLLO 6 BUTTON JOYSIKKS
• " x  SCARE LEAD
110111 •  P&P
ARCM* BOARDS AvADABLE INCLUDE
STREETTIGHTER I  99, TRACK & FIELD, DRAGON
NINA, MIDNIGHT RE55TANCE
IWO FOR Pant

SEES SCARY USA PACK
• smits SCAD (CAME
• STANDARD IOWA°
• I WORM "(ARAD
• situntrotrui
• I SCARI LEAD
•1  UK POW SLIMY
• WAG IAMISA

GANES
ONLY 11200 •  P&P

•iHIE s usA HER RELEASES
TSO,
STAR Kti 1 FM • •  CALLCySEAMOOn C A L L
STAR WARS C A S C O
COM KIRLD . . . ( 4 5  00
PuOSol AMINO-HIE •  VS IV
F15 STRIKE EAEILE •  • • •CAL
Putoi (AEA G O O D
AND 03mmANDEIE E R 1 6 1POO c a  4
unDA A
KIN3 H R H i P  CALL
RAS, C A I

WEDIWAMMOR KIRLEV3HUMAIkke
.E1010

T1 THE ARCADE RAW •;ALL.
FATAL r : A L L

-,1,61,5KER, : A L L
RI- • L  : A L L
5L,: c -  -

REMEMBER
CONSOLE CONCEPTS
SUPPLY MOST MAJOR

MAGS WITH THEIR
REVIEWS •  CHARTS
AND HAVE OVER

YEARS EXPERIENC
• ••.) SELLING CONSOLE

ONLY rrt000crs

AMAPA

stern Rail FUNK •
SNIPX*A1

CHID', POOL
CYBER NAN
(RESItH CHEETAH
cALARHIN BASSOAti L Q
JPAM W A R M  • V 4 , 0  Si
CUNT ILA id O L I

ER/ Eli
OlUCH POCH O H I O
G A 0 M t I  CHAR)
DESERT STROM 0 4 4 0 0
DEKA VALLEY PALLY E M M A )
resr ORO_ I M O S
ANAL FAIOASY M O O
ANAL PiGHT t A t
AI RIC M C A

EANN)
GODE. O R O S
OCIAL E P S  CIS
ULM POKE C O L N
HOZ% m o o
KFLRWS FUNHOdes c o w
Ullansrall t e l e
LETHAL WSAPON M S S
stOrra ONGC.A. amp ts•• so

MARIO MAUD N D  ND
9J PER Wal3 MAW M O M
ACLAN RYAN RAIIEBALL tdided)
,IBdi ALL STAR
CHAL I MOE

NtAILA . . / C M Y
SUPER OPP ROAD

ra ao
00 00
til 00
tie DO

OLD' Et THS WALD D M  BO
00A DNA MX/ s O
RANCE OP PEMBA r m  00
ARDOLIARTERELN:id I X ,
PILOT IMPIES  0 4 5 0 0
RDEIOCOP it  0 0
015E14711 . . . . . . . . . .
SKULL AAGOEIR .  O D
&RICE ABM FORCE C I S  00
EFICERWAIA AMEN D i a n e
SuREITCNOu.SAcarats ( M A I

Dow
STETFIW4T C M  00
TAD DOANG .04500

LAMM 01 ladi 1 4 0  (0:
Ltd 93L11DKti 1 4 9  0-

E45
ROF0IPIS 1 4 5
WRESTLE 1,14%,4 E 4 5
Z F. DA
IF- YOU CANT SEE H E
TITLE YOU WANT. CALL
US. WE CARRY OVER
ElOCI.COO WORTH OF

STOCK IN OUR
WARF1101. 'SF

a-ILA
TRAUILAIEFUCreSnCK Z•igiXt
HONEY REF N.ITORRESIO
R e n t ° Elea
PRO AC - ,  IFPL4O. -  CASIXI

.  GAMES t i t  ( I
- I L L
JUS r ARRIVE)
TOP FIGHTER

JOYSTICK, Is EILITTCal
PitOGRANIABT.C, LCD
SCREEN. AUTOFIRE.

SLOW MOTION
ARCADE otrAury

SWITCHES
TO EDITION E49 f

E3.50 P&P

WIN EEL C A I
2t10e0155L C A L L
F I EIHAAisi 14..
IMP CHP C A M

DEAD DANCE C A L L
CONWO DANG NE Punts mi.
WAWA! FICUPNS C A L L
le tawo NSA MASKETTIALLCALL
RI!. FEARSOME FORTRESS, CM.!.
PI GAMIN POIK 4 C A L I
PI CHALLENGE . .  CALL
STARED/I IFV 04,1 ..... C A L L

...APP,ESE Z,LiARASCE
IMOC 9NORD 0 0
itno OF THE AMOS t • O  00
ILATOLS 0 2 5 0 0
Sts la  MOS ( . 1 0 0 0

intia i t .  in
JOYS* DS Oa

_ A M  0/

Mal l  Order /Shop addres
r-------- C o n s o l e  Concept

The V i l l a s
Newcastle-u-Lym

Staffs ST5 1 0
(07521 7 1 2 7 5 9

SHOP 1-KK/135
Sat/Weekdays 9,00 - 5 300m

Thursdays 9,00 - I 00pm

p,c ceSit

TURBO EXPRESS COLOUR HANDHELD
(USA) CONSOLE

HAtosix zo•tKti. ;tot 0,L 4la'aarril • l ;
M N  <RAO ARE E. DRAW A X E

ONLY 1171 •  P47
UP ccamitrest

..Acy,•*,,L•dit ,li:d • q.,E* •

WI :NIOSELL EITIMOWROS, m a w  ammo
M O W N  CAMS

SI.1PER EA.90c0
A D M  ATHLETE
ALIEN VS PRECODIR
ADAmiir Al6SKAI
ADVENTURE DRAW—
W A R '  BUT W O N
CONTRA
CMVeLTAIT
C O W  GANG THE

F ZERO
Fl GRAND PcVx
El EICAMST NEA-
FORAATION
.1040 RAC I
451I MAR,
IICHEYSISYS15
GAST

TOOPS
LI ,•••F

• ,•'''',

ALPER HIGH
IMPACT

ALIEN IN

SUPRA
RAdILEUNK

5MILSII TV

alletArdail

IL RDA NATOR

ORDER DIFTALS, A I  cumulus are tlespekitted PAACidi Force Nest Do Deevery
(Satordey delivery le extra C6.00) Cheque.. Plume allow $ working days or clearance.

P•P, Consoles E10.00. Joysticks E2 50. Each name E1.50
Please slate it you are s new customer or please quote your customer number.

All machines and games are Japanese unless otherwise slated.

WATCH OUT
WE WILL SOON BE

STOCKING JAPANESE
MERCHANDISING INC;

T•SHIFITS, FIGURES.
POSTERS, POLLS ETC

SEE NEXT ADVERT
FOR MORE DETAILS

WARNING
STAHEOX & F I

EXHAUST
WILL NOT WORK ON

MOST AVAILABLE
ADAPTORS. N E W
ADAPTOR NOW IN

STOCK
E20 • P&P OR t  15
WITH ANY GAME

BORED WITH YOUR
SNESAF P t  AY HEAL
MIL:AUL LIDAI IDS ON
SCARY TVMONITOR

THE SUPER GUN ONLY
E300 WILL ALLOW YOU
TO PLAY ANY JMAIAA

ARCADE PCD AM)
COMES COMPLETE

WITH SCAM LEAD •
atrmoN ARCADE

QUALITY JOYSTICKS
PCB BOARDS

AVAILABLE FROM US
A1TE. CABAL DOUBLE

DRAGON, POW,
MOON WM KIP,

HOBOCDP. CADASH,
ROLLIN(' IHUNDER
WRESTLE FEST, WWF.

ST FIGHTER
PRICES FROM DA

A.124111110 Duo Es Ito smu
• *Am luso DUO CD tom •VS...1
• VAT UAL dONIEA SONY
• I  00505 CII D  ;ICHAS ADV

1.3 I I  A GAN A D M
• TAKd (AHDL OH 'MAIO

:SCAMS ILNIDIdGf A MINA P r )• RAS USA ciaz • woad.
ONLY 1350 • PIP

ORDER HOTLINE CAM TO  1 . 3 0  mul
-iirm a_ c o w  a3rm w  a P  wANV •S3IIVO-S3VIVO-S3WV . 



flAEROB

To set up a route, negotiate with the destination
country for use of their runway. Then designate the
number of planes and flights you'll have per week, and
the tares for 'tying.

ALL ABOUT ICONS

1
Your ultimate goal in
Aerabiz is to create a
global airline network,
beating tour three
competitors. You start
the game with just one
office, but a huge sum of
money to work with.
From then on vou enter
the cul-throat world ot
wheeling and dealing...

So how are we doing? One problem with Aerobiz is that ir
a bit hard to tell exactly how you're doing. This screen pops

up every so often, but its not really much help.

Use this icon to
set up routes.

i i

Up to three correspondents can
be sent to different countries to
negotiate for slots (dill take six

, months. though).

Don't forget to buy some
planes. (Manufacturers
introduce new planes as the
game progresses.)

Maintenance,
advertising and service
are all important. Set
budgets tor them here.

Extra promotion will
keep your name in the
spotlight

Building hotels will bring
in money, and offices in
other countries will help
you expand your network

Consult your people
for advice on how
you're doing, and what
to do next

• •Av
This icon advances
you on three
months.

Until recently, we'd have sworn that we'd never play
an airport management sim on the Super Nintendo.
And then, when we got one, we started swearing
when we almost couldn't find anyone gullible

enough to review it. Enter Rich Pe!ley_
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US

Game: Aerobiz
Publisher: Koei
D e v e l o p e r :  In-house
Price: Approx. E45
Release :  Out  now
Players;  I  to  4 simultaneously
Cart ROMs 8 Mbit

GOOD, BAD OR UGLY?
The sensation which
tingled through my
body when I was
handed Aerobiz - a
strategic airline
simulation - to
review was one

which I could liken to suddenly
discovering that, not only is there a
tarantula climbing up your leg, but your
house is on fire. I was daunted, }mowing
that it would take me ages to suss out how
to play it. I was petrified, feeling that
strategy games just aren't suited to the
Super NES. And I was terror-stricken at the
thought that it would be too boring to
warrant a decent mark.

But I needn't have been so despondent
about the control method. It's totally icon-
based and a joy to use- In fact, rut give you
a money-back guarantee that you could
work it all out for yourself (without any
help from the instructions).

I shouldn't have been so sceptical
about whether the game exploits the
hardware or not, either. Aerobiz looks
good, with little pictures appearing when
something happens - a little plane takes
off and lands in Mode 7 every time you
open a new route, that sort of thing. In fact
the game has Super Nintendo written all
over it (three times on the box, and twice
on the cartridge, if you count).

But there is a problem: there just isn't
enough to do, The trouble I had was that I
spent my first few goes opening as many
routes as possible. As a result I took more
money and more passengers than my
competitors, and yet I made considerably
less profit. It transpires that it's better to
limit your routes - concentrate on flights
in and out of lust one country, say. So if
you play the game properly, you'll spend
most of your time nurturing your existing
routes rather than making any major
changes to your enterprise. Sure, this is
how real businesses are run, but it's all a
bit boring really, isn't it?

CI
L4IMISIECI a y  ologlnyek,

•  Rich Pelley

rORAPHICS
75%
tAmarys
73%

SOUND
46%

BAMER-70
65%

OVERALL a o n / A
SCORE: U

VERDICT. A well presented attempt
at a little strategy on the SNES, but
it's too serious and down-to-earth.
There's just not enough to do.
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Many of the
-,:eat,,,fes inhabiting

articular Super
IES tai-lest release
m a w  power-ups
r d  shselds. (Either

or Ryo has
overdosed on
Ready Breit)

Hmm... this sounds like the sort of
thing Japanese game designers
have every night. So is it a dream
of a game, or simply another
nightmare? Let's see...

Having rode an elevator
down the side of a
building, and battled

•L__,mysteriousflying
creatures. Ryo discovers
this eerie opening. And.
being incredibly dim-
witted, he goes inside.
Me? Id be off like a
dirty shirt.,

Don't be fooled by this pretty -
squid-boss. Like much of the

rest of Psycho Dream, its
simple, transparent and easy to

finish off.

GOOD, BAD OR UGLY?

Japanese Release

Game: Psycho Dream
Publisher: Riot
Deve loper :  Telenet Japan
Price: Approx. E45
Release: Out now
Players: I
Cart ROM: 8 Mbit

•

PI •••• • i.1:• WIMP

At am .11-1-1; -  —

1.'"•••••"—,10e,-ierweseireweertriesillerlottesii--,,,e-e
It you can t be bothered killing all the flashes
by hand, you can unleash your frightening
smart bomb. The screen shudders. does an
impression of a Spectrum, and kills 'em all.

The one thing that
appeals to me as a
reviewer about import
games Ls the enforced
omission of plot: I can
no sooner read
Japanese than I can

hover across the room without crumpling
the Axminster. As far as I'm concerned, the
game's called Psycho Dream and it stars a
bkAtcy, Ryo; or a girlie. Marie (depending on
your personal preference) The rest of the
story doesn't count.

However, even avoiding a quick peek at
the pictures in the imitruction manual, it

on becomes apparent that the person
responsible for Psycho Dream must be a
very light sleeper. You could say the
gameplay is shallow, but not there at all'
would be much more apt.

What happens is that you walk from left
to right (and occasionally from right to lefty

and you kill everything that comes within
reach of your flashing blade (or glowing
whip - see ityo/Maria above). And that, as
they say, is it: stroll, stroll, kill, slaughter,
meet boss, die.

I guess there's a market for this sort of
game, but I don't think Europe is it. Unless
you're easily wowed by a few transparent
guardians, or excited by parallax scrolling,
you're not going to break into a sweat, let
alone a smile, over this one. And just in case
you have any niggling doubts that refuse to
die on the edge of my rapier-like comments,
slap it on easy mode and you'll see the
entire game in one sitting. As long as you
aren't overcome by boredom first.

So there you have it: limited gameplay;
infinite continues; long, bland levels; and a
soundtrack which is just like any other
soundtrack, on any other Japanese beat-
'em-up, anywhere.

Producing games like this for the SNES

is like owning a Turbo Esprit and driving
everywhere at 20 miles an hour. What a
waste of time and plastic.

•  Matt Bielby
• Sorry, I lied_ You can walk diagonally up
and down stairs too.

ram= smite
67% i 62%

_ M E M
28%

VERDICT: How do games of such
startling banality ever get off the
drawing board? And who the hell
buys 'em? Not you, hopefully.

onsuuril
35%OVERALLSCORE: 33% 1



T H E  H U N T  F O R1121i
If you were expecting a strategic submarine

simulation based on the film, then you're going to be

disappointed. If, on the other hand, you were A iexpecting a submarine-based shoot-'em-up based
on the film, then you'll be really disappointed.

AISSION TWO
Mission objective from HO: Illegal arms merchants

are operating from an island base. Destroy their
base along with all support ships and planes.

What this actually entails: Scrolling from left to right
shooting enemies. Md shooting a big base at the end.

MISSION THRFF
Mission objective trom Escor t  a passenger ship
carrying VIPs safely to its destination. You're cleared
to tire on all aggressors.
What this actually entails: Scrolling from left to right
shooting a few enemies.

Once or twice a level you enter this shooting
bit, which has been designed to be played
with the Super Scope.

Unfortunately. Red October's the
worst Super Scope game yet.

UP PERI-SCOPE'

MISSION

Mission objective from HO: Escape from the USSR and
:lilted to the US. Evade or destroy all hostile forces.
What this actually entails: Scrolling from left to right
shooting a few enemies every so often.

The enemies move
terribly slowly, and

the Gallium
detection is a

disgrace

It you were wise enough not to
invest in a Super Scope, you'll
have to stick with your joypad. and
the cursor moves tar too slowly.

You're stuffed both ways, basically.

MISSION FOUR
MISSIDIII objective from HO: You're probably getting the
gist ol it by now.
What this actually entails: Likewise.

US weave 6 WGame: The Hunt for
Red October
Publisher: Hi Tech Expressions
Developer: in-house
Price: E40-45
Release: Out now
Players: 1
Cart ROM: 8 Mbit

GOOD, BAD OR UGLY?
The Red October is
the most
sophisticated
submarine yet built
by the Soviet Union
(we're back in the
days of the Cold War

here, by the way), and Captain Marko
Ramius has just stolen it. Time for some
highly involved ca•and-mouse under-
water stalking, you'd think, or some sort of
adventure game, but no - Hunt For Red
October is a simple shootern-up, starring
you as said captain, piloting said sub.

But it's not a fast, frenetic shoot-'em-
up in the R-Type tradition. Rather it's a
leisurely, methodical one. Each baddy has
to be picked off individually with the
weapon most appropriate to its relative
position. The baddies are the kind of sea-
bound vehicles you'd expect - other subs,
ships and planes - all of whom move only
in straight lines. The weapons available
are torpedoes (which fire horizontally),
SAMs (which fire vertically), SSMs (which
fire diagonally) and bombs. All you do is
move left and right, and shoot everything.

Aside from enemies, there are two
other things which you should look out for,
The that are small yellow repair and re-
arm drones. The second are little periscope
Icons. Steer into one of these and the Red
October will surface, presenting you with
an into-the-Batten shooty bit in which you
can use your Super Scope. This part lasts
for about 40 seconds, after which your sub
is repaired and you're returned to the
game proper. Finish a level and you'll
progrecs onto the next. WU be much like
the last (steering around, and shooting
things) but with different scenery. There
are nine levels and, after only half a day's
playing, I can already get onto level six.

So why the tedious, unimaginative.
badly written review? Well, i t  just seemed
appropriate, somehow. (ilmm... E d . )  And
I couldn't think of any jokes to put in it.

•  Rich Polley

r6RAPH1CS
2 3 %

GAM ELI FE
13%

SOUND
140/0

GAMEPLAY
2 1%

OVERALL
SCORE: 1 5  0/0

VERDICT: Apart from the Super Scope
bit, there's nothing about this

• g a m e  that says 'Super Nintendo'

Lany louder than its says 'Vic 20'. . A
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SiltVCOIRI)
*Don't Lose!' Evil Kendo -

that's the rather
imaginative title our

Japanese translator came
up with last month when

we previewed this.

object of the
prre is to clear all

the levels of
monsters. With

'et.- 'evil sword.

E V I L

V

Japaffitte Ralease

Game: Evil Sword
Pub l i sher :  Datam Polystar
D e v e l o p e r :  In-house
Price: Approx. E45
Release :  Out now
PlayerS:  I
C a r t  R O M :  8  M IA

•

Were still not
eh:Widely
sure what
the
game's
called,
but we
reckon
Evil Sword
might be a
Mlle closer to
the mark. The
plot remains
something of a mystery, too, but we do know it
involves a girl called Isti-Riroi no Mai.

ACM
lumailmos

The scene switches to a cable car, hut the
action remains the same: Swish! chop!

You have to be fit to hunt
monsters, so Isu-Rugi goes
jogging in her local forest a lot.

One day she's approached by What
leaks like a cabbage patch kid
who's grown up (and bought a
trench coat). They got along
splendidly until...

...his cigar unfortunately catches
in her hair and, in the ensuing
conflagration, her tracksuit Is all
but destroyed. (Look, aro you
absolutely sure about this? - Ed.)
(lic net at all.)

By way of compensation, the
stranger presents her with a small
plastic elephant,

k i l t  ernes faintly of roast
potatoes. Tsai-Ruin decides she's
had enough at all this, and heads
off to find some monsters to kill.

Name confusion
aside, there's no
doubt that Evil Sword
(as we'll call it for the
time being) is a game
that features a girl
running about with a

sword. That we are sure of. It's also very,
very bizarre, and not really very good.

Given that the game centres around a
long-legged sword-wielding girl, you'd
think the programmers would have put a
little effort into making her look nice. And
during the intro sequence she looks very
nice indeed. During the actual game,
though, while some of the baddies are very
well animated indeed, Tsu-Rugi isn't She
got about six frames of animation at the
very most (or maybe a couple more), which
looks terrible. And they haven't even

.1111111)11111161MajtalalL
bothered to come up with a real 'swimming'
animation, so the underwater sections are
just ridiculous. Evil Sword isn't going to
take you long to finish, either. There are
only seven stages (again - as tar as we can
work out) and they're pretty short.

The game shouldn't be written off
entirely, though, having a certain Japanese
pizzazz which we couldn't help but admire.
Look at those pictures from the intro
sequence, tor example. Aren't they great?
And, although as a rule the sprites and
backgrounds aren't exactly great, there are
occasional moments of inspiration which lift
the game up from the doldrums.

But we've reached the concluding
paragraph, and the conclusion has to be that
Evil Sword just isn't worth going Out of your
way to find. It seems unlikely that many
copies will make it into this country

anyway - quite how it found its way into
our consignment from Japan we're not sure.

•  Jonathan Davies

rEIRAPHICS SOUND OAMEPLAY1

60% 1 72% t  6 5 %

W W 2  OVERALLC 5 0 / 04 8 %  SCORE:

VERDICT' A very Japanese game, but
one whose eccentricities don't
make up for slack programming. A
shame, as we hoped for a game that

Ll.i_ved up to the 'Don't Lose!' name,

E6131 



ICKEY MOUS
You'll find Mickey's

Magical Quest
reviewed briefly on

page 76, on account
of its UK release this
month, but we'll tell

you now we like the
game a lot, even if

doesn't take that long
to complete. And,

although it is possible
to romp through it in

no time, there are
loads of extra bits and

pieces to be found if
you know where to

look. Which you will
now, thanks to our
complete player's

guide. It's been
written by National

Computer Games
Championship 1992
winner Allan Brett.

T h e  games spread over
six levels, with three or
four stages and a boss

in each one. Don't expect to
get much help from me
during the levels themselves
— there's not really a lot I cam
tell you that you won't be
able to work out easily for
yourself. Instead, I'll make
sure you don't miss any
secret rooms, bonuses or
shops, and tell you the best

TREETOPS
LEVEL 1-1

O E i d e r  the hone avid tilt to *Weld man. Upon leaving, INS OW phi
blocks to jump up onto the root- lbw
walk left to find a clump of gold blocks
which conceal a secret room.

A little furthers. from the home,
grab a tomato d  usis it to fly up and
forwards. You oldwil see a rim of filth,

STARRING

way of dealing with each of
the end-of-level bosses.

Ton omit bugles up in the lop Pelt-hand
CONNW. Abed finishes a bit to the right,

platten' clouds. keep moving from
cited be dead, and as you reach the
last ewe map as far forward as you can
IS each a platform and a block
containing an extra energy heart.

LEVEL 1-2
le My secrets lot this level - just try to
stay es Ilso runaway tomatoes. As the
seweed tomato runs off the ramp and
am au pond, jump onto the single
silver block and then ante the top of the
trees. Proceed forward to find some
gold blocks hiding a shop.

WO-LEVEL BOSS

O The difficulty setting dictates howmany hits the boss will take. As he
flies about, take any opportunity to
'bottom bounce' on his head. When he
stops to release the baby bats. get as

tar away from him as possible. Bounce
N i   hit semi threw it at the boss. He
11101111111rt tile too long to die.

LEVEL 1-3

O Nu advice here - just head rightand be careful.

LEVEL 1-4 -- BOSS

O There are several ways to kill thisboss, and they're all dead easy.

11
You can either use the gold bricks from

(7,,ki-)r._•..1,.. 4,„.
s..7.,

the pink one), or use the bits el shell
that the boss discards when you hurt
him. Or you can simply bottom bounce
on him. Be careful towards the and
though, as he tries to jump on you. A
well•timed jump, aimed so that he leaps
up underneath your bottom bounce,
should see him oft quickly.
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DARK FOREST
ABEL 2-1

O W  the beginning of this bit,ilent before you reach the swamp
a s t e r  in It, there are some

GROTTO
3-1

Illy only advice here is to suggest
that you always clear a path for

and don't bust a gut going for
ular block. (Although hard-to-

rnado ones do contain nice thingsti

IMI-LEVEL BOSS
i, A r t  I l k  one can be quite hard. Your

N i l  bast bet is to keep moving, and
amp blasting him with magic.

gold blocks. Go into the swamp and
swim underneath the branch to reach
these blocks. They lead to a secret
passage which contains an extra
energy heart.

LEVEL 3-2
"  there you get the fireman', edit
WO Walk along until you reach a big
square block on a platform. Push it ell
with your hose onto the platform below.
How you can use this to reach a
platform moving up and down. At the top
is a door leading to a secret room.

Also, by the sea of flame, where a
platform moves diagonally (which keeps
catching tire), jump past the platform to
the right to reveal some blocks. The big

LEVEL 2-2
Simple. Swim through the tree sap
(urghl) and walk oil the branch when
you emerge. Push LEFT whilst falling to
land on a branch leading to a shop.

block contains a 1-up. Finally, after
going up the slope, stay on the filth
platform and it will go through the gap
In the ceiling, leading to some coins.

LEVEL 3-3
Atli The room down the little shaft
1111, near the start is more trouble thee
It's worth. Where the lire goes up and
down, go down the second drop of water
for an energy heart. At the scattering of
silver blocks there's al-up near the
halm and a shop at t a p .  Use your
bus Is patties the lied's.

LEVEL 3-4 - BOSS
Am This fiery boss changes colour to

blue as you hose him. Don't glee
him too much of a break, as he heals
himself if you leave him alone for long
periods (especially on the 'hard'
setting). And don't forget to keep
topping up your water level.

MID-LEVEL BOSS

0  Simply avoid the spines, power soand blast him.

LEVEL 2-3
e h  The mallet-wielding tree-stumps

are a pain in the neck, but Melanie
not too hard to avoid.

LEVEL 2-4 BOSS
"  This boss is a real doddlel

Change into your magician's
outfit, power up and go get 'int. Try to
keep away from him while blasting
continuously and you'll dispose ot him
really quickly,

PETE'S PEAK
LEVEL 4-1

O On the third ledge above the areawhere there are lots of eggs, look
for a silver platform moving from side to
side. Hook onto the platform and you
should be taken to another platform
underneath a large gold block
containing a 1-up. Drop off the platform
and punch LEFT to land on a ledge with a
shop door on it.

LEVEL 4-2
Go down the third hole and swing to the
right for an extra energy heart.

LEVEL 4-3 - BOSS

O Is this bass easy or what? Simplykeep hanging onto the pegs uzill
the bird flies past you, and then nick his
egg before he cracks it and thee lust
throw it al him.

c



L'Ir! S N O W Y  VALLEY
LEVEL 5-1

O Use the fireman on this level, andkeep an eye out for the little Ice
jewels in the sky twach look
suspiciously like the chaos emeralds
trom Sonic The Hedgehog to me). By
spraying these, temporal platforms are
raised which can lead to coins and - on
this particular level - a 1-up.

pETE's CASTLE
LEVEL 6-1
An' Keep to the floor and go right until
WO you reach the trampoline, and go
down the water-filled hole beneath It.
Swim around to find some coins. A little
further on, a big stretch of water
conceals a shop at the bottom. Swim
down to reach it. Further still, grab an
'up' block and use it to go straight up to
reach an archer and a door to your left.
Co through to reach a 1-up, and then get
yoursell to the end of the level. Of
you're interested, there are some coins
on the platform below the exit door.)

LEVEt 6-7
e t  it you can't do this you're a pretty
%oF hopeless case.

LEVEL 5-2

O Not much on this level except.stars, ice etc. It's still not al Sat
easy, though, and success or t a i l '
basically hangs on whether or not yes
can memorise the layout of the level, roe
you know when it's best to bitch a NM
the saucer-things, and whom it's Mit Si
leap out and strike out en yea ma-
Manage that and you'll be Nag.

LEVEL 5-3
"  Wimp! (Ho hum - Ed.) This one's a

case of working out a routine to
stay out of his way while Inflicting lots
of damage on him. Use the magician.
and blast the fiendish baddy from the
other side of the screen. Also, for safety
- and this means a lair amount of
character-changing - use the hose to
stop his snowballs in their tracks.

LEVEL 6-3
i r k  Use the hose to shift the silver
WO blocks and avoid the cannon-
balls. An extra energy heart is hidden
la a big gold block by a door facing
right Look around - It's not hard to
find. For the final fight with Emperor
Pete, find two doors lacing each
alba aid oda the see on the lilt.

•' ILc7,0"  -1F,1111,

EMPEROR PETE
0  Pete's just as easy as the rest todispose of. (Oh for heaven's
sate - Ed.) Keep blasting him with
magic and once in a while wait for the

flying lamps to appear so you
can top up your magic

gauge. Then blast
him again until he
dies. Now sit
hack, relax, and
watch the end

sequence.
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GamesMaster is tough. GamesMaster can
handle itself in a fight. So if you're looking
for trouble, you've got it. The latest edition
is packed with previews, reviews, tips and
news. And more humour than you'll find in
all the other mags put together.

There are astonishingly well-written
reviews of Lemmings 2, Starwing, Super
Tiny roans, Sunset Riders, Terminator 2
and gallons more.

You can also enter loads of exciting
competitions with massive prizes, and
even the odd challenge.

So don't buy soap, cheese, cotton buds.
CDs or linen. Buy GamesMaster. It's one
of life's necessities.

GamesMaster, you see, is a way of
life. It won't just give you the
lowdown on the entire video games
scene, including arcades, it'll also
give you challenges involving top

indy-rock, techno-rave bands such
as Sunscreen's.

And since GamesMaster is by
far the biggest video games may
in Europe, who do you think will
be giving you the best exclu-
sives, the most shocking news
and the wittiest captions? Us.
And we're also rock hard.



Here's the man-
machine himself. It
is, of course. Arnie -
In the form of a
Cyberdyne Systems
Model 101 Cyborg. He
is (equally if course)
rock hard to kill.

e---N1..w rol-livis t.t,jkl-Pc,Tael B Is1171;;; owl
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IHE UR/401AM; A BIUEF HEMMER'S GUIDE
What we have bete, beneath all the film licence

glamour, is a very standard platform game structure -
you can play The Terminator ilhe game) quite happily

without the taintest idea of what the film plot is, or
what's really going on at all. That said, however,

familiarity with the movie will Increase your
playing enjoyment radically, so for those

who don't already know it like the
back of their hand, we're

tempted to suggest you go
rent the video. Hot only is
it ace, it will also save

us the trouble of
explaining the

theories of lime,
space, and

alternative possible
futures for

approximately the
next five issues. In

brief, though, our man,
Kyle Reese, is a freedom
fighter from the year 2029.

a veteran of a future war
between men and machines that

mankind seems to be losing. The
machines have decided that the best way to

totally crush human resistance is to kill their
inspirational leader -  and the best way to do that is

to send an almost unstoppable cyborg back in time to
Ice his mum before he's even conceived! Kyle zooms
back in time to stop the Terminator, and the stage is

set for - yes! -  an almighty battle royal.

t o n t oItilbaNakt * e gcow— $ittchaoi J,
c o °  satP
Cargv31 sai art c o t s
(AKIO( 3  3CIS
ccefot Sal A  slla

it C a rA t h l r
Connor, Connor, Connor... got it! Or has he? In fact the
Terminator offs two completely-unconnected-with-any-
future-resistance-leader Sarah Connors before finding the
right one a  vital mistake that gives Kyle time to catch up
and try to whisk our Sarah to safety Whew, eh?

s2JAJJ\111.

Those itching to play
the almost
unstoppable
Terminator cyborg
are headed for a
disappointment -
you can't. You can,
however, get kicked all over the shop by him,
which some would argue is almost as good.-

_Art

- .
Aiim• s e w  -  •

Game: The Terminator
Publisheri Mindscape
Developer: In-house
Price: ETBA
Release: May
Players: 1
Cart ROM: 8 Mbit

UK Raltise

directions of fire. It's a '
decent(ish) idea, but does
it work? Only for those with
very powerful
imaginations...

The Terminator kicks off back in
the year 2029, where the
machines rule and humans are in
a desperate light for survival.
Kyle fie you) has to make it
through the early stages -  and a
sea of Terminators t o  the time
travel station before the game
re,*  gets going. There you'll get
yourself transported back
through time to 1984. Your
mission: to find and protect
Sarah Connor, mother-to-be of
your much-loved boss John.

The graphics may look mean and
a r m *  in the screen grabs, but on

the flesh they're rather
uneventful. (They're also very
seamy throughout the game.)

Couple this with poor animation,
and you've got a game that isn't going

to win any awards for looks.

The game style changes totally for the first end-of-
level guardian. The scrolling halts, and you lump
into an armoured pick-up to take on a giant Hunter-
Killer. Here, the I and A buttons control the pick-up,
and the cursor gives
you six or so

fi
About halfway through the 2029

sections, this awesome
machine blocks your path. At . 4 111 "

this point, you should be carrying
five or more heat seeking missiles

and your plasma rifle for a
chance of success.
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That 'G' stands for grenades. You
can carry 'ern. lob -  or hollow
them out to make a set of attractive
ornamental cigarette lighters.

Ammounowitm
411a :1 ii1111101i.

"nese •R
blow ••=:,

'00tir gun t a s t e r  and
up quicker - jolly useful,
when you think about it

cs-47_12f,rj'

-1, but here's the really useful stuff.
care heat-seeking missiles,

•le box next to it bumps up
, energy bar at the top,

1
1984: THE LAST BATTLE

Ever get the feeling the whole world's
against you? To impede your

progress even more, a chopper
pops up above to rooftops to

Was! away even more OF your
energy Meanwhile, you can't

safely move - your sprite's
limited angles of fire rn.. • o u

rather J

it
'IM! Level ' - . !a tu res
• too much crouching
r problem is. you keep

gelling shot from on-
screen ivery unfair), and
crouching down all the
time is the only real way
17) avoid it.

This guy, and a bunch of
his friends, didn't get a
role in the film - and
they're pretty mad about
it! So mad, in faft that
they've turned out in
force to throw knives anti
petrol bombs at our
chap!

•

So you think this picture's dark,
huh? Well, it is sight time. We're

beginning to suspect you can overdo
this atmosphere stiff, though...

,Pme
111 A E

tquilill ; 1 1 i 1

It you can make anyming out from the
gloom, this i5 Reese plummeting naked
to earth in 1984, after going through a
time machine-thingy (or something)

You know the
Terminator, of
course. Living

•T t r -
tissue over a
metal endo-
skeleton, he
can punch

through so •  a n d  shrugs off
.45 slugs like. r e  SO many
Snowflakes - hearing about the
SNES Terminator game, I couldn't
wait to play him.

Except, of course, that I had to.
Wait, that is. Mindscape's new
release is firmly based on the first
film, and that moans the cyborg's
the baddy. Instead of Arnie, we get
to run around as freedom fighter
Kyle Reese. a decidedly ordinary
guy in a pair of 501s. (Luckily, denim
seems to have become chemically
restructured in the future, so it can
withstand eight or so hits from a
plasma rifle - with only minimal
flashing by the occupant - but even
so. The feeling of invulnerability I
was looking forward to from the
game just ain't here.)

What is here, however, is a
familiar platform game structure.
Familiar, and yet at the same time
almost completely useless - The
Terminator, it pains me to tell you,
boasts some of the biggest platform
game pitfalls known to man.

For example, the fact that you
keep being shot at from off-screen is
not only annoying (and unfair), i
also forces you to crawl along at
pathetically slow pace, so
you've got a chance to waste
the offending off•screen sprites
before they kill you. Very
tedious. Even worse, the game
keeps putting you in situations
where you have precious little
choice but to jump off a

I t f  b l i n d  d  just hp a orrn a n  o p e  br
the best - there's no way of
telling whether a new one is
going to crop up in your path or
not. This is a dreadful tactic on
the part of the game designers,
and one I'd hoped we'd seen the
last of years ago.

Couple these gameplay
flaws with that fact that it's not
exactly brilliant in the looks
department either - sure, the
game's fairly atmospheric-
looking, but it's also among the
most unimaginative I've played

recently too - and things start to fail
apart. There's nothing that could
qualify as a genuine 'neat touch'
here, that's for sure, with the intro
and ending screens probably better-
looking than anything that appears
in the actual game.

There is, however, one area
where The Terminator excels. The
background soundtrack is brilliant -
perfectly suited to the game, with
great sampled sound effects that
really boost the excitement levels.
Big explosions, loud gunfire - you
just can't beat it.

To  sum up,  then.  w e ' v e  clot a
pretty average mune on our lumds
here. True, the Terminator license
has not been completely wasted,
but neither is this a film game fit to
hold its head up alongside the likes
of Batman Returns, also reviewed
this issue. What it is, is a fairly
atmospheric effort, with plenty of
action, but a few stupid errors to the
gameplay that can make playing it a
frustrating experience. We often
criticise games for having too many
continues and restart points, but in
this case there are far too few - an
equally annoying state of affairs.
The bottom line is that The
Terminator will seem rather
outdated to many, with a look
reminiscent of early SNES games,
and is decidedly not a must-buy.

•  Rich Pettey

rGRAPHICS
53%

SOUND
86%

EIMAELIFE OVERALL
5 5 %  SCORE:

GAMEPLAY
42%

59010
VERDICT! The Terminator license
has plenty of potential, so it's a bit
of a shame to see such a lacklustre
game based on it. Plenty of action,
but old fashioned graphics,
repet i t ive gameplay arid a lack of
imaginat ion -  plus assorted
glar ing faults -  combine to create
a very ho hum game. Mindscape
seem to be rely ing on the name
alone for pul l ing power here -

L neve r  a happy state of affairs.

ry•J
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Those helicopters
passing overhead
represent what is
surely the worst

special effect in any
game ever. You've

really got to see
them to understand

exactly why.

i n m o s t  ReleaS0

Game: Super Bikuri Man
P u b l i s h e r :  Interbec
Price: Approx E45
C a r t  R O M :  8 Mbit

The fight is interrupted when Dark Hera treads
in the half-time blackcurrant-flavoured Instant
Whip. (It's a nightmare to gel off your shoes!)

One ol Super !Nur' Mares selling-points is that you get
to beat the living daylights out of Bete Basset.

FIRE PRO WRESTLING 2 1

•III GOOD

'Ladies and Gentlemen,
welcome to the Pavilion in
Bath for another all-star
evening of, er, Japanese
wrestling, I'm your referee for
tonight's event, and I'll be
making sure we have a nice

clean match.'

Well, that's
what he
thought
anyway

GOOD BAD OR UGLY?

• 91RIMEO11,•••
• • •  • • •

I hope you
won't
dismiss it
as hollow
game-
reviewer

bravado if I tell you that I
finished Super Bikuri Man on
my first go. In about 10
minutes. On 'difficult'. It's
just that this fact is central to
the tirade that is to follow.

Now, we've looked at
dozens of Street Fighter if
clones over the last few
months. None of them have
been particularly good, and
some have been utterly
appalling. But none of them
have been quite this bad, On
the face of it, Super Bikuri
Man looks much
like any other

wannabe -
Brass Boss, for
example, or
Power Athlete
In fact, in many
ways it appears
to make
improvements.
The characters
look slightly
better than
we've come to
expect.

especially the robot-type
things, and the intro
sequence isn't too bad.

But playing the game is
simply a case of pressing 'A'
over and over, occasionally
dodging a special move from
your opponent. I only ever got
beaten once, and that was
just because I wanted to see
what would happen. Things
aren't much better in two-
player mode - there aren't
enough moves or differences
between characters to hold
one's attention.

Next to Street Fighter H
this looks hopelessly nob.
Whatever you do, don't buy it.

•  Jonathan Davies

QAMEFLAYII
2 2 WO

r  BRANUM
5 0 %

12%

SOUND
35%
OVERALL
SCORE: 18%

VERDICT: If it wasn't for Pittightert
this would be the worst beaCem-

L._

up ever. So a bit of a narrow
escape there, then, eh?

ispentat Release •
Game: Super Fire Pro Wrestling
P u b l i s h e r :  Human
Price: Approx E50
C a r t  R O M :  8 Mbit

fight now!' Honestly, we've never seen
such a badly behaved bunch.
Inset: 'That's tor trying to poll my

S W  shorts down!'

Left: 'Oil You lot, get back in this ring

The original Super Fire Pro
Wrestling was a washout
in one-player mode - the
computer being virtually
impossible to beat_ With
two players, however, it

great fun - much better than the WWF
-  with all the different wrestlers
g their own special moves, Most UK
failed to grasp this, however, and

the game just on its one-player
ance - and so gave it a slagging_

Thus we were probably the only people
Interested in seeing how the sequel turned
out, It's sad to report, then, that the one-

Isplayer mod a s  ever - t
is made up f a c t  that thi
game supports Hudson Soft's Su t a p
adaptor (see issue 5), which lets
play simultaneously, This is, inevi

So how good is it? Weil, as a m
game, Super Fire Pro 2 is really enjoyable.
True, the graphics and animation are
laughable, but this somehow adds to the
game's appeal. The main problem is the
amount of Japanese text, so it's worth
waiting to see if a translation appears. Good
fun aU the same, though.

•  Jason Brookes

•  HUMAN 1992

r-GRAPHICS SOUND
70% 6 8 0 / 0
SAMELIFE
62%

GAMEPLAY
82%

OVERALL
SCORE: 7 1 0 / 0

VERDICT' As a one-player game this
is a dead loss, but with a Super
Multitap four-player adaptor it's
the best wrestling game by far.

L L o t s  of Japanese text, though.

SP,
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CHESSMASTER
Such is the
excitement
generated by
Chessmaster that
the board's been
invaded by its
euphoric fans.

GOOD BAD OR UGLY?
Chessmaster scores points
for two reasons: a) being
the only chess game on
the Super Nintendo, which
will be reason enough for
many people to buy it; and

bl playing chess - as tar as we can tell -  to a
pretty high standard.

With that said, it has to be pointed out
that it's a pretty disappointing attempt to
bring the world's most popular board game
(probably) to the SNES. The presentation has
to be the worst of any game on the system.
Just have a listen to the awful, awful music
-  particularly the little jingles that are

played every time a piece is moved - or run
your eye down the dreary options menu that
appears when you press SELECT. It makes
you want to cry, it really does.

Of course, none of that is going to matter
to the sort of person who goes in for chess
games. He ienn, or she) is only going to be
worried about whether it works or not -
which it does - and if it has all the features
one would normally want in a chess program
- which this does too. But It might as well
be running on a cheese grater for all the
effort that's gone into making it look nice.

•  Jonathan Davies

r  GRAPHiCS
30%
GAMELIFE
80%

SOUND GAMEPLAY
4%
OVERALL
SCORE:

80%

55%
If you're after a chess game for
your SNES, your search is over. But
you could probably get a pocket
chess computer for half the price

Li iv i th no obvious disadvantages.
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Aril i s  what it's all
about - a single ship

thrown about in Mode 7
that looks very silly indeed.
Shoot these and you get to

select other areas of the
map in which to go and

shoot some more of them.

There are plenty of
facilities that'll

appeal to chess
buffs. Like 'Hint'.

UPI Mime

Game; Warpspeed
Publisher: Accolade
Price: E44 99
Cart ROM: 8 MIDI

The long range scanner
is used to select your
destination

Being promoted in
the hangar makes it
all worth while Well,
that's a lie actually..

W h i t e
2 4 : l 4

12 f l - d i
11  d  - b 5
14  h  - h 3
15 d  x e 4

B l a c k
0 1 : 1 0

a g - . 4x e 4
9 4 x f 3

B e e t
ggi  f 3e 2  f 3

No..1
HAMEGESE o p "

Game: Chessmaster
Publisher: Mindscape
Price: Approx E45
Cart ROM: 4 Mbit

n : r  C h w v , a m o s t e v
A y t o o f a u
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The Ceefax weathei torecast? fib, it's
Chessmastes main menu. Isn't it great?

GOOD, BAD OR UGLY?
Space
exploits on
consoles
are ropy
territory,
because all

they usually involve is flying
into a starfield and shooting a
few spaceships, then docking
In a space station and being
told your shot/hit ratio. And
that's what we got when the
PC game Wing Commander
arrived on the SNES. Some
people enjoy this kind of
thing, but I've never been
able to believe that a few
badly animated blocky sprites
were anything other than just
that. The thing all
these games lack
Is realism, and
this applies to
Warpspeed_

It's a really
crude shoot-'em-
up with the
silliest use of
Mode 7 I've seen
for ages. As
Mode 7 can only
work on a single
background
image, the sum
total of all the

Mode 7 enemy ships on screen
at any one time sadly never
rises above, Sr... one.

So, the graphics let it
down a bit then. (Well, okay.
a lot). But the go-to-sector-X.
and-shoot-the-spaceships
gameplay didn't grab me
either. There are a fair few
missions to fly, ranks to
achieve, sectors to explore
and even campaigns to fight
In, but it's too easy, extremely
dull and very repetitive. When
you compare this to Starfox
you'd never believe they ran
on the same console.

•  Jason Brookes

GRAPHICS
34%

M E M
34%

SOUND
22%

GAMEPLAY-71
30%

SOVECOr 3 1 %

VERDICT: Graphically and sonically
this is extremely crude. Wing
Commander fans might take to
the gameplay, but for the rest of

L u s  it's a very dated concept.
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Ak
Mau LI f act', I  Systems
S u p p I i e t  i t  soles
Priem E30
Feature*: two speed rapid fire;
,.low motion
Va assume this one got its tiame from

.ts resemblance to the American
Stealth bomber. Its quite nice and
quiet, too, The trouble is, the stick
itself is all wobbly, and the travel on it
is a bit long. The L and K buttons are
awkwardly placed, too, clobbering
some of Street Fighter Ifs more
intricate moves. If you like your
joysticks to sport Stan; and Stripes,
however, this is obviously the one to
go for. I And it is reasonably priced)

A QJ TOPFIGHTER
manufacturer: Spectravideo
Supplier: High Street shops (or
see page 77 for a special offer)
Pries: £89.99
estures: Programmable;
,nustable six-way rapid fire:
imstable slow motion

We put it off for as long as we
possibly could. But we've finally
had to come to terms with the fact
that we've never done a joystick
and joypad round-up. Think of the
following as our penance.

T h e  first queen= we ought to be asking here
is why? Why would anyone decide to toss
aside a perfectly serviceable SNES controller

and spend anything up to ISO on a replacement that.
to all intents and purposes. does the same job?

One reason is that many people nisi don't get on
with Super Inn controller, Or Sorypads in general.
They prefer to wrap their ha ndl around - for want of
a less imigger-provoklog phase- something that's
got a shalt with a boll cm the mi.  After atil. how
many coin-op games hswe voile's' played that are
controlled by Orman Ws also mirth considenng
that, whether you're a Inroad ha or not some
games simplrarent melted r e a m  - just try
Zangiers spinning p d e d m i e r l l  a sNES controller.

But that doesn't egoism il l i l l ige somber of
replarsoment loypeds that aresileasmilleble What
they've got Over the otandar61100011mtendo item -
In common with most of the illgssildta - is extra
features Rapid fire is standard vinually saoss the
board, and is something you'll weeder bow you ever
managed without Swim:own is another luxury
you wont end on the Illoadard item

The range of features available is one of the
criteria we've used in owning up with our ratings,
along with things like ergonomics build-quality and
value for money (And how nice they look.)

Massively heavy, and
dead flash, this has got

just about every feature you
could possibly imagine, and
performs extremely well,
though perhaps not quite as
well as the Fighting Stick.

ANGLER
Mantstargerer
BeeshuiEttromax
Suppfier: High Street shops
Price: E24.99
Feature*: Hands-free, four'
way rapid fire; two-speed
slow motion
Goodness knows who
chose the colour scheme
for this one! It's much

bigger than it needs to be,
too. And the L and R
buttons make your lingers
bend all funny. But it is
solidly built and, despite a
slightly squidgy direction

pad, works
4W-"ri• o k a y

r I '



t I

ads to be,
d R
ur fingers
ut it is
, despite a
direction
d, works
okay.

•1111TRAILi,L,tZER
Manufacturer: Slick Sticks
Supplier: High Street shops
Price: £29.99
Features; Slow motion;
hands-free rapid Are
Although this is basically a

)  version of the Stealth
stick that's been re-
bodged for sale in
the UK, for some
reason we got on
with it a lot better.

• Perhaps it's just a
• difference between

samples, but that wobbliness
in the stick is all gone, making it
pleasant to use and very accurate
The buttons are still awkwardly
placed, however, so we couldn't
recommend it for SFR
A• A

AND JOYPAD
ON TEST

QUICKFIRE OF-S
isiessateetwee: CluickFitt.
Supplier: Sttekhana
c7.0nsoles
'rice: ElS
Fosterage Rapid fire.
slow motion:
detachable 'thumb
control knob'
We're not convinced
by this one, It's an odd
shape, tor a start - like a
Bat-a-Rang gone wrong.
Its also v e r y ,  plasticky, and
we doubt that the detachable
(and uncomfortable) 'thumb
stick' would stand up to much
punishment.

IP SUPER alD',
Massfacterfer: Aecliware

lopplier7 Shekbens
Price: £65

comures: Adjustable, bands-tree, six.
Way rapid fire; adjustable slow motion

This one looks gorgeous, and fits in
perfectly with the SNES, even if it does lose

marks for those loathsome US-style purple
knob things. Is use its terrific, too.- light and

precise, with nice buttons. Pricey, but an
official UK releace should sort that Out.

2c 2c A A

!AU/CON 2
fact/Her: OuickShot

dies: High Street shops
t a; E12,99

P. altures: two-speed capild fire,
lOW motion

This is your bread-and-butter joypa d
-  a straight replacement for the

standard issue model with the
addition of a basic rapid fire

facility and slow motion. It
doesn't look great, and feels

rather light and flimsy, but
works splendidly and we

found ourselves using it an

i t

c ,
• • awful lot here In the office.

Independent rapid fire for each

button would have been r a t
A  •

AL
itilaimitectuf

Bonesi
Supplier; Shekbana

Consoles
£55

Features: Rapid lire, SLOW motion
ow this one we don't recommend.
though it's similar to the popular

- ' A p o l l o  stick, it looks and sounds)
, natter.  Ws uncomfortable, too stiff and

moves too far, and although the
ttons feel okay, they're too far apart.,

But, it is suppliedr
with connections

for nearly every
games console.

A A

• •

.4t el',4111(



4  QUEST
Manufacturer Slick Slicks
Supplier: High Street shops

Price: E14.99
• F e t a t i a r e s :  six-way, two-

speed rapid fire;
Ansomar- s l o w  motion

Lightweight, and bravely
shaped. this one didn't endear itself to us
The direction pad is all esiuidgy, making it all
too easy to hit the wmettlirections And the
buttons are lust a little bit too far apart, and
don't really feel right
A 2(

111 FIGHTING STICK
Manufacturer Honi
Supplier: Shekhana Consoles
Price: 170
Femures: Hands-free rapid fire;
two-speed slow motion
This is an Nintendo-licenced
ptoduct, which is odd as it looks

4  sr4 P R O P A o
manufacturer: Spectravideo
Supplier: High Street shops

Prlpe C16.99
Seabees: Hands-free, sax way rapid

fire: slow motion
As you can probably tell, this one's see-
through And very nice It looks too (especially
if you look underneath at all the circuit boards
and chips and stuff) In action it seems ii.
like any other loypad, although the butt

are a Mt dicky and I, and R are very tricky
to get at.

2c 2c 2c 2c

utter sror

AloAv

4  TURBO TOUCH
Manufacturer: 'Wax/Horn
Hobbies
Supplier: High Street shops

Nice: E20
Features: Touch-sensitive-, four-way rapid fire
Definitely the weinitert nem on test. this, but
one we've covered extensively before It's
touch sensitive, which means you just pass
your thumb over the direction pad rather than
actually moving anything. This takes some
getting used to, and it's useless for things
like driving games thanks to an awkward
'dead area' in the centre of the pad and the

latt irritating rim around i t  But it is good atRtieet fighter It, and would make a useful
supplement to a proper pad.

as if it's been thrown
together in a garage. It's hard.
though, being made of what
looks like military-grade steel.
And It's wonderful to use - iust
right for SFR and the like.
A A A A A

There are three other
loyaiticks you might want
to have a look at We
haven't included them in
the main test on these
pages because we've
already looked at them
before in Super Play.

CAPCOM POWER STICK
MO)
We did a head-to-head
between this and the
Apollo joystick in issue 1,

k a n d  placed the Apollo
slightly ahead, reckoning
that Capcom's offering
looked a teeny bit flimsy, It
is good. though.

i j o L L o
(C60)
And here's' , p o l i o  stick
from the Milks n a i l  of issue
l's test - nice and tough,
with connections for all
popular consoles.
A A  :a

X E,1 SFC
(E80-ish).
This high•tech item was
covered in issue 2. It does
everything, even things
you'd never dream of, and
we liked it a lot. But we did
have trouble using it, as
the instructions are all
in Japanese.

A

THOSE IMPORTANT BITS
RAPID RRE

While some games fire a continuous stream of bullets
when you hold down a fire button, others just release a
single one, and insist that you repeatedly hammer the
button if you want more. This gets tiring fast -  which is
where rapid fire comes in. Switch it on and, when you
hold down a button, a stream of rapid signals is sent to
the SNES as if you're pressing the button really quickly.
Much easier. Better sticks have a separate switch for each
button. Cheaper ones have just the one switch for
everything. Oh, and some have a 'hands-free' setting that
permanently holds down the button, so you don't even
have to do that. Watch out, too, for variable speed settings.

SLOW MOTION
This is designed for those moments in games when
there's simply too much happening too quickly for you to
be able to react. I t  slows the game down, letting you
collect your thoughts and take on the baddies on a more
level footing. The way it works is pretty crude, though -
it simply simulates pressing the START button really fast
lots of times -  and you're unlikely to use it  an awful lot.

PROGRAMA,' :•,IE STICKS
Swanky top-of-the-range sticks have memories able to
store sequences of stick movements and button presses.
You can program these movements onto one of a set of
extra buttons, so they'll be executed perfectly whenever
you press it. So you could, for example, put the sequence
DOWN, RIGHT, DOWN/RIGHT, Y onto a button and, every
time you pressed it, you'd get a dragon punch on SII I .

!I

tt_

WIN! Supercon 2 controllers!
That's right! We've got five •

Supercon 2 controllers to give
away! And winning them is
dead easy -  just a matter of
answering a simple question,

in fact. And here it is:

Who narrates Thomas The Tank Engine And
Friends on telly? The connection being that

it's got the Fat Controller in. Okay?)

Write the answer on a postcard, along with your
name and address, and send it to: Win A

Controller Comp°, Super Play, 30 Monmouth Street. Bath
BA I 2BW. And make sure it gets here by 14 May 1993.
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Es CAI IS H O U S E
Victor ia  Road
Har t lepool
Cleve land
TS26 BDB
Tel: 0 4  29 1369459  ( 5  Lines)
Fax 0 4 2 9  2 7 4 6 6 0
O p e n  9 . 3 0 a m  till  7 . 0 0 p m
,En All  D o y  Saturday

SUPER HES GAMES
ACTRASSERS
ANIALIINU 112111111
ARcANA
RARTS toir.trolAat
BEST o r r i t c  BEST
CAISPORMA GAMES 2
CRIESTERCHESTAH
CHUCK ROCR
CONTRA
C Y R E I M I N
DESERT  SrsclsL
FINAL M K T
F1REPOWL14 20C42 N O T  LOG

DEMME FOREMAN BOXING
GODS
OUNEDNEL
JACK MCKLAUS GOLF
JIMMY CONNOSCS TENNIS
JOHN MADDEPLS r o o r a A u . .
JOHN MADDERS 511
rutusrys ruattoust
LEMMINGS
14MTIC SWORD
MARK3 KART
MYSTICAL A I WA
NHLRA BS I l l ;  HOCKEY
OUT OF IB IS  w p m " )
PI tinvouvos
PLAY AcmON roams',
RAMPART
ROAD RUNNER
SIM a r t
SMART BALL
S PA N K S  o d u r r
STREETTIGHTER 3r A p n 3 1 4
SOPPIt GHOULS RI GHOSTS C A P L U M
SUPER TERMS T U N I C A  Nums
TOP GEAR K r A l o )-escrts6
wmALAs Gocy S O F T
%CNC COMMANDER k a a t a a A r t
W O R O T R I S  K  NC Ad NrrrE

7 .0 t ,

***  SPECIALS
At/MIMES OFSAIIDRA
CASTL(VANIA
PUNKSHOIIIICAA)
LAIMBEERS BASKETBALL
milYSA
PRINCE OFFERSIA
SOPER OFF ROAD
SORE COP SOCC1R ICOAII
SORER YALIS
TOP RACE IT
OA SQUADRON
IMF viRESTLLIANIA

E M A
A M A M I  T Y

HAL
M O G A N

EL121111u Mims
mire

I /MOW
SLNY manesmorary

;Lomat
TAKARA

EA
E A M O N
EMNIAArt
MCMADA

MINEMCAES
MEAT

DMGEWLAI
ins Yorr

WA
AKKLABI
sursort
CAPLINA

1,A,CINNO0
"AMASS

EA
11/TLARAS
3INTrAno
Yttat/WK3

LA
W N W  w rhuman/3

s u n  84443CAorT
rwrstNIE

* *

* * *

£ 3 9 9 5
1A4.14S
424 9Ch
£ 4 2 9 5
£ 4 4 9 5
L4415
E47 95
£4395
£42 OS
£34.95
£4,195
1159.85
S44 95
= 4 9 5
£44.95
£44.95
tA2 95
U N  95
4 2 4 9 5
tAi
£41.95
£42.95
£44 85
£41.95
£42.95
1144.85
L42.415
123) 95
EST 95
L38.95
944 IRS
L314 95
L4 I 9 5
L-39
L59•95
1241.85
£141.95
£19.95
£43
£ 3 9 9 5
£41.95
£ 1 5 9 5
41313.95

ran.nits21 £ 2 0 . 0 5
KONAJA E .29 .95

11a. £ 2 9 . 9 5
141X4404/ s o r y  1 . 2 4 _ 9 5

snica 1 2 1 _ 9 5
rtcsfaanAmi E 3 4 . 9 5
roADoietsr .C.31.95

. M I . A . 0 0  . C 2 8 . 9 5
1A3E111301,1 . F . 2 9  9 5

.C.3 I .95KEMCO
CAPOEM £ 2 9 . 9 5
Aii/mAim £ 2 9 . 9 5

Dp-ectwx
Mi.6ACH

S U P E R  N E S  T O P  1 0 1
T. STAR FOX (SUPER FX CHIP)
2. BATMAN RETURNS
3. TINY TOONS
4• YALKEN (CYBERNATOR)
5. SUPERSTAR WARS
6. HARLEY'S ADVENTURE
7. JOE it MAC 2
R. FLYING HERO
Ss• LETHAL WEAPON
ICI. HUNT FOR RED OCTOBER

* * *  NEW GA
TITLE

E- I E/GIAUST HEAT 2 IDSP CHIPI
SLTPER FAMILYSTADIUM 2
2020 SUPER BASEBALL
SUPER SLAPSHOT (ICE HOCKEY)
NIGEL MANSELL F- I CI IALLENGE
DEAD DANCE 116 MEG)
POPIri TWIN BEE
USA ICE HOCKEY
FORTIFIED ZONE
I ILTRASEVES (LTLIRAMAN 2)
DRAGONBALL
BIO METAL
KIK1 KAIKAI N1NJA
m c m o  NBA IIVIKE/BALL
SUPER BLUES IIK(YtHU-Itc
COOL WORLD
AEROBIZ

NINTENDO f 6 4 . 9 5
oMAii E 5 4 . 9 5

ROMANI E 4 9 . 9 5
actinium' E 4 9 . 9 5
LUCAS ARTS U S A  E5495
lc flea U S A f  46.95

DATA EAST £ 4 9 . 9 5
sant £49.95
OCEAN U S A  £46.95
NI TECH U S A  £44.95

MES * * *
PUBLISHED DATE

9E1A 0 5 . 0 3 . 9 3
roairrn 0 5 . 0 3 . 9 3

At, 1 2 0 3 . 9 3
18,03,93

ArOPGMAOSEMUN 1 5 . 0 1 9 3
JALECO 2 4 3 0 3 , 9 3

26 03.93
JA4L011 M A R C H
JAL8P0 M A R C E
AW/TMS M A R C H
Amami M A R C H
A l m s .  M A R C H

rommihr. C A L L
TECA40 C A L L
renh E E B .

CA-AA F E B .
NOM F E B .

NOTE: A L L  JOYSTICKS ARE NOT COMPATIBLE WITH
U.K. SYSTEMS. PLEASE CALL FOR JOYSTICK ADAPTOR

PRICES SUBJECT T O  CHANGE
D R E A M  M A r R I N F C• •• ••••.....•-• 2  ALSO STOCK THE FOLLOWING IMPORTED GAME SYSTEMS:
MEGADRIVE NEO-GEO GAME GEAR GAMEBOY
PC ENGINE & GT TURBOGRAFX-16 & EXPRESS

r JApASES VERSfON
..- - SCART EP,O.A.

PA, L  1 EP.O.A.
., N E S E :  - SEC EP,O.A

PAL I BOOSTER - • 2 9 , 9 0
scA/IT LEAD 9 . 9 9
AUDIO LEAD 6 . 9 9
LiSKJAP CONVERTOR 7.99

SOP-MARE U S A  JAP
ADDAMS FAMILY 4 4 9 9  4499
ALENS X PREDATOR 5 4 9 9
APA4ZPIGIENNS 44.99 44.99
AXELAY 4 9 . 9 9  44,99
BATMAN HETuRNS PGA PO.A
BEST OF BEST 4 9 . 9 9
BUSBY 4 9 . 9 9
CALIFORNIA GAMES 44,99
CHESSMASTER 4 4 9 9
CHESTER CHEETAH 499
CHUCK RCCK 4 1 9 9
coirrsA 3 4 9 9 9  4499
CYBERNATCR P O A  ROA
DEATH VALLEY RALLY 4999 4999
DEsEPT SIRWE 4 4 9 9
DINO CITY 4 4 , 9 9  44.99
COOMSDAY WARRORPO A ROA
COUBLE DRAGON 49.99 49.99
RCEBAIL 20)) 4 4  99

NINTENDO 16-BIT
N

ACCESSORIES
SCOPE GLOP/ 4 B woes .49.99 TOP FIGHTER  9 9 9 9
STEALTH JOYSTICK 29 .99  COMP PRO 16 PAD..........16 99
FIGHTING 9104 5 9  09 LAQJAP/USA ADYPAD. ..12.99
CAPCCII JOYSTICK, 7 9 9 9  S N  PRO CLEARRAD 14.99

E.117A P C L A  RCA
GODS 4 4 9 9
GRADIUS 3 3 4 . 9 9  44.99
GUSECIRCE 4 4 . 9 9
G. FOREMAN BOXING 44.99
HIT THE ICE 4 0 9 9
HOIAE ALONE 2 4 4 . 9 9
IMPERIUM 4 4 9 9
..ACKI CHAN 4 9 9 9
JAMES DeND JR 4 4 9 9
JIMMY COKINCRS 4 4 9 9
JOE + MAC 2 9 4 9 9
JOHN MACOEN 93. 4999
KING OF MONSTERS 4499 39.99
KFttsrrs FUN 1-10USE44 99
LETILAL WEAPON
LOONEY ICONS
LOST VIKINGS
MAGIC SWORD
MARIO KART

USA SCART
SYSTEM PLUS

STREETFIGHTEll
CRO.A.

44 g0
49.90 49.99
PO A PO A
44.99 44.99
44.99 4499

MAK•PANT 5 9 9 9
IAECH WARRIOR P O , A
1•40NOPCLY 4 4 . 9 9
MUSYA 4 4 . 9 9
MYSTIC GUEST 4 4 . 9 9
MYSTICAL /49,At 4 4 9 9
NSA kJ_ MARS 4 4 1 9  44.99
OUT OF THIS K A I  4919
PEBBLE BEACH SOLE 44.99
PILOT WINGS 4 9 9 9
PRINCE OF PERSIA 4999
PRO SOCCER
RACE ORPAING 4 4 9 9
PANAMA 2
RIVAL TURF 4 4 9 9
ROAD RIOT 4 4 . 9 9
ROKOCE 3 4 4 . 9 9
HOCKE MLA 3 9 . 9 9
SIMPSCNS KNIGHT 44.99
SKINS GAME GOLF 19.99

5099
POA

4499
4499
2499

POA
44.99

44.99

RETAIL STORE
2 Gladstone Houma High Road, Wood Groan, London N22 OAA

(Eornar ol Gledsvos Avel (100 yards hem Wood Green lute Station)
Tel 061 r 889 9412 Fax 381 - 889 9413,

ALSO RETAIL STORE AT
257.2513 Toherham Court Reed, London WI 955. Tel 071 831 4627

ABOVE ARE HAIL ORDER PRICES ONLY

W I C  'IkTOILR -

/ I I I
RUN uSA/JAPAA
SOFTWARE itD.DD

ACTION REPLAY. 3 9 . 9 9
SUPERCON 2 PAD__ ..... 14.99
TURBO TOUCH 360 .19.99
MAINS POWER SUPPL _14.99
SUPER ADVANTAGE._ _49.99

SONIC BUSMAN 4999 49.99
SPACE MEGAEORCE 44.99
SPIDERMAN• It-MEN 41.99 44.99
STAR FOX P O A  POA
STAR WARS
SWEET FIGHTER II
SUPER El HERO
SUPER SOCCER
7ErPts 2
TPE COTABATEOBES
TINY TONS
7140 SUPER CHAMP
TURTLES 4
UNDIORTED WATERS49.90
WARP SPEED
WINOS II
WWF -WRESTLING
ZELDA III

USA J A P  GAME ADMTOR £ 1 2 . 9 5
UK-EISA-OAP UNIVERSAL GAME CONVERTER £ 3 9 . 9 5
CITY BOY (6 BUTTON - LIKE APOLLO) £ 3 9 . 9 5
SOPER ADVANTAGE STICK (BY ASCII) S ; 3 9 . 9 5
RONAN HYPERBEAM IINFRA-REDI 2 . 3 9 • 9 5
ASCII PAD rruRBO & SD) MO) £ 1 8 . 9 5
CAPCOM FIGHTING STICK £ 5 0 . 9 5
CAPCOM INFRA-RED UNIT £ 3 4 3 . 9 5
CAPCOM STICK + INFRA-RED UNIT D 8 9 . 9 5
HUM FIGHTING STICK (6 BUTTON) 1 4 9 - 9 5
SN PROPAD 434 l FOR UK) C 1 4  95

POA POA
59.99 54.99

5499
44.994499

5499
54.99

4990 4999
44.99 3999
44,99 44.99

4499 44.99
.44.99
41.99 4499
49.99

* * *

Please Add 11995 Delivery For Consoles
(Next Day Courier Service)

El SO For Games 6( Accessorks
E4.00 Hand Held Consoles

(First Class Bearded Delivery)
Fully Computerised Scritk Gemini 6c Ocsparch

!LIM FUlti. tY VI  A tiewriff,.. Thy

SUPER FAMICOM GAMES ***
ALIEN VS PREDATOR
AXELAY
CAMELTRY
COSMOGANGS THE VIDEO
DINOSAURS
G R A M S  3
SUPER 1'-1 HERO
JACKY CRIISH [PINBALL)
METAL JACKET
MICKEY MOUSE
PARODIUS
RANMA I /2 - PART 2
RUSHING BEAT RUN
SUPER DOUBLE DRAGON
SUPER PRO BASEBALL 2
SUPER PANG
SUPER R-TYPE
urrimATE FOOTBALL
VOLLEYBALL TWIN
XARDION

*** ACCESSORIES " *

°LES

k

GAMEBOY DEL. SYSTEM, wr in  GAME,
BATTERIES, H O N E S ,  2-PLAYER LEAD,

ial§ ,  , E E i l  C T M E 6 7 . 9 9
ACTION REPLAY
ACDC MAINS ESL' 6 9 9
AMPLIFIER 8 . 9 9
BATTERY PACK • L513  5 4 9 9
CAR ADAPTOR - L516-, ............. 9 9
G BOY PROTECTOR  -  ......
HANDY BOY . 2 8  99
HYPERBOY _ 3 0 , 9 9
REPLACEMENT LENS  2 . 9 9
REPLACEMENT
TIME BOY 2  99
TIMEBOY WATCH 4  99

GAME BOY SOFTWARE
4 W1 FUN ACK N I C K L A U S  GOLF
AOEMMS FAMILY

ALIENS)
SART SIMPsoN
BATMAN JOKER

BEST OF N E  BEST
BIONrC comMAN490

BOXI.NG
CRASH DOMES

DOUBLE DRAGON 3
OR FRAWLIN

DRAGONS LAIR
GEORGE FOREI,LAN

BOXING
NT THE iCE

140O4E ALONE 2
HUDSON RAM

HUMANS
HUNCHBACK

CONNORS TERNS
[DEWEY MONSOUT OF GAS

ML-041144142
MOirRETRAP MOTEL
%HA F - • i E  2

W A W A !
,Ar71)

A4441,Ln
[ law

' , V O L K

NAAAT

CArCOM
l i r e " -

PIEM OMNP
JALECO

117 , / 1405
JAisro

CANICOM
M E N

S A W A .
seems.

A M O N

SINCE 1978
1 340 8565

GAME BOY

ratILIA GARDEN
NINUA TARO

PRINCE OF PERSIA
ROBOCOP 2

ROCzMMILLWINKLEROGER aaoors
ROLANDS CURSE It

SJUPSONS 2
SPEEDBALL 2

SPY VSPY
STAR WARS

TAIL SPIN
TERMOVITOR 2

TON AM) JERRY
TOXIC CRUSADER
TRACK AM) FIELD

TRACKMEET
TURTLE
W P M
K W  2

XENON I(
ALL 122.99 EACH

2 FOR E42 993 FOR E59.99
CHO/PO. TO SCS (SPLAY) 655 GREEN

P & P aod E3 1294 = O A *  re
Nem day del

We reserve the right to change poem rellhoul pr
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'Why produce a game based on a brand new film
when you can use an old, hopefully cheaper, one

instead?' thought Titus Software. 'If JVC can do it
(with Super Star Wars), then surely so can we.'

Above: The two-player mode is a lime
dubious - each obstacle has to be
negotiated hvice, once by each player.
theoretically making the game twice
as hard. And should one die, it's life
over for the both of you Very
annoying. Also you keep picking
each other up and pushing each
other along. Very, very annoying.
Right You can throw the Daddies!

The scruiiing doesn't
quite know which character to

lollow. and (since our heroes don't remain central)
you can easily be killed by a Daddy that hasn't even

appeared on screen yet. Still, its better than the two-
player mode on the Anga. (That followed player one

only, so player two kept scrolling right off screen!)

LagUK Ukase

Game: The Blues Brothers
Publisher: Titus
Developer: In-house
Price: ETBA (probably approx. E45)
Release: Late April
Players: I  or 2
Cart ROM: 4 Mbit

These rotating platforms are particularly sneaky - it you're
not careful they'll swing you right into the spikes. Ifs lucky,
then. that the restart points are frequent, so it you muck it
up then you won't be sent back too far.

Dotted around the page we can
see Jake and Elwood in

various guises. Leave the
control panel alone and

they'll dance a little iig, while
eat some cake and they turn

ritu SJeer Btorhu triohtl

,GSANIQ
• ••••,,i

• oso4

Sometimes you can't help looking at The Blues Brothers
and thinking, hfin - I can't remember that from the film.

"e• I I  I  ; Y '  I  -  I

Those backgrounds
in the screenshots
might look pretty
Amiga-esque, but it's
worth mentioning
right away that the
SNES version Is really

nothing to do with the Amiga one at
Sure, they're both six-way scrolling multi-
level platform games. And, true, both
versions successfully shrunk the characters
from the film into two of the cutest and
(ahem) most lovable game sprites ever.

But the similarities end abruptly there,
because the two versions play about as
differently as, er, an oboe and a piano
(except that wasn't as effective a metaphor
as I was looking for). For a start, the Amiga
version didn't let you fire anything, but here
you throw records at the baddies. In the
original the levels were big, but few. Here
they are small, but copious- And so on.

But how come if the Amiga version

earned scores around the likes of 87%
(which it did), and we actually prefer the
SNES version (which we do), we've only
awarded it 68% (which we have)?

Three reasons, really. Reason one
doesn't really count, because the small
number of technical flaws (killed baddies
that frustratingly reposition as you re-enter
a screen) are just a bit annoying, rather than
actually bad. Reason two, as the captions
hopefully point out, is that the two-player
mode is irritating, and certainly could have
easily been a lot better. (Strangely though,
no one seemed to mind that the two-player
mode on the Amiga was so flawed it was
virtually unplayable.) Reason three,
however, is the bigoy - the one to really put
the cat amongst the pigeons. And this is
simply one of competition,

The Amiga just doesn't boast any
platform games to rank with Mario/
Mickey's Magical Quest) Tiny Toonst
Pugsley's Scavenger Hunt/whatever your

favourite SNES platformer is, and so (on the
Amiga) The Blues Brothers looked really
good. However, as the Super Nintendo does
have Mario etc, on the Super NES this only
looks average. Hence the lower mark. Life's
sometimes unfair like that.

•  Rich Pelley

rORAPHICS
78%

GAME=
70%

SOUND
73%
OVERALL
SCORE:

GAPAEPLAY
6 8 Wo

88%
VERDICT: A nice little platform game,
though a bit simplistic, and out-
classed by Mario et al. And it 's not

hhtoo easy, unl ike many of its type.
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This is the target game, where you have
to solve set puzzles Your first
task should be to rotate this
shape twice and plop it down
on the right hand side..

...A-hal A ball. Okay, rotate 1:
so that the little creature is
underneath_

-  if you're
S. It's lucky,
ou muck it

is Brothers
orn the film.

the
ly
does
nly

Life's

Pettey

fl4Slikt flit\
T H E  P U Z Z L E

Last time the cute Cosmo Gang came to visit, we
spent ages trying to blow them to bits. Now, after
all that abuse, they're back and are just queueing
up to be belted with balls. What a weird crowd...

4 4 • 4 1 .  44.

t i t  I l l . : 2 ;• . .  _
4 1 • 4 1 .  4••• 44, 4 ,. . .

1 0 7 4  4 4 •  440 4 *  44.•
4 4 - . 4 .  44o -111• 44.

...Like so. and then line il up
with members Of Me Cosmo
Gang beneath...

,•  And Robert, as they say
is your dad's brother

Right: Here's a shot taken
from a two-player game. As
you can see, player one is In

deep trouble. Above: A
gratuitous picture ol the

token bad-guy. j i t t l , l ,  PP 1_11- .111i t

Next. rotate this shape
once and. errn. plop it
down on the right hand
side as well (get the
idea so far?).„

...The next block is already lined up.
Just nudge it right and (oh dear)
plop it down above the others_

Now you can move onto the next,
harder, but almost identical stage

- - " . . M I O N O M I N E E N I S S O M P • • • • • • • • • • • • 1 0 • 1 6 • • • 111

1 1 1 1 1 _ 1 , 1 1  L _ L I I I I I

Joanne Muse

Game: Cosmo Gang: The Puzzle
Publisher; Namcot (Nampa) Ltd)
Developer: In-house
Price: A m a x  E45
Release: Out now
Players: I  or 2 simultaneously
Cart ROM: 4 fillbit

•

GOOD, BAD OR UGLY?
I've never really
considered the Super
NES to be a puzzler's
machine: any game
that has but a single
static backdrop and
one sprite dropping

lazily down the screen is a real waste of
hardware if you ask me.

Still, Cosmo Gang: The Puzzle is
original, innovative and ingenious - if very
easily mastered. True, its esoteric mixture
of ball dropping and line clearing requires
more tactical thinking than Tetrisc but it
still suffers from the random fortune
element of a game like Columns on the
Mega Drive. Just when you think you're
doomed, one lucky ball drop clears a big
chunk of aliens and you're back in the
running. The other main problem is that, as
with Tetris, the 'clear as many lines/aliens
es you can' game grows tedious very
quickly. Unless you adore chasing high
scores, you'll soon forgo this in favour of
the two-player game or the target game.

As with most head-to-headers, the two-
player option is good fun. The twist is that
any aliens cleared from your screen drop
onto your opponent's, usefully screwing up
any strategy they might have had.

Then there's the target game, where
you have to get rid of all the aliens with
limited balls (er, you, not the aliens) in a
mean test of your quick•thinking and
forward planning. For me, this is the high
point of the game - but beware the
passcode option, which involves writing
down lots of elaborate Japanese script!

As puzzlers go, then, Cosmo Gang is a
pretty good one; but the lasting interest
plummets quite swiftly, and it's a bit
expensive for an occasional time filler,

•  Matt Bielby

r L I G
' c 4 f l  RTCkiwz,17:1:12 e t•  • -

o wpmZia i  Cooke' •
• • • • • •  MEIMINIMIND

rEIFAPHICS
55%

EIAMELIPE
42%

SOUND
68%

OAMEPLAY1
64%

OVERALL K o o k
SCORE: I J U 7 0

VERDICT: Slick, colourful puzzle with
a high novelty factor. Doesn't push
you or your SNES, though, and is

L ultimately cupboard-fodder,
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The
big

thing
about

Pro
Quarterback is this Mode 7
screen depiction, with play

viewed from lust behind
the offensive team line.

And though Pro
Quarterback doesn't carry

an NFL licence, and so
doesn't feature real

American football teams,
the players wear strips

similar to the real thing.

Snazzy Mode 7 3D makes Pro
Quarterback look far better than

previous American football class
leader John Madden '93. But
does it play as well?

THE WORST
PIT

Here's one of the •  • Q •
big problems with

the game. On this I , -I
•  • we  9 -

fairly typical (it rather -
snowy) screen, a couple •  •
of the main character sprites

are Bickering away uncontrollably.
(We've highlighted the guilty men, in case you

weren't quite clear, by the way.)

OF:
US Release • : • : ' ;

Game: Pro Quarterback
Pub l i sher :  Tradewest Sports
Developer: In-house
Price; E.50-E60
Release: Out now
Players:  I  o r  2 simultaneously
Cart ROM: 8 MbitP R O

ARTEIRMACK

AND THE
BEST BIT!

Punt! The
USE 01

Mode 7 is
best as
Me
screen
follows

the ball
when its

kicked down
the pitch

Pro Quarterback has plenty. How about
these. for instance?:

)!Ie of the options
offered is a choiti=

of pitch and
weather
conditions.
boose betwee•

grass. mud (as
here), dirt, snow, rain

or artificial turf. The game
also allows you to pick how long you want each
quarter to be, what kind of game you're playing
(one-player game, head-to-head with two players.
Or two p layers as 1Pam-matEs', a r d  o - ! .

Al •
t  4 1

Now this is c
well done -  - -
one hand

sore

offensiv,,
and

defensive
plays you can select, as we i
you into on how you're doing The problem seems
to be, hciv, .;,1- that the other player can easily tell

•.•E F_Elecied and plan accordingly

This is the first time
we've seen the
Tradawest Sports
label (other software
developers seem to
be following EA's
lead in this area), and

the first time we've seen a Mode 7 American
football game. You'd think the idea would
work well, really putting you into the centre
of the action, and initially it does - the
graphics are attractive, with decent sprite
animation, and a good 'zoomy in-and-out'
feel to it as a player runs with, or kicks, the
ball. The overall presentation, with the
Inevitable play diagrams, is good too.

However, this surface snazziness isn't
enough to get you past the weaknesses of
the game. For a start, the graphics don't
hold up to close scrutiny, with flicker and
other glitches appearing far too often. It's
hard to tell what's going on at many points
too, with the screen a mass of moving

yroggiJagluiziliviriL
bodies - knowing which man has the ball.
which one your opponent is controlling. and
what the distance is between the two is,
can be hard work at the best of times.

More so than recently reviewed rivals
Madden or Super Play Action Football, Pro
Football sutlers from a dreadful repetition to
the gameplay too. When you're on the
offensive you basically get two choices - to
throw the ball, where hopefully it'll be
caught, the catcher will run forward, get
lumped on by an opposition team guy and
you'll make 20 yards: or to run with it,
which nine times out of ten means you'll get
jumped on right away and make exactly 0
yards. It all gets a bit Barney far too soon.

With the forced perspective making it
unclear what's going on most of the time,
relating the little diagrams that show how
each play works to what actually happens
on screen can be tricky - certainly far harder
than it is with its rivals, where you're
looking right down on the players. This

makes really getting into the strategy side
of things a lot harder than it should be.

A failed experiment then - it looks
Interesting, and plays okayish, but fails to
Improve on its rivals, and trips over its feet
a bit where it tries to do something new.

•  Matt Bielby

rORAPH1CS SOUND O A N I V I N 1
77% 5 0 %  5 5 %

annum OVERALL E Q 1 1 /
6 2 %  S C O R E :  U r i

VERDICT: A lightweight American
football game, with attractive
Mode 7 graphics, but many
glitches and unworkable strategy.
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UM Release

Games Magic Sword
Publisher: CapcoM
Price: TBA (Approx. E45)
Release: April

P E B B L E

Why Cr'
they

always
clutter
up the
course

with
trees?

Careful. The putt isn't
too long, but the break
niau be tough to read.

_

- • —

LF

A wire-frame rendition of the putting green.

B E A C H

UK Release

Game: Pebble Beach Golf
Publisher: Nintendo

TBA (Approx. E45)
Release: April

A hmic, ;lose up of the bah

Patti_ Rh p

13mph
LK.04,1 u e r

We thougnt so, too.

(What else but...)
They've jumped out of

their skins!

GOOD, BAD OR UGLY?
The strange thing about
Magic Sword is that  i t 's
by Capcom, a company
that  isn't  known for
turn ing Out crap games.
But Magic Sword Is

completely w i thou t  commendation.
Part of its troubles can be put down to

the atrocious original coin -op. There's about
one good idea in i t  -  the way  that  you pick
up 'chums' as you wa lk  around, who fo l low
you about and help to take on the baddies.

But the rest lust can't be excused. The
animation's awful ,  the game slows down at
the sl ightest provocation, the sound effects
ale negligible, i t  al l  seems to keep f l ickering
about the whole t ime and, despite the odd
nice-looking sprite, the overall effect does
very l i t t le  to convince you to answer 'Yes'
when you're asked if  you want  to continue.

•  Jonathan Davies

GRAPHICS
6 7 %

GAMELIFE
5 6 0/11

SOUND GAMEPLAY

55% 6 0 %
OVERALL
SCORE: 58010

VERDICT' An awful game, basically.
(All right, i t  is kind of quite good
f u n  i n  a w a y,  i f  y o u  so r t  o f  l o o k
sideways at it and squint.)

GOOD BAD OR UGLY?
While
we'd
have to
say that
horn
Skins (not

yet generally available in the
UK) is probably the best golf
game on the Super NES, it
hasn't got enough substance
to it for some people. If you're
one of those people, you'll be
wariting to look at Pebble
Beach instead. It lacks Skins'
easy-to•et-to-grips•with
controls and ultra-fast Mode 7
graphics, but it plays a
smashing game of golf and is
probably the closest you'll get
to the PC version of PGA Tour
Golf on the SNES.
The graphics are
pretty, the ball
flies about
realistically, the
course is nicely
designed, and it
basically does
everything you
could hope for
from a golf
game.

The price
you've got to
pay is in the
form of a slightly

sluggish screen update, which
means it takes a while to
redraw everything when the
viewpoint changes. It's
certainly bearable, though,
and much better than things
like Jack Nicklaus and PGA
Golf. The other snag is that
it's only got one course, but
the same is true of Oast about
every other golf game on the
Super Nintendo. Oh, and the
music's hilarious.

A little old-fashioned
looking, then, and some way
short of perfect, but well
worth a look if you're after a
golf game.

•Jonatban Davies

r  GRAPHICS
75%

SOUND GAMEPLAY
%59 8 5 %

umELIFEO V E R A L L 0
8 0 %  SCORE:

VERDICT: Although this is the only
golf game officially available in the
UK at the moment, it's not a bad
choice, and is lots of fun - even if

Ly_ou don't like real-life golf. A



Whether you're a
Simpsons fan or not
(Bait, Homer and co

are an acquired taste),
you must admit that

Bart's Nightmare is one
of the better products

of the cartoon's
merchandising mania.

While it doesn't
overstretch Itself in

the actual game
design, it succeeds

utterly in bringing the
atmosphere of the

series to the SNES,
and provides plenty of
laughs along the way.
It's by no means easy,

though, which is
where Allan Brett and

his player's guide
come in.

B A R T ' S  SUPER PLAYER'S GUIDE

l I G H T M A R F  B y  Allan Brett
AM. /MIMS/UK)

A s  owners of Bart's
Nightmare will know,
the game consists of a

central bit where Bart's
walking along a road, and
then five little sub-games. To
enter one of the sub-games
you iump on a sheet of Bart's
homework, whereupon you're
given a choice of two doors.
The colour of the door you go
through dictates the sub
game you play. The difficulty
of the sub-games varies, from
easy (the scuba-diving
section) to staggeringly
difficult (the Bartzilla bit, and
maybe Indiana Bart, too). So
be careful out there.

WIW•

attake Ohm and pet the freshness back? Or, he e more idiedire VOtit ti
ti• ,.V8 ungifted odours or visitors. bash 'ern with yew

ON THE STREET
• A good approach to take in this bit is
to walk along the dotted line in the
middle el the road. net wry peen he
able to mold buses and most of the
other hazards.
• Jump over the basketballs to get.
skateboard to tear down the street with.
• if you're turned Into a frog by Lisa, lit
•  old grimly give you a kiss to change
back into Bart.

Take a loot out of Bat'; hook (quite
Morally) and pit whisked to one of the
action-packed sub-games.

STAGE 1: MAY ABB SCRAMIT
(Yellow door,
Living Room
Get a mallet and slay close to the wall
to ovoid being subWtted to Itchy aid
Scratchy's various IIIIMPORS. After the
screen has scrolled along for a while,
go past the psychotic tolophom and
yob the pest esterminator (the smoke
goal. keep shooting for a while, and
thee go upstairs_

Nine uut
throwers — n  mom his II. uool .

much A a r I f  you walk down the
middle el the read, bet, If you're
pleasing en hying it, go easy on the most
beer I l l  Sesillwills.

• he come of Lisa's easophono will
reverse you limped controls. If this
happens, simply turn your loyead
upside down to play and It'll make
things a lot easier.
• Walking mu the furthest-away
pavement scrolls the screen a lot

kker, but you'll have to be card., to
jump the mailboxes.

TM remaining caL p: t,tors a

Its Attic
Grab the plunger and keep shooting —
that's all you can do, really. And teaks
sure yew always destroy anyone who's
carrying a bazooka.

The kitchen
Gel the mallet and go left, avoiding the
death-Inducing fireballs as well as itchy
and Scratchy. Wham you roach the sink,
Jump up onto It and watt. only Maytag to
squash either of the dangerous duo. Be
careful to avoid the big knives.
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STAGE 2: BARTILIA
(Green door)

As you stomp
around the
stroll, get
used to the
controls,
which are

strange to say the
least. As for getting
through the turret,

Its one pi
Moss ones
that requires

.5-6 a  trial and
error approach.

You'll simply have to
loam when and whore

enemies appear, so I can't
really give you

much help.

•  I L T
4  I S  " '
• ' V T

-3

You'l l  soul] wipe Lin Ural 1 , ,

This one's Veer no well, appwoMly. keep moving wound sod firing, Allan reckons,
and yosell quickly take the triad out el the flatulent elephaut.
STAGE 5: BARMAN
(Bios door)

A long, but othenvise pretty
straightforward, level. Width Out tor
the man on the flying carpet, who drops
a bottM of extra energy for you to
collect. Try to boost all the balloons
far some Intro goodies, and be very
careful when going through the
dangerous clouds.

b i l l
Now essyl Just avoid the bombs and
occasionally take a few shots. Play it
slow but safe.

Bortrilla's so the rampage. Or lift the Jolly Ocoee Giant?

STAGE 4: INDIANA BARI
(Orange door)

Keep an eye an the height of the
colourful stepping stones In this bft -
low stones will drop from beneath
your feet. Make hill use of your whip to
dispose of any threatening enemies.
Finally, always try to collect the
eggs - you'll soon see whyt Its
Important not to be hasty In leaping
all Wirlf the place. Plan your route
through the level.

Boss 2
The flatulent slephant Is easy, too. keep
moving and firing and he'll die swiftly.

Boss 3
(This guy reappears liter on.)
Cencerrtrate on destroying the darts
rather than the Zeppelin, and once
they're gone fill go away.

Final Boss
The plane Is hard to kill, as even I must
admit .  k e e p  as far  1Way BS you C a l
tram It and keep moving up and down
vritile firing. Obvious, built ought to do
the trick.

,  3 , 3 4  •TA
) 111 1 V I  7 . 7  7 . 1  - . 1

ML

1

,mn't miss that „

N. won't hang around for long I

Psychedelic or, man.
STAGE 3: SCUBA MING
(Purple door)

Try not to get distracted by the pretty
backdrop - lust keep theothog biddies.
Remember that some Meddles throw
bombs (which are hard to spot) and steno
use their spiky helmets to shower you
it's worth going for the red biddies
-  they act like a smart bomb when poi
kill them. Don't forget, too, to collect
the little cowboys who shoot 'NI there.
They tree the piece of homework.

yes, lav

That
wasn't se

herd, was 11?
MG says

Super'

Guides are
Just a lot

of hot
air?

E661 

HOMO S11111111d
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Game: Uncharted Waters
Publisher: Koet
Price: Approx. E45
Cart ROM: 8 M N

GOOD BAD OR UGLY?

The ports (this
is Lisbon) are

only the size of
one screen

- F e b  2 1 ,  1 5 4 2 2  L i s b o n

Above: A handy
map. Right: This
chap is there to help

Re-painting the Sistine
Chapel, watching a re-run
of the entire series of
Neighbours, pulling on a
smart pair of trousers
and going out for a

romantic dinner with Gazza - these are just
three things I was positive I'd rather be
doing than sitting down to review some
obscure naval strategy game (with
unintelligible Japanese instructions), such
as Uncharted Waters.

Fortunately, Gazza can go hungry,
because, despite my initial anxiety, I had
Unchartered Waters licked in no time. The

plot - to cut a long story short - explains
how venturing into 'The uncharted waters'
is the only way to save your family from
financial ruin. The gameplay involves you
sailing between ports, trading goods,
equipping and expanding your fleet, and
fighting other ships. This is done - in a
nutshell -  by walking a little Zelda-type
person around and sailing your ship across
a big map.

And that's it. Really. I honestly played it
for over two-and-a-half hours, just to make
sure. What a load of boloney.

•  Rich Pettey

s a l  GAMEPLAY1

23% 1
OVERALL
SCORE:

38%

37%

LVERDICT You'd expect there to be

an excruciatingly complex and
involving game lurking here
somewhere. But could I find it?
(Answer: no.)

NBA  ALL-STAR

US Reims*

G a m • :  NBA Al-star Challenge
Publisher: U N
Price: Approx. E45
Cart ROM: 8 &Abut

Gov' This tree throw looks -,liohtly off centre

Below: Larry's
in charge of the

half-time
oranges. Right:

Jordan and
Wilkins clash
one-on-one_

We've seen

usmteaso a  fair fewbasketball
games
recently.
but this is

one for the real fan - a one-on-
one only game, that forces you
to rely on your basketball
skills alone. This comes in
four forms - one•on-one
(where two players take turns
at attacking the basket); free
throw (taking turns to chuck
the ball at the net): three
point shoot-out (taking four
shots at each of five different
points around the 'three point
line -  the semicircle near the
net at each end of
the court);
'horse' (you have
to equal your
opponent's last
shot, no matter
how far from the
net he stood),
and one-on-one
tournament -
the same as the
first one. but
played in (yes) a
tournament.

The more
astute amongst

0 0 . 1 M you will have guessed that all
these games involve only two
players (all you ever get to see
on court) - making it a fairly
specialist taste, You may also
have noticed the groovy
graphics (check out those
reflections!), and will be
pleased to hear that it all
works as smoothly and clearly
as it should, but could be
forgiven for wondering if it's
not a bit boring. And to be
honest. it is - for most of us.
Needless to say, however, our
resident basketball expert,
Jar. loves it.

•  Matt Bielby

• 8 2 % 74% Gown
M E M  ovERALL
58% SCORE: r 9 0 11 0

erT1 —APIOCS SOUND OAMEPLAY

VERDICT: A great looking and
smoothly playing basketball game,
but, with its 100% commitment to
the one-on-one game, it perhaps

, i s n ' t  for everyone.L,

MAY 1993
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G a m e :  Ushio And b r a
Publisher: Yutaka
Price: Approx. EAS
Cart ROM: M b i t

Choose between playing Ushio or - yes - Teta.
Some of the more horrible
things we encountered
include flying banshees, a
dragon. a knight, a troll, a
large banshee, disembodied
heads and Esthet

GOOD, BAD OR UGLY?
not
rely

sure
whether or
not I like
reviewing

imported J g a m e s .  On
one hand, b e r a b l e
Japanese t a s  that the
plot and your progress remain
a complete mystery. On the
other hand (RPOs aside), most
Japanese games are pretty
easy to suss out. Yet on the
other hand (Hang on, that's
three hands - Ed.), you can't
help thinking that maybe
you're missing something.

I mean, to me, UMW° And
Tore seems like a
beat•'em-up
that consists of
nothing more
than a chain of
end-of-level-
baddies. Only
some have
energy bars so
presumably
these are the
real end-of-
level baddies.
Apart from that,
you wouldn't
really know
that the game

was divided into several
different level, at all.

But the really weird bit is
that you only ever have two
moves (a sort of 'swish' one,
and one where you raise
your weapon ineffectually
into the air). If this was
supposed to be a scrolling
beat-'em-up then surely
there'd be loads of moves.
And even if it was meant to
be a more platform-based
Ghouls 'n' Ghosts-type thing,
surely there'd be at least a
few different ones. This is
extremely weird.

*Rich Polley

rGRAPHICS56'3/o
SOUND GAMEPLAY
45% 3 0 %

GNAW/ E
OVERALL V i t a l

2 8 %  SCORE: i ) J  10

VERDICT: A truly dismal game that
you could finish on your first go (if
you wanted) and isn't worth the
chips it's encoded on. Perhaps
what's worse is that you're given
Infinite credits into the bargain.

M E S  I
Totally awesome?
Totally scary. it
you ask us.
This silly
snowboard
ski extreme
sequence is
funny, but not
exactly good.

Even the Mode 7 bits
are boring This is
the F-Zeroityle wet-
biking sequence -
its pretty enough,

but hardly gripping.

Most excellent dude! -
NOT This is urban
surfing at its most
mindbogglingly
boring. Are these really
Super NES graphics?
Is there really so lithe
to do? Is that really a
tunnel? The people
should be told!

Game: California Games II
Publisher: DTMC
Price: Approx. E40
Cart ROM: 8 Mbit

W 1 1 1 1 1 1 1 ; f i l l i l l i t T l k i r e
int r  "

b A M E S  _

—n*Or, ;0110C14*tt

Those who've followed
the Games series since
their original Epyx
computer incarnations
(Summer Games, Winter
Games, California Games

etc) will know what to expect of this - a
collection of lousy sub games, vaguely
depicting a bunch of loosely connected
'sports', lumped together on the same cart.
Honestly, if you hate US programming
you'll have a field day with this. Let's face
It, California Games if is crap.

For those who really have to know, the
four sub-games in here are a faintly

ridiculous hang-gliding affair, an F-Zero
style wet-bike circuit race, a bit where
you're snow-boarding down a ludicrously
steep slope, a body-boarding sequence (the
big breaker you surf in on has to be the
crappest thing ever), and a feeble
skateboard section. Assorted 'Ciweebi's and
'Ay, carambal's enliven things a bit, as do
the silly ways in which you can fall off your
chosen mode of transport, but not much.
This is completely irredeemable, basically,
but with an honesty about its uselessness
that's almost endearing.

•  Matt Bielby

rINAPIICS
30%

SAMELWE
19%

3011111
13%

MEM( -1
23%

SCORE: 21%
VERDICT' C a l  fomia Games His an
outrageously poor multi-event
sport 'sim'. At least it doesn't have
the nerve to try and pretend to be

c o m e t h i n g  it isn't.
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US Release M I
Game: Clue
Publisher: Parker Brothers
PriedP1 Approx. E45
Cart ROM; 4 Mbit

This*11 be familiar to you._ (Ho!! I was about to
use that one - Sue.) Although the Clued° board
you know might be slightly larger than this. And

not scroll about quite so much.

um Clue 1
Le...L.4111•1 -• •
• M M E NAmorm

•!,

••••••••••,,,,,,

The evidence suggests that the
victim had an unusually pointy-

shaped head.

Here's Miss
Scarlet. How
could anyone
possibly
accuse her
of anything -
let alone
murder?

AggpuiLkLigpviliL
Clue

rtn-
'Clue'? 'Clue'? It's
CLUED°, all right?

Clued°. (For pity's
sake—) Right, Clued° (as
the game is known to the
Queen's English-speaking

world) is a board game where you've got to
guess 'whodunnit' by interrogating the
other players and eliminating suspects. Who
wins is largely a question of luck, although
It's possible to bluff if you're sneaky.

Like Monopoly, reviewed below, it's
difficult to see why anyone's bothered
converting the game to the SNES - except,
perhaps, because they could. The only

advantsges d  gamdmi ft this way are that
you caa tottadmoo computer-controlled
players, and diet diselleg is impossible. Oh,
and there are atom moderately amusing
graphical bits. Other than that it's lust like
playing the board version. except you've got
to make all the other players close their
eyes when you want to look at your cards.

It's a game that's a bit more fun to play
on your own than SNES Monopoly but, if you
aro lucky enough to have other people
around, proves rather pointless. Forget it
and play the 'real' one, which is cheaper.

•  Jonathan Davies

r  GRAPHICS
6 5%
MINE
5 0%

SOUND I  SAMEPLAY1
6 0%
OVERALL
SCORE:

4 0%

46%
VERDICT: The usual board game
conversion comments apply, really:
le it's a perfectly serviceable
conversion that has nothing over

L._the original and costs much more.

OP 91'1

Go to jail. move
directly to jail, do

te)
th n o t  pass Go, donot receive £200.

Community Chest
and Chance don't

change...

1•37::011••••
US Reins/

Game: Monopoly
Publisher: Parker Brothers
Price: Approx. E45
Cart ROM: 8 Mbit

This'll be familiar to you.

T O  S U E
P R E S S  A N  H D U T T O

The computer automatically pays rent to the person
owning the property you land on, which means you can't

ever get away without paying by distracting the opposition.

GOOD, BAD OR UGLY?
My friend

th's true
rs

borne Out
with the
Monopoly

er qualities
the window and

serious and
Axel what's
• i n g  is

s •  s  gets
Mayfair before e l s e .

As I see it, l e  point
of the board g . •  ion  of
Monopoly is to a s  much
BB possible without being
discovered - stealing
notes from the
nicking the
property cards
for example. flu
this is
something that'
impossible wi

y on

the •
t

s this is
American
version of the
game, all the o
familiar tondo

street names have been
replaced by things Like
Boardwalk and Mediterranean
Avenue, so you won't be able
to get your AZ out to find out
exactly what you've bought.

On the plus side, you can
Play agzinst the computer, so
you're okay it you haven't got
any friends, and it does play
exactly like Monopoly should
-  you can barter for property
etc - but after five minutes I
was missing the brawling
and arguing that really should
accompany the game.

fith

GRAPHICS
4 0 %
SAMELIFE
3 5 Wu

SOUND GAMEPLA.
2 0% 4  3 %
OVERALL
SCORE: 4ro

VERDICT: H you get really, really
bored on a rainy day, this may just
amuse you for about 10 minutes,
but only if you haven't already got
Monopoly the board game.

MAY 1993



e's Miss
Het_ How
Id anyone
sibly
use her
nything -
Lions
-der?

1

ean
ble
out
t_

an
, so
got

Id

uld

rant

JECTAIIINI
-

.14 r t  iror. wor„„,44.:
• i t t l f  U D R"  -Irmr•111111' AThr

11111•1151Mb
111111111111111111111

US mime

Game: Jeopardy
Publisher: Gametek
Price: Approx. E45
Cart ROM: 4 Mbit

0ohl Business and industry! Jez's lave!
fe ' m u !  People with names that're

longer than five letters need
not apply.

M i l l

9 1 1 ,  r-APEE_ 11 ,11 ,1 r  l i l t ing  r  ,

JONOT

AT-
V., M •

,
r  Fel __Frldrinarl  ;

M M I L P  -

1,114171etTE'
o t  ea4s

ov ic ror rmi t - rmix . innnermrs ,

Typing in
the
answer
Or, rathel,
the
'question -
this is a very
add game.

Here's_ um were not quite
sure what he's called, but
he's kind of an Amencan

version of Bob Monkhouse.
And he's got a moustache.

Jeopardy
is a hugely
popular
American
quiz show.
Which is

odd, as it's also massively
irritating. The whole point of
it is that it works backwards -
the host supplies the answers,
and the contestants guess
what the questions are that fit
them. But it's not like that at
ail. The host says something
like 'Of California. Canada
and Columbia. the one with
the fewest people' and the
contestant has to reply 'What
is Canada?' Look, why not just
drop the pretence, and have
the host asking:
'Of California.
Canada and
Columbia, which
has the fewest
people?' and the
contestant
answering:
'Canada'? It's
nonsense, it
really is.

Needless to
say, the SNES
adaptation is
appalling. It
does the bare

GOOD, BAD OR UGLY?
minimum to convert the TV
show, without bothering to
add any good bits. The result
is just a general knowledge
quiz of the sort that you'd find
In a 99p Bumper Book Of
General Knowledge
Questions. in fact, It's even
worse than Vienna White's
Wheel Of Fortune, rated at
19% in issue 2 - it takes ages
to type in the answers, and it
hasn't got Vanna White in it.

Of course, you could argue
that this sort of thing is
designed to be played with
friends_ But we tried that too,
and it was still rubbish.

•  Jonathan Davies

SOUND
45%

GAMEPLAY-1
18%

OVERALL 1 5 %SCORE:
--1

VERDICT: Very much an American
product (you won ' t  understand
three quarters of the questions),
but st i l l  completely nob and a

L w a s t e  of money.

GRAPHICS

4  0%
GAMELIFE

1 3 13/0

CAL RIFKIN JR

Cal kipkin ar? Jai (Just
get on -  Ed) The
trouble wide reviewing
baseball games (apart
from the fact that they
hardly ever get over here,

and nobody's interested in them anyway) is
that they're all much the same. So any
review has to be based on tiny things like
bow good the animation is. if the tunes are
okay, any neat touches that have been
stuck in, whether or not they've got the
right atmosphere and so on. It's all horribly
subjective, and a reviewer's nightmare.

Cal Ripken manages fine in the

atmosphere stakes, thanks to some groovy
Hammond music and nifty animation. It all
seems accurate, too_ But i t  falls down in
the fielding - it's really difficult to position
your fielders in the path of the ball because
you can't see them most of the time - and in
the pace of the thing. It's all just a bit too
slow and boring (and if you don't believe a
baseball game could be anything other than
slow and boring, check Out Pro League
Baseball '93 in the last issue). This is one of
the better baseball games, then, but it's not
going to win the genre many new friends.

•  Jonathan Davies

II:11111 u '411 ui ;111111ga

BASEBALL
That classic, H e r e ' s  Cal (or,
utterly u m .  'Cal' as he's

to-caption, e a t i 2 , . . / 9  known tohisdly,
impossible-

'diamond', as

his arms seem
view of the

400101-f-, -  b a t s .  We haven'tknown. seen his legs.

from baseball
the pitch is

to be made
overhead

That classic, utterly
impossible-to-caption,
behind-the-batter
view of the
'diamond', as the
pitch is known.

Game: Cal Ripkin Jr Baseball
Publisher: Mindscape
Price: Approx. E45
Cart ROM: 8 Mbit

r  GRAPHICS
60%

GAMINE

110 (1/0 1

SOUND GAMEPLAY
67% 7 1%

OVERALL 7 0 0 / 0SCORE:

VERDICT. A b i t  s low-moving, and a
baseball game, obviously.  But
otherwise pret ty  solid, w i t h  no
obvious flaws. Pro League '93 is

L b e t t e r ,  though.

wcp

1\--1



r!--1J o n a t h a n  Davies provides a brief

c

crib sheet to the major games
that we've already reviewed on

\-1 - 1 1 1 1 C 0 1
import, but which are receiving
an official UK release this month

SUPER PANG
Capcom/E49.99/4 Mbit

A n  absolutely spot-on
conversion of the coin-op
original -  the one where you

hop around platforms bursting
bubbles - except for one crucial
detail; there's no two-player mode.
This wouldn't matter, as Pang is a
perfectly respectable game. It's lust
that it's a lot more tun with two
players. And even if you've never

SUPER DOUBLE DRAGON
Tochnos/ETBA/8 Mbit

H e r e  at Super Play
we try very hard to like
bearem-ups. But,

apart from the odd
exception like Street
Fighter II, and
despite a steady
trickle of letters
telling us to 'get with
it' and not  to be so

SUPER STAR WARS
JVC/ETBA/8 Mbit

F i l m  licences can he
pretty hit or miss affairs,
but Super Star Wars is

almost all 'hit' and very little
'miss'. The game's appeal -
centres on the way it captures
perfectly the feel of the movie . ' •
-  right down to a scorching
rendition of the soundtrack. All
the characters are there, all the top

,• r e c o m m e n d e d / —  0  - . 1by us. i  ovEmLL 89/0_,:-.„,Full review \ •••__SCORE: g o ,  -• (Jut. - • toktopp,•49,ot-W-7-1, St.ri issue 4

MAGICAL QUEST
STARING MICKEY MOUSE

Capcom/ETBA/8 Mbit

I f  you're one of those
people who keeps
writing us letters

along the lines of 'I paid
forty quid for Super
Mario World and

finished it  in a week, it's
disgusting, what are you

going to do about it?',

BEST OF THE BEST
CHAMPIONSHIP KARATE

Loriciel/ETBA/8 Mbit

A ' t h o u g h  its name might lead you to
believe that Best Of The Best is a
karate game, it's not at all. I ts  a kick

boxing game. And all it basically involves is
standing in a boxing ring using combinations
of punches and kicks to inflict damage on your
opponent. It's been very well done, with lots
of (slightly) different moves, and the central
boxing bit has been supplemented with a neat

played the original, and are thus ignorant of
the pleasures of bubble-bursting as a duo,
you'll find the game does get boring
alarmingly quickly, and is too easy to finish

thanks to (you
guessed it) an infinite
supply of credits.
Good, rather than
outstanding.
Pull review in issue 1.

(-OVERALL
S C O R E : i i O

scenes from the film are featured, the
graphics are terrific, but the emphasis is
firmly on hopping around platforms and

shooting things. (Apart from the
crap X-Wing Fighter bits which

are best forgotten-) A bit more
variety to the action would
have sent the mark soaring
into, well, who knows? As it
is, though, this comes warmly

training section, It's also got an unusual
feature whereby you can choose the moves
you're likely to be using most from the large
selection available and assign them to the
various controller buttons and directions.
That's got to be good for half an hour's
tinkering about. But the acutely limited
nature of the game means it quickly gets
extremely boring. If you're in the market for a
kick boxing game, this is definitely the one to
go for. Otherwise you'd
be well advised to take
your money elsewhere.

ruvii2ipi in issue 5.

OVERALL50

silly', we really can't see what the appeal is.
In Super Double Dragon's favour are a two-
player mode and some nifty animation. But
they're struggling against the usual beat-'em-
up problem of there not being much to do
except walk around hitting people, which
quickly gets boring. The sprites are a bit
titchy, too, though -  as I said -  they move
nicely_ It should perhaps be pointed out that
Jez, Super Play's arty person, is absolutely

potty about this, although
most would see that as
another nail in its coffin,
Full review , o e

Mickey's Magical Quest isn't the game for
you. It's a bit easy to finish, thanks to an
unlimited supply of continues. Apart from
that, though, it's brill. The graphics are
gorgeous -  the closest thing to a cartoon yet -
and there are hundreds of inventive, original
bits. Every level's different, and the bosses are
absolutely terrific. Even the music's great. (In
fact, Jason half reckons 89% isn't enough.) An
out and out classic from the people who

rip/Emu Q Q g f lSCORE.• brought us Street Fighter II

) a n d  all sorts of other topquality games.
Full review in iggilie 3
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This month we've added
two new bargains to
Superstore — the QJ
TopFighter and the
Universal Adaptor. Both
gadgets will do wonders
for your games playing,
so we've pulled a few
strings so we can offer
them to you at some
amazingly low prices.
Our other offers are
more familiar, but still
great — stunning Akira
videos, Pro Action
Replays and, of course,
those essential Super
Play accessories, the T-
shirt and the dog-ear
defeating Super Play
binder. Order them all!

SAVEE5!
SAVEE5!

SUPER PLAY T-SHIRT
For the more fashion conscious amongst you, we per these
groovy Super Play T-shirts — the essential summer fashion
item, Team them wiM blue pans shorts or lir ,.imr them on
heir own /11— they look great vitt ichpvr 171-•i „ ,  . .

W , .  i

4 1 *
• E9.9511r--• .e l l ,.

QJ TOPFIGHTER
;f you're playrng Street fighter llwithoia one of these you're
-.imply not ;keying Street Fighter It Not properly, anyway. !Cs
ausolutely essentiat, with its tough metal casing, sleet shalt,
arcade-style bultont rapid tire and slow motion It can be

programmed with up to twee combos E 6 4  9 9!,0 In short, h e  business!  the •

AKIRA VIDEO
Mat more can we say to convince you to
buy a copy of this visually slunning,
action packed, lull-length Japanese
leature Irti rendered in top quality
Japanese antme Clthink aufil do if
Ed 1 kl absolute
bargain at only •El l  99

E16.99

..AVEEll
UNIVERSAL
ADAPTOR
Buy one of thine and you can
play all the latest US and Jag
calls on a UK Super NES (get
for that matter UK cals on
Jag or US machines)
And for only_

SUPER PLAY
BINDER
Keep your precious
issues of Siiter Play
in pristine condition —
buy a binder' Each
one holds 12 issues
of Sigler Play, and is
probably Ile most
Chic-looking
magazine Wider ever_
Or buy two al the
same time, and save!

E5.99
2 FOR E,10.99

PRO ACTION REPLAY
Great at pmt.'s; [rile' siAtid

ktion Replay and you'll be at
infinite lives, Intilnabillty or ektr9 , t h a t

you'd normally take ages tO acquir- i u  can use
codes printed in Super Play, or MO up your own with

the Trainer mode that Betel have.E  A A n nJuded A bargain at i k r . e . a u

A

AY! ORDER YOUR GOODIES TO
Please send me . k  appropriate boxes]:
l j  Akira video £ 1 1 . 9 9  e  SPLAV)
L.J Action Replay cartridge _ E 4 4 . 9 9  IeSNESACTI
LI Universal Adaptor E 1 6 . 9 9  E S A D )
l j  Super Play T-shirt (Med) _ E 9 . 9 5  •  31)

Total cost E I
Method of payment: [ . . . )  Cheque treacle made to Future Publishing Itel

l j  Visa/Access

Card number --.1a:11:11 DUILIU LLILIJ 1-JIJJL1
Expiry date D J  a : I

Send this !arm for a photocopy), with appropriate payment, to the following
Freepost address: Super Play Mall Order, Futere Publishing, FREEPOST,
Somerton, Somerset TAll 7911 (You wool need a stamp!)

hoe it you go not wise to move dint moil ?Mtn arm offcames

Super Play T-shirt (Large) _E9.95 ;code SPIV)
LI QJ TopF ighte t___E64 .99  AB SP"
Li Super Play binder E 5 . 9 9  l e  $i JA)
LI Two Super Play binders_00.99 i e

Name
Address

Postcode
Date

Signature

1



GAIVIEFRE Ki
iNES TECH ik

(t A MING ANSINFEPE
He's young, uninhibited and fancy free... it's the
Gamefreak! Regularly seen at parties answering
people's PAL and SCART questions, Gamefreak is
Super Play's very own tower of gaming knowledge.
Go on, put him to the test and let him solve your
problems. You'll feel so much better for it.

OEM GAME FREAK,
1) Could you pass on my compliments to Wil
Overton tor his brilliant cover Illustrations any
chance he'd do a portrait of me if I sent a photo?
2) When Is Sleepwalker from Ocean due for
release?
3) How much will Sleepwalker cost, taking into
account that E5 will be sent to Comic Relief?
4) When is Stades due tor release In the UK?
5) In Super Play 5 you had a small section on
Super Mario Kart fastest laps. Will you be
runninu a small column for this?
6) Has the Game Genie been released for the UK
SNES yet? How much will it be?
7) Do the Zydec speakers enable you to listen
to the King Arthur's World soundtrack In true
Dolby Stereo?
8) After reading all your tips for Super SW Wars,
I have been in doubt as to whether I should buy
this game, because it makes it sound a doddle to
finish with 99 lives, Is this so?
Craig Cacchion, Suffolk.

1) Only if you've got enormous eyes and spiky
blonde hair.
2) Its due in the fourth quarter this year.
3) There's no price set yet.
4) Early May.

Incidentally, our version of Stadox doesn't work on
UK machines — the cart has extra pins on the board
which current adaptors aren't designed to access.
If, like the majority of people,
you own a UK Super NES,
don't be tempted to
buy an import copy
of the game,
5) Yes, check Out
Super Express
this issue. It you
fancy putting your
best karting times
up against the pros,
send in your best times for
Mario Circuit 1 (one-player mode),
including details of the character
you used.
6) Its coming out in late April for
around E40-45.
7) No, you'd need special equipment
and tour speakers.
8) Tips aren't compulsory, you know

you could try playing it properly,
We actually think the game does
have a decent amount of gament:R.

DEAR GANIEFREAK
1) On Bad Influent.
be an adaptor to enaoie you to jna OlthkLa
games on the Super NES, As I have a US Sono.
NES, would like to know it it will work ft'
machine, and will I be able to use both UK
US 8-bit PIES carts?

• A word to all would-be console lootball
-, nut there a  lot of games take time to

.ed to, and Super Cup Socceractually
a very good game of football. You can

ime lovely curve shots, and the
Luinuuter goalie is not impossible to beat

My advice is
to give it a try
before playin
Super &wee,
Chris Applebi,
Middlesex.

by Jason
Brookes

DEAR GAMEFREAK,
1) I have Super Mario Kart (PAL version) and I
have tried to beat your Mario Kart Wes— but
can't! ( What do you expect, son? We're

professionals — GP.) I was wondering lilt has
anything to do with my UK console being

17% slower than import models?
2) Which Is better: Super Probotector
or Assault Suits Valken (Cybernatoryt
3) I already have Super Tennis, so Is it
really worth me buying a Super

• •
A 111;'11c FT dilitcott to decide Sidman thine two - SvOiti
(ehove) and Assault Stills Valken, but we like Mien beet.

1) There are two versions of the Superdeck planned.'
The UK version (see Super Express last issue) is due
in the UK in late June for E2999. It has four slots to
allow UK SNES games, imported Super NES games
(Japanese and US), UK PIES games and US NES
games to all work on a standard UK SNES. We're not
sure whether youll be able to use a UK Superdeck
with a US SNES, though — because US PIES games
don't work on the UK PIES without an adaptor. We'll
keep you posted on this.

The second version of the Superdeck will be
released in the States, just for the US machine. That
version has two slots to allow just US SNES games
and US PIES games to work on it. We'll give both
versions of the Superdeck a full test as soon as we
get our hands on them.
2) Yeah, Super Cup Soccer(or Super Goal, as it's
now known on US import) certainly has its fans (see
pic left). We'll give it another look when it arrives for
the UK Super Nintendo soon.

GAMEFREAH
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STUCK OR STUFFED?
Men yea need the Gamerreahl

do his very best to answer any Supor
Nintendo-tyue questions you may

have for him. Ail you need to do is
Witte to the guy at this address:

Gametreeir, Supa 
monmouth Street, Rath BAI 28W.and avoid the en

Page o s t - c o n t m o n i  T r yy-asked
questions outlined elsewhere on this

, end we'll do our best  to
answer you as soon as possible.multitaP

's Proand Jimmy Connor
Tennis Tour?
4) Should I buy Star Wars, as I already have
Super Probotector?
Adam Coates, Dorking.

1) It shouldn't make any difference the SNES
doesn't use seconds as such - but Programmed
time intervals. In real-time it lakes longer to go
round the courses on the UK machine, but the
intervals are correspondingly longer, and so the
times end up the same as on an import machine.
We've played the Jap version of Mario Kart
through an adaptor on the UK SNES, and the
times we got are the same as those obtained on
an import machine. We have got a copy of the UK
version. and I suspect the story will be the same
there - I just couldn't find it to checkl
2) Both games are lab, but Valken is my fave
because the gameplay is more varied. Super
Probolector has the edge sonically and
graphically, though.
3) It depends how often you're likely to play with a
bunch of friends - and how loaded you are too!
4) Star Wars isn't quite as impressive as Super
Probotector, but it's still huge and challenging

DEAR GAMEFREAK.
Concerning the much talked about screen
borders on PAL machines, I wonder if you can
sort out my problem. I own a Japanese Super
Famicom and I run it on a Toshiba FST NICAM
stereo 21 inch TV with a SCART port. so I can
really appreciate my machine to the full.

However, alter reading about screen borders
and speed difierences etc. I noticed that I have
borders at the lop and bottom of my picture, so I
borrowed a friend's British PAL SNES and
compared the two. To my surprise the picture
was actually bigger on his machine than on
mine (using SR and Super Mario World as
good examples). Now, is this a taut] of my
Nintendo, or my TV? Luckily it's not all bad
news, though - my set-up still runs faster and
has a clearer picture. Still, I hope you can help
me. as I'm getting a little bit worried.
S. Eason, Middlesex.

I covered all this back in issue 3, but here's a
recap. Some SCART televisions only allow a
narrow picture to be displayed with imported
SCART consoles. Apparently it's because the TV
doesn't have the necessary circuitry
to cope with the full-screen image.
As for the picture being narrower
than a 50 Hz UK PAL display, I'm
very surprised. If you only use the
TV for the Super Nintendo, then you
could get the picture vertically
stretched by a TV technician as
detailed in issues 4 and 6. This
distorts the standard TV picture
though, so a switch needs to be
fitted to change between the two.

DEAR GAMEFREAK,
1) In an advert in your mag I noifted lie e
were speakers available for the SNES. I haw
an American SPIES and I cannot see anywhe! •
to plug these into. How can you hook them ur.
2) I've subscribed to your mag and have rear
all of your reviews which are very good. But
can't decide between Cybornator, Super Slat
Wars and Contra 3. What do you think?
3) I am eagerly awaiting news of the .feES CD
but I have only seen pictures of it is
Super Famicom. I was wonderire,
version will look like. becausii •

we of the machine?
, Will the SPIES CD play
How much will the US VelSii

when will il appear?
6) Finally, is it possible to plum •
into a video SCART socket, am-
video Into a PAL TV?
David Parsons, Wiltsi-

1) Stereo sound is outputted through the multi-
out at the back of the SPIES - a twin phono lead
will plug into this and then plug straight into a
Hi-H or ghetto blaster with phono line-in
:sockets. However, if your SCART lead comes
out of this socket (as it does on most imported
US machines), this presents a problem. In this
case it's possible to have phono leads
branched off the SCART lead - one of
our US machines has this set-up
hooked up to a stereo, giving our
games brilliant stereo sound.

US machines that have SCART leads
wired internally obviously have an
advantage in that the multi-out is left
free. I'm not aware of any multi-out
adaptors thal allow two leads to be
plugged in tOgether. IDS Trading in
London can help you to get stereo out of
your Super NES. Tel: (081) 677 5113.
2) They all play extremely well - the only
real recommendation we can give is to pick
the theme that appeals to you the most.

DEAR GAMEFREAK.
In issue 5 I was looking down your Datebook list
and I noticed that Electronic Arts have got two
American football games that are due to be
released soon (Madden '93and Pro Football
'93). II these are not the same games under
different titles, which one looks the best? Also I
noticed a game called Football Fury- is this the
Neo Geo game recently featured on
GamesMaster?
Martin Hancon, Liverpool.

Pro Football is the Japanese name for John
Madden football - it's the same game. Football
Fury is actually the American version of the
Japanese title Ultimate Football by Sammy. And
no, we don't know why it's called that - it's not all
that furious, as far as we can tell.

-
Sam ' s  Ultimata Football, eke Football Fury in the SI_ as

3) The US machine is undeniably a sexy piece of
kit, and naturally the CD ROM unit is shaping up
nicely too. Check out the prototype pic (below)
that our Nintendo newshound uncovered!
4) it's unlikely the unit will be able to play
standard music CDs, because the hardware is
being designed to read specially encased CDs
only. There won't be a draw that slides out as an
most CD players, because Nintendo reckon such
a feature would be prone to damage - instead,
specially encased CDs will slot into the unit in
the same way that a video does in a VCR.
5) The US version wilt cost around $200
(E150ish). and will probably appear shortly alter
the Jap one. The factor that will most influence
the US release date is the range of software
available. While the Jap market will tolerate just
a couple of decent games with a new system,
the US market needs a much wider range to
choose from. However, I can't imagine Nintendo
hanging around for too long - Sega has already
entered the CD arena in the US with the launch
of the Mega CD (called the Sega CD over there)
before Christmas last year, and Nintendo must
be feeling the need to catch up.
7) Ves you can, but usually the picture comes
through in black-and-white.

Cerl
An artists' impression

of now the US CO ROM uni! • • , J  rat

THE GAMEFREAK

These i  a sked questions!
Steer w. ,  it you want to
see your name in print...
Q Can you control the bosses on SFII?
A Not without a  Game Genie cart.
a  Who is this Ed thing?
A (El,? -  Ed.)
Q When will the CO ROM be released?

Late this year or next year in Japan and
the States. it'll definitely be '94 here.
Q is Street Fighter H: Champion Edition
claming out on the SPIES?
A Capcom a m  saying no at the moment
Q Oh come on, it must be?
A flipping beak.
Q is ittockbestens due out on the SPIES?
A Get  Out of here!
Q Can I got rid of borders on my I S  SPIES?
A I l es .  Stretch the picture with a sorties'
size adjustment on the TV or monitor, or
getting the console coverted to SO Hz by a
specialist company,
Q How do I get a Job like yours?

Get a decent education and don't play too
many video gomoo.
•  Wi l l  there be another % V S  wrestling
game for the SPIES?
A Ye s ,  later in the year.
Q Is  Matt  Bielby really a pro games player?
A la a very loose sense_
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B a c k  with a vengeance, it's

popular synth-pop group
Depeche Mode, only

without the depeche, and (er)
with a seven on the end. Wow!
That makes these pages. um,
Mode 7. For those who don't
know, it's the part of the mag
where you do your bit tor the
gameplaying section of humanity
by helping each other out with
hints, tips and cheats. It's also
the bit where we bung in a few of
our favourites ourselves — sort of
our very own monthly charity
event really.

Of course, to keep things
flowing properly we need your
input. Send your best, newest
codes and cheats to the office
here at Model, Super Play,
Future Publishing Ltd, 30
Monmouth Street, Bath BA1
26W and you may find yourself
the proud owner of a Super Play
eon or oven ( whool) a Super
Play T-shirt, There's really no
excuse for not joining in.

G u e s s  what the most
popular question's been
this month? (And not just

to Ask Ade, but to every other
department of Super Play too.)
Yes: Can you play the four
bosses in Street Fighter It?' The
answer is, of course, no —
except that with a Game Genie
you can half do it. Here's how:
Put in the codes 10A4-0767
plus FOAE-6004, then go to Vs
mode. Have both controllers
plugged in, choose Ryu and
Ken, and press START on both
controllers. This'll give you the
normal stage selection screen.
Player 1 selects the area of the
boss you want to play as. You
will then go to that screen, and
the second player will be able
to play as the boss of that stage
— you can do many, but perhaps
not all, that boss's moves.

Now that's out of the way,
on with your other problems...

SUPER SMASH TV

If you're led up of slaughtering masses
of bat-wielding bad guys and want a real
challenge, then go to the playerittuli
selection screen and press LEFT. RIGHT,
LEFT, UP, R, R and you should hear the

gameshow host say 'Bingo!' When you
choose the option you want and start the
game. everything will be in fast action,
making just staying alive a real problem
Also, when you get to the level with the
electrified orbs, if you slay in the bottom
left-hand corner and fire from there
nothing can gel to you.

Fast and furious fighting in Super Smash TV. using out hot lip.

ASK
INVALUABLE MONTHLY GAMING ADVICE

ONES I CAN DO
•  Dear Ade
have completer; 91 le'' ti • , W  iv, bur

can't find the last five. t h e  most
missed levels in the game. And does alter

!•g Bowsei count as a level?
Terns, Bury.

•  Everyone takes different routes through
the game, and finding the 'most missed'

levels would not Only be impossible — it
would take up too much space here. And
no, killing Bowser doesn't count,

•  Dear Ade
I can't beat my °flier clother at Super
KW. Have you any cheats or tips?
Ben Cole, Harold Wood.

•  How about kicking him in the leg, and
then Double Supplex him or something?
The only real hint is lust to keep hitting the
buttons faster than he does.

•  Dear Ade
I have Castlevanie IV, and am stuck on
level six Any ideas??
Josh White, Australia.

•  Yep. see the pie above right for the
password to get you onto level seven.

THE ADDAMS
FAMILY

(Ocean)
Typing in the code B&l&B will give you
rive hearts, 80 lives and will start you oh
with Granny and Pugsley already sate, so
the job of saving your family has
practically been done for you. Also,
typing in W111W gives you 100 lives.
four hearts and a sword, while 71117
gets you started with a mere 100 lives,
three hearts and a sword (just in case you
don't need quite so much help.)

Just how much more help could you
possibly need to complete this one?
Answers on a postcard to the usual
address please..

Oh no! III could only get this little blue
inan off my nose...

CALLING
ALL CHEATS,
CRACKERS,
AND GAME,
FREAKS!

•_Deal Ail;
I have seen Super Pmbotector in other
map. and they all have a human instead
of a robot. Please could you tell me how
to do this?
Olivet Yates. Lichfield.

•  You'll have to buy the US or Jap version
-  Contra ill or Contra Spirits respectively.
The UK version is the same game, but has
the robot sprite instead of the soldiers.

•  Dear Me
In Legend 01 Zelda I can't kill the masked
guardian in the Palace of Darkness. Can
you help?
Daniel Scarlet. Leeds

T r
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•  EXKIIIST HEAT
(Oceal.

There's a hidden track within the Monaco
circuit, which has been found by a
nameless writer from Cumbria. (Come on
ppnpIP. at least make an effort to be
friendly to us Were all pals here, you
know.) Anyway, at the bottom of the

Monaco track, just as you come out of
the bend and are heading for the
straight, you'll find a senes of triangles
sticking out from the side If you drive
between the third and fuurth of these
triangles, directly into the base of the 'V'
they form, you should tie able to drive
straight through and end up on the
hidden track

II looks like tins guy's totally oft course and in for a splashing lime, but no! He's just
about to discover a secret track.

BART'S NIIIMARE
On the Itchy and Scratchy level, you can
get an extra life by shooting the
exploding light bulbs with the fire
extinguisher Lewis Pinder from Ipswich
sent U3 that one. Thanks, Lewis.

gal's missed the bus again

SUPER MARIO IV
(Nintendo.)

James Earl from Farnham has found a
way of getting up to 40 extra lives at a
time. To use his method, you must first
have completed Vanilla Secret 2, Enter
the level, preferably at the half-way mark,
and don't kill any of the Koopas unless
you really have to. Make your way to the
row of Spinies, and in the brick second
from the left, you'll find a silver P-block.
Carry this back to half-way point, near
the jumping plants, then activate the
block and run straight to the left You
should now find that all the Koopas have
turned into silver coins, and that alter
you've collected 10 coins, any more wilt
give you 3 Ups.

ASSAULT SUITS aVALKEN
Iviasry'al

On the title sr 1- ei hold UP. R and L and
press START to activate the cheat mode
Then you can select 'free play' to gel
i ni in in continues.

H 18111 L I  Ca
Do

catrcr

Assault for sore eyes!

( SUPER R-TYPE
(Irem)

There's a level select screen for this
notoriously difficult shoot-'em-up - at
least. Peter Anderson from Newcastle
says so. On the second title screen, press
the It button nine times and then UP nine
times betore pressing START. Pause the
game and then press A, R and SELECT.

I l's s .d  picture el the s e e ;
screen but it is Super A-Type

SUPER MARIO
MART

(Nintendo)
Mode 7 would seem empty without at
least one Mario Kart cheat, wouldn't it?
This month's comes from Michael
Sullivan from Solihull. On Choco Island 2,
get a feather, and when you pass the
finish line, immediately turn and jump
over the barrier on the right. Once you've
done this, just drive back to the finish
line, and you'll have missed out an
entire lap. If you can't then win with an
entire lap's advantage, you're a very
sad case indeed.

other
instead
le how

version
tchvely.
but has

hers

nasked
Can

•  Dear Me
On Legend Of Zelda I can't kill the
Helemasaur King in the Palace of
Darkness, Please tell me how to beat him.
Brooke Nimmo (no address supplied).

•  Apart from repeatedly hitting his mask
until its broken, there isn't much I can say
Use arrows on him once the mask is off.

ONES I CAN'T DO
•  Dear Ante
have Final Fantasy.- Mystic Quest, but

can't get past the Falls Basin. Phoebe says
'Let's move this ice block', but nothing
happens when we do. Can you help me9
Thomas Kershaw, Sussex.

•  Dear Ade
I've been playing the game Final Fantasy:
Mystic Quest, and I'm stuck in the Focas
Tower. I have the sky coin. I also can't gel
to the Ship Clock to reach Mac's ship - I've
flooded the lake Can you help?
David Reid. Falkirk.

•  Sorry, guys. I haven't played the game
enough to know the answer. Any takers?

•  Dear Ade
I've tried to do the last level on Lemmings
Sunsolt level, but I can't do it. Can you
help me pease?
Andrew Squarce, Tavistock

•  I can't, but I've a sneaking suspicion
that someone Out there can

ONES YOU'VE DONE FOR ME!
•  David Walker of Glasgow reckons that if
you press DOWN, RIGHT, DOWN, DOWN,
RIGHT, RIGHT and START, on Super
Piebotector, then you'll get 50 extra lives.
And you can get a level select by pressing
LEFT, DOWN, DOWN-LEFT, LEFT and
START. That should help quite a few of you
out. Cheers, Dave.

•  James McGachre of Edinburgh has the
key, literally, to getting into the pleasure
domes in Super Smash TV Go to the
option screen and press RIGHT. RIGHT,
UP. DOWN, A button, L button. You'll now
be given a stage select screen.

•  Jason Bell from St Helier has the
solution tor Darren Bamford ot Nottingham

who was stuck on the seventh level of Sour
Blazer (from Super Play issue 5).

I. First go to the bottom left-hand corner
of the screen and speak to the person who
has a Harp String but who won't move He
will tell you that his friend who gave him
the Harp String has been taken prisoner
and taken to the Torture Room in the first
BasementiOungeora and hasn't been seen
since. Now, as all the lairs are sealed, and
you haven't released him, he must be
dead. So, if you go into the Torture Room
and up to the top right-hand corner, you'll
see a skeleton you can try and talk to. On
the left you will find the Harp String
2. Go back to Me town and into the house
in the bottom left-hand corner where the
musician with the broken Harp String is on
the stage. Give him the String and he will
thank you and start to play. There are two
guards in the house, one who's there for a
rest. When the musician starts to play he
will move to the stage so he can hear more
clearly. As he does so he'll step oft the
platinum card which you can now pick up,
and use to go into the Tower on the top left
-hand side of the screen. Easy, eh?

Cheers, Jason. There were quite a
few others witil the solution, but Jason's
was by far the clearest and most accurate
description.

-
Barry Ashdown of Surrey says that if,
when you put in the Prince Of Persia cheat,
you hold down B and Y and then press all
of the other buttons, Me X button will
become a Smart Bomb and kill your
opponents Nice

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 Ado, Super Play,

Future Publishing Ltd,
30 Monmouth Street,

Bath BA1 2BW.



I ACTION
REPLAY CODES

As always, we've been flooded
with codes for all manner of
games. You'll need a Pro Action
Replay cartridge before these
codes are of any use to you, and
you haven't already got one then
don't worry. Just check out
Superstore on page 77 for details
of how to get hold of one.

DRAGON'S LAIR
7EOF F903 Unlimited shields
7EOF EB02 Unlimited lives
7E0FF605 Infinite time

LETHAL WEAPON (US)
7E02 2606 Unlimited lives
7E02 2203 Unlimited ammo

(1•BERT 3 (US)
7E05 8205 Unlimited lives

SUPER ALESTE
7E01 5702 Unlimited lives
7E01 5203 Unlimited smart
weapons

SPIDERMAN & THE X-MEN
7E01 0003 Unlimited lives

TMNT IV (Jap)
7E00 9661 Infinite time on the Vs
modo

SUPER SMASH TV
7E189906 Keep your weapon
until you pick up another

JAKI CRUSH PINBALL
7E1C 6202 Infinite bails
7E80 7800 Invisible enemies

SUPER STAR WARS
7E098500 Blaster
7E098501 Flame
7E098502 Seeker
7E098503 Rapid Ion
7E098504 Plasma

Thanks and (Jul maybe) some
Super Play pens to Peter
Anderson of Newcastle-Upon-
Tyne. Conrad Mouisney of
Reading and all the boys from
Universal Consoles And Games
for their help.

PRINCE OF
PERSIA 7

We've got two lots of codes for this
one Mr  for the US version and

Now. I doe I think you wanted In do that.

UK Version

9LJ01913 M E 0 5 6 1 ) 8 X
L4B1WNN T J Z 6 T 2 t
9H85LDX Z R M F L D V
T7X(33VB 7 5 M X W 7 7
VGPAZ2 Z M P , 3 4 , 1
Lt44E3L+A 7 W 7 R 5 5 6
VKX3I5G 4 1 7 + 2 P V
LY5KLP9 7 5 N B 9 8
M7GXLWR 4 5 5 7 C L S
TKOZWFG

one for the European one, so no
one need feel left out. Our thanks
go out to David Walsh from
Northfield for the home team effort.
and Kirk Truseoft from Jersey for
the American codes Look out foi
the postie with your pens.

MEON+2X
TPLBWNN
9H3BBD4
3(155LVR
V5M5D62
T4M5WTB
VK21 D52
3NDH33X
9JI8BIR
36B6L8G

US Version

CXJCL97
B7PV3X1
CNKPDJ7
34P8++'
4CVI+Y7
Y+L3FHD
4,3WI5OL
YITYSK,
ZFGWIV5

OE G A M .
(ELI dp Brothers)

In a rush to finish Gods? Kirk Sanderson from
Merseyside already has. Here are the codes to
Bitmap's latest creation.
TEMPLE: SD1
LABYRINTH: MGB
UNDEP'ItIORID: BMH

22.111=gm=111:1•
Make your Me easier, use nor :odes.

SONIC BLAST 11111
Taito)

Probably the hest bits of this (fairly run-of-
beaCem-up are the special

between-level punching bonus rounds - and
now you can play them on their own, without
having to bother with the rest of the game.
Simply do this: on the option screen, move to
music select and select 10 HIT. Now hold
down the SELECT button, press L. R, A, L
and START, and you're away.

JAHI CRUSH k
PINBALL . P

(Naxat)
Its pretty hard to mention Jaki Crush Pinball
without using an inevitable oo-er line, but
we'll resist the temptation, These codes give
you masses of balls (not a word, tram any of
you) and were sent to us by W Wong from
Stockport, who was honest enough to admit
seeing them in a Japanese magazine. We
admire your honesty, so here - have a
Super Play pen,

4444444Y - 33 Balls
55555555 - 21 Balls
6666666C - 42 Balls
8888,88BS - 84 Balls
CCCCCCS - 8 Balls
KKKKKKKS - 10 Balls

C 1 0 0 0  l ' e Z , C 1 0

-rhea l u r n  a lot nastier it you hit
!hem enough

11111111111111111
t h e  W i z !

,1111111r
f o r  t h e  l a t e s t  g a m e s . _

SUM NINTIE
GAME BOY

I =  I I
11.tl Ilq11 Nir

Alf!!

w e  g o t  i t !
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StarFox -  a stunning 3D shooter!

Pugsley goes SCalfeeroging in Ackiams 2.

A full p layers guide to Probotector.

Buchy O'Hare battles toads on NES.

illkta
The la s t  issue

Br. i n ' s  bes
Nintendo magazine

is now on sale. I t
has tips, previews
and reviews of all

the big new games
for Super NESI.111
and Game Boy. An

it's got a massive
poster too! All  this

for just E2.25!



P  LAIF

'A DOG
CALLED BENI)'
el-Z I'm a proud owner of a
Super Nintendo. I also have the
most excellent game Super
Mario Karr I've also got a dog
called Benjy, and he's about
one-year-old now.

Well anyway, when I turn
up the volume at the beginning
of Mario Kart my dog (Benjy)
starts howling. However, he
doesn't do it with any other
game. I would like to know If
this happens to your dog (if
you've got one) or any of your
friends dogs
Yours.
Massoud Kish, Richmond.

'WE ARE HERE'
On reading your superb

magazine, ray girlfriend noticed
you did not know who a couple of
the Tiny Then characters were.
Well, we are here to tell you who
they are: Elmyta is related to Elma
Fudd, the pig who tries to shoot
Bugs Bunny; and Shirley The
Loon"s related to Daisy Duck,
Donald Duck's girlfriend. I hope that
helps you a bit.
Yours,
Ray Jones, Exmouth.

'HE PRETENDED
TO SHOOT A FRIEND'
• I  am writing to tell you how
appalled I was at the recent
episode of World In Action that
was about video games and their
effects on children.

Throughout the week the
programme was advertised on ITV
with the words 'Welcome to the
danger zone' -  which sounds like
an introduction to a honor movie.
Things were not looking good.

I sat in front of my TV, then,
with bated breath, in the hope that
the programme would be open-

This month: the inevitable World in Action backlash; some similarly inevitable
stuff about CD-ROM; epilepsy; a dog called Benjy; anime is childish; someone
who reckons Mario World and Zelda aren't any good; and your Mario Kart
times. It's well worth a read (or, indeed, a write).

minded- However, with the first
few sentences my hopes were
dashed. They seemed to look upon
the term 'kiddy cocaine' rather
favourably, rather than seeing it as
hyped-up journalism.

I wonder if I was the only one
who noticed that they had no
children who appeared to be over
the age of 12 on the show at all,
those giving explanations of garne!,,-
looked even younger. They
showed one child comparing his
console with his teddy bear! Others
were descnbmg methods of attack
in games such as Streets Of Rage
and Final Fight, and obviously
getting much enjoyment out of
seeing the looks of disgust on the
edulta faces as they made the
effects of these moves sound as
horrific as possible.

A professor of psychology at
Manchester University says that
video games make children more
aggressive in certain social
situations_ Surely he played with
toy guns as a child -  is he very
aggressive because he pretended to
shoot a friend? No he isn't, and
neither are we just because we
control a video character (a non-real
person) that supposedly shoots a
laser gun (a non-real weapon) at
another video character (another
non-real person).
Yours,
Andrew Burgress, Stalybridge.

Exactly tight, Andrew. The guys on
World In Action were talking about
Street Fighter Hand so on like any
kids do in a playground, relishing
the blood and guts of it all, which no
doubt sounds horrific to some
parents -  but is actually no
different from the way I used to talk
about comics or horror films or
whatever at the same age, and no
doubt you del (and those very same
parents did) too. I suspect that
computer and video games are no
more innocent or guilty than any
other popular entertainment
medium as far as 'corrupting our
kids' is concerned, the teal problem

for us being that there's a culture
gap -  the real reason parents (and
TV show makers) don't like
computer games is because they
don't understand them, not
because they're intrinsically bad
for anyone.

'PUPPIES
AND KITTENS'
l o  I  would like to complain
about an article in issue 3 about
the Nintendo calendar. It said
that girls have calendars with
puppies and kittens on them
while games players have been
a bit stuck when it comes to
remembering important dates.
Are you trying to suggest that
girls are not games players? I
myself have that Nintendo
calendar (mine only cost C4.99).
Apart from that, your magazine
Is great
Yours sincerely,
Lisa Scullion, Liverpool.

r-
We certainly weren't
ruling out the possibility tal
a crossover group,
consisting of puppy and
kitten-loving girls who
actually liked playing

Lgames too.

'AUGUST ORGAN'
/:•, I have read the last three
issues of your auoust organ, and
found it most enjoyable. You are
particularly good when it comes to
new technology, with regard to
the CD ROM feature from way
back, which I liked. Your feature
took a calm, rational view of the
situation, unlike most of your
competitors (and other format
magazines with CD machines on
the horizon) who foolishly seem to
think that the price of games will
fall on CD ROM.

While this may be the case
with old games, it won't be with
newer products, because filling
600 Mbit of CD ROM in going to be
an extremely costly business. You
said Koshiro Yuzo plans to use real
orchestras for his scores - that's a
£120,000 bill for starters, and more
if he uses digital sound recording
to properly exploit the sound
capabilities of the system.

Given Nintendo's infamous
restrictions on developers, many of
these titles will only appear on the
Super CD, and that means they are
going to be very expensive
because of economies of scale.
Also, grudgingly or not, you have
all demonstrated to Nintendo your
'willingness' to pay through the
nose, so that means you'll be
paying more, not less,

T H E  S U P E R  P L A Y

INTERESTINGOMETER
We can't get enough letters about o g l e  subjects, and we get fat too

many on others. Here's a handy guide to which ones we moan:

The Super Nintendo
abroad

Japanese things 111 N O T• ROM (for the
being)

The price of games
Games being too

easy to finish }
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I hope you will print this letter,
so my fellow Super Nintendo-ites
realise the economic realities of CD
ROM. However, I do agree that CD
ROM promises some mind-
blowing products - how about the
developers of Another World
doing a versiun ut Die Hard In a
similar style with Super Fa
polygons over painted back-
grounds and bitmapped explosions,
and with heftier adventure
elements - and an orchestral CD
soundtrack by Michael Kamen,
What do you think?
All the best,
James McLean, Glasgow.

StitInd:, groovy. . . ; t ,  s  just
hope it's Die Ha:.., they do, and not
some blooming Steven Seagal film
with ships in, el' •

FOR STARTERS'
Lo In the article about the
forthcoming CD extension to
the SNES. you mentioned about
Philips CD-I and Nintendo
crossover products What does
this actually involve? Because.
as regards games, a Super
Nintendo with a CD drive and a
32-bit processor is going to be
able to play considerably better
games than CD-L which for
starters only has a 16-bit
processor. So, if this crossover
product involves games being
compatible with both
machines. sure Super NES
owners are going to suffer.
because they'll be getting
games that are not taking full
advantage of the SNES's
capabilities in order to Maintan.
compatibility with CD-I.
Philip Z Richardson, Stoke-on-
Trent.

You're absolutely nght -
Super Nintendo owners
would be getting a raw deal
if SNES CD ROM games
were identical to CD I
games, But, as far as we
know, no arrangement of
this sort has been finalised.
Hard information on the CD
ROM is still incredibly
difficult to come by, and the
vast bulk of what you read
on the subject is pure
speculation. We're confident,
though, that when the CD
ROM does finally appear it'll
be pretty special. and that
the games that run on it will
be far superior to those on
any equivalent system.
including CD-I. But it may be
a while before we find out
for sure -- one estimate
suggests the system won't
be available in the UK till
late 1994
„ a 4

'RUINS
THE LIFESPAN'
/  • You seem to rave in your
reviews about anything cute or
anune-looking. eg Kikkailtat, a
game with a Kamm (or 'cute', for
philistines) Racoon and gill in it,
which I thought looked like a poor
rip-off of Mystical Nioja; and Tiny
Toons, which my friend has, and
says is too easy, which rums its
lifespan. (Mickey Mouse got a high
mark, and much the same could be
said about that.) I've got nothing
against anime. in fact I'm a fan, but
it seems that if a game is pretty in
presentation and graphics it
automatically gets top marks.

I hope I haven't been too harsh,
as generally it is a perfect mag.
Yours sincerely,
Bones, Leicester.

Look, good graphics are good
-,trapliics, whether they're CUE° 01
!Lot And we stressed the point in
jut reviews of Mickey's Magical
Quest and Tiny Mons that,
although they're well worth
buying, many people might find the
games too easy to finish -  we'd
have marked them quite a bit
higher if they'd been more
challenging. (But you're right - we
are suckers for a cute looking
game.) As for Kiltikaikai, you seem
to be cundeinning it without havmg
even played it It's an enjoyable
little game, with the added bonus
of - yes - cute graphics.

Guess what? Yes, we've received
lots of letters on the old
'Nintendo causes epilepsy'
debate recently. Here're a couple
of them;

What concerns me is the
health of games players. When
we play a game we are usually
within about three feet of the TV.
Most of us use a normal TV. TVs
emit beta radiation, which is fairly
harmful in large doses. Most
games take about two to three
hours of hard concentration to
finish. During this time we are
absorbing this radiation.

You may argue that computer
operators stare at a screen for
eight hours or more a day. But a
computer monitor runs at about
70 Hz, and is screened to prevent
the operator from the radiation.
TVs tend not to have these
screens_ and they run at a very
flickery 50 Hz.

After a bout of games playing
I usually come away with a
headache and a wide, open-eyed
gaze. I believe TVs should be
produced at about 70 Hz to relieve
eye-strain, and should have anti.
radiation screens - until then all

NTED YOUNGER
INGS SPECIAL

response to your request
news of talented younger

'siblings, I'd plat like to say that
my siste
tears or.  Victoria. who is sixld. can complete level
two on Street Fighter 11.
Craig Cacchia Sudbury.

111110i am the youngest and best
games player. I can heat
Bowser and finish Street

&Fighter l ion level four. I am
r  four years old and my name is

Stuart. I can also finish Space
Harrier I  can write as well,
but only with my mummy's
help She wrote the hard bits.
Stuart Harper, South Wirral.

i i r

Ira writing to tell you
about my rive-year•old son,
Matthew, after reading an
article called 'Isn't That

10 Amazing?' in issue 5 (page 83).'Well, Matthew
can finish Street
Fighter lion
level zero
(using Blanks)
and is now
busy working
on level one.
Yours
thankfully,
Mr A Gregory.
Sheffield.

I'm writing to you on the
subject of the controversy about
Nintendo and epilepsy. I've had a
SNES for eight months, and never
had the slightest problem with it
until two months ago, when I
tried out Super Kick Off in a big
music shop in Manchester. I had a
photo-sensitive epileptic seizure,
starting with muscle twitches and
ending with a black-out.

Anyway, the point is that this
has never happened again, even
though I still play video games,
and it probably never will. The
store where I had a seizure was
dark make  sure you play games
with a light on. It was a special
Nintendo unit where you are very
close to the screen - so make sure
you are far enough from your TV
so it doesn't take up too much of
your field of vision. For a normal
size TV, about. 2 m is sensible.
For a big-screen TV, get a bit
further back,

'A MORE
CHEERY NOTE'
. /  Recently I treated myself to
Zelda 3 and Super Mane World,
basing my choice on the excellent
reviews you gave both games. Only
one week later Iliad completed . .
Super Mario World and three
weeks later I had finished Zelda 3.

Amongst my joy in completing
both games came anger at the ease
with which I achieved it. I feel I
have been cheated out of the E80 I
payed for the garnes. Please can
you tell me of a game, available in
the UK market, which doesn't have
such a low difficulty factor, but
with much the same format (maybe
an adventure game)?

On a more cheery note, I was
thrilled to read that Sensible Soccer
and The Chaos Engine are coming
out on the Super NES, and I feel
compelled to urge the Bitinap
Brothers into doing a Speedba11111
for our machine too, as it was my
all-time favourite game on the
Amiga. (Speedball 11, that is.) Do
you see the possibility of this

!

happening in the near future?
Yours hopefully,
Steven Clark, Paisley.

Lots of p. w o u l d  argue that
£80 for a i  1.)le month's
entertainment isn't
bad going these
clays. But then, lots
of other people
wouldn't, and

j u i t u i r p
games players will have to suffer.
Could we not have LCD TVs
instead, which don't flicker or
emit radiation at all?
Yours sincerely,
Lee Harper, South Wirral.

Finally, I suspect it had
something to do with the game.
Epileptic tits occur due to certain
patterns that trigger something
off in our brain. Super KO is an
extremely fast game, and the
pattern of the pitch and the flicker
of the screen all contributed to
the seizure
M-AN, Manchester.

The (small) number of letters and
phone calls we've received from
people who ale actually
complaining of having suffered
attacks like this Suggest that
they're mainly caused by games
where you're concentrating on a
mall character with a fast-

scrolling background behind it -
Super Kick Oft is an obvious
example. But remember, folks:
only a tiny fraction of the
population seem to be affected,
and they're people who are
already prone to suffering from
photo-sensitive epilepsy (even if
they don't already know it)
You're not going to catch
anything from playing with your
Super Nintendo -- just (possibly)
bring to the surface a problem
you alleady have.



they'd probably get quite
empassioned about it, so we won't
take sides. It might be worth
pointing out, though, that the main
reason Mario World and Zelda are
SO -uas y'a le  Det4use Hwy ve gel
battery backed-up memory that
aavca your place as you go along.
Would you rather they didn't? And
it might also be worth pointing out
that, whether they're too easy or
not. you're very much in the
minority in not liking them. Oh
yeah, and there are no plans for it
Super Nintendo version of
Speed ball at the moment, although
the Bitmaps have expressed an
mterest in doing one (and it would
be awfully nice if they did).

'I OWN THREE'
/  • I  love amine and mango, so will
any of my lave Famicom games,
Ranma 1/2 and Fist Of The North
Star, get an official British release?

I own three mango films, Akira,
Dominion Tank Police and Venus
Wars_ I think these are excellent
videos. Are any of them going to be
made into a Super Nintendo game?

Finally, I love the mango
approach to the magazine and the
excellent screenshots of the games
And please could you tell me where
I could get Ranina 1/2 magazines
from, as I have looked everywhere
for them. Keep up the good work!
Sayonaral
Carl Bradley, Oldham.

The mango featute in last month's
Super Play should give you a few
ideas as to where to go looking for
Ronnie 1/2 comics. As for UK
releases of anime-based games,
well, sadly were unlikely to see an
awful lot of them. Despite being
hugely popular in Japan, and also
among its British fans, mime is still
very much a specialist area here in
the UK. And sales of attune gatrief
would most likely reflect this.

'CHILDISH FEEL'
41 The subject I would like to
discuss is amine. I know the
Super Play staff think It Is
great. and I agree - the
characters can look cute - but
it only works in certain games.

I have found my
enjoyment of many great
games slightly spoilt by the
overly 'cute' spntes, eg Super
Tennis, Mystical Nima_ even
Street Fighter IL The oversized
eyes and small bodies give a
childish feel, and some realism
is lost in these otherwise
great games.

I would be very interested
to know how other readers
feel about these points.
Yours sincerely,
Michael Herron,
Criengormley.

We thought that if we mode tile bit extra-long thi3 month, end
put in all your extra-crap Jokes, the sheer horror of it might actually
Jolt you into seeing some sense and stopping seeming us
completely useless jokes.

Q Which game features Tunes Li, Eddie Fondant and the Hundreds-
and-Thousands hand slap?
A Sweet Fighter EL
Harry II Healy, Glasgow.
1/10

Q Where does Ramiro 1/2 TI go9
A He doesn't 1/2 II go anywhere, matey!
Harry H Healy. Glasgow.
0/10

Q What's a Cybemator pilot's favourite song?
A %/Oren On The Moon.
Harry H Healy, Glasgow.
0/10

Q Why does Starfox feature a falcon Instead of a parrot?
A 'Cos 3D pony-gone!
Harry I I  Healy, Glasgow.
2 /10

Bloke: Waiter, waiter, what do
you call this?
Weiner It's bean soup, sir.
Bloke: I don't care what- (Stop
this! Stop J t now.' -  Ed.)

A Joke that gets
awarded more than
5 out ot 10 wins a
Super PIM? T-shirtt

There was an English teacher in prison. His friend said to him: I f  you
chat up the prison guards wife, they'll let you Out early.' And his
friend said: 'No, that's wrong! You can't end a sentence with a
proposition!'
Simon Watkins, Keynsharn.
0/10

Police are investigating the theft of the police station's lavatory. They
say they have nothing to go on.
Gareth Austin, Twickenham
0 / 1 0

Not that we want you to send
any jokes or anythint. but the

address Is Kindly Leave The Stag%
taper Pew, 30 Monmouth Street,Bath am. 211W,

We've stirred up a whole tin of
worms by printing people's best
Mario Kart times...

/ ' '  I  think it is a good idea to
print all the readers' best times in
Mario Kan. I got 1' 06.88" in
Mario Circuit
Gareth Austin. Twickenham.

)1:: I  eventually got down to
1 04.78", w i th  a best lap time of
12 67'.
Rob McHattie, Woking.

1  M i n e s  now down to
1' 04 65"
Alan Carter, Knebworth.

IT My  best time on Mario

Circuit 1 is 1' 03.43" and my lap
record is 12.53".
Scott Upton. Leicester.

- /  M i n e  is I  01.06" w i th  Kong,
but my fastest lap is 0' 02.44". I
can't tell you how to get such a
good lap time but it can only be
done once a race.
Anthony Bowry, Hayes,

Lt! S O r r i t t q i
ge,. e n , .  ,  id us, but they
weren't supported by any sort of
evidence. II you reckon you can
do hotter, and you'd like to tell
everyone about it, we'd rather
you sent in some sort,of
photographic evidence - just so
we can be sure_

/-!  I  thought I'd write to point
out that in issue 5 you say the
fastest tune recorded on Mario
Circuit 1 is 0' 59.92". But this

There is a boy in my class at
school who has met Matt Bielby
and he thinks he knows more
than Man. He challenges him to
a game of Mario Kart. Will he
say yes to the challenge?
Rupert bleier, Abotufield.
He says the result would De a
foregone concluslon We'd tur.o.;,.:
to agree.

I am writing to you because of
your cover artist, MI  Overton.
was wondering if you can ask
him if he would send me a
picture of Chun la, signed if he
wanted to.
Keith Hammond,. New Malden.
We asked
d i d n ' t  parLiculdi ,v
Sorry.

Does Jonathan Davies do
programme links for Channel 4?
Calum Gray, London_

How about a Jonathan Davies
autograph each'?
Two Mario Kart ranatiar,
Southport.
Loe,i. he doesn't. uG plogiaaiine
links for Channel 4, k  v?

WRITE AWAY!
We're dying to hear from you!

And. if your letter gets
printed, you stand to win a
handy Super Piay pen! The

address to write to is:
PLAY BACK, SUPER PLAY,
30 moNmount STREET,

BATH BAJ. 28W.

time was dchieved on a Japanese-
console. How, on a British
console, can we hope to
compete with this sort of time,
bearing in mind that the
Japanese console is faster?
Lee Benning, Southampton.

\Neje not completely auto about
this one, and Bendel don't seem
to be either. We reckon that
either a) while the game itsell
may well run slower on a U/C
machine, the clock ticks over
slower too, so on balance you
should be able to achieve the
same results, orb) the UK versiu:,
of the game's been adjusted so it
runs ot the same speed on UK
machines. In either case you
should be able to achieve the
same times as the top Japancst •
players if you keep at it. (Check
out Gamefroak this issue for
more news on this.)
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E  W E L O P E  A R T !
da.

( - -
Wow! This envelope art
Idea has been a
runaway success!
Seems you're a
bunch of frustrated
artists at heart.

Here, then, are some of
our favourites from this
month's mailbag, the best of
which wins a Super Play T-shirt.
Keep decorating your envelopes,
and keep sending them in. The
address, as with the rest of Play Back,
is, of course, Super Play, 30 Monmouth
Street, Bath BA1 28W.

4•• •  •• • • I .  ••••••• • •••••

Gorgeous, gorgeous. gorgeous Parodists artwork.
again from Anthony, fails to qualify because it came
inside an envelope, not outside of one.

A•
One of many, many Matto Kart envelopes,
this one's from Surapt Sen of Doncaster.

Anthony Bowry of
Middlesex sent in
this piece of art -
we're not quite sure
who it is (forgive ow
Ignorance) but
she's got a very
cute cat

This brilliant
Hamm§ was

drawn for
us by Ian

Pestridge of
Birmingham

PI AY B A C  K
SUPERPI.  AY
30  M O N M O U T H  S I
BATH
BAl2BW

Bold use et, erm, colour from London's
Odium Gray, including the Japanese
version of 'Super Play from our cover.

Great Tiny ?Pons envelope comes from
Lewis Collins (Are you sure about this? -
Ed.) of Southsea, Hants.

This lovely
painted Bubey
(the Bobcat) -

resplendent in
Ins Super Play T-

shirt -  comes
from Chris

Harris of
Portsmouth.

Nice one,
Chris. and
wear your
very own

Super Play
T-shirt with
pride, eh?

SA
gem,,ER PLA r-
&Int BA •  --TkEET

F.A)c.& Ck
$UIFIgRIMAY

40 S  TREE 7
l i * T H

2 . r . 1

Another
R a t t M a

envelope.
this one
featuring
Genme
the
panda,
from
Baniaby
Purdy.

A sn i t , "
1184-looki

8q/Pit0n R o c *
r-ofer Ft

odway.

tab

Positively the one-and-only 'ransom note'
letter well ever include, this one from Barry
Ferguson of County Down, Northern Ireland.



WHAT CART? SUPERLIBRARYGAME
y e s ,  It's that What Cart? time of the month again.

Time to marvel at just how many SNES games
there really are out there (we're through the 200

mark at last!), time to check out just how good
Spanky's Quest is once again, time to thoughtfully
absorb our pithy comments on the 18 or so new games
included this month, time to chuckle indulgently over
our pitiful attempts to be funny, time to wince at our
increasingly desperate measures to come up with Top
5 listings -  time, basically, to absorb the very
individual experience that is What Cart?, Britain's
biggest and best Super Nintendo games catalogue.
•  Yes, yes - we know we haven't reviewed every
Japanese-text filled RPG there is out there, and yes,
yes, we know we haven't reviewed the very latest
games, covered in the rest of this issue (they'll go in
next month), but we think you'll find we've got
everything else covered. If, however, you know
different, why not write to us at What Cart? Super
Play, Future Publishing, 30 Monmouth Street, Bath
BAI 2BW, and we may include your entry the next
time round. You'll get a T-shirt for your trouble too.
ACROBAT MISSION (JAP)
Teictorku. 8 Mbil
I player, SP23/ari
A despicably treble vertical
scrolling shoot-en-tip

AC 'RAISER (JAPIUSAIlt)
Enionitet M b i l  + BB
I player. SP2 91Y4
A brilliant combination of strategy awl
plat kern action (raplocaliy

Buy the Lk or US version
great, and the music's lab,

THE ADDAMS FAMILY
(JAP/USILIK)
Ocean, 8 Mimi
I player, SP1 Ktv,
A polished and tannyable romp. with
adventure. puzzle and sin sa-em-up

frustrating in play., but pass-
bits A real challenge Macs

wards allow quick complain.

AIR MANAGER (JAP)
Alternative name Aerobrz (US)
Kati, 8 Mbt + BR
Ito 4 playeas
Lointelligible unless you're Japanese,
tins Is a well presented business
grate*. thing like/It/dryad
Tsroan Islice Mode 7 intro.

ALIENS VS PREDATOR (JAP)1GS. 8 Mbil
I player. .SF 28%

An unoriginal twat einup. with a neat
central (incept. Nil generally
dire garnieplay and no
eaplariation of the p i t  Avidd,

ANOTHER WORLD (UK)
Alternative names: Outer World IJAP),
Out Of This World (US)
Interplay, 8 Mbil

player, SVLtII2.
The graphics In this one ate superb -

[diming it Ls tam hke wah hing
action is varied, and there are lots id

there to inks it a classic
shots, but there isn't enough
great cinema-style close-up

AHCANA IUS)
Altematrve name Card Master lJAP)
HAI_ 8 Mbit 4 BB
I player

An RPG based amoral a ill perspective
dike Oungeoo Mattel) stain& good, hut
is very plodding - the combat seines
are king and drawn out. Graphically ills
not had and the ITILIStC Is well
dimes but only really
for die-hard RPG fans

ASSAULT SUITS VALKEN
(JAPIUS)
Alternative name. Cybernatar (US)
NCS Masrya. 8 Mbet
I player, SP5 91%
The (Imaginary) principle od assault
suits is a tab basis tor a game. Isia,
oddly. this Ls the last to property take
advantage ol it The result Las brilliant
land very lapaneael shoot-Mu-up,
dripping with high teehnologY
and tasisting same very
satisfying explosiims

ASTRAL BOUT (JAP)
A-Wave, 8 Mbil

la 2 players
A wr rat lingifighthig gator, mei au1 fr
good rune. Graphically not a complete
disaster, but the sprite collision and

think you could buy !greet
idayahility are- ropy. When )•ou

 010ligtder %qui  s the point?

AUGUSTA MASTERS 3D GOLF
IJAP)
LSE Soft 8 Mbit • BB

to 4 players
The lust 3D goll game On the Sniper

lamb:rum, and still rather land ilespite
Japanese Lea. Graphically. its a minure
ol tat-maps and polygons and it

update could be taster. though.
works quite well. The screen

AXELAY (JAPIJS/LIK)
Konant 8 Mbli

player, Sle2 HS%
Okay. in Anetrty's a little thin garreplay-
%Ise. But - -  those graphics!
They're possibly lire most innwessive
ones ever! There are also some brill
haddies, and It alternates
between neat hiateordal and
vertical scrolling. •
BART'S NIGHTMARE
IJAPIUSILIK)
Acclaim, 8 Mbit
I player. WI 91%
The formula may riot sound promising -
has rut little sub-games rattier than one
big one - but tIns usatheoluledy superb.
and very weird. Wanderful
graphics and has ni humour,
and d's challenging

BATTLEBLAZE (JAP/US)
Sammy Corp. 8 Mbit
I or 2 players
An awkward game that's nowhere neer
as good an its contempataries (Struel
fighti, !land gGmata 1,2) The graphics
are okay. the sound's okay, but the
gairieplayar dire. There's quite a
reasonable range ol moves. but
you could 61 much better.

BATTLE CLASH (US/UK)
Nintendo. 8 MN
I player. SP3 het
This la the first stand-akar game
released for the Suter Snipe A shame

awful. Cl.aper than your
thal it's so short lived and

average import. though.

BATTLE GRAND PRIX (JAR)
Nasal. 8 MN!
I or 2 players
Remember Soper Simi', the roin-op'
Well, Imagine a version o i l  Ile an
inert wad view driving game) where vim
can only sera tiny area of the track
arousal your ear, and have to rely on
signals to warn you ad rnrnrrs
came to the maaliesiun that
it's 'challenging'. Lots or
babes In it thi nigh

BEST OF THE BEST111S)
A l t e r n a t i v e  name Super Kick Boxing

i.JAP)
Electra Brain. 8 Mbit
I or 2 players, SPS Sia%
Let's he honest, this la a kirk boning
game not a karate one. 'treated as such
it gets the pub done pretty sval. heit, an
with any game that cornea
within., mile al the word
boxing', it gets boring last.

BIG RUN (JAP)
Jalisco. B Mbit
I player
Alter a promisimg start, the abysmal
graphics and virtually ton-existent
garneplay make ine what is surely the
worst driving game on the
system. Obahing like the
original niamop.1
BILL LAIMBEER'S
COMBAT BASKETBALL (US)
Hudson Solt 4 Mbit
I or 2 players
Originally an Amiga game called him,
Itadreilmit, this plodding

pent erlealr Irani Hudson Soft.
Speedha clone is a surprisingls

BLAZEON (JAR/US)
At l .  S Mbit
I Player

A tacky horiznartal acroller with num,
style robots in It's kinda different. but
everything's so crude and lericy. That
malws 11thH a n l e  r  r ap -  there
are so many better shnot-'em
-ups to choose from

BOMBLIZAt (JAP)
Alternative name. Ka-Bioney (US)Kemco. 4 Mbit

player
Clear bombs from mazes of tilts by
setting off chain reactions. withuia

(
You wouldn't believe how easy What Cart? Is to understand. Perhaps this diagram might
go some way to convincing you, though:

GAME NAME

PUBLISHER

NUMBER OF PLAYERS

A Wei synopsis
of the game

HEY TO YOUR CHART

SUPER PROROTECTOR (UK)
Altemathre names: Contra 3
(US)/Contra Spells IJAPI-0
Konanil, it MI it a l   C A R T R I D G E  ROM SIZEar 2 players, SP2 SC%
This is currently I
shoot-ens-up
7 and an amazing
put this in the sup
William two-play
it essential st

First plationn
Superb useful Mode

(uninli soundtrack
league

action makes

If the game has been reviewed in a
previous issue of ,),,pe.• , ,  here's where
you'll be able to find nut which one, and
(yes!) how well it scored

lithe game s known
by other names

rabroad, they're
listed here

A mark out of 10.
(Games with an
overwhelming amount
of Japanese text,
rendering them more-
or-less unplayable,
are marked 'Impossible
to lodge.'

mug blown up The ICVEIS are well
tiesigrwal and it takc'saklli to itegualate
them lila unfortunately the
graphics are dreary, and the
game's boring.

BRASS BOSS (JAR)
La2ersott 8 Mbit
I or 2 players, 5P4 513%
Another Sill watinabe that rinesn't make
the grade, The graphics are iikay. and

Inr the most part it plays okay, 0
but d o e s  it all Si) much
better,

BULLS VS BLAZERS (US)
Electronic Arts, 8 Mbit
I cur 2 players. SPS

A good, mild laaket hall game placing
the emphasis on at-curacy and
detail at the evilest. of slick
graphics. Very challenging

CACOMA KNIGHIIJAP)
()Mem. 4 HIM
I or 2 Owen. SP4 36%
A tedious variant 01 Plea., the ancient
uninap. It does its beat to turigMeti up
proceedings with some special
backdrnps. but even they're
rumui very Kind

CAMELTRY IJAP)
Alternative name. On The Ball (US)Tana 8 Mbil
I player. SP' 52%
The idea 44 a rotating Mode 7 mare with
a hall bouncing around it is a good one_
but Tan" haven't got the anal trarn it,
The Inels are too easy to
complete, marl once yot iVr
se,211 them all you won't return,

CAPTAIN TSUOASU 3 (JAR)
Tecmo, 8 Miait + BB
1 or 2 players
l'Ikes!A Football nianagernent game,



based on a Jim comic hero, Seine
dynamic match lughlights, but unless

you can read Japanese, and a
have tons of patience. stay
;May. Impossible to iudge.

CAVEMAN NINJA 2 (JAP)
DaM East. 0 Mbit
I player. 4 5  91't
The septet lo Jae At Am' (sort of t
immunntoly ployabl, mai o u  a a hal
46100011i 04 l o n g i e r n i  cha l lenge
There arc hundreds
of better games around

CB WARS (JAE')
Banpresto, 8 Mbit
I or 2 players
A strange ankle scroll-along-and-whack-
nasties-with-wbalever-riecan-find type
of ganw. RN; chments and lots of
Japanese text render this a
poor choice tor mist people
impouable to lodge

CHESSMASTER (USIIIK)
Mindscape. 4 Mbit

in 2 players
ll'ou don't have min it choke of SNLS
chess games 'ruts plays a strong game
lee. et, think). hut i iwres room toe
improvement. 11. aw l i d i r
presented, and the tunes alter
each move are irritating.

CHESTER CHEETAH (JAPI
-(aneko, 8 Mbit

1 player, WS 58%

Bright cagouriul platform game based
si Chesslos• (American cheese snack)

'advertising crtner - good for

challenge lor everyone else. O P I
younger players, hut It lacks

CHUCK ROCK WS)
Sony Imageson, 8 Mbit
I player, Sea t i l l .
A well pat together Slone Age platform
game, with lots of iniaagination
Mid fun touches. but ultimately
it's all a bit bland and dull.

CO MBATR IBES IJAP/USI
Technos, 12 Mbit
/ or 2 players
A dull healem-up that makes no
attempt to same m i l l  with any
picknpable Wtal.100.5 or
interesting levels

COSMO GANG (JAR)
liarrico, 8 Mbit
I or 2 players SP3 ?Lit
A Gologdstyle shoot 'eniup that dorsal
match up to the ancient coin-op in t he
paineplay makes. A fun twoigayer
mode and Si alrie 10Yrly
0,11110n; ;mil sin001, lint starlit
by infinite cool

DARIUS TWIN (JAP/US)
Tartu, 8 MINI
I or 2 plarets
Locking i  leveh for a Amos game - but
this isn't all bad news Good graphics.
okay sound and not too much slow-
down make it a reasonable buy,
though It's not challenging in
the first kw levels

DAVID CRANE'S
AMAZING TENNIS (JAR/US)
absolute Entertainment,

cir 2 Mayers, iV IOU
This hada like the Isest Ioniiia game yet
The 3D perspective works writ until
you take CUIIIF01 of a player at the other
end A restricted yiewonnt Illakt'S It
hard to serve aunt Pet !Wit -
spilt screen Witold have been
better. Super /1/444i3 slid rules.

DESER I STRIKE (JAPIUSYUK)
Electronic Arts, 8 Mbit
I player, SP1 SerS.
An addictive chopper-based shoot'em-
iip with helicoptenness pouring out al

it h i n t  like Hying round a d e s e r t ,
blowing things up with missiles
toady not au hot a id  sarirly)_

0 FORCE IJAPIUSI
Asmik, 6 Mbit
I Purr
A crap slowit'emup with maybe the
worst graphics. sound and playalnlity
am the SNRS. Mode makes the
IntrieKs visuals 100k Nasky.
lire4111111 !annul, tie) Amid!

DINOSAURS (JAR)
Ahornative name Dino Gity (U0)
irem, 3M
 I player, SII'l KeS.

One ol our favounte platform games_
this has lab graphics. cute characters
and plenty ol atintaitill bits. But
it's ton easy to finish We
love it anyway. though.,

DIRTY CHALLENGER (JAR)
Yutaka, 8 Mbit

ur 2 players
Yet another dire wrestling game. This
time it includes some very dubious
-grapples -  you could be

mistaken for thinking it was 0  'all a bat well, duty.

DRAGONBALL Z (JAP)
Banda., 8 Mbit • BB

player
The original Jan 1.1mgmbatl animw series
anir.hrtql i t t  the gain l')1004:00 ( N D ) .
Ind this new version as the lust available
tori  Le Soper R P G  with
combat scenes and loads

look too. hnpossible to Ridge.
Japanese text. Very &bit in

DRAGON'S LAIR (US/UK)
Elite. 4 HIM
I player, SP1 11;21.
This looks gorgeous. plays well mi le
far better than the straight committee
ag the iminop that other machlros hove
suffered Out the frustrating
drificulty tenet hides a game
Wit liii king aa it could be.

DRAGON QUEST V I.JAPI
Emu, 12 Mbit • BB
s marl
The biggest selling gone in l o w  to
date Is a sprawling RPG with plenty al
lap ten to be translated for a US release

this year in the isoguo *onyx 0 1
series. It's prunrUve and very
Japanese. Impossible to patty.

DRAKKHEN OAP AIS/UPO
Kerne°. 8 Mbrt • BB
I player, Yil,4 64-x
Baal' on a French 16-brt computer
RPG, adventure. this has reasonable
graphics but am awful combat system
Most people will find this a real
bore but it you awe tempted
get the IS or LIZ version.

EARTHLIGHT (JAR)
Hudson Soil. 8 Mbit • BB
I player
Based can a popirlar PC Emptne game
called Neil/rim this is an interplanetary
space suateity rattan, but there's enough
Japanese in here to make it
tricky to work out. Avoid
Impossible to judge.

EXTRA INNINGS (US)
Atternaitve Pante' Ganba League
Baseball (JAP)
Sony Imadesott B Mbit • BB
i or 2 players. SP2
Baseball's tricky to translate well to Et
games maritime hid this probably
makes tile hest lob ot i t  with curie
characters anti slick action The
sequel. Pm Baseball League
93. is even better.

I•1 EXHAUST HEAT (JAP/UX)
Altensatrve names- El ROC (US)
OceamSeta, 8 Mbit • BB

laeyer,511651%
Your car's a bat small, anti you aitiet get
much warning art corners. But at least
you get a 31) slew of the buck
Not our rase gate, but sonic
people love ft.

FACEBALL 2000 (US)
Bullet-Proof Software, 4 Mbit

or 2 platers. SIn
On the Game Boy this 31) miue shoot-
'ern-up is good tun, but the MEN
conversion suffers badly. Slow,
jerky I t  and confusing with
two players. Nos great

FATAL FURY (JAI,
Takare. 12 Mist

or 2 players, SP4 7ur.
One of a growing number of Street
Fighter 11 look-a-likes, and probably the
next best dung to The Big Clue Looks
okay, plays fine (though the
controls are very awkward)
and worth considenng

FINAL FANTASY II (US)
Alternative name' Final Fantasy IV
IJAR)
Square SOIL 8 Mbn • BB
I player
A strange caw this, as in Japan it's the
fourth in a wry popular serves This is
the first version to make it to the SNES,
and while it's graphically basic, the
lovely music and the involving a l ,nature of the quest hilt it way
above lesser RPGs I r i s "

FINAL FANTASY V (JAR)
Square Solt 16 Mbit • BB
I pimer
A hoot...selling RPG to be translated and

retailed/load roomy l i n  the 0 1 )
LS Buy that, unk-ss you read
Japanese. Impossible to nide

FINAL FANTASY: MYSTIC
GUEST (USI
Square Soft 4 MN • BB
1 player. SP3 79's
A spinoff younger player's Ve1411041 of
the popular Find Fantasy RPG series
that prows to be an entoyable and
involving quest for role-playing
legumes's Much cheaper
than most releases. tarn

FINAL FIGHT (JAKtUSIUK)
Capcorn, B Mbit

phser. SP I M I
The hest vradkingiaionitheating-prople-
up game on the SW& Brilliant Kraptkils%,
varied opposition anal devamming
!Duvet. But, it lacks a two
player mode, and so gets dull
in the long-term.

FINAL FIGHT GUY (JAP)
Caocom. SHIM
I player
A pointless new version of Final Fight
where the best character, Cody. is
replaced by Guy A pour gone
music CD is included It's
easier than the original.

FIRE DODGEBALL (JAR)
Stinson. 8 Mint
I or 2 plovrs
A cute amine version of a very weird
gone isee SD Dodgeball for details). The
graphics BM pretty good, hol l ie gaol,
itsed is a bit too omple to he
particularly rewarding, The A l i
lengthy intro sequerKes before Tram,rari l  gat& don't help. either

FLYING HERO: BUGLE'S
BIG ADVENTURE (JAR)
Sole!. 8 Moo

plawa

An average - it fairly likeable - lap
shoot'em-up. It has its moments, bid
really needs that extra special
something to stand a chance.
art beating Pimento etc

FIERO (JAPIUSIIIK)
Nintendo. 4 Mbe 4 BB
1 player. SPI
A tab Mode 7 racing game. [lead fast and
snionth Watch ota tor the vicious
computereontrolled hover cars. Bland
at-eatery mil a weird firtunstic
setting, but It's an Impressive
display Lit the SNES• abilities.

GEORGE FOREMAN'S (CO
BOXING (US)Acclaim. 8 Mbit
1 or 2 players. SP2 181
Wont names are invariably
avviul - hut tins awful"

•
GODS (US/UK)
Mindscape. 8 Mbit
I player SPfi 74t.
Famous amide piartonn Shout-not-up
mimes to the SNB. graphics and
putties all intact and with
extra measures of playability
This'll hot you age,

GOLDEN FIGHTER (JAR)
Cuhure Brain, 12 Mm

or 2 players. SPI. 121.
A wry ropy Street Fighter It 'tribute'. The
graphics are rubbask the
gameplay's rubbish, the

robhish Aomirt

GPX CYBER FORMULA (JAR)
Alternative name: Cyberspin (US)
Takata. 8 MO
I player. M I  IVA.
Another top-view setailler. and another
case of ylkes-wasallat-aeortser? Hui
amine based this time, with tonic

incredibly smooth scrollmg. o t i a l
Otherwise this is a very
average game

GRADIUS III (JAR/US)
Konami, 4 Mbit
I player
Strilliar to the coal-op and -
astontslungly - all packed onto a -I meg
cart, this is one to check oat. Its an
early Mk, so sloseilown is a problem -
it rather scuppers the talverwsve
beautiful graphics anti powerful sound
Still, it's more impressive
and playable than Super
lt,Tme

s a I N I J E N  MOEN, W e l t  N I AT I N C O  6111v/411W

4 0 5
PUZZLE GAMES

iper NES
puzzle

I I  games, eh?
They're all
basically Tigris,
with knobs on,
aren't they? Well,
no actually, and
here's five to pro,.
you wrong. (Well,
four anyway.)

E l

KING ARTHUR'S WORLD
(83%)
Extremely addictive (if
a little bit Lemmings-
like), with a real

exploration feel In it. Not a
round table in sight, though.

I I t R U S T Y ' S  SUPER FUN

HOUSE (79%)
Compulsive, rat-
squashing fun, and
rather good looking at

that - but probably snore
enjoyable for the younger
games player.

l•-r1100;volopt••4e6-4

ro".11
• e •
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LEMMINGS (86'.,.)
A completely
absorbing -and ultra
original - game this,
it's tam packed with

levels. A bit over-familiar
now though.

E l S U P E R  TETRIS '1

BOMBLISS (83e•et
It just had to be here,
really, didn't it? A
classic game that's

addictive on any system -
and brilliant on the SNES..

a -  - M U M  WORLDS

169%)
The workl's only
spinning top puzzle
game. Not quite as

good as the Spectrum
odOltal was, but still very
absorbing all the same.

t  
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GUNDAM F-91 (JAP)
Bandai, 8 Mixt • BB
1 player
A massive selling (in Japan at least
arcade' strategy gamething. with
Japanese ten, Still. ifs playable il yau
y, r o • w o r ,  IN , h i I  f l o e

j
for real robot fans only.
Impossible to udge.

GIINFORCE (JAP/US1
Hem, 4 Mbit
I or 2 pavers. SP4 Sgt.
Siinalar to Sum Pn koteclot VI many
respects. hut not hall .14 good in any of
them. The 'imilrects', that is
Saray, that was a bit

conaning, wasn't it?)

HARLEY'S HUMUNGOUS
ADVENTURE (US)
Electronic Arts. 4 Mbit

or 2 players. SP6

111 -  • r Ot
10114

Graphically it could be.. ha Ismer, but
It's a reasonably imaginative
platform game with SOnle
potential all the SaMe

HAT TRICK HERO (JAP)
Alternative name Super Soccer
Champ (1.151
lalta, 4 Malt

or 2 players
A slick einVerrilan cii the coin-op
fisaboff thump. Its fast. but too easy on
raieplayer mode- you'll tired
to play a chum to have any fun.
Not as good as Super Sooner. •

HOLE-IN-ONE GOLF (JANUS)
HAL, 8 Mb)t
I to 1 players
An old game twit still one of the best
golf sins around - what 11 lacks in
technical ingennity, it makes up for In
L l t t  friesullineaa The  (overhead view
loaNI isn't MAI like playing the real
gale, but nice Mode course
introductions help - as does
turning the music oft

HOME ALONE (JANUS/UK)
THO. 4 MLitt
I player. SP 36't
A due attempt to cash in on I lw SiseeeSS
of the movie Stopeleas graphick and
sound don't rescue the banal
gameplay Iron the claws ul
drudgery and tetlim,,

HOME ALONE 2 (US)
1110.8 Mad
I player. Srl
We as•lually preferred the lust Home
Mime game to this, but m the ciame way
that we prefer Fhlotudo In Snout
llerharit Xnoilier dire scrolling

shell Feehle and predictable.
effort that should he Leh un the

HOOK (US/JAP)
Sony Images/MI. 8 Mbit
I player. SP1 721.
Slowanosting but otherwise an
attractive phatiormer that ties in with
the film quite neatly It's a bit
easy to finish, though, so it'll
be rio.. et. Peter Pan.

HUMAN GRAND PRIX (JAP)
Human, 8 Mbit +

or 2 players, SI•4 5121.
yrs...an live with the 'unique control

system Oasis the best Formula L game
oit lie SNFS tri blindingly last.
with reidasuc handling and a
useful two-player option.

HYPERZONE IJAPIUSI
Hal, 8 Mbit
I Player
A poor 311 spate shosit-'eneup (Long
Mode 7. but with nollung else to
recommend it. Tedium City Is
your only destination

IMPERIUM (OS)
Vic Tokal, B Mbil
1 player. SPii.
Sad, old laahloned shoot-'eurup

giant robot suits in it - bra with very
little hope of ever rivalling

Amara Sods Wen. One Io s l a y *away from.

THE IREM SKINS GAME (US)
Alternative name. Manor Title (JAP1
kern, 8 Mbit,

or 2 players. SP3
Fans of the coin-op gall ganw &ILO, Title
will love this - its virtually identical
Faris of !termite Ilearti and its
Cousins ruigMn't be that
impressed by Its accuracy.

JACK NICKLAUS GOLF (US)
Tradewirst. 4 Mbil
I to 1 players SPJ 62%
rans of god gmnes that present things
fruits lust belund the player will like I tic
this, but the painfully slow way it draws
the screen before each shot. aid lite
could-be-better p e r  near%
runs it. Not one of our laves,
but It 11 find its folhasera.

JAKI CRUSH IJAPI
Nasal, 8 Mist

player. 5I5 744.
The NNSIS needs a top-notch pinball
game- something to rival the Mega
DrItreS Deed (-nob aid the Amiga s
Iluttud thwirens But this isn't it Its
reasonable,  but the ball moves
too slowly, arid the table nal
brilliantly designed.

JAMES BOND JR (US/UK)
PIO_ 4 MIA
1 or I players. Sri NI.
A plationn and stunaing action game

hell that even the Amstrad GX4000
wouldn't have tolerated. Poor
graphics. feeble sound and crap
gameplay. Look, but don't buy.

JERRY BOY (JAR)
Alternative name. Smanball (US)
Sony I magesolt, B Mbit
I player
A run-ol-the-mill platform game with
may its blob-sliaged hero to
distiaguish it Iron the Crowd.
Very average.

JIMMY CONNORS'
PRO TENNIS TOUR (US/UK)
UBI Soft, 4 MIA
Ito 4 players. SP5 884
Not as good as Saper Terrors, but its

close. It has the advantaged •
v.-miring with the tour-player
adaptor. Now that es fun.

JOE AND MAC (JAPAISIJK)
Data East/Elite, 8 Mbit
I or 2 players. si", 72a.

A good corweesirio of the ari•ade
machine. Graphically it's coloodul, but
the I um,* don't v-ary and the
garneulaYs remains,
'Young players should enjoy It.

JOHN MADDEN FOOTBALL (US)
Alternative name: Pro Football IJAP 1
Electronic Ms, 4 Mbit
1. or 2 players
What was a tab game on the Mega Drive
and Alma doesn't work on the SlaTS

Note tiw hat graphics and j e r k y *
scrolling. It es last. But al five
expense of ',Usability.

JOHN MADDEN
FOOTBALL '93 (US/UK)
AlteMative name. Pro Football '93
(JAP)
Electronic Arts. 8 Mt*
I or 2 planers. SN831
_whereas ihrs new, improved, updated
verskin is loads better The changes are
mostly coalman% hot they're enough to

elevate the Rune to the status 0 1 1 1
of -recommended Ill you like
American luotballF.

KICK OFF IJAP/IIK1
Ancoilmaoineer• 8 Mbit • 813
I isr 2 player. SPA 521.
The moat cusdrosarratal computer game

ever gets its second conversion to the
SNES, and suffers as a result.
Not as bad as Pao Soccer, but
still flawed playability-wise

KIKIKAIKAI (JAPI
Natsume. 8 Mbli
I or 2 players. SP5 82•X
This is the sort of game only the
Japanese could write. Underneath the
perilously weird exterior lurks an realty
enloyable two-player shoot
2ernalp with nem graphics
and a large playing area

KING ARTHUR'S WORLD (UK)
Jaleco, 4 lAbit
t playea. SlIti kret

Medieval Lemmurgs lookalike, with good
graplocs arid plenty at interesting
features. Very addictive but
the controls (unless you use a
mouse) area pig -

KING OF THE MONSTERS (JAP)
Tara, 8 Mbit

ne 2 players
A fairly enjoyable Neo Gnu game that
seems to line been clumsily converted

and t o  get even
to the SNSIS. Its really too dull

nd u  o r ,
Inn of the original excited.

KOSHIYEN 2 (JAR)
KAC, 8 Mbll
I or I players SP2 70.
This would be the most bog standard
hateball game except that it's
very weird and very Japanese.
Not bad, overall

KRUSTY'S SUPER FUN HOUSE
(US,'UK)
Acclaim, 8 Mbit
I player. SP1

11161•1 i A l e w n i r w e r

A curious blend of piethrowing. puzzle-
solving and platform action make this a
refreshing challenge. Graphics and
sound are reasoisable. hut Its tile
excellently pared ganamlay that makes
the game Passasiela should
be wham more regularly to
reduce repetition though.

KIJNIO KEN IJAP)
Tectinos, 8 Mbit
i or 2 players
An odd mix of beat-en-Imp and
adventure game. We hail bus with it
beating Kook- with pillows and
suitcases, hut we didn't have.. clue
what was going on as its all in Japanese.

Year might be able to suss it o l i o
owl Not II got a lukewarm
reception even in Japan

LAGOON IJAPAIS)
Kerma. 8 Mbit • 98

player
A fairly involving RINI, taking some
elements Porn the Zelda aeries, but
forgetting a lot el the more important
onea including a map, which can
prove rooremely Irritating in certain
areas. However, the graphics arid sound
are pleasant enough. Worth
considerine, hot only alter
you've played Zelda. Final
Fantasy Al and Soul gazer

LAST FIGHTER TWIN (JAP)
laanOte510, 8 Mbil
I in 2 igayeta
Super Deformed robots in a side-on
beat-'em-up. Nice graphically
and sonically, but limited all
the lame For SO ans may 4 1 1

LEGEND OF SUCCESS JOE (JAP)
K Amusement, 8 Mbit
liar 2 players
Japanese boxing game, based on.. poor
Neo Geo original, with basic graphics
and sound. and not enough
naves Still. as boxing games
go. it ain't too bad

LEGEND OF THE MYSTICAL
NINJA (US)
kietnative name: Goeman 3 ,.1,AP)
Konami, 8 Mbd

CILInoer 2 olptigr heat games tor the system.
mlunig RPf i advent urestyk wandering
with sideaar, platform action. Wonderful
mini-, tab graphics, and a real challenge.
Though the lap version la a b kaccessible, buy the US cart to
gel the best value from this. •

LEMMINGS (JAP/LIStUK)
Sunsatt, 8 Malt
I or 2 players. SP2 WV.
A hit on every formal it's been released
on, it takes a while to get to grips with,
but temmargs is one at the most
ea-gloat ingenious and addictive games
ever. Each level liar a password,
and there are loads of them
A Soper Mos lave

LETHAL WEAPON (UK)
Ocean. 8 Mbit

.ir • r a

iloadyenturous platform shool2errHip,
with a frustrating tendency to send you
right back to the beginning every time
you miss your footing, which you'll do -
a lot. Okay, but Ocean can
manage better (see the new
Addams Futoth, game).

MAGICAL GUY ADVENTURE
(JAP)
Bandai, 4 Mixt

Player
A jolly piatiorni game combining wacky
Japanese Murmur with cute sprites and
barkatrops. Not in the class
ol Super ManC. World, but
entertaining anyway.

MAGIC SWORD (JAPAIS/UK)
Capcom. 8 Mbit
I player
Capeom's first disappointing release
not surprising when the ar.rade game
was SO awful. Instead at improving the
gameplay tor the SPIES they re tan

translated the ririgival. A bodge. A ijob. with mixed quality . t "graphics arsti bad sky.-down..

MARIO PAINT (JAP/US/UK)
Nintendo, 8 Mbit • BB
I player, SPifi
No game, but.. limited, crude paint
package - and One where you caill print
out your results' SOFRO, rarity features,
admittedly. but the best thing

mouse that cornets with It.
about the whoa package is the

METAL JACKET (JAP)
Altus, B Mbit

rdaY&r
Horrible. Anus aren't clioug themselves
any favours attempting a platform game
-a genre where you have ta be good to
stand out. This is art E-SWat
clone with stilted animation,
dire sound and inept earnepliey.

MICKEY'S MAGICAL
QUEST(JAPIUS/UKt
Capcom, 8 MIM
1 player. SRA Sfla
One of the most polished platiormers
around, though it's marred by the
Inclusion of infinite consumes. Stunning

enough to impress anyone -
backdrops. sprites and varied.

It's lust a shame t o o  easy.

MUSYA (JAP)
[latent. 8 Mbil
I player
Om of the worst Super Famicom games

ever - though its up aliamat stiff
competitiou. Initially, the nicely shaded
backdraps ghat it the look at a Map
Saint clone, but when you see
your hero mince along and
twiddle his slick, it pails.

NHLPA HOCKEY (US/UK)
Electronic Arts, 8 M t
I isr 2 players, SP4
Kos quite as good as the Mega Drhe
version (the graphics are jerky, though
you wouldn't retire unless you'd seen
the original). Still a great ice
hockey game, with loads od
playability and at mr asthma,

NOLAN RYAN'S BASEBALL (US)
ROMStal, 4 Mbit
I , ,  2 playet s, SP2
Just as slick as Earro Mama but
without the cute characters
and it's slightly trickier to
control, Still, not a bad game.

NORTH STAR KEN I) IJAP)
Toni, 8 Mbit + BB
i player
This addition to an triesplicably popular
ranee of Zelda-style -  its based on
Fiat (N The grata Saar, believe It or not -
looks rublusit to us. If you speak
Japanese it might, of course, be
brilliant, but we doubt
Impossible to lodge.

NORTH STAR KEN 6 (JAI')
Toes, 12 Mart
I or 2 players. SP4 425
This has massive sprites but nothing
much to actually do. It's just
another tailed Vree l  firth re,

OTHELLO WORLD (JAP)
Tsukuda, 8 NUM
I or 2 'awe!,
Plays a sarong game ol (Ahetio (ri you
set it to 'difficult), looks gocel. and has
some cute hits. But why would anyone
want to spend S40 on a cartridge that
plays Othello? Fine for brushing A iap your technique, but
otherwise very sad.

PAPER BOY 2 (LIS.IIK)
Mindscape, 4 PAH
I player. F,1'2 2'44.
In this game you're a newspaper
ilelovery boy (or  girt) WA the object is
to Eyrie &mg er, deirvering
nevapapers. There are some obstacles
to avoid. things to hit with papers For

bows points_ and that s about 0
h i  horribly tionog, and

really can't be recommended.

PEBBLE BEACH GOLF LINKS
(JAP/US/IIK)
T&E Sot 8 Mbirt s. BB
I to -I *sets. SP6
The third addition to the 31101 males,
and unsurprisingly very similar to the
others Accurate down to the
wave, on the beach, but the
porn movie moaic is laughable.

PGA TOUR GOLF (JAPILIS.'UK)
Electronic Arts, 4 mbrt
I to 4 plavrf, f o i r ,

Slick presentation, masking the fact ilia
this is a prior SPIES conversion rit a lab
sports game. On other syslents
PGA Tour Is the golf sim, but
LA's lack or SNES skill r im it

PHALANX (JAMS)
Kerne°. 8 Mort
1 plarer.
Horizontally scrolling shootaanaga are
two a penny On the SNES, and a new
contender has to be different to staid
out. This one has seine decent
graphics and challengurg
garneplay, but is forgettable.

PILOTWINGS (JAP/LISILIK I
Nintendo, 4 Mbit
I player. SM 91-a,
SNES-ownsng aViattrat tam aren't spoilt
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bien't spoilt

tor rimirr. at present, but this should be
errough to, er, spin then' propellers. Si
has a huge range rat Aylng machirws,

and super-smooth 3D graphics, 0 111
and there's even a decent
game im here, tor).

PIPEDREAM (JAP)
Bullet-Proof Software, 4 Mbit
1 2  players,
A well turneckut puzzle where you've

got to link dtiferent shaped 0 )
bits of pipe. Okay, but it gets
boring last.

PITFIGHTER (US/UK)
NO, 4 Mbil
I or '2 players SI•4 144.
An appalling conversion of a
popular cstinxtp. Llite graphics
and awful garneplay. The pits.

POPULOUS (JAPIUS/IJK)
Imagineer, 4 Mbit +
I player SP2
The original lap version of a classic UK.
imme that puts yriu in the shoes of God.

act frustrating (aid quite
A smashing game, though it c o n *bormg) eventual/v.

POWER ATHLETE (JAP)
Kaneeo, 8 Mit

ut 2 players. NI'S Brt
Another attempt to cash in on Sbrri
'Faetter 11 that doesn't really
work 'Crap - but in a groovy
kmd of way'. apparently

PRINCE Of PERSIA
IJAPAIS/UK)
Keriami, 8 Mbit
I player SP5 Hai
A superb conversion of the computer
classis with new pal thirs, a brilliant
intro aild a lab Lourence Arobtostyle
soundtrack Not an easy game. but the
pattword system allows

rmich trouble. A classic.
progression without too

PRO BASEBALL LEAGUE •g3
iJAPj_
Sony Mustc Entertainment, 12 Mbit

or 2 p l o t , .  Sri'
This is the Japanese sequel to Cern
Innings It's gut some really cute
characters, slick animation and some
neat extra lout hes a, web
If you like bee-bail, rail/
love Ma

INDEPENDEN: SUPER NINTENDO MAGAZINEr .T0126-511.1.
u I — Agek-wlit- S I D E K I C K S

A t h e  best
heroes have a
sidekick -

someone to talk to,
someone to look up
to them, someone
to help them out of
trouble. And it's no
different on Super
NES. Here's our pick
of 'best Mends'.

ANOTHER WM El
MONSTER
This Is your pat — the
turncoat alien who

helps you throughout the game.

PRO SOCCER (JAP)
Alternative name: World League
Soccer (US)
Imagineer, 4 Mbit e BB
I [Jr 2 players
A really shaky conversion of
kwa Olt, wlfliudegis1ihks
and hopeless ganeplay

PUSHOVER (US/UK)
Oetan 1 Mi t
i player, Str3 78),
Au emoyable domino umplingstyte
puzzle game, converted from home
computers, with lots ol short-term tun.
Once all 103 levels are
completed, however, it's
unlikely you'll ever return to it

0 • BERT 3 (JAP/US)NTVIC. 8 Mixt
I 'ilium,. SPAM'S
Neal rwstalgla value. IS players of the
10-yearold coinop will central And
plenty or ellort's guise into a imaking it look the part. lint
only luridly amusing '111141•r / r, ••

RACE DIRVIN (US/UK)
NO, I Mtri

player, SP3

Fans of the et c o l p • o p  wtlI hc
horrified by this driving game 31)
polygons and the SNP-S go together like,
um, chips said custard. Poor
Programming on unsuitable
hardware

RAIDER DENSETSU (JAI))
Allernative narric Raiden lead (OS)
Tool, 8 Mbil

iir 2 players
A great game art the PC Engine and
Mega Drive, but slow on the SNFS and
not recianowneirsi It should have been
good. Ma the programmers
were too ineapeeierwed on the
machine to do the lob well

YOSHI
Mario's pal has stuck
with him through five
platform game., plus

assorted spin-offs What a guy.

JEEP IN SUPER SWIV
As everyone picks the
helicopter, this Is really
Its sidekick, but it's

more challenging to play.

RAMPART (US)
Electronic Arts, 4 Mbit
i or 2 players, SP2
So primitive-10°1(ln you wonder why it
was allowed to live (Well, apart irate
the great 3D but) But a few minutes
playing reseal a game that's
actually lab tun, and two-player
mode alinost rivals Mono KIM. 111141h

RANMA 1,1 (JAP)
NCS Mastya. 8 MIA

or I players
A neat oneorecce beat-rut-up with odd
mime characters (who change lc,
witee they get wet and sometimes into
p m  pandas - don't worry, there's a
Japanese TV series explaining 01
Mismatching of chamfers at a
problem, but on the whole it's
great to look at and play.

KARMA 11 PART TWO (JAP)
NCS Masiya, 12 Mbit
I o r  2  11 , A N , , ,  S P C

lute . . h a r a c t e r s ,  and a good
• e r o u p ,  but tar Inc. easy,

criazacters much, much
than cshers. Slightly
e the or-urinal. but

at least,

RIVAL TURF (JANUS/UK)
Alec°, 8 Mbit

or 2 players.
&et  hrtt a train rival. Not AS 'together'
as Its opponent - repetitive Noddies and
rougher annoathei are the Irwin Li-warns
-but it has sintukaneous two player
actxon, including a Sflistyle heariao
head mock. Which one do
you go tar? UM well
there's always Turtles_

ROAD RIOT (US)
THO, 4 habit
1 or 2 players,'PI NS.
Road ?buts the worst driving game on

4 1 / / 0

El These little guys ride
,u-i top of the dines,
jumping oil to help out

at tricky moments, Great,

0  MILES 'TAILS' PROWER • . _

Tails has been with the
blue, spiky one in just
one game_ (Thot's it,

You really ore fired, ObT -Ed)

the Super Nintendo, we reckon. This is
really primitive in every respec t ,hdespite a split-screen two'
player mode, and no tonal all ' M V P

ROAD RUNNER: DEATH
VALLEY RALLY (JANUS/UK)
Sunsoft. 8 Mint

player. S1'4 421,

The atmosphere of the cartoon is
captured perfectly. with wattle/Jul
cartoony graphics and hilarious intro
and rattrosognenceS. but the game
itself slinks - it's lust a simplistic,
poorirexecuted platform
o u r  Fur Rotel Runner
clietarris only

THE ROCKETEER (JAPAIS)
IGS, 0 Mbit
1 player
Lovely graphics, but that's about it. it
coeststs of watchdog a strung of mini.
games In which you don't really get
much say - it's lust luck tl
you proceed from one game
to the MM. Awful.

ROBOCOP 3 (US/UK)
Ocean, 8 Mbil
I player, SP2 66%
A neat Robtaup Icel, but gatneplaystue
this is severely wanting. Its
frustratingly itylficuli, and perseverance
Is rewarded by an
unimaginative shooter with
little connection to the film.

ROGER CLEMENS'
MVP BASEBALL (US)
Acclaim. 8 Mit
I or I  players. SP2
Baseball lames don't come much better
presented than this Fab animation and
action viewed through

dale/rot camera anittea make a lOats thoroughly rsitoyab*.

ROMANCE OF THE
THREE KINGDOMS II (JAPAN)
Koei, B Mbil + 0E4
Ito 12 players
Loads of Interlocking ancient Chusese
kingdoms make alliances, split up. then
make other alliances, lots Ofpeople
(presumabl)') get killed, and we calla
make smite of any oh it The recently-
bernineavallabie LlS version reveals a
simple link game under all
the !naps and text-boxes but
s t i l l  n O t r e r r I M I T I C n t k d .

RPM RACING IjAP/LIS)
Interpiay. 4 Mbd + BO

or 2 players

RPM [Radical Psycau sia holes) -
ridiculous trucks with big tyres that
tasclnate Amencans. The scrolling's
rough, you need clatryoyant prisms to
anticipate comers, and bi uses
nickery leterlace graphics to no
Melina eitect. Rut good /UM

RUSHING BEAT RUN (JAP)
Janie°. 12 Mbn
i or 2 players. SPS brit,
The original Rival Turf although ñneas
beat'eraups go. was never brilliant,
exactly. And this sequel Isn't a great

deal better The graphics aren't 0 )
bad, lad it's very repetitive
and too easy to finish

SO DOEIGEBALL IJAP)
Banpresto, 8 Mbit 4 BB

or 2 players
Based on an imaginary sport which

Involves knocking out the opposing
team by throwing the ball at them this
is one of a series of Dodgeballgames owe DodgeNor
•nother), and the worst

SD GREAT BATTLE (JAP)
Ranpresio• 6 Mbil
i player
Japan's popular Super Delotmer series'
has spawned a lot of Super Famicom
spin-off gallum. and they sell, no matter
how muddy they Gent•Clr  Battle
was the first Of tire genre and isn't that
greak being a crusty old arcade
adventure with tedious genie-
play. You have been warned- •

SO CURIUM (JAP)
Banda', 8 Mkt • BB

player
Again we head off to layaway RPC-land,
this variant starring a 'Super Deformed'
(le squished and cutined) version of
(ieuaken, the mist popular 'mocha
robot character in Japan The format is
I raditkaial lapin WSP RPC. bid the
crappy graphics, maind and
lap test make it unplayable.
,

SIM CITY (JAPIUS/UK)
Mavis/Nintendo. 4 Mlin + BB

player, SPI
Build the city of your dreams then
bring it to Its knees! The SNES version of
this ail-time great is probably the best
yet (1,VP TWIST iner-friendly) although
it hardly pushes the
machine 1 o its limits,
Addictive in the shrmaerin.

SIM EARTH OAP)
Imagineei, 6 Mbit 4 BB
i player
A follow-co from Son Coy that tries to
bite off more than it can chew, 'emir-
basically put in charge of the entire
* o n .  which would be horrendous
enough in dad& but when the
whisk games in Japanese_ et,
no thanks. hepossibk to judge.

Mall—JAGGER (115)
American Sonworks, 8 Mild

player, Siq Stri.

A lacklastre piratic platform garlic that's
very easy and rust Ruing to take
you long to finish. Very weird
bubble gum hits.

IONIC BLAST MAN IJAP)Tana, 8 Mbil
1 player. 5P2
A scrolling beat:ern-up with a Maley
central character than most - he's a
superhero with a deadly line in
punches. Its a beaCeneup
nonetheless, though. and
rousequeolly gels pretty dull

SOUL BLAZER (US)
Alternative title Soul Mader (lAP)
Ulm, 8 Mbit + BB

player, SP2 89%
Slick graphically gorgeous and not
entirely unlike Zeidu (lean RPCi.
Japanese-style).Awaird Saul

, the Japanese version
(unless you're Japancset

SPACE FOOTBALL (US)
Affernative name: Super linearbal1
(JAP)
TrIffix, 4 Mho

player
II you've played thrIblozer Cin the
Commodore M before, that's probably
the closest to this - football, played
between two 'things' on a last. 31)
scrolling pitch_ '  provides lets at thrills
In the slue-term but it suit
enough lo paddy spendiog this
much on a game

SPANKY'S QUEST (JAPIUS)
Natsume, 4 mixt
I lir 2 piayers
A monkey called Spanky7 Bouncing
bubbles? You just wander round lots of
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WORST GAMES

O h  dear. it seems -
despite being the
wodd's best

games machine and
everything - the Super
Nintendo still has its
fair share of dogs. Here
are, in our opinion, five
of the of games you
really, really must avoid
at all costs.

r :

trPe
aimmer-11111

VARNA
FORTUNE i,-19%)
The only good thing about this is
the pic of Vanna White.

7 5
••
0 .

•

' V
•• 1  7  6

-
t • 4 '

ElpiTF,ottIER 114%)
Dreadful -with useless controls
and laughable graphics. The worst
beat-' em-ij t•U# there.

11Pre
RIOT !?t;•

This collects first prize for the
worst driving game on the Super
Nintendo.

E l , t U R G E  FOREMAN S KO BOXING

i 18%1
Terrible graphics, no control,
nothing to do and its boxing

Sc: osnressaono

0  0  0

#1

 0 OFCrap graphics. sound and

hopeless gameplay. The worst 0 1
SNFS blaster ever.

tIlaIlkr-Iuokiligsuteeit.S, kiliing
tuaMies (with the bubbles) and
eoll•-ung trays rtArino

SPIDERMAN &
THE X-MEN (US/UK)Acclaim. 8 Mbel
 l 3  17,

A mult14-141.racter pbtlorm romp thti
loses ha ip i . l  Last. imattractive
graphics are only saved by

niuSie• Fun for
a bit. Ind it's dated already

SPINDIZZY WORLDS
(JAPIUSILIK)
Ascii, 8 Mbit
I player. SP289%
Spindazyss sparkle arenas to have
dulled a little since its heyday on the
Spectrum. partly thanks to the games
shift .4 emphasis
exploration to puzzle 'tubing
A neat little thing all the same

STREET FIGHTER II
(JAR/US/UK)
Capcom. 16 Mbit
i or 2 players, Set ist%
This is the game that.saellirwSNbs by
the bucket • load. Ifs •stm-ta. ahead ell
Other beaCeth-ups, and a near-pertect
txxiversion od the iolikop A
must-buy, though expensive
on official release.

STRIKE GUNNER (JAPILISAIII)Athena. 8 MINI
I or 2 players. Srt
Average vernal himier, with unvaried
harkdrnps but nice sprites and
exploaanua A dull game lila
only works in two-piayer mode.

SUPER Aii YEN UHE
ISLAND (JAP/US/UK)
Hudson Soft, It Mbit
I player. SP2 7504.
Slmji tic,WcwaterfinyslyiegamepLay in
this third instalment of the series made
popular int the NIES. Aside from the ugly
Master Ifitalris, the brkght barkgrOurstS
mid lonnessive Vain Koshlro dance
tunes make this an attraethe
game. A bit contusing, but
otherwite lab.

SUPER ALESTE (JAP/UK)
Alternailye name: Space Megalorce
(US)
Tofici/Compile. 8 Mbil
I player. SP3 art
Evidence Itial the SNES can handle a
manic Guralred-oryk shooter with rate.
Fah sprite handling (Mode Demi on
slow-down mean it's more a technical
achievement than that well
designed. and It's still weapon-
mad. But an excellent buy.
SUPER BASEBALL
SIMULATOR 1.000 IJAPIUS)
Culture Brain. 4 Mb('
I or 2aymc.SP2

Anigher niihtiing baselksli Kam, rile
pitching and batting are good but the
fielders are umo-operauve mid the
graphics poor, widi pointless
Mode 7 whizzing about
The intasit's goixl though. % . . 1111

SUPER BASES LOADED (US)
AltematNe name- Super Professional
Baseball (3AP)
Alec°, 8 Mbit

or 2 pirnms, sill 55%
This works okay. but it's rust as hinged

in scope as other baseball
fames on the SNES. and the
graphics are jerky

SUPER BASES LOADED II (US)
Arernalive Manta Super Professional
Baseball II IJAPI
Jaleco, 8 Mbit
I 4., 2 'goers, SP2 i3Sr%
Extraordinarily and UnCaltrilly
similar to Super Bares Loaded I
(See above.)

SUPER BASKETBALL (UK)Alternative narmes: NCAA Basketball
(US). Super Dunkshot (JAP)
HAL. 8 Mixt
1 or :t players. SP4 MT
71110 is famous lor its 'JD graphics - i t ,
pitch spins and rooms in and out
impressively. Its got brilliant sound
elects, too. And it plays great
basketball. A bit confusing
but otherwise lab

SUPER BATTER UP (US)Namco. 8 Mho
1 or 2 players. SPE Fat
A dilficultac.control hasehall game.
with garish vapines and p e r
animation There are so
inary better ours out there

SUPER BATTLETANK (US)
Absolute, 4 Mbit
I PIM'.
The prehistonc Bardezone coin-op gets
a new lease ol Me in this Gull War tank
mme This looks livelier than the wire-
rinse graphics of the novo'', and has
some weal explosions and
eliciting link sequences, but,
iroaddy, s  still boring.

SUPER BIRDIE RUSH (JAP)
Data East, 0 Mbill + BB

or 2 players. SP3 76%
A cute cartnony-lnoking god ganw with
well drawn fairways and greens.
However. this isn't as
P l e Y a b l e  a 5  H O 0 4 11 - 0 O W

SUPER BOWLING (JAP(US)
Athena 4M
 i of 2 players, SPI
There isn't enough to bowling to fill out

.1 ,11•11r• w o ,  ;61i I ,  1 1 1 , 1 1 0 W

With neat graphical interindes
etc. tall the real thing's
ci,ininth TIMM* tun

SUPER CASTLEVANIA IV
(JAPIUS/LIK)
Koeami, 8 Mbit
I player. SP i I .

A huge. sprawling sequel to the NES
games After a dull start this turns into
one at the best platform games ever.
More action is needed. but superb
parallax and incredible sound-
tracks generate an atmosphere
appreciated by scrims garners. -
SUPER CHINESE WORLD (JAPI
Culture Brain. 8 Mint
I player
a sequel to the popular Sebit Fainicorn
gurve brae Nmid Bros_ The overhead
vie...pos(1E changes at regular intervals

lot combat Cutish but rather o i
basic, with loads of Japanese
test. Impossible to lodge

SUPER CUP SOCCER (JAP)Alternative name Super Goal ((iS)
Jeleco. 8 Mbil

4s, 2 ILIlayers
A rival to Soper Socree!Nol really. This
takes a side-on, Imlay scrolling
viewpoint and isn't going to impress
anyone That's a shame. because It goes

into lots c4 detail- moves a .1 ;11 .0
rules-wise -and there are
nice graphical touches.
SUPER DOUBLE
DRAGON (JAPPLIS)Teconos 8 Mbil
t or 2 players. 541 EWA
A wide randy of moves. and some wry

satisfying thumping and kicking action,
inject a bit ol tile into a deceptively
crimpy looking beat-ern-up. a kEnpoyable, but a bit easy

N W 'and raiher *Shit' all round.

SUPER EDF (JAP/US)
Jaleco, 8 Mbil
I player
A pretty. horizontally smiling effort.
burl with snot horaig and unetsdienging
gariteolay Similar I t  r  Masi,
IWPti nit, Ellrhas some well drawn
harkdropti and sprites But
the music is Nand, and
slowslown stains the action.

SUPER Fl CIRCUS IJAP)
Nichibutsa, 8 Mbit • 138
I player. SPI Krt.
'his looks ordinary, hie is orient the

overlieatiview racing games that
winks Fast, with ii goal 'driving leer
and plenty ut DOOM to
cater for the ksigaerin
player pecommemied.
SUPER Fl CIRCUS (JAP)
Nictiabutsu, 8 Mbil • BB

idayer
Limited edition. As abuse, but with real
Grand Prix names_

SUPER Fl GRAND PRIX (JAP)
Video System Co. 8 MINI • BB
I player
Nothing to do with the popular Amiga
F irrond Prix, this Is along I lw
lines as Borric Grwal Pro without the
split•srreen hviaplayer !mak. That
means you gel to see nicer ti4 the track
ow:screen, and hence slightly
more warning ol connees
coming up, but not much

SUPER FIRE PRO
WRESTLING (JAP)
Human, 8 Mbit

or 2 players
Nowhere near as smart-W(11one as WWII
but more challenging (the 20 wrestlers
all behave differently. tor a start). But in
one-player mode it's impossible to beat
the computer. Okay. if you
ran leve wait the dull visuals
and haul in a friend

SUPER GHOULS 'N' GHOSTS
(JAPAISAIK)
Capcom, 8 Mbit
I player. SP28St
Another sequel. unique to the SINE'S. It's
got some brill graphics (with loads of
slow-down) arid nice tunes but It's very
tough - and, as it lacks battery back-up
or passwords. it can be very frustrating.
The huge levels only have a
few restart paints. too
Well put together, but difficult
SUPER MARIO
KART IJAPAJSILIK)
Nintendn, 4 Mbit B B

'1 mar 2 players SPI 1:11.

The best driving game ever, the best
two-player game ever. It's petiect. Four
brilliant games in one: there's the Grand
Prix game, the nine Trial, the
lien-player Head to Head, and
the amazing balloon game

SUPER MARIO
WORLD (JAP(US/UKI
Nintendo. 4 Mbil • BB
I playrr. SP? SW.
What mare can we say about this huge
game? On the downside, the
haelquounds are repetitive, bat thlt IS a
garneplares dream come true- you'll
want to spend weeks deciplwring it.
Though real Morro aficionadis tend to
prefer Mano's third trip, this
remains (along with Zekfir
Nintendo's flagship game.

SUPER NBA
BASKETBALL (JAPIUS)
lecmo. 8 Mblt
I or 2 players, 544 861,
While Super BaskerharnSnrierflunksficir
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Is the basketball game to go for if you
Want 10 wow your friends. lilts
one is a bit more playable_
accurate and comprehensive.

SUPER NINJA (JAP)Kam 12 Mbit BB
I player
You'd never know this WaS 12 meg - it
has the flat colours, simple graphics and
laugha h le animation ot an early NtS
game. LI uses the same overhead view
as leaka et al. hut being
Japanese is impossibe to play.
Impossible to ; la ir

SUPER OFF ROAD (JAP/US/UKI
Trade West, 4 Mbit
I in 2 players
Another overhead view driving game_
but we're allowed to see the whole track
lot once [phew). We're racing monster
trucks with a !fili(ish) perspective The
trucks luck great Imunclies

good km And great musk.
about, and, shawl-term,

SUPER PANG (JAP)
Alternative name Super Buster Bros

pawn, 4 Mbit
1 elem. SP1 7.2T.
The arcade origind was a fantasia.
pow, bra one that idlinved twit people
to pop bubbles st ours. This is a naiad
cooverstalt. with smart graphics arid
plenty' of speed, but

play, end that gets 

SUPER PARODIUS (UK)
Alternative name- Parodius (JAP)Konann, 8 Mbit

player
• A lab CuliVerSiOn of the colt-op, that

• easily ranks as the best ol Konamrs
recent string ol classics. Superbly
colourful sprites a hilarious sense of
ilse bizarre, and excellent music
Icing cm the rake. Hugely
enjoyable ithotigh a little easy).
SUPER PLAY

• ACTION FOOTBALL (US)
Nintendo, 4 Mbit BB
1 or 2 players. SP2 71%
A laitldul Implementation of American
keaball p l e a s e  ham but not the
Johe Moddce-ttaaher we've A l i kbeen waiting tor Not a
patch on Mudden % m a r

SUPER PROBOTECTOR (UK)
Met native. runners. COotra 3
(USyContra Spirits (JAI))Konarni, 8 HIM
1 or 2 players. SP2 90%
The best platform shooVem-up around
Superb use of Mode? and amanita
sound put this In the super
league. Baal twieplayer action
makes it essential stuff

SUPER R-TYPE (JAPIIS/UK)
' Item, 8 HMI

1 Patna', SP1 72%

au, s„Koe
ol the best graphics on the SaleS, make
this one nit the best-looking shooters
around. Not perfect, thanks to jerky
scrolling, terrible slow-down and no
restart [wants It also lacks the best

parts al the colnm a -  R Type ft 0
surprisingly, mot the original
game - on which Ws based

SUPER SHANGHAI (JAI))
Hat A. A Mbil
I player
it's hard to we what's 'super' about it,
nthwe than a show-fifty intro and the
odd silly sound effect. but as a version
ol Sbunglau. the punk' game.
tr works. Relaxing and
compulsive, bin cud great.

SUPER SMASH TV (JAP/UVOK
Acclaim, 4 Mbit

0, 2 players. WI &Vs
A translation 04 tIm. Mr. . .M i r, *  min-

op, this is Incredibly good short-term
Fuji. No slow-duwn, plenty of tough hits
and bags of addictiyeness -
you'll keep corning back toil.
Reconinemded,

SUPER SOCCER (US/UK)
Atiernative name: Super Formation
Soccer (JAP)
HurnamiNinterido, 4 Mbit
I or 2 players, NP I Kra
This is protiably the closest yau'll gel to
real Moly on the SNES. Impreasive 3D
graphics. and pity good fun to play. But
it rlorsar'I realty leri much like kart hall
as such perhaps because the rule% have
been messed around a bit.
We're still svalting kw the SNES
eourvalent tif Sensible Soccer

SUPER STAR WARS IJAP/US)
JVC, 8 Mbit
1 player, Sea 1,19•1
Tbe music is the first thin that hits you

a perfect rendition of all the best hairs
from the him - hallowed by the fantastic
Saar Wryly feet that periades the whole
thing II you loved the film.
you'll love this too. (Oh, and

great tom to play, Ion)

SUPER SWIV IUSAIK)
The Sales Curve, 8 Mbit

or 2 players, S1'6 82%

A slick and playable two-player shoot-
'etietip, with great graphics, and
interesting controls Good tun
il perhaps a little baring
the long run!

SUPER TENNIS (JAP/USAIK)
Tonkin House. 4 Mixt
I or 2 players..aP I St2%
One cd the best Lenin games on any
machine Cindy rivalled by two tab tennis
garnet on the PC Engine). The range ofShirts available Is soaring it's not an
bashing a bail backwards and lanyards.
either - there's a compreher,
sive line-up oi lournatorlds
I lkilkgs 10 miler, too. Brilliant

SUPER TETRIS 2 +
BOMBLISS IJAPI
Bullet-Proof Software, 8 Mbd • BB
I or 2 players, SPS 83a
Tent la probably the best made game
ever, Me doesn't always Louver well to
different formals So worries walk the
SNES version. though. winch boasts lots
of extra bets ilike Bore/awl in
addition to a solid rendition
of the origioal game.

SUPER VALLIS IJAPI
Telenet, 8 Mbil
I oboes
A conversion tat the PC Engine Cl) ROM
game, featuring the expioits of lots af
Japanese girlies but no
excitement, t o o  colltfiVed.
booTuf arid linear to Ityr.

SUPER WAGAN ISLAND (JAPI
Namcol, 8 Mint

player
homy, with mire grAphirs and likeable
characters, this is an sena-arcade, telill•
text-NAM advent up, for the younger
player - we got a fair way litto it without
understanding what was
going on (Ira all In JaPaneserl
harems/hie to judge.

SUPER VOLLEY II (JAP)
Video System, A MU
l or 2 players, SPS tc,21,
Weird-looking, with a determinedly two-
dimensional perspective. But a wealth
ol 'special moves', and the fact that's
it's a coin-op conversion, make
a game that's tab fiun to play -
especially with two players.

SUPER WWF (JAP/IJS/UK)
Acciann_ 8 MO
I or 2 players sP1 141
Martellaus graphics, and merman tun
to play - shortterrn. But, all the
wrestler, behave Mr tame And there's

no laurnament system like on other
versions. either - you win or
lose a fight and that's it.
1414T isn't recommefided.

SUZIJKI El (UK)
Anornative name: Aguri Suziwi El
SliPer Driving (JAP)LOZG. 8 Mtge
1 or 2 players
Fast, 30 Mode 7 midges and tunnels
and 1WidgrA?Mis game is very well
presented, but suffers from the no-
war nirootworners problem that
plagues SNKS driving games.
However, tire spiii•screcm
two-player mode is a bonds.

SYVALION (JAP/U1()
JVC. 8 Mbd

player. SP5 46%.
An odd maze-based scrolling shoot-'em-
lip whene you g u i d e .  dragon down
baddy-infesital passages. It looks tacky
Ito! is actually quite good, Not
much of a challenge, though.
and not one you'll return to.

TEST DRIVE THE DUEL IUSAIK)
Accolade, 8
1 player, Wei I V

A laity good CORverSiOn of the PC
original to SNES. but ifs difficult to
control so you tend to crash
all the time Very unexciting
driving feel too.

THE KING OF RALLY OAP)Meldac. A Mbit
player. SP5 39%

The most eye-catching er red  in
years. but that's really about it. The tact
that there are no other cars on the road_

and the usumaginative design 4 1 1 )
of the courses, toms into a
battle to stay awake

THUNDER SPIRITS IJAPIUSI
Toshiba EMI, 8 Mbd
I player
A convertion of the well respected
Mega Drive game Tbriarierfoire b u t  it
Isn't as good on the SNES - slow-down
spokis the acticag Everything else is very
similar to the MD game - ie no Mort has
been made to use any of the special

features that the SNLS can o p
offer - which results in rather
a missed opportunity

TINY TOONS (JAP)
Xonami. 8 Mbit
1 player. SPS ea%
The ultimate in cannon-style graphics,
animal um and Si mud, with bags of
variety and challenge. Its
danger of being lot., cute, but
it's impossible not to love

TKO BOXING (US)
Alternative name- World
Championship Boxing IJAP)
Sofel. 4 titbit
I or 2 phners
Boxing games are difficult to pull ult,
and this is the kind of MUIR that
happens as a resdit it's well prmereed,

bot the ganteplay is realty a l ksimplistic and gets boring
Fast. Steer well cleat.

TOP GEAR (US/UK)
Alternative name Top Racer 1JAP)Kemco 4 Mbit
I or 2 pluyerN. Sri 76's.
So tad r i t a k r  ynrrmn eyes RI] squiffy
The screen is divated down the roakik•
SO two playtvs can ronmete d u l l
as a one-player game k was developed
by Gremlin. so Faris of their /Arm ganws
will Ise on laminar ground here. No
smooth Mode graphics or
elaborate trackside detail, lust
lots of Mime tun
TURTLES IV: TURTLES
IN TIME (JAPAIS/UK)
Konami. 8 Mud

or 2 players. S1'2 bla
This is a very grind beat:ern-lip Superb

graphics, moil* rk,visr characterisation
frantic garpeplay and a terrific
assortment of different levels means
plenty of tun. On the downside, a kit does get repetitive. and
doesn't take long to finish.

ULTIMATE FOOTBALL (JAP)
Sammy, 8 Mbd
I or 2 players
lumens-anw h o a  a rata-oh-3cm
spswi, eb7 Still, that flVenkl't prevent
Igiirnoie &Jabal! Intim being a TIMeill
game The problem Is that this is so
thalami in haith scow and technical
men that ii can't really be
recommended to anyotse
ed:r1,1 rral ItAdy lane,

ULTRAMAN (JAP.(US/UK)
Bangai. A Mbit
I player
At first it's laughable'. a rub:Mous-
looking giant superhero beating up
monsters that look hke people lit rubber
suits. But then you realise that's how
it's meant to he This is based on those

dreadful Japanese disaster A l imovies you occasionally see on
thaienrt I. twughable.• 1 1 7

UN SQUADRON (USAIK)
Alteinative names Area 88 (JAP)
Capcom, 8 Mbil
I player, SPI at's
BnIllantly designed pseudo-conversion
of the coin-op. amid still one of the best
games on the Super Nintendo. Although
it slows d m  in places, the action is
Oil exciting SonecaMy average,
but graphically superb. and a
Super Pluy favourite

VOLLEYBALL TWIN (JAP)
Tonkin House, 8 Mbit
I or 2 players. SP4 761,
Volleyball trout the people who brought
us Super Tennis 'rise slow scrolling
tends to kiswker your clumret
receiving the tiall iroci tinw to time, litA
otherwise it plays pretty
solidly lend the Beach Volley
Is something else).

WAIALAE COUNTRY
CLUB IJAPIUSI
I  & E Soft, 8 Mbit 4 BB

110 4 players
This is the second of three golf games
all usiog the same prat/ramming and
graplues the ollwr twin being Aragon;
tioltaint Prhhir liericht hut all
representing difterent rooms
Accurately depirtert arid
probably the lest gall Sems
on the Super amend° by the

WHEEL OF FORTUNE (USI
Gamefet, 4 Mbit

2 player, '--, •

A really tedlous quit-show colIVC00011
that shouldn't have happened at all A
guest appearance by Vaunt
White is perhaps the only

or e a s n  we actually p e e  it
a mark at all

WING COMMANDER (US)
Mindscapc 8 Meet
I player. t a l a
A big 30 spaceship sinashore-'eni-up
thing. Overrated 113 its original PC form,
said a less-than-sparkling SNES
conversant doesn't help
matters Rut having said that.
item not achottly

WINGS II (US)
Alternative names Sky Mission (JAP).
Blazing Skies (UK)
Ramos. 4 Mit
1 player. SP2
Not quite as impeessive as the
scretarstiots (see Surer Pfdy lastie 2)
make If out to be, hut dill an tindeniabl..
atm:live anti aintooplanic World War I
genre II 's also the only existing
Noma Nii demi. night mini
where you can actually
shoot things

WORDTRIS (US)
Spectrum Holobyte, 4 Mbd

or 2 players. S.Pti

Terris based puzzle ganw (aren't they
A r t  wilti mom pOrntial Ficworyrr.
assorted glaring bulls (chiefly that M
gives you TIO t o  think,
resulting in tar too great an
element of tupelo make it
one to avoid.

•
WORLD CLASS RUGBY (UK)
Mrsawa Enteriamment Co, 4 Mlitt
1 or 2 players. aPti 74a.
The only rugby game on the SNES, and a
rod one at that. Imagine a
washed kfce Off with odd-
shaped balls arid you're there. 011111--•
XANDRA'S BIG ADVENTURE
(JAP I
Nameot, B Mbit

player, SPI afes.
An obscure platform gains that ought to
be better known. Versatile and very
unusual, with a great central titaratler,
arid the gameplay, though
a bit patchy. rs brilliant tun,
despite all the lapamese text.

XARDION (JAP,'US)
Asinik. 8 Mbit BB
I player
From the makers of D Form MUMS
another disaster! This time it's an E.
SIVA Tckait c e n t r o l  a robot that
must proves, through different rote,,
each with a guariliae, armlets okay, Inn
the dreadlul grata acer, awful
mimes, anti pat brtic ganirpidy
suit stnirture ruin it.

X•ZONE (US)Kerne°. 4 Mbit
I player. SPti .551,
Nice bit of kit. that Super Scope - shame
about the games. This has the dubious
distinetirin of being the best
so far. but Ti still anti saying
much. Oh dear,

YS III (JAP/LIS
Tonkin House, 8 Mbit.BB

player
Not as gieet as the preiruel TS Bourn
it 2)on the PC-Engine Cl) ROM, but mill
a top quality RPtl. Instead of an
avertiew or the laruiscape_ you get a
scrolling side-on perspective. A iand though it's not as big as
the first two-games. Ws tut. r r r

ZAN II (JAP)
Walt Team, 8 Mbit BB

idayer
A pretty lull-screen maiD view - and
plenty al territory to taxiquer. but
working out what else it boasts proves
difficult. Another unintelligible
-to-Brits war game. Impossible
to judge

ZELDA: A LINK TO
THE PAST (JAPIUS/UK)
Nintendo, 8 Mbit BB
1 player, SP2 SITt.
A brilihmtly designed and implemented
advent use that puts ',imam games be
Amara in mach lIme mune WSV IS Mini°
dominates the platiorm world -
unsurprising. when Nintendo's top
programmer was unutved in both
games. This is. of course, utterly
labuJous, though Zekla addicts may
complain it's not quite as
k i n g  a n d  rfrainnl  O W  o n

I N I N 1111 0  g a m e s .

•
Wel target, it a paws mot is
What Cart? gate sod tell us.
Sag the details with a abort
,esiew to Sniper Play.
aP Monmoeth
Street, Bath
BAl 211W
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) S u p e r  Play tiger,

Hip I'm Nekop the

you might be seeing a
lot more of me over the

coming months.

:;••

Or you might not.
Let me explain The sole reason for my

• -  n c e  is to get you to take out a
cription to Super Play_ M lots of you do,

I  stay. If you don't, I get the chop. Its that
simple. The fate of this feline lies

completely in your hands.
(And you wouldn't

want me to go
1 dr igf i l ip  t h e  same wayas those

cheerleaders
we had last
issue, now
would you?)

Of course, I
shouldn't need to

use this sort of
emotional blackmail

to get you to
subscribe in the first

place. There are plenty of other good
reasons too, chief of which is that for
the last time, we're offering you 14
issues for the same price it'd cost
to bug 12 at the newsstands. Its an
offer you can't afford to miss.
And then, of course, there's all the
good stuff you'll find in each and
every one of the magazines

themselves - playing tips, reviews,
features, news and all sorts. You'll find

details of those over on the other page.
So there you have it. It might not be much

of a life standing on a subscription page,
logging magazines to people every month, but

y i t s  the only one I've got. So go on,
subscribe. After all, I don't want
to be consigned to the scrap
heap for dubious made-up

It characters  just yet...

tP -
••ito.••••

i k \

-------1••

dillglik ob. glw

Lt
CHANCE FOR
THIS GREAT

OFFER!
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SCRIBEI
Get 14 issues for
the price of 12!

(And help save the tiger while gotrre at it!)
t00% Foit SoPER INTEND* PLAYERS N M .  I N  T H E S E  1 4  I S S U E S ,  W E

SUPER NINTENDO MAGAZINE

a  A t  least 35 giant-sized Super Player's
v  Guides, leading you by the hand

through the toughest games. Around
280 reviews, covering every last UK

m n g e l release, plus all the hottest import
games. 500(ish) hints, cheats, codes

NNEPIDEIS and playing tips. 14 nice big pictures
of a cute tiger-like character trying

INDEPENDEN

271,...e.2...•
uff, 1

C A I  •
1( I i l l  8 4  ' e

1  0 1
• f 3/4 6411'115 f 1111°,, , s t 11  ( N E I  IED1 . 1

1?"t iat t .Vcretres W I  W I .

um„E„ A n d  much, much more! (How could
m a m a
Aml '6'ot y o u  possibly refuse?)

1 1 1 - 0 1 1 1 1 1 1 • • • • • • • • • • • • • • 1 4
Yes, I want to save Neko from the scrap heap! Please send me 14 issues for the price of 12 timmediately (and while you're at it a couple of back issues wouldn't be out of order either...)

I

I

Return this coupon
Future Publis1

Subscription UK E27
Prices

Europe E44.95

Please send me
the following
back issues at

\
EMU each
—

roP ILArloir

•
•

Rest Of The World E59.95 •

=1E1 •
ISSUE 2 •
ISSUE 4 111

Moe M E N
t o i l e  O M

INN PUNE
o n  NENE

EPEE AI
c m  M S =
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ESTIMATE YOU'LL GET:

Pt. IPS' increasingly desperate tactics to getmg r u m s "
the last few holdouts to subscribe.

T I P P F O ,

ISSUE 5 •
ISSUE 6 •

M U M  • 1 1  M E M

Expiry date 1 1 1 1 1 1

TOTAL COST E
Method  Of  C h e q u e  (made payable to Future Publishing L t d ) .

Payment Postal Order
Cards A c c e s s  •  V i s a  •Card No

rt-iame

Address:

Postcode.

Elate:

Signaiure:

riolocopy -  (together with a cheque if applicable) in an envelope to: Super Play, Ii Id, FREEPOST, Somerton, Somerset TAI I 79R. (You won't need a stamp.)
This coupon is valid until 31 May 1993 SU/MAG./0593
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BACH
ISSUES

ISSUE 2
Biggar and

better, with
a feature on

baseball
games, tons
on Zelda, a 1c1:11,---

Japanese 1:4;17-•
show 11Zr:-report and

more!

ISSUE 3
A free

poster, loads Eleepon CD ROM,
a giant 1 _A 22 gt_tn
Super
Mario " —
World

guide, but
-  oh no!

Sold out'

ISSUE 4 r
Loads about 1

special I
chips in ilrum•pgame carts,

plus Super 1.74$,,,,-•_;
Star Wars,

t ips to " • •
Actraiser

and much
more!

ISSUE 5
Boasts a

giant CES
report, a

four-player
adaptor

feature, a
Desert
Strike

guide and
more!

ISSUE 6
startox

previewed,
Japanese

comics
revealed, a

giant
poster and

the best
M I  tips

yet! Wow!

I S S U E
The fin

ever issue
Featuring a

complete
guide to the

oSaumpeersNElikS,e
Mario Kart,
and a free

pin badge!

SNOIlditiOSEMS
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SUPER MARKET
HARDWARE
FOR SALE
•  Nintendo Action Set with four great
genies, value E200, will sell for Cite)
Hardly used. and also boxed. Tat: (0384)
831941.
•  UK Super Nintendo with Super Mario
World two loypads and all leads (PAL
and SCART) only E90 - a saving of E55.
No swape Tel: (081)444 1257,
•  PC Engine GT, includes live games (Hit
The Ice, Jackie Chan etc), carry case, all
boxed, E215 ono. Tel: (07084) 63655
•  UK SNES, all leads, two loypeds,
additional SCART lead and Super Marie
World for sale, (100 only. Tel: (02021
471976.
•  Super Famicom with two loypads plus
four games inc. SRL Parockus. Turtles
and Phalanx. Mint condition. E200 ono
Tea: (081) 523 2188.
•  SNES, six months old with two
controllers, universal adaptor and six
games including Street Fighter IT and
Super Star Wars. E250. Tel: (0462) 686373
•  SCART PC Engine, saypad, power
supply, Ounhed. Lode Runner. Excellent
condition. Tel: (0443)430042.
•  NES for sale with two games, (65. Also
Game Gear. PC adaptor and four games.
£140. Both only six months old, Tel:
Motherwell 263748. Must be able CO
collect.
•  Atari Lynx for sale with deluxe cony
oleo and power adaptor, plus eight
games inc. Steel Talons. As new, E150
ono. Tel: 40252) 542345.
•  American Super Nintendo with SCART,
two saypacts and two games: TrirtiOS .11.1
and Desert Strike, all for E240 ono. Te1-
(061) 620 9992-
•  PC Engme Core GRAF"( II, six top
games and twoloyeads, E200 Worth
C280. Coma Geer, five games etc, £100.
Mai £250.  Tel: (0925)815642.
•  Game Gear for gale with six games, AC
•-elaptor, rechargeables. Master Adaptor.
Approx. E190 ono Tel: (081) 462 3060.
Must be in Kent area.
•  Jar) Super Famicom for sale. PAL-1
good condition_ boxed as new with Super
Mario IV. Sell for E120 ono. Tel: (081) 549
1332 between 6 and 6.30pm.
•  Atari ST. 48 top games, mouse and
booklets. Also Atari 2600 with five-game
cartridge and joystick. All for C286. Tel:
(081) 599 5678
•  SNES US (SCART) with Marro, Super
Tennis, Zelda Ill, PSU, ASCU pad, normal
pad, lap/US convertor. All this for £180.
Tel; (021106) 346.
•  Game Gear for sale With Mickey
Mouse and Super Monaco OP All for E65.
Tel. Stockport 431 5113/9301 after 6pm.

•  Neo-Geo wanted in exchange for
Double Dragon coin-op, two player. Buyer
must collect soon. Tel: 407321 846524
•  SCART Super Fammom, three months
old, E1011. 13 games for sale from E25-E50.
Including Star Wars. Capcom SFII joystick,
£50. Tel: (0203) 348564 after 8Pm-
•  Super Nintendo. Street Fighter IT. Zelda,
Mulkey's Magical Guest, Universal
Adaptor_ Iwo loypads. one autolire pad.
£185 One. Tel: (0737) 762643.
•  NES for sale with lb games. light gun,
robot and two controllers. Games Include
Mega Man II. Castlevarus U. Double
Dragon 17 fl250 ono. Tel: (0865) 351770.
•  Game Boy for sale Includes Teens,
earphones, link-up cable and game light
only £40. Tel: 10522) 530214.
•  Game Boy for sale, six months old with
40 gamest for the more-titan-cheap price
of E120 including hard plastic case. Tel:
after Spm on (0309) 676664.
•  Amiga 500, 1 MB, games, colour Vich
Amiga and splitter, Hitachi HV720K 3./w
camera. All exoellent condition. Sensible
offers please. Tel.: (0322) 529165.
•  Original UK SNES for sale with Mario
World and two pads. used once, as new
and sell under guarantee. £110 ono Tel:
(061) 799 4670.
•  SNES Mario pack plus Pro Pad and nine
games. including Sfill, Zelda 3 and Super
Ghouls 'n' Ghosts worth MKT Only want
E430 ono Tel: (0902) 637040 after 5pm.
•  Atari Lynx 2 with carry pouch and two
good games: Ninla (telden and Told.
Everything boxed and in very good
condition, E75. Tel: (0934) 7133139.
•  UK SNES for sale. Super Mario Bros IV.
Pilot wings, Castlevarua. UN Squadron.
NHLPA Hockey (US), Tennis 'US). only
£260. Tel: (061) 781 4802.

GAMES FOR SALE
•  Ordinals Lau (UK) fur sale. £30 or swap
for Pilot wings (UK) or Super Probotector
(UK). Tel: (0294) 833869.
•  Spiderman & The X-Men (US), E40. and
Addams Family (UK), E35. Also a Super
Adaptor. E5. Everything boxed and in
excellent condition. Tel: (081) 670 5386
•  The US version of Street Fighter IT. Cost
£60, will acoapt (30. Tel: (0635) 47666,
•  SNES games for sale: Street Fighter
(US) C35, 'Zelda 3 (US) E30, Exhaust Heat
(Jap) £25. Tel: (0275) 558802.
•  Street Fighter II(US) version for sale,
E40, or will swap for Super Mario Kart (US
or UK) Tel: (0823) 278306.
•  Super Mario World, £25 or swap for
Pilotwings ( 0 2 1 ) 7 7 3  3102.
•  UK Pilotwings.130. UK Sim City £30 or
both for E55. Must be able to collect. Tel:
(0625) 523194.

If It's adverts you're
looking for, than you've
come to the right place.
•  Actinism (Jap) and Super reruns (lap)
for sale, £30 each or £50 together Tel
after 6.30pm on (081) 949 5126,
•  lap Super Mario Bros IV Gradrus 3,
Super Tennis, F-Zero, Final Fight, R• Type
2, POP, Axelay, litillrna, Area 86. Goer:len,
Actmiser E28 each. SPIT, E40 good
condition Bornbuzal Musts, World Boxing
-  all for E35 Tel: (0604) 231 337 after Som.

WANTED
•  SNES games wanted. Will pay up to
E20 for best games. Prefer UK versions if
possible. Tel  (0232) 844473.
•  Wanted. Final Fight, Populous or
Pushover for £20 or below. Tel: (0737)
642e44.
•  Super Nintendo games. beet prices
given. Tel from UK (010-353-61)364193;
within Eire (061) 364193.
•  Wanted: Pro Action Replay cart Will
make decent offer on phone or do part
exchange. Tel: (061) 799 0921.
•  SNES and Mega Drive second-hand,
good quality games bought and sold Will
pay up to E30. Tel: (0634) 401401
between 6 and 9 30pm Sun to Frt.
•  Wanted: SNES games. I will pay E25
max for the following: Super MIMS.
Pilotwmgs, Street Fighter I t e m  Skins
Golf E20 for Super Soccer, Bowling,
Pebble Beach or Waralae Golf. Tel, (0262)
671434.
•  Super Nintendo games bought or
exchanged. For a list of my games phone
(0232) 844473 now
•  SNES games wanted. Between £15 and
£30 paid, depending on the wine.  Cash
waiting. Tel. (0232) 844473 now!
•  UK Super NES games wanted,
especially Pilotwings, Mario Kart and
Another World. I will pay C20-C30. Tel:
(081)4524139.
•  Wanted: Famicom and Mega Drive
games. Will pay up to E25. I will also
swap my games. Tel: after 7pm on (0463)
221173.
•  UK SNES games wanted. Will pay C20-
E25. Tel: (06627) 58657 after 6pra
•  Wanted Pilorwiners, Sim City. Super
Star Wars and Zelda ILL Pay up to E25.
Tel: 1013651 69305.
•  SNES Jap El Exhaust Heat, E26, UK
Tennis, £26. Anyone got Super Star Wars?
Will pay up to E35. Ring alter 14 March
Tel: (081) 577 5939

B O O K  Y O U R  F R E E  A D  H E R E !
Fill Ni nes form lie capital letters, please. bearing in mind teat we won't print your name or address - rust your prone number), stick it on the back
ot a postcard or eivelope, ana send it to Supermarket, Soper Play. Future Publishing, 30 Monmouth Street. Bate Eitil 2RW It you're under la
;:lease ag your parent or guardian to sign the coupon This service is only available to private advertisers
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(SUPER PLAY 7)
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SWAPS
•  I will swap my (lap) Street Fighter
Super Star Wars for arty other decent
games. Tel: (0225) 874009.
•  Swap my US Turtles and Contra 3 for
UK Super Soccer. Pilotwings or anything
else considered. Tel: (0782)542962.
•  I have Joe And Mac, and would like to
swap for Super Mario World IV or Super
Aleste Tel: (0482) 857652.
•  I have Final Fight (UK) version and
want to swap It for Super Tennis,
PLIOCIVIngS or Sim Ci ty  -  U K  VerSiOLIS
wanted. Tel (0270) 876633.
•  SNES game. UN Squadron, will swap
Spidennan & The X-Men for it. Tel: 10325)
321366.
•  Swap my SNES games KIK). Robocop

Wrestiernanis and Bart's Nightmare,
for any other (UK) SITES games. Tel: (071)
928 9006.
•  Swap or see US R-Type and D-Force.
Not opened. Tel: (071) 371 2538.
•  Wang to swap Peotwings for Zelda
or Populous, or open to UK software
offers. Tel: (0474) 564886.
•  I have SNES games for swaps,
including SRI. Mario wanted. May even
sell some. Tel: (021) 459 7576.
•  Swapping contacts wanted for US/lap
Famicom. More recent titles wanted, like
Star Wars. Tel: (0602) 612713 after 6pm_
•  SNES Super Farmoom games wanted.
Good prices paid, no COW. Tel* (0246)
570E185.
•  I will swap/sell lap Super R-Type for
Zelda. Star Wars, Mario Kart, Desert Strike
or Pnotwings (US or UK) Sell for E37 with
universal adaptor or E30 on Its own. Tel:
(081) 244 0750
•  For sale: Jap Street Fighter II only £50
boxed. US Mane Kart for £36. Will pay E35
for Fatal Fury any version. Will pay C20
for Final Fight Guy. Swaps required, lap
SIM for USA Tel: 40582) 455461.
•  Swap my Super Tennis (almost brand
new), boxed with instructions, for Hole-
in-One Golf or True Golf Classics, Tel:
(0707) 57761.
•  I will map my US Mario Kart for your
Action Replay and give you CIO. Tel:
4g5331700799.
•  Swapping Zekia Bland Mario World
separately. I went SIM, Lemmings, Baits
Nightmare, Wings IL UN Squadron or
Castievama. Tel: (021) 350 8996.
•  Sveap my boxed Super FarreCeM plus

•  Super Probotector and F-Zero for sale f o u r  games with tint), pyp , "  Wanted,
Tel: (0703) 814110 after 4.30prn. 1 5  Mega Drive games. (Don't do it? - Ed.)

Tel: (081) 368 74136 evenings or (071) 227
2155 daytime.
•  Swap Smash TV, Dragon's Lair and
Bares Nightmare for any decent games.
especially Top Gear arid Actraiser
only). Tel: (0924)276000 (to swap by
recorded delivery).

MESSAGES
AND EVENTS
•  Issues 7-12 of Game Zone, E9. Issues
12.14 of Total, E5. All of them for C13.
Tel: (0131) 578 6941.

FANZINES
•  Spec-City Spectrum Cheats. Charts
Reviews, Art and Music News 8, Top 20
plus a free tape, only El. Tel. (0202)
874637 between 4-8pm.
•  The complete PC Engine guide. Every
engine game reviewed, hardware
reviewed, plus much mom. E3. Tel: 051)
922 7642,

C  
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CALL OR FA X  NOW
SPECIAL LOW PRICE
DIRECT FROM ASIA

• VIDEO GAMES A SYSTEMS •
• NEW RELEASE GAMES •

• JOYPANS, CABLE. ADAPTOR •
• MEGA DRIVE CO-ROM. SOPER FA M K O M  POO 0 1 0

PC DWANE 01  OLIO ETC •
• 10414  COMPUTER SYSTEM •

• HARDWARE SOFTWARE •
• COMPUTE& ACCESSORIES •
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T I L E  A l  ) A P T I F I Z  S P E C  .1A1
THE UNIVERSAL ADAPTER WORKS T H E  STARFOX ADAPTER WORKS

USAAJAP GAMES ON UK /SNESS T H E  GAME ON UK( SNESS

VISA

• A s  rev.ewed in Super Play •  Extra pins to work StarFox,
• Shown on Bad Influence •  Very  sturdy
• Eject System - Game comes out, •  A lso  works all LIS/VJAP gamosadapter stays in
• T h e  best adapter on market O n  UK / S N E S S

ONLY E19.99 O N L Y  E12.99.

HOW TO ORDER E L O f 1

CREDIT CARD ORDERS TEL: 081 47043 i3 FAX 081 47I  8900 r yEVES,SLINOAY 0831 193630.
POST OHOERSCHEOLE SEND TO THE ABOVE ADDRESS, PAP INCLUDED IN PRICE
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California Comes
Ctrs-rim/unix IV
Cornbatribes
Controller
Convorhsr
Cybernater
Desert SIANG
Dregoes Lair
Beal Test Drive II
Fl Hot or Exhaust Neat
Fidel Fury
Ghouls and Ghosts
Goal
Beds
Hook
Item BMus loll
Jobe Madden 93
Lethal Weapon
Made Kart
Merle Paint UK
Miclots Magical Quest
NBA A l l c a t t r xmr,AA

40•95
40.95
4.2.95
42.95
42.95
40.95
CIAO
14.95
9.95
Cali

42.95
42.95
42.95
40.95
55.95
40.95
42.95
43.95
40.95
43.95
42.95
42.115
40.95
50.95
45.95
42.95
41,95

111111PA Hockey 93 ,
Owl of This World
Pal Booster •
Pilot Wings 4 0 •
Prince of Penis 4 2 . 9 5
Pro Action Neffilli 4 5 . 9 5
Renato 1/2 C o l l
Road Renner (Loony Teens) 42.95
Start Lead 1 2 . 9 5
Start SPIES
SN Propads
Sonic Blastman
Soul Blazer
Spidennan X Nee
Mar Fox
Star Wars JAP
Street Fighter II JAP
Street Fighter II
Super Combat Tribes
S a w  Beitistanit
Super Mario Brothers
Tiny Thanes
Turbo Touch 350
Turtle IV
Wing Commander II
MVP JAP
Zelda IN

129.95
14.95
42.95
42.95
40.95

Call
Call

50.05
52.95
42.95
40.95
40.95
45.95
23.96
40.98
45.954e.95
40.95

Pleas. CON before sending your order as avallobikty mom* gotagonteell.
P i u s e i c i . 5 0  PAP Games are song reconitchilottory.

Shop: 213e Belsize Road, London NW6
Send orders to: Mega Gaines, Merlin Rouse,

1 2 a -  126 Kilburn High RoalA London NW6Te l t  0 7 1  3 7 2  4 3 5 6
S k o p  pr isms gawp e e r y , I  IL ISE

M I A _  P r i c e *  so l i t io t t  t o  A t o n e *  a w e  t o  s o / t r o m p  f la ra twel l Ioas
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IN SUPER PLAY!
:IOW DO THEY
)0 THAT?

-  THE SECRETS
OF THE GAMES
INDUSTRY
REVEALED!
Ever wondered how a game makes the
transition trom a game-designer's head to
your Super Nintendo? No? Er damn. Well we

have. and, like d of not, next month well be doing a massive feature explaining the whole thing Well
be visiting a lop software developer and linding out who does what. what they irse to do it with. and
what you have to do if you want to do what they re doing with what they're doing it with (EV -
Ed) WI be great (Trust us)

REVIEWED!
Well have even more reviews than ever before next month.
including Coot World(on Ocean top Pugsleys Scavenger
Hon, $up6v Tom And Jerry (better than MR tinhy anti
Scratchy bit of Barrs NightrnarcP), Powetmow I hopefully).

Alien 3 ( detinile y), MVP Football,
,Pop'n Twin Bee(4icli should be
lab). SON kr James Pond(er. can Ocean
'op Pugskys Scavenger Hunn Fl Eelatist
Heat 2 tvroomly Nigel MarssellFt
Championship (screoech!). Ft Grand Pnk

Part 2 (bun!). Soper Ft
Hero I r 00DM! 1 r mom!),
international Tennis
Tour (from Loriziel),
Super &mister 2 (baseball).
APO ErasePall (more baseball. only lututislic),
Yoshe 's Cookie (hurrah!), Ere Waite shoot-
ear-up). Me& Warrior fa robolly
shoot-'ern-up), Super Dunkshot (Jet has been
waiting tor this one). Ogre Baffle (nice
graphics), Super Wan Land 2 (erm...).
Devil's Course (weird golf garnet. USA Ice
Hockey (better than Nfil.PA?)_ Great Bele 3
(robot-based beat-ern-up) and artyllimg else
that comes our way.

Top: Much Worrier - a blaster with
robots in. Above: Nigel Mansell Fl Oire
there somewhere: Soper Jams Peed.

Um., Okay, here's Owl's happening. We really, realty are doing ow best to get the lull low-down on
the people behind Japanese games. We had every oontidence in the men we picked to go where
none had gone before. But lime alter lime they've let us down. What can we say? Would it be any
comfort it t o ld  you that we've really done it this time We've managed to trazk down The World's
Toughest Man He's called 'Claairisaw' Charlie Chipsnapper, he's been in intens.ve training tor
weeks, he pulls people's legs oil
with his bare hands, and he's
going to go in and 5011 out those
Japanese programmers once and
tor all. Expect a lull report trom
us next month. (Really!

Can it possibly be
You'll be able to find

Thursday, 5 May, when
issue of Sops, Play
ORDER
I C  TODAY!

In this series oi shots: Here's a
sneak preview at 'Mainsail'

Charlie checking his weapons,
practising kis abseiling, and

gmerally preparleg to invade
Nintendo NO (see atop to the right).

PLUS!
• Iwo new regular columns! (You'll
have to wait a month to see what
they are though )
• Find out it the tiger's survived.
• Er
• And lots ot other things!

Jitt 4NESE
;AMES -

THE INSIDE
STORY

TIPPED!
Next month wel I be blowing apart Starrox(wel I.

• tipping it quite extensively, anyway) in a magnificent
playing guide And that's not all! (However, that is all

were telling ydu this month Tune in next issue for
more details.)

S U P E R  Q U I Z
Remember that rock hard quiz from
page 20? Well, here are the answers.
How well did you do?

M Bison
2) Bob Hoskins
3) Korutml
4) He's the mayor
5) Kyoto
6) They've all got music written by
the same man (Yozo Koshiro)
7) YS IV
8) D413

9) augural Matsushita
10) His name's Hibiki, and he's from
Mimes (which Isn't a game, but is a
Cab Japanese animation series with
giant robots in, and looked a suitable
sort of thing to decorate a corner of
our Assault Sulfa Valken review with).
(BY the way, you start with 96, divide
by 12, and add 21. Subtract the result
from 128, divide by 9, and subtract 6.
Now pick up issue 5 of Super Play,
turn to page 30 and there he till

Dear newsagent, please reserteidedver* nay copy of
Sumer Play for me every month. Chasm!
Namo:
Address:

* Dews • •  appropriate. M A G * R N I I

•
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T H E  U L T I M A T E

•  WITH THE ACTION REPLAY CARTRIDGE
YOU CAN NOW PLAY

OsYOUR FAVOURITE GAMES
TO DESTRUCTION!!!
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  l e v e 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  N E S  Thlf
G A M E  BOYTM C o n s o l e .

IP S o  easy to usa....if you can play the game
you already know how to use Action Replay.
Simply input any of the hundredelof codesrand

• bust  your games wide openM

IP With its unique buift-th -CC'

2  E  y o u  can actually find and cry

cheats. No need to wait for c
L.--, ,••• ,a-ii-4.&,.. W i t h  this unique feature you I

le rnen u n . . . . S  5 , i  crack the latest.games as th
OhnenAlteein  - ' '  N o  other product can Pilfer ti.

III.!  • , u r p a m e s i t o  levels
tha . •  k n o  e v e n  existed. This is

,tht l e  the exports use.

ACTION REPLAY
VP IL- II P a

I N F O R M A T 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  S O Y

l i n o  o p e n  l t . e m  - 15 .30pm Priotoffrt.
9 . 3 0 a  1 . 3 0 p m  S a t .

_ O R D E R

N I  a n t i _  F  P 4 4 1 , 1 ! ;
tairkmal

JENERATOR',
four own +
updates. MP
th• ability to
e re lease* ,

Opsigned a n d  M a n u f a c l u r e d  b y  DA Tr '  r  I

1 M M I N r u i  ' 7  V  U M W
L _ L  A S

E r g !
136111111••11111

I .
EINEM I . 1 "  m o m

tom
t is a
th

table
r of
with).
ivide
m u t t
Ct 6.
y,

T H E  S U P E R  N E S ' ' ' .  E '•  11c
umEmommEmm• I
1

a d a p t o r  s o  y o u  c a n  n o w  enamor* f r o m
t h e  hasps r a n e e  o f  U S  di J a p a n e s e  •
software arm' piss it ars polio

surge  AEI Consoto.

1
A

A/ M E M  MENNEN—NolooMMIE
milmoomm mommmommim I M E E M E 1 1 . 1 1 1 • .  M E M  U r L

•WINTEN110' ,  "hAtIBOOlf"  ' W P C  '  -  m m a i l l I N J M M I M
a n  TR ' M I M S  N I N T a l l a 0  Of

1 I N C .

0

1 6 • E l l y W n

W W W W  W W M I M I O W . F . 1 7 1 1 T V I U

mmmmm mmomommmmm m

l e c t r r • • • • • •

A L L  C H E Q U E S / P O S T A L  O R D E R S  M A D E  P A Y A B L E  T O

L-2•1rT-L f f t  MOTROMPO•
GOVAN R O A D ,  F E N TO N  INDUSTRIAL ESTATE,  FENTON,
STOKE-ON-TRENT.  ST4 2RS. ENGLAND.  FA X  0782 744292

TFCHNICAL/CUSTOmER  SERVICE 0782 744324

mmmmmms• N E • • r m

P E R E P E

M E N E M
N E M E R

.111110•66•111

EmMiMmvm
' W M  MMINIMMINMMM MMEMMEMmom

F O R  T H E  G A M E  B O W " .

1•11

i • • - •  1'

m e m o l l o i n e t • M E M N S •

gram moillionom
M I N R I P W W  MMORPRIPIIMAEM

• M M M  M M M I M I l l



C A R •CARTOON
LAND CONE BAN
Whilst publishing his underground comic, .1,,
DEW: has unwittingly created a parallel mill(
inhabited by cartoon characters known d,
DOODLES.
You are transported into COOL WORLD and
seduced, through engaging messages, by the Doodle
vamp... HOW Visual jokes and gags punctuate
your adventure as you hop to and fro between
reality and COOL WORLD.
But Ho/Ifs dream is to shed her Doodle identity...

"  t o  become a real woman - with a real interest in
• Jack!

A DREAM THAT COULD DESTROY DON WORLDS!

OCEAN SOFTWARE LIMITED, 1 CASTLE STREET, CASTLEFIELD, MANCHESTER M3 4LZ
TELEPHONE: 061 832 6633 FAX: 061 834 0650

N i n t e n d o
E n T E R T I : 1111 M E r -

S I O S T E M '

DA A 1 9 9 2 MAAPACIIAlt PCAIKS AU;WATS AtE.E1M-0

'PER ME
E N T I R I A t N N ( N T  S W I M


