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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.

The Great Octopus has threatened to destroy
- Earth. 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




. 2N,
The sands of time are against you as you fight your way 4
through 20 perilous levels in your quest to rescue the 9
Princess from the clutches of the evil Grand Vizier Jaffar. ;
Will you be successful and claim the royal residency before
the hourglass is empty?
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Axelay™ and Super Parodius™ are Trademarks of Konami Company Ltd. 81902 Konami. All fights resarvad. Prince of Persia is a registerad Trademark af

Broderbund Software, Inc, ©1992 Broderbund Software, Inc. Jardan Mechner, Al rights reserved. ©1992 Konami. &) rights rasarved. Konami® is a
regislened Tradamark of Konami Co. Lid. Distributan: Bandai UK Ltd. (LK), Unit 2627, Fareham industrial Park, Farsham, Hants PO 16 8XB.
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SUPER PLAY EDITORIAL

FROM THE
BIGCHAIR

THE NEWS YOU NEVER THOUGHT 46 @&
YOU’D HEAR: CHEAPER PRICES ON THE WAY!

Our full contents listing starts just over the page

f 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) for an
incredible £79.94 - which is £30
below the old official RRP!

The reason why is simple —
Nintendo managed to persuade
shopkeepers to take around 700,000
units in the last months of 1982,
machines that (though sales were
healthy) haven't all bean shifted yet,
With the news that Nintendo are to
split with their old UK distributor
Bandai and set up on their own,
retailers have taken it upon
themselves to shift the remaining
ald stocks the best way they know
how — gelling them off cheap.
Hence the recent Toys R Us prices -
and hence the generally much
lower prices some industry
insiders are predicting over the
months to come

But why are the stores so keen
to get rid of old stock? The answer

is actually quite significant. You see,

with the newly formed Nintendo UK
now taking charge of the UK
business, the firm's number cne
priority has to be to cut down on the
lead Sega'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 bafore it happens.
30 are Sega and Nintendo going
10 go at each other tooth and claw
this year, in a fight to dominate the
16-bit console markeat? If 5o, it's
going to be a very tough scrap
indeed. A scrap

that, in the short term at least,
seems likely to see game prices
slashed across the board. Whatever
happens, it locks like it's going to be
a pretty interesting year...

o

Editor




P~
Ll
=
w0
éa

MAY 1993

¢

SUPER EXPRESS

Super Play’s World
News Network

The latest news from all comers of
the globe, beamed directly into your home.

DMLY IN JAPAN ... . .10
Where on earth would you find a game I:msad on
mayonnaise? Only in Japan...

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

LIVE FROM HELL CITY ... .14
A report on the Japanese coin-op show, another
on the latest Japanese games, and a third on
Japanese... hospitals? What /s going on?

COMPETITIONS . .y
Win Super Ehumlng Wau.hua games, T- slmta
caps, videos, models, posters - and more!

ANIME WORLD 18
Your guide to the world of Japanese animation.

BOOKS .. i ot
From dunathan Dﬂwﬂa namﬁ.’ nhﬂlr

CHART THROB .. 23
The only SNES charl:s that nnunt lrum Japan an:l
America, as well as Britain.

DATEBOOK ... 24
Your namplete hstmu ur the new Sup-ar M:ntendu
releases — from the UK, the US and Japan = you
can expect to see over the next couple of months.

SUPER PLAYER'S GUIDES

th Slx: Player's Guides this month have been
for us by games expert Allan Bret, the
lkliud Computer Games Champion 1992.

TH AR
Magical
~ Quest

Bart’s
Nightmare

SPECIAL FEATURE

- THE STARFOX CREA'I'ORS

“ A specially-extended interview ...

As you've probably gathered by now, the power behind Starfox's amazing
3D graphics is provided by the new Super FX chip. And the people
behind that innovation are Argonaut, who're based right

g

w
== REALMS OF FANTASY

RPGs and the Japanese........

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 Spend S0 MUCh Time STaring al SCreens

full of text and little goblins? And which are the most popular

RPGs of all? Super Play investigates.

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...

"~ SPECIAL FEATURE

SHOOTING STARS

Choosing the best in controller
upgrades for your SNES. . .62

Super Nintendo joysticks and controllers seem to be

breeding like rabbits — and some of them are very good
indead. We find out which ones are worth the money,

and which ones are best left un-waggled.

REGULARS

New to the UK, and new this issue — our round-up
of games we've reviewed before, but which are only
now making It onto official British release.

e |

A whole page of top-notch Super Nintendo bargains
— including a brand new joystick offer! Go on -
treat yourself!

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

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

.54

Your letters, jokes, commaents, suggestions, rather
fabulous envelope artwork and, erm, other bits and
piaces as well.

Your complete guide to every single Super
Nintendo game in the whole world gver (mare or
less) — with a rating for each onel
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GAME REVIEWS

o
Etmuthhnamu‘shmmﬂimusmmmat
- Super Play this month. MNo, it's not Psycho Dream,a
_MEMWMI Noris it Evil Sword—
which is also a useless Japanese fighting game. Nor is it

-mwmwmmmmm
~ of the nobby board game conversions we've come

COSMO
GANG: THE
PUZZLE

‘across — Monopoly or Clue. We've had fun with ﬂnﬁm i {
Gang: The Puzzle, but that's hardly the answer. And, "“"'""'“5-
although Batman Returnsis one of the bestfilm
conversions ever, even that's not it. Nope —the big =~ SRS
“import game of the month ﬁawmmmm :
ﬂlmﬂaﬁhﬂﬂw&h MWHM i
- nE'HIJBfIZ................H s sl il
E: nrm RETURNS
-Emmmﬁﬂ
an.. mm GO WWF“'WW *’“"’”‘W
 BATMAN RETURNS..... A0 PRO QUARTERBACK. . gg ~ 970ah moody fim ti-in they bt the target
And in great style umrdmgmmﬂ!?“ SR e e
CALIFORNIA GAMES 2. :I'E.. PS?GHH'I]HEEM;;'....'.;i,_L-;Ei ] 'EI.IFF.H HH’A’
Cheerfully useless Or just nrmpmn month'?. BASKETBALL §
CAL RIPKEN JR HEEHALL'IE_- STARFOX ... 54 5 One-on-ong
Very, erm, baseball-y?  Puts ml!?ﬂ.ﬂﬂ:?ﬁiﬁ sy action for real
WRUE: o 14 game month’ theory G basketball
Or *Cluedo’ m.q.pm SUPER EIHIIHIMAH, ..... it fans - butcan
COSMOGANG: =~ Ormaybenot ; therestofus
THEPUZZLE ...............8T SUPER FIRE enjoy it too?72
They're back! . PRO WRESTLING 2......46 THE HUNT
E‘Jﬂ. SWDEIIM ............ 53 Hl.lmtﬂ mpﬂllh! FOR HEu ]
mmmm| _ ELIFEH NBA MEHETB&LL _ BETDBEQ""' i
- THE HUNT FI]R FIEIEI - More basketball? ... .12 Claver? =
OCTOBER.......cciio 52 ~ UNCHARTED WﬁTEﬁE e Beautifully gmn BOX A
mmm Nonononono ; presented?  Game of the month? No - t‘ammmﬂ
JEOPARDY.....c...onivi 18 USHIO AND TORA...... 75 Good? | dun‘t  year, so far, and quite decisively too. Find out
: Asm:lunmms Dite think so... 57 what makes Starfoxso greaton.. .. . ... 34/
Not only has Pugsiey's
é'.-gu,“ A wumwmrm SRR SWVEHII'EFHHHT
9. O | LT ' .54 brightened up our
cover, but it's
ing tips MEake your Iife 2 whole lot simpler by taking out a brightened up our lives
arS yOur subscription - and save yourself some dosh into too! (Bleurgh! - Ed.) :
the bargain! (You'll be being kind to wildlife too.) We ﬂl?rﬂ look at The PUGSLEY'S THE BLUES EHT:SSM.A.S]EH
;'fm%ﬁmmm SCAVENGER HUNT BROTHERS It's exactly — exactly -
a L _ ...38 proper UK releases. 0 s glorious!..... .. 30 It's okay-ish..... .. E6 whatyou'd expect. . 61
ins, rather Pick up a bargain, or off-load some stuff you've
er bits and finished with. Whatever you want to do, you can
do it with Super Play. And it's freel
).....00 T 98
er Find out what's rjappening in Super Play next MAGIC SWORD PEBBLE BEACH GOLF  TERMINATOR WARPSPEED
‘more or mo h (Or what's hopefully going to be Not magical, but no The best officially File under ‘missed It's no Starfox, that's
permg. anyway.) Plus: Super Quiz answers! washout either. ... 59 released golfer yet . 55 opportunity’ FR forsura... ... .. Bl
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SUPER EXP

This month in
our news pages:
the latest
Japanese
shoot-’'em-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!
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MATT BIELBY

PROFILES

These are a few of our favourite things...

v
=

SUPER NINTENDO NEWS NETWORK

Nintendo::-
Restructure "

I ast month we revealed that Nintendo were Entertainment, Nintendo France, Nintendo
planning to split with their long-term Belgium and Nintendo Netherlands) are now
distributors Bandai, and take direct control of  handling sales, marketing and distribution (but not

the European side of their business for the first development or manufacture) of Nintendo video

time. Well, this has happened all right, and game systems and own-brand games across
faster than we thought four now mogt of Europoe. Many ow-Randai ataff ara
companies (Nintendo UK with the UK branch, though Bandai itself
continues to operate in the UK, handling

SNES products from companies like
Capecom, JVC, Taito, Interplay,
Tradewest etc. Indeed, the two offices
are located only yards from each other

in Fareham, Sussex, so close ¢o-

operation between them can be assumed.

Details of how Nintendo's takeover can be

expected to effect things - including whether it

will mean lower prices on at least some games, as
has been predicted (see From The Big Chair) — will
be announced soon, and reported next month.

Remoured to be sold at an artificially low £39.99 price point - which, if
true, means Nintendo will be throwing away much of the profit they
would atherwise make on this more-expensive-than-normal-te-
manufacture cart in tavour of getling a major new product out there in
big mumbers = it's Starfax. Could this sort of bold marketing decision
be the sart of thing we can expect of the new Nintenda UK?

)

Favourite object: The Bell Jar by
Sylvia Flath
-and why: [ Enow just hov
feals
Mpﬂjn mrﬂ.’mrlenend
Whe 8 1 knocked me over
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s l"t
wmnalnamexmrlanmﬂ
4 g Wa3 n ""| it
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When my hro
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/" Now PC Engine gets )
Street Fighter II!

e already know that Street Fighter IT - the biggest

SNES game to date, and responsible for much of the

success of the machine worldwide — has bean
converted by Capecom for release
on the >ega 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 sea, NEC's
successiul (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

"THROW AWAY YOUR'

\ the game. Where will it end? _/

Chun Li
lookalike fever!

In Japan - dressing up

f held at least
two SFII lookalike ome giving away
a Nissan J00ZX - while a recent
contest in Chiba brawdl, with two
contestants apparently deciding to prove
their worthiness to represent the self-styled

k\ It's the new Starfor-compatible 16-Bi Comvertor.

3

ADAPTOR (AGAIN)!

First, the bad news

nce again, the advance of  FX chip. They simply won't

technology means that work with current adaptors, go

everyone's universal it's uzeless trying to get
adaptor is out of date - even imported Japanese and US
newer ones that work with vearsions of the game to waork an
Mario Eart et al. The problem is ~ your UK SNES. And the official
caused by Starfox, and any other UK release is still a month or so
games that use the new Super away (29 May, we're told).

And now the good news

But already the first Starfox-compatible
adaptor has arrived! It's called the 16-Bit
Convartor, it's made by Jive Consoles,

(0B0Y) 211336, it costs about £15
(phone to check) and it works with
Starfox! The difference between
thiz 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, ba
able able to jump the queues and buy
an import version of the game, Fhew.

‘strongest woman in the
d" by beating the

hold the first ever national Chun Li lookalike
contest. It will be sponsored by a major

imelua player which we'll reveal next issue,
but the prizes will be fab, including a Honda
a guaest appearance on
iators (where our

Lieft and berlow:

Contestants at

the recent

American Chun Li
— lookalike contests.

loo
| Flame at various conte:

| a trip to Tokyo next April t
¥-{ take part in the int

| Chun Li | g A

getting your es ready
=4 now - all the ils will be

SUPER PLAY
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-
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Fawvourite object: i
q «and why: z
xparienced: E Worst pain ever axperienced:; q
ard q Middle name: w
st cereal: z e
Preferred breakfast cereal: J
sytobecalled: | ) | 1wanted Super Play to be called:
1 o I've bean playing:
- L

Fawvourite object:
-Jand why:

Worst pain ever experienced:

Middle name:
Preferred breakfast cereal:

I wanted Super Play to be called:

I've been playing:

( JEREMY BRIDGEMAN )

Favourite object:
..and why:

Woret pain ever experienced:
Middle name:

Preferred breakfast cereal:

I wanted Super Play to ba called:

I've bean playing:

PROFILES QUIZ

One member of the Super
Play team was a (bit of a)
child star, playing,
amongst other things, one
wof the lead roles in Amnie
Get Your Gun at the -
Hezagon Theatre in
Reading. Qur hero/heroine
a5 ol the exparience
{not very revealingly): “H
was great.” Bul which
member of the team was
it? Send your answers to
There's No Business Like
Show Business, Super
Piay, Fulure Publishing,
30 Monmoiith Strest, Bath
BA1 2BW, and you could
win & T-shirt! Last month's
angwer: Jer was the guy
whose parents used to
dediberately leave him in
suparmarkets. The winner
was Alan Dykes of

Liverpoal.
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More odds and sods (but
mostly odds) from that

home of the bizarre, the

Land of the Rising Sun...

HOLD THE MAYO! |

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 Ajinomoto’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 -
‘Marty'(!) - will be based on
their FM Towns machine. (The
cheapest FM Towns is over
£1,000.) The new console will
run FM Towns software (both
CD and floppy disk) plus audio |
CDs - Fujitsu reckon thay'll |
have around 300 Marty-
compatible games released by
the time you read this.

Taking on the console market with
Marty, and - yes — it will actually
ook like this!
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Ahove, right and far right: Various screenshats from
Super Air Miver, soon to be released on Super NES.

10,000
INVOLVED IN FIGHT

he Japanese take Sireet Fighter Il very
I seriously indeed. A contest was recently

organised in Tokyo by a company called
Pony Canyon - the people behind one of the
Street Fighter I soundtrack CDs — which was
entered by 10,000 people.
The contestants played
SFIT against Maki Miyamei
and Junichi Yamamaoto,
who play the parts of Chun
Li and Ryu respectively in
Capcom promotions. The
15 eventual winners took
away — wait for it! - a
Capcom joystick each.

Above:
Will the
real Chun
Li and Ryu
stand up?
Left:
Playing

that game.

' SUPER AIR DIVER

(ASHII()

on't get too excited, but Asmik,
D producers of such shoot-'em-up
disasters as D-Force and Xardion,
are getting ready to release a jet flight
simulation in a style similar to that of
Pilotwings. As with Nintenda's game, a
SP chip hai hm included to help with the sprite handling
Fest and the movement of the 30
landscape. No release date has been
ficed yat, but we'll keep you
informed as to whether the quality
{hem, hem) will approach that of
Nintendn's classic game.

STREET FIGHTER III
ON THE WAY?

uper Play
gources in Japan
claim that

Capcom is currently
working on a new
fighting game that
could easily turn out to
be Street Fighter Il - the
big newa boing that it's not
just 16 Mbit, but a whopping 32 meqg! Other
details are
g sketchy at
“"?ﬁ"""— %8 present, but
45 we'll keep you
posted as we
hear more.

soon see SFIRT

THE BEST EVER BASEBALL GAME?

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 Famistar (an abbreviation of Super
Family Stadium) and is the biggest selling baseball game
in Japan
We're still
not sure how
it plays, but
=0 one things for
sure = Super
Famistar is

amongst the
ﬂ%

143

Super Famistar 2 (Namcot)

hen Jonathan did his mammoth baseball game
round-up in issue 2, he pointed out that the vary best
baseball game may have been one that we i

' arpund. And the sequel looks even

better! We're promised four modes in the game, three of which

were in the big-selling version for the Famicom (the Jap MNES).

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 for
a brief review next issue.

Far left; Golng for a home run.
Left: That says Super Famisiar 2, hopest! _/
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THE NEXT BIG BEAT-’EM-UP

Final Fight 2 (Capcom)

ast month we showed you a
Eﬂ couple of screenshots from this

much-anticipated beat-"em-up.
And guess what? Here are some
maora! The biggest problem with the
original game was, of course, the lack
of the all impartant two-

player mode, somathing that
the sequel will definitely include, This time there's no
continue mode (Eek! - Jonathan.) and Cody and Guy
hawe bean given the boot, with two new charactars,
Carlos Miyamoto from Brazil and Maki, Guy's childhood
sweetheart (who also controls her father's Dojo!), taking
their place. In case you were wondering, Guy s away on
a trip trying to get harder and Haggar and the two
newies 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 fab plot. Improvements include better moves,

meaner baddias and the backgrounds are more Parisian
than ever before (despite being set in Hong Kong). You
won't need especially keen eyes 1o spot the Arc de
Triomphe and (erm) Charles de Gaul Alrport as you
punch and kick your way through the glorioushy pretty
landscape, that's for sure. Due on an 8 mag cart in
Japan in May, with a Stateside appearance a few months
later. Look out for a review soon - it should make

Streats Of Rage I/ on Mega Drive look a bit, well, crap. /

see lots of great
Iooking games, but
faw hava promotional

Fop'n Twin Bes's. So
f\' 8-" ’."\“N ""*’i we've decided to give
it BvEn more coverape
before our review next issue, Twin Bee
was originally a coin-op which made it into this
country under the title Bells And Whishes.
Conversions followed onto the Famicom (NES)
and PC Engine, and this new Super Famicom
game is actually a souped-up sequel with the all-

Twin Bea! This Is an end-pf-
@ glant metallic spider thing. -

Eo on! Pop "em,
level boss -

.

ere at Super Play we

artwork fab enowgh to rival

=

important simultaneous two-
player mode preserved.

As in the original game, baddies
come in all shapes, and are
very weird. For example, in
Dandedion Town (level one)
T you're attacked
) by all kinds of

truit, including
pingapples,
bananas and
grapes, all of
whom shower you with bullets,
Really tough baddies can be taken out
with a brand new weapon — the boxing
punch. When you kill baddies they laave
bells behind, a bit like those in Farodivs,
m which power up your
current weapon if you
collact them.

MARIO
EASTER EGGS

ith Easter slap bang in the

middle of the month, what

could be a more fitting
Merchandise Of The Month than - yes|
- Mario Easter Egg? Thid particular
one has some nice pictures of Mario,
Luigi, Princess Daisy, Bowser and co
(in parallax, no less!) on the front, a
free ‘Do Not Disturb’ door hanger on
the side, and an (easy) Princess Dalsy
puzzle on the back. And the egg itself?
It's sort of chocolatey, with mushroom-
shaped jellies inside. It's not exactly
massive for £1.45, but then what do
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FIVE NEW SHOOT-'EM-UPS

(AND THEY’'RE ALL JAPANESE!)

Darius Il

(Taito)

[here's already one version of Davies for
Super NES — Darfus Twin, But it's nol

anoiner cowple af months at least. In Japan,
hawever, things hawe moved on a bit: here's
actually 2 naw, original SNES game

arius i — due soon. First, though, Oarius
Twir, While hardly a spectacular blaster, it
J5a Darites game, and thal's good an
are af Twin Bee, becauss it's a perfect exa
game dasign. Dkay, 50 we're mainky

Darius i1l features spectacular
coin-op-style graphics. throughout.

100% Cotton! &

(Datam Polystar)

One of the cutest blasters set to
appear on the Super Famicam is
Datam's conversion of Celfon, &
little-known coin-op. Color is
actually the name of a witch-like
heroina who rides a broomstick
through seven levels of scrolling

and shooting action, despesately - : L ;
trying to save har boyiriend Willow Cotton flies past assorted cute baddies and

who's been kidnapped. Yes, it's backdrops. The game looks good, that's for sure.
ridg-reversal time! Cuite why she's "100%'
Lhis birme we're not sure, but we can only
fuess that everything from the coin-op will
be included, as with Hudson Soft's PC
Engine Super CO version that's just
appeared in Japan. Unfortunately. Datam's
track record isn't the most impressive
around, with games like Musya

Cacoma Knight and this
month's Sword OF Darkness
all failing o make the
orade. Lat's hope
they pull their

Lovely bright
graphics
T abound as

Cotton's magic broomstick can shoot
out this magical fire dragon
on occasion, frazzling most

things in its path.

(§..°L“F ]Wings

s ba )

Sonic
Wimgs is a
[itile
aeroplanes
verlical . o
scroller in the Strike Gunnar mould — but o
better looking. With tough and-of-le
selection of planes 1o choose batween, 5
quality power-ups, and (possibly) a two-player
mode, it looks like it could easily carve 3 g fio
itsedf in the affections of LIK pameplay

Wideo Systern's last release (the neal Super
Somic Wings: Strike Gunner revisited?  Wolley If) Decame a bil of a Supsr Play favourite

Our type of shoot-'em-up

Super R-Type 3 (Irem)
As Shown in issue 5, irem recently released the third coin-op in thelr A-Type series, A-
Type Leo— which bonsted flagning inferest in the games. Now they have announced plans
to develop a second version of A-Typefor the Super Famicom. It's not yet been decided
whether the game will be an accurate translation of the third coin-op or, as before, a
mixtuna of pravious games with original ideas thrown in. Surely essantial, however, is that
Irem get araund their perennial slow-down
prablem — as mentioned last time. As we all
b, iE's difficult for 3 blaster fo be fun if the
action slaws down repeatedly. Exciting news
[hen, but it's still nod guaraniesd that this'll
make a great gama
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Bio Metal
(Athena)

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

¥, POWEr-Ups
hiim on the

a7, with wide

g missiles and
B wave

I a few of
e550ries avaitable for taking out the alien colonies. Mow all we need is some bad
programming and we'll have yet another shoot-'em-up to file under ‘Mice graphics, shame about
ihe slow-down’. Apparently Ihe game features ‘a system wheare e difficulty level is adjusted
according to tha player's individual ability’ — something we've heard bedore, buf is rarely
apparent when you're achually playing the game. Whether this will exiend to cover Mail's

ndividual ability’ rermains to be seen, though with any fuck we'll et you know next month

Complaints
about the
graphics aside,
i vou can't deny
B this blaster
featuras some
imprassive
boss creatures

>




‘M GONNA RIP YER SHORTS OFF!

(and other assorted wrestling terminology)

WF fans bemoaning
the lack of decent
wresting action on

the Super NES will be pleased
10y [ Ehd 11Ere dre Iwo
wrestling carts on the way from
Japan! And the weird thing is
that both titles seem io be
virtually identical - it's almost

like: there's a head-to-head war being waged
between the two companies responsibie!
The first game, from Varie, which is
called Super Pro Wresting, feabures 10
members of the New Japan Pro Wrestiing
Federalion and two different playing modes,
along with some: bethal moves including the

Scorpion Death
Lock, the Yakusa
Kick and - wail for
it — the Dragon
Slippar (1.
The sacond game,
from MCS, the

callad Japaness Pro
Wresfiing. It, too, faatunes 10 real-life
wrestlers and a colossal seven modes, one of
which Is a tag-team option for 10-player
malches! Super Multitap compatibility looks
a possibility here, Both games are due to
appear on whopping 16 Mbit carndges in
about June, and you
can probably expect
a baltle as to which
o gets into the
shops first. Look out
fior reviews of both

games in Super Play:

NGS will probabiy
be the better game.
Left: Super Pro
Wmsﬂmhaﬂ;ms
nicety animated

takes off in
Japan!

rony Goesn't come much mare ironic than
I this: The Japaness are now having their
own games soid to them — by the
Americans! Despite first setting foot in Japan
|&5s than two yvears ago, Toys ‘R Ls, now
far and away the world's biggest loy retailer
i5 rapidly becoming the biggest toy retailer in
Japan too, leaving the country's native foy
shops wandering what's hit tham, Succass
seems largely due to the chain's sheer size,
which means it can buy loys much cheaper
than everyone else, and sail them at

-

One of Toys 'R’ Us" many new

Japanese stores - the US toy chain is
daing very nicely indeed, thank you.

correspondingly lower prices. This being the
casa. Japan's naturally economically-
minded games p e e

change their a (B i
numbers, to must be "|c company's
tntal sales 1 first full year of trading
amounted 10 & very healthy :‘;. Billion

sprites though. _}

{about £70 million)

4

SUPER PLAY'S

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.

KING ARTHUR'S WORLD

{Jaleco)
It you liked Lemimings, but you're looking
for sormething a little more hard-edged, &
litthe: e adventure-basad, a litte more
atmospheric, and (maybe) a little less
immediately addictive, King Arhur'’s World
i your game. We've had great fun with it,
and hawen't even come close fo
conquering all the levels

KIKIKAIKAI

~ . (Natsume)
4 Although Kikikaikal doesn't have a chance
of avar being really famows (not in this

p country, at least), it raally is very good. If's
hard fo say why, exacthy, but i's probably
got & lot bo do with the slick, colourful
graphi- 5 and the simultaneous two-player

o0z, And the fact that it's really difficul,

and we still haven't completed it yel

ASSAULT SUITS VALKEN

(NCS Masiya)
[ Tobe homest, we've got a teeny bit fed up
wilh playing ¥adker in the traditional
trying-to-get-to-the-end way. But our love
of the game remains undiminished = we
coukd never get bored of clumping aboul
in a robotic exoskeleton, parading our
weapons. Think of it &3 a recreational
device rather than a game.

\ : ik DESERT STRIKE

(Electronic Arts)
Hi-tech this isn't - just a big, flat, scrolling
desert, some slightly primitive buildings
and vehicles, and a big helicopter, It is,
fiowever, brilliant fun to play, and very
addictive. You've got tha perfectly
nalanced blend of strategy and shoot-
em-up to thank for that. Watch out for the
sequel, Jungle Strike, coming soon, (oo

TETRIS 2 + BOMBLISS

{Bullet-Proof Software)
It we furn our hacks on the Siper Play

[ super Nintando for even a minute, the
| chances are we'll tum round to find Sue's
| playing Tefris or Bombliss again. (That or
gazing lovingly at her growing collection

of postage stamps.) Thera must be a

reason, of course, and it's that it's simply

one of the best versions of the game ever.

HOT LIST
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This month, an ill and bedridden Peter Evans - Super Play's
Japanese correspondent - finds he has little else to do but
play and talk about games. So he does.

LIVE

FROM HELL CITY

CASUALTY!

t may well just be a cold, but, well - you

never ¢an 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 [ work is the
Toho University Hospital, so [ 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 | did some more.

Indeed, ‘wait until your name is called,” could
wall be the motto of this place. Eventually, a cute
little nurse called Miyoshi got round to asking
what was wrong with me, and then it was back
down the corridor to wait with 80 other siclk
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. Beyvond the curtain was

e
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something not unlike a consulting 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
hogpital. so the person [ 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 | got my perscription and toddled
off down to the pharmacy — where [ was asked to
fquene yet again! (Japanese chemists are rather
like MacDonalds, 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 soms 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.

Sayonaral!
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Before he was confined to his
sickbed by his deteriorating
health, Peter Evans managed to
make it to this year’s AOU -
Japan’s big annual arcade
machine show. He wasn't that
bowled over by what he saw...

Above: Sega’s brilliant
eight-player Virfoa
Formulfa.

Right: A demo of
Sega's Model 2
graphics system.

most important events on the

Japaness 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
displayed to the Japanese trade. But the
most noticeable aspect of the show this
wyear 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 Virtua Formula,
an upgraded version of their amazing link-up
driving game Virtua Racing. The game still
allows up to eight players to participate at
once (in Japanese arcades at least), and the
3D polygons are even more impressive than
before, supported by a hydraulic coclpit and
a huge 74 inch screen for each driver. Sega
had even newer technology on show as well,

Takyn’nnnnualnnumlamnfm

Right: The

six-player
Balarian 3:
Project |




in the form of a joint-venture
with US giant General Electric.
The Model 2 graphics board
{Model 1 was used in Virtua
Formula) powered a wickedly
impressive display of high
definition 3D graphics on an
ENOTMOUS SCreern.
In fact, most companies
seamed to see 3D as the only
major way to tempt people
away from the competition
provided by home consoles.
This was certainly true of Nameo, who
have wowed us with the 3D polygon
hardwara 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. (Mot one to play after
you've just bought Starfox!) Namco
also had Exvanis, a Bomberman
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; Irem had Hook; Capcom had both
Cadillacs And Dinosaurs (based on a cult
American comic book) and Dynasty Wars II: and
even Video System (who almost never dip into
this market) had a strange-looking SFII clone
alongside their F1 Grand Prix: Part Two coin-op
that's also just appeared on the Super Famicom.
SNEK had more beat-'em-ups on show for its
Neo Geo system in the shape of sequels to Fatal
Fury and Sengoku, this time appearing on a new
piece of hardware called the Neo Geo Deck - a
smaller, re-styled arcade unit for places like
hotals, cafés and waiting
rooms. Let's hope
British Rail aren't
foolish enough to e .
consider putting A
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; left: Utterly

e Piay SSAE
Namco's

Galaxian 3.

[ PE] Wy
e e w Left: Capcom’s new
ARV action game Dynasty

Wars 2.
Below lefi: Data East’s
The Great Ragtime
Show - one of a few

i new shoot-"em-ups.

o

ki Below: One of SNK's
% latest — Fatal Fury 2,
1 more SFistyle antics.

Above and right:
Irem's towgh Great
Undersea Battie.
Below right: Yet
anather beat-'em-up,
SNK's Sengoky 2.

Neo 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 Irem and Data East showing
vanations, using bi-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 coin-ops disappear forever?

This month I thought I'd give you an
extended, more visual, trip through the
Japanese Super Famicom scene, with the
help of some of the rather attractive
advertisements which appear in the
Japanese games magazines. Sadly, many
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 of
the point of this column in the first place). ]
So feast your eyes on this litide lot, but
remember - the adverts are often rather
better than the games themselves...

GHOST
KITARO

Bandai - 8 Mbit .
This is one of Bandai's big L

licences at the moment. It's a B

scrolling platform adventure for one or two players.
The game's hero, Kitaro, can use various objects to
kill baddies, such as his whip, his sandals(!) or even
his hair, and the game is structured more or less like

ULTRASEVEN
Bandai - 8 Mhit o - T
| remember the thumbs-down r*%‘i'_""—"
reaction of many UK games o R
magazines to the first Ulframan -
game, but it was actually very =il
popular here in Japan, selling loads, mainly

because the Japanese love the Uitraman characters,

and, as in the UK, big licences sell, no matter how
poor the game behind them. This sequel, which is

%
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be on the
safe side,



THE DRAGON KNIGHT: NOBUNAGA’S DORAEMON
BREATH OF FIRE ARMY Novw 1b 5 ot Boracmon, he stami robe e, i

quite a big manga star in Japan and has also appeared
on numeraus video game formats, most notably on
PC Engine in a top-view Pacman-style maze game.

ITCU.HES>0 £
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2020 SUPER ART OF FIGHTING NEUGIER

BASEBALL Vo v anothor popuiar ae Sas game makes it svor  Thi 5 5 aew actitbonod APt sk of Eni's
HAG - 12 Mbit onto the Super Famicom. The original was one of the Soul Blazer - baddies are taken out by a quick slash of
KAC's conversien of this futuristic Neo Geo baseball largest carts for the Neo at 102 megs (and SHK still the sword instead of the traditional side-on combat
game looks great. The Neo Geo excels at baseball insist that that's megabytes, and not megabits!), so mode, The quest leads you on a trip throngh a strange

games, and the three available for it are proof that the how this will be transiated inte a Super Famicom cart and creepy world, including a section aboard a ghost-
game can be fab fun when treated right. The best bits remains to be seen. The game itself is a standard Streef  ridden shipwreck that’s been raised from the water by

of 2020 Super Basehall are the cybernetic players that  Fighter Il clone with an evil sea monster.
can be ‘powered up’ TR R L T — Apparently, the
individually, and the R of special moves and P ;  gameplay has a few
excellent system & -5,  bonus stages. There's . 7 nige touches that
which gives the one- o na release date distinguish it. It's out
mode a decent now, but mightn't
life-span. We'll review | - make it to the UK in
this next issue. very large numbers.

2 03 KACIE . "
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Waich is all
the rage in Japan at

-SHIRTS AND OAPS!

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 WHAT WE WANT YOU TO DO

devastating double-handed backhand,
Jimmy Connors is the darling of the
tennig courts. That's why UBI Soft chose
him to front their 88%-in-issue-5-rated
Jimmy Connors' Pro Tennis Tour.

Below is a scene from Jimmy Connors Pro
Tennis Tour, frozen for etarnity, 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 § should be

prasant. It's a watch. It's a

=  countdown timer. And it's a really weird (but utterly
compulsive) (and rather painful) game where you've got
tn press the A, B, X and Y buttons as many times as you
can in 10 seconds. Gan you beat the record set by Super
!'hr:mlnhpal Peter Evans — an incredible 4127

W\N‘ ULTRAMAN VIDEOS!

ULTRAMAN POSTERS!
AND EVEN ULTRAMAN HIMSELF (SORT OF)!

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 2BW. And make sure it reaches us by
14 May 1993. The 10 people who, in the editor's
opinion, spot the ball
most accurataly win
the prizes. Simple

as that.

The closing date:
14 May 1993

The editor's
decision is final.
And the editor's
decided already
that employees of

THE PRIZES

The 10 winners will get a specially-imported
shooting Watch, a copy of Jimmy Connors’ Pro
Tennis Tour, a top-quality Jimmy Connors T-
ghirt and a Jimmy Connors cap.

.q"’

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 Future Publishing % - gy e
video as well! And we've got 25 and UBI Soft aren - N
allowed to enter. £ : j !

of them to give away!
MARK AN ‘X’ WHERE YEI

THE PRIZES

lucky winners get an
2 D Uitraman video from Isiand 00 =00
World, along with a fabulous
Ultraman poster. But that's not alll
The five top-prize winners also get an
imposing 8 inch high model of
Ultraman himself!

Emmwnn .

WHAT WE WANT YOU TO DO

To be in with a chance of winning, you'll have to
answer the following question correctly:

The closing date:
14 May 1993.
The editor's decision

is final.
Employees of Future

3
)
L~
m
=]

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

Done that? Okay, write your
answer on the back of a postcard
and send it to: Mraman
Competition, Super Play, 30
Monmouth Street, Bath BA1 2BW,
making sure it gets here by 14

May 1993. /

E66T AVIN

publishing and
jsland World are not

allowed to enter.

Name:
Address:

Send to Jimmy Conners Compa, Super Play, 30 Monmouth 51, Bath BA1 2BW.
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for Manga

for more subtitled
redeazes too, including
Sonoda’s tale of crazed
speed merchants and kKdnap
mob mavhem, Riding Bean,
50 keep an eve out for that
too. The other big advantage
these releases have s If your
mum granny/girlfriend
compilains that you're
watching too many videos,

ritish anime fans
are going to have a
greot 1993, For o

start, as well as the well
known Manga Video

label, another has
appeared - Anime
Projects, who are
releasing subtitled
material from the

American label AnimEigo
in the LK, and though

atuff), or that
long (varving from 25
minutes to just under an
hour), three words should
be enough to convince you
that they offer value for
money. Those words are
Bubble Gum Crisis.
Kennichi Sonoda’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

v can tell them that you're
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
Eves Part One, lollowed by
titles like Vampire Hunter D,
RG Veda, Heroic Legend Of
Arzlan and Lensman.
(Thev've also launched a live
action label, Ultra, to
showcase things like
Lttraman, and one for

STy

their tapes aren't cheap
(§21.99 each, compared

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

ince I've been talking about new tapes for
S vour collection, it seems like a good time

to respond to those of vou = and there've
been a few = who've wrilten in asking which of
the tapes available in the UK are the hest

Now everyvone has their own opinion on this,
but you asked for mine, so here it is. I'm

assuming that loads of yvou have got Akira
(turn to page 77 to find out how to get hold of a
copy, if you haven't), but here are some views
on the other ‘must-haves.”

Bubde Gum Crisis (despite the high price)

and 3 ¢ essentials. O the other Manga
tapes, the ones | wouldn't be without are

the Lewrinion: Tank Police tapes and Pr

Ko, Dewrvierionn 1% [ast, funny, and the best dubbed
of all the Manga olferings

lots of mavhem bul no serious damage - unless

WORLD

This month Helen McCarthy looks at 3x3 Eyes, the
very latest Manga 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.

Pronounced "ah-nee-may’

Pai, seen here with a dragon friend yesterday, shows why the series 15 called

Jx3 Epes.

‘Japanese art films' called
ICAL) Here's a sneak preview
of Jx3 Eyes, the first title on
their anime list.

Jx? Eves, or Sazan Eyes

(as it's called hy' Japanese

speakers), is a four-part OAV _

.

WHICH TAPES SHOULD I BUY?

vou count falling over laughing. A-Rois also

and British comvent schools
stitute For Girls, Verus Wars is
| like: the character
1 hased on a
an’t listen to the UK v
OF The Owverfiend without cra
dub is their sill
palehy animation (director Takayvama las
glued three bits of his
original animation video
ries logether into
one teature), it remains a

Fist € The Nerth Star and i
— are far less essential,

To see how she looks ‘normally

check out the shot elow right

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

Some of Heben's
fawourite English
language anime
releases: Legend OF The
Dverfiend is on the left
(bt warch the violence, sex

" AW and laughable dubbing):

while below are two shots
from the newest Manga
release JxT Eyes, an everyday
tale of immaortal falk



manga by
Aan
mmortal

r, a cute

h beautiful
them). Pai
ara’ = an

shots
4
EveErgday

" DWET

mmaortal being whose
mvstical energy is
nannelled through her
rd eve. When this is |
sed she's a sweet, !
1al teenager who /
gsi wants to become
msman; when it's
pen, she's a 30-
wear-old goddess

with awesome

in the video,

Fal is found in the
mountains of
Tibet by
socentric anthropologist
Or Satora Fuji, who is killed
n a mysterious incident.
Sefore he dies he tells her
that his son Yakumo, who
wes in Tokyo, will help her
contact his old friend Aguir,
editor of an occult magazine
n Hong Kong, to find out
hovw to achieve her aim of

! becoming human. Four years

after his death, she
eventually gets to Tokyo to
search for Yakumo, but is
mugged in Shinjuku and
se5 all her belongings, By

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

The problem here is that
this stafi is the ‘home’ of
Pai's friend, the Takuhji - a
large and bad tempered
monster who sets out on the

f usual

|,"I monster jaunt to
I 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 ls
now a Wu = a deathless
being - and will stay that
way until Pai becomes
human. (It's not quite the
same thing as being a
zombie, but the distinction
doesn't impress Yakumao.)
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 Pai.

And so it goes, In Hong
Kong our heroes learn that a
statue called the Ningen
(Human) can be used to
help a Sanjivan Kukara like
Pal to become human - bt
it's just been stolen. The
thieves call up some heavy
firepower = in the form of
various monsters — to "CE‘:E"E]
it, but Pai is more than a
match for them, Much
violence ensues, with
Yakumo discovering that
being immaortal doesn't make

\ combat painless.

The 3x3 Eyes manga is
beautifully drawn, and that

IlI charm and skill have been

'|I transferred to the anime
version. The scenes of
downtown Tokyo are
very convincing, and
| the characters are fun.
|\ Not having heard the
'|II dubbed version yet
(Island World are
still worklng omn it as |
write), | don't know
" how good the
script and voices will
be, but this Is sure to be
worth adding to your

collection. 5o start saving
your pennies now!
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e GAME PLAYERS
v W% ENCYCLOPEDIA OF
Eplntendo gomes. NINTENDO GAMES

s

e f 8" VOLUME SIX

ithi

YarlDLE
GP Publications,
194pp, £13.95.

IT’S... THE SUPER QUIZ!

50 you reckon you know all abouwt
Super Nintendo games then, eh?
Um, probably nof. But why nol find
oul for sure with Soper Play's guiz?
Starting with the ‘Easy’ setting,
work your way through the
difficulty levels until you gel stuck.
The number of the guestion you
last managed to answer is. well
“how good you are’. See il you can
improve moath by manth! {Oh, and
the answers are on page 98 for
when you do eventually give up. No
peeping. now! |

EASY

Who's the final boss in Streef
Fighier i?

Who's playing the part of Mario
in the film Saper Maria Bros?

NORMAL
| What is Hagar (out of Final
Fighty's day joh?

Im which district of Tokyo is
Nintendo's headquariers?

What have the games Super
Adventure Island, Actraiser and
Sireals Of Rage (er, on the Mega
Drive) got in common?

HARD

In which game is Adol set to
make a return soon?
1 What's the code number of the
security chip in British Super
Nintendo cariridges?
4 What's the name of the famous
Japanese artist behind Japanese
RPG Elfaria's artwork?

END-OF-QUIZ BOSS

levels in Super Mario World, divide
by the cart size (in Mbits) of Fatal
Fury, and add on the date {ag 17th)
of the month of 1990 that the Super
Famicom was launched in Japan.
Subtract this figure from the
miaximum number of sprites the
SNES can display on the screan at
once, divide by the number of Maga
Man games thera are altogether
(Iincluding NES, Game Boy and the
forthcoming Super NES version),
and subtract the cart size (again!) of
the Japanese version of Actrarser.
Olkay, taking this number to be an
issue of Super Play, we want to
know the name of the character in
the bottom left-hand comer of the
page designated by (wait for it...) the
issLe AumMber you've just worked
out, multiplied by the total number

Which company publishes Super
Probotector

‘CHUN LI IS A MAN’ SHOCK!

I { you're senous about Street

- ISBN 0-929307-28-3 10 And finally... Take the number of  of levels in Axelay. Okay, got that?

Fighter II. the one film you
shouldn't miss this Summer is
Jackie Chan's newie, which is based
on the City Humter anime and manga
series. [See? We don't just wibble on
about Japanese comics for the hell of
it.) It sees Jacine trying to rescue his
chum Goto from
the clutches of &

group of
terrorists, and
during one of the

Street Fighter

II machine. There follows

a bizarre hallucnation scene where he
imagines he's been sucked into the game, and
he's fighting against Ken, Zangief, Dhalsim
and co. It looks absolutely fab,

although at one

@

Assarted scenes
from the Street
Fighter If bit of City
Humter, including
Jackie dressed
e : : _ as both
i . E Honda and Chun Li, and another (British,
- . P 1 apparently) martial arts star playing Ken.
il Dhalsim and Guile make appearances too.
point viewers have to
witness the
spectacle of Jackie
dressed up as Chun
Li! Yikes!
@ We'll bring you
more news on the City
Humnter film, and what
sart of release (if any)
it’ll receive in the
UK, as we get it.
Fingers crossed!

fackis Chan - though
probabiy not quite tadl
or good looking
enough for the
City Humter
role as seen
In the

comics, we

woulda't

say it to

his face.

* This is one of many Super Nintendo-related
~ books available from good bookshops or
from Computer Manuals Lid, 50 James Road,
Tyseley, Birmingham B11 2BA. Their phone
number is (021) 706 6000,
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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...

fter months of chopping and changing,

broken promises, making and breaking

of agreemeants with other manufacturers
and peneral procrastination. it seems that the
Saper Nintendo CD ROM is finally coming
wmgeiher. The specifications have now been
smore or less finalised (although they're still
BErgely veiled in secracy) and manufacture of the
umits is due to begin in August

Don't get your hopes up just yet, though -

ibe initial production Tun will go straight to
shird-party software developers, and the general
pablic are unlikely to get their hands on the
machines until early next year, Nintendo want
w0 make absolutely certain that the launch of the
CD ROM is solidly backed up by a range of high-

~ quality software, avoiding the fiasco from which

Saga’s Mega CD is still trying to ascape.

So what of the software? Well, the first
people to look to are Nintendo themselves, who
are certain to be working on at least one big
title, possibly another Mario or Zelda game.
Both would be ideally suited to the CD ROM's
enormous storage capacity, Unfortunately the
company's ingscrutable secrecy makes solid
information very hard to come by,

Third-party developers in Japan are a little
more forthcoming, although many still seem to
be hadging their bets. Konami claim to be
working on an 'awesome game with
unbelievable graphics and sound’ - as yet
unnamed — and Namco are saying something
similar. Bandai are talking in terms of
‘something big'; Square Soft have suggested a
CD ROM-based Final Fantasy VI, a prospect that
will excite Japanese games players more than
Bntish ones; and Imagineer are planning some
sort of 'completely original' simulation game.
The only company that is refusing to commit
it=elf to the system is Capcom who, as we
reported in Super Play 6, would rather wait to
see now the CD ROM market fares. Here in the

UK,
Argonaut are

4 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
Mew Tech that at the heart of the CD ROM
would be a 32-bit RISC {Reduced Instruction Set
Computer) chip — now nicknamad the SCCP
This will act as a go-between between the
Super Nintendo and the CD 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 clocks in

at over 21MHz, The System Cartridge

Back in issue 5's New Wil slot lnto the top of
Tech we explained that your SRES, and eontaln
the unit would also use e CB ROM’s processor
nenr hardwars glong with the 12 Mbits
(nicknamed HANDS) that %1 memory that games
would assist the sccp. Wil load "'"-:t:'t"'l’;:'

This is now known to be
anather processor (a
66C02 running at around 4
MHz) that will effectively
let the SCCF get on with
things while the main
memaory is being
accessed. Access times —
the time it takes to find
the bit of the CD it wants
- are impressive (0.7-1.4 sacs), 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 Mbits (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...

- COMPO
WINNERS

Ideal Home winners revealed!

Remember the 'Win some tickets for the Ideal
Home Show' competition in issue 57 Well,
we've gorted 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

#® Huge storage capacity. A CD can hold over
500 megabytes of information — 280 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 itsell being

relatively small). And you can almost certainly
expect full-motion video too, which eats up
storage space like nobody's business.,

# CD-quality 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 MNintendo isn't the fastest machine in the
world, as anyone who's experienced slow-down
while playing a game will know. Things can ba
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 hmge diffarance. Thare 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
completaly out-gun Sega'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
appeared to take advantage of the new
facilities). With the help of the Super FX chip,
the Super Nintendo can do most of that already,
50 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
¥ gtthm more,; S0 no
§ at s heart. It moves st g ChAnges there.
cracking 21 MHz, or So finally -
theraabouts, and looks  WWhen? And how

guite nice toe. (7-£d) Much? Aswe
mentioned earlier,

the CD ROM won't be generally available in
Japan until early next year, and the price is
currently still fixed at ¥27,000 (now about £150).
With all the changes in Nintendo's European
distribution network it's difficult to predict
when we'll be seeing it. 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 £150 sound?

London, C Hall of Witham, Tom Arthur of -\
Chester, Robert Sowden of Penzance, M
Quarterman of Huntingdon, David Martin of
London, Raymond Oyediran of London,

Andrew Jackman of Edinburgh, Niroj
Abeyasinghe of London and Nnado Opara,

also of Londen.

:
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" Dragon Ball 2 SEPTENTRION

By Bandai

ast time it was an obscure
PG, this time it's a beat-"am-

I tarmifiar with Akir : T his is 2 [I.!!'.'|3:&Ll'd'f|]rﬁ.f2-’.“.,. n-a
Imiy:ﬂa'lsn.grg.::gg;r;-ng::'?lm " t i anventure like Prince OF Persiz, but where
chiacils fromn e pogwl Trga MM:m-. . you have full control of a character aboard a
and video séries will know that they f- sinking ship (in this casa the lusury cruiser L Ay

Crithania). The object of the game Is to 52 how mar ¥
pegpie you can save before the ship goes under, the
ship's Layout effectively becoming a maze where the
screen Is rotated as the ship is thrown about in the
pertious walers. You have approsimately one hour

can fire enesgy balls like Ryu of
Sitraed Fiphler i = but wilh the power to destroy whole planats!
This time the action i displayed side-on, but a split-screen
vigwpoind is also adopted fo
- pive the individual

: eliire: the ship sinks, and the game ends diffarent
. charactes room 1o do te bedore the ship sinks, and the game ends d !;"”:r-'l"!‘;ﬂ
At | enomous jumps that I': :
VT they're tamious lor. o .
On the surface Ir"“f"' 5
f mr's'"']“?k’? Iikr‘, Ht n Prince Of Persia, by throughout
| el i tha look of things, and the game
& ¢ beal-"em=up o g ardlen [endeo i i
| L : the action looks There are
i [/ s, with only disturbingly similar to

sirategic
overtanes

d oo - when
SUrVIVors are

! average graphics -
another case of a big
name being used to
make up lor what's
really a vary
AvErape game,
pernaps? —

1o convince them to follow you in your atlempt to
escape. Lat's hope the odd bit of Japanesa lex|
doesn't spoil it. Available this May in Japan

B "2TE prepared (o be
W proved wiong.

& is presented
Stregt

* Fighter /-
style, but
watch out

- Ryu = that's
what we call
a firaball?

By the looks of that flag, the Lady Crithania is
J 2 gritish ship toa! Titan 187

4

YS IV: MASK OF THE SUN

By Tonkin House

he fourth instalment of Falcom's These lovely character shots don't actually come from and PC Engine for its limited scope and
popular Y= saga is scheduled for the the game at all, but one of many spin-off anime videos.  controversial side-on viewpoint, this new
Super Famicom this year. The game’s version goes back to the more familiar

popularity started years ago, with the
Japanese wersion for the Sega Master
System, and has gone from strength to
strength since then. The big boost came
when the first two
e Ysgames

top-down style as seen in most RP(s (see
the special RPG feature elsewhere this
i1ssue 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,

converted onto the PC Engine CD
ROM, where their popularity steadily
began to build, leading to bath
animation videos and manga being
based on the series. This latest
vergion ( ¥ IV first appearad on CD
for the Engine last year, and (as far as
we can tell) the Super Famicom
varsion looks like being a straight
~—_ conversion of this onto a 12 Mbit cart,
bf While the third game in the series
(4 was criticised on both the Super NES

This bit's from the game, though - it's Adol, our
| hera, in a typical top-down viewed scene. The
side-on experiment of ¥s /i has bean abandoned.
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THE TOP TENS WITH ATTITUDE!

OFFICIAL PENGUIN
GALLUP UK CHART

Compiled for Super Play by Gallup
SUFER MARID KART

Nintendo
In its third week at number one, and deservedly so
in mur opinion. 93°

PRINCE OF PERSIA

Konami

A hugely enjoyable classic platiorm game with a
prince Im it, BO

PILOTWINGS

Mintenodo
Still in its number three slot, this is a truly original
game and a must-buy, 92°;

BART'S NIGHTMARE
' Acclain

Slipping down the chart, but still a good fun

release with superb graphics. 91

SPIDERMAN & THE X-MEN
A LM

Spidey rescues his X-pals from the nasty Arcade in
this [ahem) web of intrigue. 72

Compiled for Supar Play by Console Concapts

STARFODX

ntendo (JAFE
SUPER STAR WARS
NG (IARP LS
AEERULT SUITS VALKEN
Masive JAP

TINY TOONS
Koamarme (JaAP)

BATMAN RETURNS
Konami [ JAF)

DESERT ﬂTﬂIHE

E leEcirarnic Arts JAP)

KIKIKAIKAI

Jatsume: [(J1aP)

F1 GRAND PRIX 11

deo System (JAP)

HANM.A 1/2 PART TWO

MCS M asiyva (JAF

JAKI CRUSH PINBALL
MNaxat (JAR

Starfor has raced into the
number one slot, and we're
uot at all surprised - It's an
absolutely stunning game
which we've been playing
non-stop in the Super Play
offices. Check out our
six-page review of this
supeérh shool-"em-up on
page 34 for details. Also
new in the UK Impart Chart
this month ks Batman
Retuwrns — we review this
excellent beat-"em-up on
page 40. Kikikaikais
anather newie - thisisa
very strange, but
enarmously enjoyable,
shoot-"em-up that could
only have come from
Japan, as could the fab
anime-hased Ranma 1,7
Pari Twa.

first game to

DWW N

o - SUPER MARIO PAINT
Mintendo

A painting package that™s fun for a while, but
really only for the younger players, 55

o 'v SUPER GHOULS "M GHOSTS
MirteEre

Frustratingly ditficult to play but with some great
graphics. B5

o SUPER PROBOTECTOR
‘. Kosrami

Explosive action from a well hard platform shoot-
'em-up 90
o SUPER MARID WORLD
Mintenodo
He's still here. That fat talian plumber just will not
give up, 54

m SUPER SOCCER
Mlintendo

Good fun to play, but it dossn't bear much relation
to football as we know it. 83

Cormpllasd Tor Sinpar Play by Tal Ona

EUF‘ER Tl:‘l‘ﬂ:ls 2 + BIJMBI.ISS-
Bullet-Proof Softwa

FINAL FAMNTASY V

Square Soft

SUPER MARIDO KART

STREET FIGHTER II
Capooim

DRAGDON QUEST V
Enix

JUVENILE HERO'S WORLD

GHOST KITARO
Banda

TINY TOONS ADVENTURES

Haoaran

SUPER MARID WORLD

GODDESS REINCARMNATION

A very addictive and fun
puzzie game on any system,
Teiris + Bombliss has
converted well to the Super
Nintendo, losing none of its
appeal. The Japaness ara
absalutely nuts about it -
it's even pushed Fiaal
Fantasy Vaff the number
Tetris + i This'll one slot. Ovagon Quest ¥V
remains high in the charts -
not surprisingly, as O s the
most popular game series
ever aver there af the
moment. Ghost Kitaro is
proving to be another big
seller for Bandai. By the
way, expect to see
Doraemon entering the
Japanese chart next month.
{See Eyecatch this issue
for a bit more info on these
last two games.)

keep you happy

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...

NOMN MOVER MNEW EMTRY

What more can we
say? Mario Karfs
still number one.

Jez's jolly effort at
colouring in with
Mario Paint.

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

Cowmwpi el For Supsr Play by Woody Carter

STREET FIGHTER 11

Capcom

SUPER MARID KART

Mintendo

SUPER STAR WARS
C

BUSTER BUSTS LOOSE
Horarm

JOHN MADDEN "93
Electronic Arts

DESERT STRIKE

Electronic Ars

CAL H‘IF‘KEN BASEBALL

] o]

BULLS VS BLAZERS

Electronic Arts

LETHAL WEAPON

Ocear

SUPER MARIO PAINT

Mintendo

Street Fighter Il and Super
Marip Kart are holding
firmly on to the top teo
slots in the American chart
again this month, The
gorgeous and very funny
Tiny Toans makes its
debut, but under its
alternative US title of
Buster Busts Loase. Sports
games are heavily featured
again, with three from
Electronic Arts; the
Americans seem
completely obsessed with
them. Perhaps the most
surprising entry is Lethal
Weapon - we only gave [t
5% in our review in issue
6, and there are so many

other better shoot-'em-ups S\
than this on the market, in L
our opinimn. e/
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fj"i{;ff G GAMES TO LOOK FORWARD TO!

they’re not both Japanese!)

Nigel Mansell’s F1 Championship
{Infocom/Gremlin)

F1 Exhaust Heat lI
({Seta)

ou’ll have seen the first Exhaust

Heat 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 "
L. B

gros 0
includes Seta’s own
custom chip to accelerate the Mode 7
graphics and scale the sprites smoothly.
| With a choice of 32 courses and real-life
drivers’ abilities to
| compete against,
Exhaust Heat N 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
dune issue.

F1 Exhaust Heat Ik The
graphics are a distinct
improvement over the
first game.

\'ou’llmn-odhmlnan
Imrtultgﬂoulnud-h“l

MONTH BATE GAME TITLE GAME TYPE PUBLISHER  COUNTRY
Apsil z A Management 2 strabegy Koai Jap
April 3 Gaplain Tsubasu IV sparis Tezmo Jwo
April 16 Dual Orb RPG I'max Lap
April b« Ernald RPG Game Plan 21 Jap
April 28 Super Bomber Man action Hudson Soft Jap
April Barly Thix Mak Jong Spirits bnard gama Video Sysiem  Jap
April eaily Braath O Fira APG Capcom Jap
Agril mid Action Pachio attion Goconuts Japan Jap
Agrd late Super Slapshot apots Allran Jap
Apni - Super Battletank arcade Pak-in Video Jap
Apiril - Laphug RPG Yarsoman Jap
Mpeil - Super Chank Star spors Samimy Jap
April - Super Chinesa Warld 2 RPG i Culture Brain Jap
Apeil iy S0 Fist OF The Winged Dragaon beat-"am-up Cilure Brain Jap
il " Dansak RPG YiabaBandai  Jap
April - Holy Sward Legend 2 RPG Squamsol Jup
April - Bubsy platiorm Accolade us
April - Sradowrun RPG Data East us
April - Suzuki F driving Mantendo UK
April - Blues Brathers platiorm Nintendi UK
Aprd = Chassmaster alratigy Mindscape UK
Aaril - King Arthur's Waorkd iy dJafaco UK
April - Magic Sword haat-"am-up Capenm LK
Agril - Pebbie Beach Gaoll Sports Nintemdo UK
Apeil - Super Double Dragon beat-'em-up Nintensdn UK
April - Super Pang actian Capeem UK
April - Supar Slar Wars &han G UK
April World League Basisthal sports Nintenida 14
April Wing Gommander SR ameep Mindscape LK
April - Pugsiey's Scavenger Hund platiom Dcaan LK

ige fans still stung from his
N decision to retire from Formula

One racing will, no doubt, be
ecstatic to hear that Gremlin's new
driving game is just becoming
available on Japanese import. The
game takes an in-the-driver's-seat
viewpoint, which is in contrast to
Exhaust Heat IT's from-behind-the-car
ong, and races are run over four laps,
with all the major F1 tracks being
accurately reproduced.

Within the wealth of options

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

rather like a variation on Sega's
Super Mundaco Grang Prix on the Mega
DOrive — 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 next issue!

Nige! Mansell's F1 Championshig: Really
fast and really smoath.

I Eyestrain ahoy! Once again it's time to get out your magnifying
., glass and peer at Super Play’s complete listing of every Super

Hmnmmrsnmnmmilhth
next couple of months.

TS ITS _!:z'rﬂuu

52400
EEDOD

Bar Code Battler — the first game to

use Epoch’s new barcode adaptor.
My i1 Bar Code Battler stratagy Epoch Jap
May 4 Goliath - BES Jap
May ki | MEA All-atar Challenge sports Acclaim Japan  Jap
May bl | Pachinka simalatian KES Jap
May b ] Starwing hogt-"em-up Ninterslo UK
May late Mother 2 APG HNintendn Jap
May - Sangokushi Spirils siralegy Wolf Team Jap
May Saptantricn attion Hurnan Jap
May - Sihwar Sags 2 APG Seta Jap
May - Final Fight Bl beat-"em-up Capcom Jap
May - Soccar ports Suingaft Jdap
May - Irimdo: Way OF The Ninja RPG Ko -1
May - Terminatar shoot-'am-up Mindscape LK
May - ‘Warpspead ahonl-'Bm-up Accolade LK

Sorry May's looking a hit thin — we'll have more news on it next month, hopefully.
And, as, usual, things might change here and there in the meantime, depending on
how the publishers feel.



nd is
Sega's
Mega
VErsion
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L KONAMI SUPER NINTENDD B KONAMI SUPER NINTENDD v KONAMI SUPER NINTENDD

WARNING! accept the role of
BSuster Bunny in this latest Tiny Toon
Adiventure and you'll find yourself in
all kinds of bizarre advenbures. Six
new wachy levels with five extra
sSul-Zamess bziweesn sach leyel!

-

You'll need your lucky Rabbit Foot,
along with Bushter's brand new Sgin

Hick and Mad Dash, If yvou're to
make it all the way through to the
last level, where you must rescus
Princess Babs Bunny (no relation),

who has been kidnapped by the / I(ONAMI

hideous Milky Way Imperial Army.

Distributed by Honami - 269 Fisld End Road, Esstoote, Ruisiip, Middlesex, HAS LS,
TR TIROR HE, e, vl g s -l ctel oo RO . TIME LP O 1803, 3, Bas *e . " he Sesida, el e
T gk - TR of A LA
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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

Lefr: Jez San, managing
director of Argonaut
Smille Jez, think of all

thiat monay !

Below: Kristar Wombet],

Peier Warnes, Carl
Eraham. and, of course,
Jet San all plagad &
major role in the
devaiopmant of Starfo

Jez San is the founder of Argonaut, one of the
world's most celebrated developers of solid 3D
games. After many successes on PC and Amiga
(including Stargliders 1 & 2, ATAC and Birds OfF
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
NES to handle previously unthinkable 3D routines,
but also helping to develop the first game to use it -
Starfox. 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, Jez - first things first. For these readers wha haven't been around for

dankey's years like we have, who exactly are Argonaut, and why should
Nintendo have entrusted you with such an important project as Starfo?
A'-'fL'll. I started Argonaut when | was at school, about 11 years ago, and

we've showly built it up fram there. I'm 27 now. Most of the big games
that people remember us for are the 30 ones - things like the Sarliders and
Birds (F Prey - but we've actually done lots of other stuff too, and not all 3D
We did some versions of Days (OF Thunder and Loopz, for instance, and we've
recently dene King Arthur's Warld for Jaleco, which sn't 3D at all - very 2D,

Jez San, Argonaut ("SrRYEW)

By Jason Brookes & Matt Bielby

in fact, We also had a hand in
Space Football, which was
one of the very first Super
Nintendo games, and
really lousy - 1 don't
know why I'm telling vou
this, actually. It was a
bit of an experiment, |
suppose. Let's just
forget about It, shall
weT Anyway,
Nintendo gave us

this recent project because A
we had impressed them with both our
hardware expertise and programming on all
three of their systems. It's that simple, but that doesn't
mean it was an easy project to secure

Befare we o inta details, bow big is Argonaut now? How many people have you

got working for you?

Currently we've got two teams = a hardware division and a3 anftuwars

division - which both add up to close on 60 people. That makes us
probably the biggest developers in the UK, | think - at least, the biggest
developers who have everyone working in-house, The real problem with
using lots of freelance people, whi do all their work from home, s that
they can’t all help each other out on big projects very easily - the only way
we could do something like Starfor and the Super FX chip is to have lots of
people in the same place working together, being able to bounce ideas
off each other all the time

Top: Atari's 3D coin-op Solvalou was one of the games that inspired Srarfox
Above: Starglider 2 on the Amiga - one of Argonaut's successhul 30 games,



. Famicom had even been released in Japan, and we

looked awful. Despite all this, we went as far as to show Would it not have been possible to fund the develapment of the game designer
. Nintendo a version of Starglider running on the NES and they chip yourselves and go ahead on your gwn? 9

were suitably impressed with the speed of the game and also Not a chance. Developing something

with its simple shoot-'em-up design. However, because the this specialist is incredibly

technical abilities of the NES were getting a litthe bit outdated expensive in terms

compared to other formats such as the Mega Drive and PC of both the

Engine, Nintendo suggested we looked at their 16-hit machine, equipment and the

week, if | remember correctly, | guess we What kind of deal do you now have with Nintendo for Super
showed real enthusiasm and commitment Nintendo games?

to the hardware side of things, and We have a contract with them to do a series of 3D games -
because we'd seen the DSP chip they had and no. betore you ask, | can't tell you anything about

for Pilotwings (see special chips featire in what the others will be, except that they're both on schedule to
isgune 4 - Ed), we suggested doing be released towards the end of this vear. The very worst that
something similar - but custom designed could happen is that one of them will be pushed over into 94,
ti handle 30 polygons, sprite rotation but [ hope that isn't going to happen. We are dolng work for
and the like instead. Nintendo in Japan ather publishers too though, and you'll be seeing a fair number
took a lot of convincing, if the truth be of games from us over the next vear or so.

told, and eventually it was the American
office that gave us the go ahead and the
funding to continue. | think they're
just much more conservative

from something we

in Japan - it's the nature of
the beast. "‘ A’“ tllﬂ ﬂl‘mul'l'l, had started doing on the
character and spaceship Super FX chip much
— e —— — — - earlier. Our original
EorE - design was done by Nintendo Svbsee a
Above: King Arthur's Woerld (reviewed last issue) . ] ' in Jﬂ]]ﬂ]'l_ , , far more open-plan, rather
was developed by Argonaut at the same time as like our nld.‘irurgl'u#r gAImEs
Starfox. Right: Before that they had a brief hand in with a true 3D environment that
# 3D Baliblazer clune, Space Football had to be explored by the player. Nintendo,
however, wanted the first Super FX game to appeal to games
players of all types, so they designed something much more
aceessible but with enough depth to interest players who were
already familiar with these kind of graphics
Much of the game's programming - the 30 maths routines
and the basic game engine - was done by Argonaut, both here
in the UK and also by some of our guys who
are working at Nintendo's HO) in Japan, All
the artwork, character design and spaceship
design was done by Nintendo in Japan, with a

work an Starfor? Who did what?

Q How did your relationship with Nintends
Starfooe actually began

Dkay, bet’s talk about the Super FX chip. Did you
o to Mintendo with it, did Mintendo come to you,
o what? Basically, what's the stary behind it?
Our original idea was to do something not
unlike the Super FX chip, but actually for the
NES, This was back In 1990, before the Super

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 resolution
and especially the colours were so limited it still

Right: Nintendo's
Migamaoto San - top

the long-awaited Super Famicorm, expertise required
i Without some serious
You actually got to work on the Super Famicom even before it financial hacking it

went on sale? wonld have been

Yes, we were given a Super Famicom back in June 1990, virtually impessible. T A —

which was about six months before it went on sale In And, naturally, it would l:[‘:], :“F. "Iruu,ldll ;E:: Tng
Japan. | think Nintendo had liked our ability to reverseengineer  have been a very risky . 5;,::““.; UE::;]._,:I,." En',hnnﬂ;
the NES hardware and put impresshve software onto it without investment, too - there with colieague John Dean
using one of their development systems, The Japanese do was always the chance

things by the book far more than we do over here, and that sort  that the finished product
of thing makes Mintendo sit up and take notice. Anyway. after might not have been wsed,

the Chicago Consumer Electronics Show e

(CES) that year we started booking Let's get techmical for 2 minute. How
at the new machine and we ¢6 We'd seen the fast does the thing update the screen,
immediately transierred the P . - and how fast does the processor rin?
I'\'I:I:ivershn:c:r&'argﬁder DSP ul“p tﬂ'l‘ Pdﬂl‘lﬂﬂgs, The frame mlupi':_er_ quick
onfo it. It took about a and suggested doing enough to be fun. It's fast

== enough that the game isn't jerky. To
something similar. 99 _ Nt
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 o get a lot
more detail in. [ guess it mostly goes at 15,20
frames a second, which is still fast enough to
prevent things getting jerky. The processor in
Stefoe runs at 10,15 megahertz, which isn't
actually all that fast, but as it's a Reduced
Instruction Set (RISC) chip - dedicated to
handling 30 polygons, texture mapping and so
on for gameplaying - It's effectively as
impressive as most PCs can manage, The

chip can run faster than It does in Sarfox, but
the 16-bit architecture of the Super Nintendo
Starfox made its debot at the Las Vegas CES back in January restricts it slightly. Essentially, the whole thing is faster than a
thia year. The game was displayed inside a huge dome packed 286 PC, and about on a par with a 386 PC, at beast as far as Top: Mark Washbrook vests a new improved version of Nome
with TVs and was an instant hit. Jez lapped it all up, of course! gameplaying is concerned Alone 2 for THO. Above: Peter Warnes on the set of Starfox
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Just act natural,” says Jason. 'There
MmUsE be & few questons | haven't
asked yet Er, what's gour

ravourite calour? (Dodt! - Ed)

team of programmers under
the direction of none other
than Shigeru Miyamoto, (See
fmterview i issue 2 - Ed.) This
gy is simply the best producer of
video games in the world today, and he's
the chap responsible for all of the classic stuff

like Mario and Zelda. By the way, while | was in Japan | learned
that he had been responsible for Super Mario Kart too, but that
had actually been a shorter project than most.

Anyway, Nintendo committed a lof of their game designers
to the Starfox project. We had about 10 or 12 people working on
the Super FX chip, and six doing Starf itsell, while Nintendo
committed another 10 game designers, a couple of musicians
and 5o on. [t was very much a joint effort, and it's the first ime
they've worked so closely with a company outside of Japan,

Do you think you've leamed much from working with them?

A O ves! | think we've learned a great deal from their design
philosophy - their way of doing games. Most flight sims
are cult things, which you either like or you don’t - Nintendo
Tave the knack of producing games that will appeal to
everyone, and | think we've started to see how they do it. With
Sterrfoue they wanted something with the same feel as the big
coin-ops of the day, which at the time of conception were
Nameo's Sarblade and Atari’s Solvalow. In these games the
player doesn’t have to worry too much about where they are
heading, just ahar 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 it!

Did you ever think: ‘Oh na! Why have Nintendo smathered our

serious space shool-"em-up with cute, fufty animals?'

Ha ha! There might have been a bit of that at the start, but

| actually think the characters work really well - they
won't be enough to put off the high tech gameplayers who

If wou squint... [(Sop iif - Ed) Nintendo's HD in Kyoto, Japan
where several of Argonaut 3 proqrammers werg iaken in-house
to work with top game designer Miyamoto San and his renowned
development team. The project: Starfox

¢¢ Nintendo have a knack
of producing games that
appeal to everyone, and |
think we've started to see
how they do it. 99

might not really go for cute animal games, but
they'll attract lots of new people who've never
plaved a 30 game before. Nintendo are very keen
on characterising their games, and take this kind
of thing very sertously. For example, the
character models Nintendo used in the
promotional material were rumoured to have
cost around £100,000 to create. There's even a
Starfor comic inside one of the LS Nintendo
magazines. Most importantly, the characters in
Starfox create a team-like feel and add a bit of
humour too - another element that Nintendo try
to include in every game's design

“ Qnupww:wuwmﬁllhﬁmm

the 30 stuff you get on PCs or whatever?
[ believe we'll see all sorts of
games, This is a real entry level
30 game to get people who
wouldn't normally play them into
the idea of 31, but later games
will probably explore the
potential of 30 a bit more, In
Stavfox you can anly influence the
direction you flv in to a imited
extent, bt in future games you'll
be able to look behind you, or fly or drive in
any direction Vi wand.
| really think 30 games are going to be very
important in the future, There's all sorts of potential
fior 3D stuff - the Japanese are really into RPGs, and you
could do a great Dungeon Master-style game using the
Super FX chip. What I lile to see is a sort of 30 version
of Super Mario Worid, where you view things from just
behind the Marko character maybe, as in Starfox.

How much do Super FX chips cost? Will games that use
them be much more expensive than nomal games?

A Starfox cart costs slightly more to make than a Street
Fighter Il cart. However, its US price has just been
confirmed at $60 (about 540), s0 it looks like Nintendo want to
price it competitively. You coubd squeeze a 16 Mbit game like
Street Fighter il into 8 Mbit using a Super FX chip, so you could
save a bit of money there too, (And Starfox will apparently sell

For around $40 in the UK as well, which can't be bad - £d)

What do you know sbout games from other companies that will

be using the Super FX chip? Who's working an what?

Mintendo held a developer's conference on 1 February in

Seattle, where they showed the Super FX chip and other
stuff. Lots of developers seemed interested, but [ can't
comment on anything specific that they re doing.

Ok, go on.

Wedl, it"s 30 polygon stuff, but you can do other things
with the chip as well. You could do really good pseudo-30
games - you know, like Aferbamer or Ouffun
- with lots of sprite scaling and stufi. You
could combine Super FX 3D with a Mode T
backdrop, which can be done. You know the
backgrounds in Starfox = they re just ordinary
Super Nintendo screens, nothing to do with
our Super FX chip at all. Or vou could use it to
have lots of sprites on screen without any
slowdown, Loads of stuff,

Finally, does the Supes FX chip play any part

in the forthcoming CO ROM system, and what
GO ROM development are you invalved in?

The 32-hit processar in the CD unit is

entirely different from the Super FXs,
and is actually made by NEC. As the
specifications still haven't heen finalised,
mady things are still up in the air, but that
doesn't mean we're nid already developing
stuff for Nintendo's C0 platform, Cur programmers have
developed one of the most advanced data compression
gystems around, and we can now get full motion video on any

D system with movieguality smoothness (about 30 frames per
second). When Nintendo's CD system finally appears, most
likely early next year, vou can bet we'll have some of the very
first games for if.

Jez, thank you for your time.

The Uk version of Mtarfox - which will actually be

called Starwing (apparently there are a ¢«
umes on S-bit computers with the
) — will be released on 29 May, at

price of £40. (Could this possibly

uple of

European g:
name St

the propo:
mark a change of heart in
Nintendo's UK pricing policy?)
Mow tum to page 34 for a fall

review of Starfox,

WORK I PROGRESS

While Argonaut are certainly committed to Super
Nintendo develspment, they are also developing softwars
for a number of other major platforms including the
Mega CD, the newly announced 300 system, and CD ROM
development for the PC.

______——‘____P_i_w' Lewis Gardon is

\ imenived with CO

~

development at
Argonaut. ‘No
you can't take a
picture of this,
I'm afraid

ol

said no
pictures!
A sculfie
breaks out as

Lewis wrestes with
| Super Fiay photographer Rob and then falls for the old '0h
I've ran ot of flm

trick. This is as close as he got

Jald Mindang works on the sprites and animations for Ren
And Stimpy, & licence that Argonaut are working on for
THQ. On the PC, hoth the cartoon and sprite animations
can be viewed skde-by-side. Nice friends, Jaid. .

Ren And Stimpy, an immansely popular American cartson

With humour similar v that of The SIMEs0ns,

\ J
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Children under 186 must seek parents’ or guardians’
permission before telephoning

S o

Wi g
COMPUTEREDR

Cﬂmputel- games‘
COMPETIT m !

Pione 03381422022

No responsibility can be accepted for enfries not property
recorded. Calls are chorged 36p a minute af cheap rate

No correspondence, No alfernative prizes. The judges’ decision is final. H']’nnersml.'ﬁam.hﬁedhypm and 48p o minute of all other times,

ANY GAMF
FOR ONLY

Just send £5 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 1o 28 days
for dativery,

AMES EXCHANGE

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

Post to: Q&Q Ltd, Gild House, Bournemouth, BH2 6AW,.
Name

Address

Signature of Guardian
{If under 18)

My first choice of game is

My second choice of game is

My third choice of game is _ 3 i il

1 enclose ch&quei_| Postal Order U made payable to Q&Q Lid for £5 and one of my
existing games for my computer system. Sega Mega Drive |_—| Game Gear |_
Master System [] Super Nintendo || Nintendo Gameboy ||

If you are nol completely satisfied, we will send the game you exchanged back o you.

Post to: Q&Q Lid, Gild House, Bournemouth, BH2 6AW.

Nintendo, Gamebay, Super Nintendo, S&gu Sega Mega Drive are all registered trademarks of their respective companles. Q&Q Ltd are not endorsed by or related to them.

&0 Lid, B'mth, BH2 6AW




WDAMS
SEAMILY

IN: PUGSLEY'S
SCAVENGER HUNT

They’re cree- (No, no, NO! Start again! - Ed.) — %%
Er... Ocean, eh? Not content with releasing one BN I

i : In: Pugsley's Scavenger Hunt
really good Addams Family game, they've now R el
gone and done another one. Only this time it's [Jrbbarirt i

based on a cartoon series - and it's even better :'-lenw iﬂ-pr“
ayers:

looking than the first one! IO HERNEE

In the manner of 0 many recent All you'll find through

Ocean platform games, Pugsley this door is Pugsley's

starts off in a hallway-type place, sister, Wednesday,
with doors leading off to the  who's challenged him

game's various levels. That 1o find six objects

means, rather wonderfully, that sha's hidden around

you can choose the order you play the house.
the game in - although a couple of
levels are inaccessible until

L

you've completed the first few. Climb this rope to the attic, which
g inhabited by mice and bats.
There also seem to be lots of

gxplosives up there — dynamite,

exploding baddies, and cannons really nice two-layer parallax background -
which fire projectiles you can ride on somathing you'll have to take our word for,
(if you're careful). And it's got a as they don't come out well in magazines

The hasement i
guarded by a
squingly pink thing,
) wiho only
= disappears once
g you've done Lncle
Fester's lab. It's all
g dark, and full of
conveyor belts and
tricky jumping bits

:

This is the game's final level, which
you can't enter until you've completed
all the others. It's a slippery ice world
whera 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
invalving lots of switches, and loads

% of imvisible-platforms-that-only-

rmaterialise-when-you-land-on-them.




' COME AND MEET THE FAMILY

While the first Addams Family
game was loosely based on
the film, this one's licensed
from an American cartoon
that Isn’t Shown over here.

—\\ e THE "EHY BEST BITS .

There’s more to Pugsley's Scavenger Huni than
simply jumping round platforms, dodging baddies
and all that stuff. F'rixample...

BERINK THIT SHRINEING FOTTroN
IT MILL WELP YyOu & LoT

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
(Uncle Fester apparently
‘takes off his socks and
reads his toenails’).
The other difference is
that the cartoon's
actually guite funny.

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.

Up these stairs is,
er, the other attic.
And — wow! — the
whole thing takes

ound — & place in a crystal

ord for, a8 L B SE U ball, under the gaze

ll.

zines. P T BT - Dl of Granny.

Herg's Uncle Fester's
laboratory, the scene
of many a fiendish
axpariment. And,
alarmingly, you've
been shrunk down to
pocket size...

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 eveballs,
killer Van der Graff generators and these
sort of funny green squidagy things.




The game's positively awash with secret hits. 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 bit of
wall and generally just keeping your eyes peeled.

Did you like the
original Addams
Family? Then you'll
T like this - lots. It's one
| of those rare sequels
- | that's better than the
L= 41 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

B P OO AT

GOOD, BAD OR UGLY?

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 succeads 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
collectables (shiny dollar signs and so on).
However, once again it's improved,
particularly in the way it's presented - the
Jevel 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.

The truly amazing thing about The Addams Family is that,
although it's blimming difficult, it's difficult in a
completely fair and above board way. If you lose a lif

it's always your own fault, never the game des

yiou're naver sent back too far before being give

chance to try again. (This is in stark contrast to Ocean’s
other recent platform game, Leffal Weapon, in which the
slightest slip — which itself could often be put down to
sloppy programming — would send you right back to the
etart 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 mark, and
then land n 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.

CONT INUE
Ly L]

Families, eh? You put up with all their nonsense, you do
fou can tn FesCLe thﬁrn ml:l ThP pui -.'uu into

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-
dammit 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
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VERDICT: Brilliant graphics, great
sound, lots of inventive bits and a
nicely pitched difficulty level add
up to one of Ocean's best ever.

SOUND
| 890

OVERALL
SCORE:




il ABIT OF A DEAD BOSS

{
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 invalve simply jumping
on their heats a couple of times. And they don't really fight back much.

mill is that,
e a life,
an's, and
B d
Ocean's o e
which the ; v i
own to -ne of the best bits of the game comes halfway through one of the levels. (We're not
ack to the . %=dng you which because, erm, we can't quite remember.) (Clot! - £d') Suddenly you
hit we 9 yourself underwater, dodging lots of snorkelling cats who make this really sweet
jump up midow' sound.
ark, and
find
very little Fugsley’s quite an animated

ithe fellow. He's vary welf
animated, too, And he likes

you do
you into
allet,

.marmalade sandwiches.

I've been sitting here
for about a quarter of
an hour now, trying
to think of an
interesting way to
‘ start this 'Good, Bad
or Ugly?' box. But,
short of giving you all that creepy/kooky
spiel again, I can't. So what I'm going to do
is simply point out that Pugsley's Scavenger
Hunt is absolutely brilliant - which it is -
and try to explain why.

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
Cluest 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
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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 Mickey's Magical Quest
or Super Mario World, and it could be
more than many people can handle. There
are no passwords or anything, either,
making it even harder still. But that's
probably for the best, in view of Mickey's
regrettable finishability.

® Jonathan Davies

SOUND
94% | 90% | 90%
GAMELIFE | OVERALL

oo | - 0%

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

GAMEPLAY




A new breed of game has arrived - the Super NES
solid 3D game - with the help of the much
publicised Super FX built-in cartridge chip and a
fab new set of Nintendo characters. Buckle up
and prepare for the space adventure of your lives...

Japanese US Release —
E——
Crarfry

arfox
n: Starwing)
Publisher: Mintendo
Developer: Argonaut/Nintendo
Price: £60-70 [c _
Release: Jap: now/US: late March/

UK: April
Players: |
Cart ROM: 8 Mbit

This map shows
the three
different routes
you can take to
bad-guy planet
PRCERRMEDE T Venom — each
okl % one getting
progressively
harder to do.

Tunnels give a real

ditferent from most Super NES games foeling of speed

- 3D polygon graphics. Solid 30
hazn't been exploited much on the
SNES in the past, and the reason is
phvious - the machine is hopeless at
displaying them. (Look at Race Orivin’
for proof.) Starfox is the first game to get
around this by incorporating a custom chip
to boost its abilities in this area. it"s callen the
A W Super FX, and the things it's enabled the Starfor designers to
do should become clear over the next few pages...

|

The staryline of Starfox goes like
this: The Cornerian government,
threatened by baddies from

]
w
&
-

. neighbouring planet Venom, built poet "5,‘ aaT kg
L themselves a brand new style of ﬂﬂi‘ﬂht_ 152 cm
| ] fighter ship — the Arwing. This, it ‘““;,-, Fo
| | turned out, was no ordinary piece

o\
o P’-____ 'l,I "

of military hardware = but (almost
too late) the Cornerians realised
they didn't have anyone to fly the
e damn things. Just in time, a
_,j'l special team of ace pilots was
s 1 selected from the hundreds of

Our patentad

film-strip type ; :
attalr a,I]J{_,?;d animal hybrids trained at the PROFILE
" unti'w pusi s | Galactic Military Sehool Of
side o] the pags : Y Flying. Neediess to say, || Slippy Toad

oW .1' Y only the top dogs made Age: 19
R e i the grade. (Well, a fox, a Weight: 46 kg
Starfox's ace intro s rabhit, a frog and a | Felghtz 113 cm
stquance. L hawk, to be exact.) The Species: Frog

| | Slippy also gradusted fram the

5“”'_3‘1 team are a Earacllc Mi !tal? Sehoal 0f Flying
Robin Hood-style || He's ala hit ﬁl a liability In bath .-
st I | ghowing off with acrobatics whan he
bunch ““3!‘ il !”51 ghould %a puarding Fox's tall. He's &
for this occasion. | cheerful chap, and his broad
The following info is || Yorkshire accant is a source of
for operational amusament in tha offlcar's mess.
usa only

WARNING!

Imported copies ol Sfarfax |
need a special adaptor 1o
run on a UK machine (see
Super Express). So it might
be worth waiting for the UK
release (called Starwing)
that'll apparently only cost
£40 (and be in English!),
befare splaghing any cash.




LEVEL ONE, STAGE ON
CORNERIA

Corneria s the fleet bass, and home to Fox, his chums
g other Cormerlans of all animal species. However,
your home planet is under attack — and these guys
#oa’t mess about. As soon as your team |s dispatched,
you et locked Into a serles of dogfights. And then
thers are the falling bulldings 1o beware of...

Ndo

March/

Fox can fly through do good things

U points, or replenish your
cular one, however, doesn't give

taybe a quick thrill,




LEVEL ONE, STAGE TWO:

THE ASTEROID BELT LEVEL ONE, STAGE
A change of perspective marks this stage. It's THHEE THE ﬂrﬂ DHUSS

actually possible to view most of the level from inside SPACE AH MADA

the Arwing fighter itself, though occasionally the
viewpoint changes to from behind the craft [as on
level one). A tairly standard Head-Up-Display,

This is the first time that slow-down rears
it's ugly head in the game, but it's not
too bad - the frame rate just goes right

down, and things get a little jerky, is all.

It's hardly surprising though - the armada

is a spectacular sight, with each of these

giant spaceships brilliantly designed.

complete with cross-hairs, proves very etfective for
taking out the alien scum.

nd of stage three, and this
The bald,
infortunately, you

rougn e pages ofa magj
sphere = somehow 3 ’
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on things
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SHIELD

JONATHAN SAYS...

| Although we all loved
| Starfox here at Super
Play, Matt and Jason
were worried that, in
; their eagerness to be
& Yo% | completely fair and
LR R e __| objective, their reviews
had ended up sounding a little, shall we say,
downbeat, So I'll brush aside the fact that
Starfox isn't the hardest game in the world
(swish!), and that once vou've played it a few
times it might start to get just 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 Starfox’'s graphics being all right, but

Mow, this is wi

naf | call a well designad

sprite_It's chunky, cuddly {ER? - Ed

and, wall

It's kind of like

thing. (Sorry
150t helping
much, is it?).

0Fa moment,
fat high speed over
B8 and straight towards. .

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 Starfox isn't just a flashy demo of the
Super FX chip, either. The programmers have
lavished just as much attention on the game's
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

It just looks complately f

a, ar, hig fat

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 guality of the
animation extends to all the introey hits 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 have
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!

WTEITET L40dMII




LEVEL ONE, STAGE FOUR:
THE METEOR

Hare our hoys travel to the last staging post on
thelr way to reaching Venam - an enemy
gtation on a giant meteor, The defences are
strong here, and only the most skillful pilots
are likely to make It through.

LEVEL ONE, STAGE FIVE:
VENOM'S OUTER DEFENCE

Venom's outer ring of defences must be
penetrated hefore the final approach to the
planet's surface can be made. The Phantamx
Battle Craft at the end of this section must be
followed down onto the planet's surface.

VENDM - THE FINAL GORI

ANDROSS 1S HIDING 0N YENOMN  FOV,
40U MUST FIND HES CORE ERAIN AND
CESTROY ITY

MATT SAYS...

g — — It seems almost
W churlish to start off
s i it with a negative
.79y, &  comment abouta
; jj\‘"-ﬁ N game as significant as
- . this one, so please
| VweRess [ fiongive ime - 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 shoot-"em-up review
and everything) but I'll 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

<

Doops! i
Sorry :
Peppy |

the trigger slipped!
Things get noticeably
faster on stage faur -
enemy helicopters fly
around at an alarming
rate, with many of Mem

|'-r'_

flying right for you!

../4;1:;

el R

& -

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 Zeldas, Mario Karts and so on)
had 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 sim 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 fab.

Certainly, I've rarely seen 3D graphics

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. Even if you found the rest of the first
level easy, you're going to get some problems here.

a
o

=1yl gan rotates
s you plummet towards th , r, most
probably crash. Top pi
get Fox to pull up just in tin
barrage of gnemy raps.

SHIELD

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 MeCloud
and buddies to humanise (well, animalise)
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
opnly 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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ace on Venom's
It of clever

stop you firmly
gst of the first
roblems here.

exclaimed everyope, as we all slared at
poth approach to this fortress-type thing
Samey! we all shouted, as our ship 2oomed oft
ain e sky, turned, and shot down inta the
ortress’ core. ‘Bloody heck!” we cursad, as the
mevitable happenad. (We got blown up.)
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utes, mind). Watch this guy = he
uck the whole universe into his
. It's hard to kill. And to think, aven
the two harder difficulty levels yet!

Now I'm
SIAREGX | notone
b, N = to be
"..'\'_g | sexist,
h# N but after
- Y% playing
R 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 fab polygon-based
driving game Stunt Car Racer
for my Amiga. After a couple of
minutes of intensive play-
testing | Gulp! - Ed.), my
girlfriend leaned over and
whispered, ‘Can you imagine if
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, Jase? = Ed.) Sha
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
Starfox 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 Starfox in the office,
thare was Sue, leaning over my
shoulder and going on about
how she didn’t like the
graphics much. Ho hum.

50 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
Starfox's look than if
you've been hrought
up on a strict diet of
2D console games.
The whole look and
feel of 3D does take
time 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).

5till, don't be
disheartened - these
are still incredible
graphics. They're
consistently smooth
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93%

GAMELIFE | OVERALL
87%

and fast enough to effectively
convey the 3D action they set
out to convey, and
{importantly) are much more
imaginative than the 3D stuff
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,
Starfox is well structured, but
hardly revolutionary. The
arcade coin-op Star Blade is
similar, for instance, though
here the action iz slightly lass
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 increasingly
difficult, routes to completing
the game - it gives Starfox 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.

8o, Starfox is a great game
then, and a fabulous
demonstration of the Super FX
chip. It's simp!y the most
exciling 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 Brookes

GAMEPLAY
92%

93%

L2

32%

SCORE:

VERDICT: A fast, smooth, stunningly
playable and addictive shoot-"em-up
that demonstrates the abilities of
the new Super FX chip brilliantly.
Fabulous graphics and sound, and
well-paced playability, all add up to
a real winner. Game of the year.
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IMPORT 14/

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 incarporate it into another of these
terrific film-strip type things.

At first glance this could
easily be a still from the
maovie. Look a bit more
clasely, 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 if it was...
scrolling. See how one
baddy looks uncannily .
similar to the next. Look st
at the baddy reeling back
as Batman plants a left
hook on his chin. And thus
it is proven: Batman
Returns is a scralling
beat-'em-up.

Baddy number one is Catwoman — half
cat, half woman and a bit lewd.

£
T N

Baddy number two is The Penguin - half
“the’, half penguin and very ugly.

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 kitted out in circus gear.

‘Quick! Somebody call Batman!" “I'll do
it, if | can get this thing to work...’

>

£ 2

‘Just a minute... I'm Batman, aren't I?
Better go and pet me cozzie on, eh?’

And so the Caped Crusader sets off to
clean up Gotham. Hurrah!

SURETKE

This baddy's quite a tall' erder and he throws - .
flaming torches. Fortunately, Batman's brought along The end-of-level baddy seems to have taken a fancy to
a supply of Batarangs. Michelle Pipffeiffpfppfer (or whatever her name is).




Japanese Release

Game: Batman Returns
Publisher: Konami
Developer: In-house
Price: £E50-E60
Release: Out now
Players: |

Cart ROM: 8 Mbit

Level two is largely similar - lots of streets
blanketed in snow, and crawling with The
Fenguin's accomplices. At one point you head
indoors, though (so that's a bit different).

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

We're not entiraly convinced by the
end of level three, whare you run into

kill = a ludicrously long time, in fact - and
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 gol
to fight her at the end of
level four as welll)

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

0n, blimming heck. It's
her again.

's another
cer!

(:atwoman’s got a huge number of
special moves and things, most of

This is a bt more

seem to be
pushing back
any fron

up against B
Penguin and
hiz umbralla

R LHOdINI




Thanks to DMC Consoles, [022%5) 448253, for the loan of this cart.

N 57 G 5: TO THE BATMOBILE!
'|

Events take a turn for the worse in this driving-game bit which, to be
complotaly frank, isn't much cop. The road serolls nkay, with soma nice hilly
hits, but the motorbikes you're meant to shoot jerk about horribly, and it's
quite a relief to get back to hitting people.

Gan shum

B STAGE 6: THE CIRCUS TRAIN

Here's where we have to admit that
owr 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 fast-moving train
carrying yet more circus performers.

Sae what we mean?

- héra they are.
(th 311.1" k

they're -:IrltE-l'.l ~far
from it, in fact,

Batrman's got a formidable array of
maves and things up his sleeve, many
of which we've dotted about on the
preceding pages. Here are some more,
including one involving the Bat-Rope

and a great swishing-around one.

The hills are good.

The end-of-bevel boss is this

baddy-coverad v

Giwnthn-l:hubut
| bits of the Batman

T'URMNS

made the right decision in crafting Batman
Returns as a 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 rule. 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

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

And the other terrific thing about it is
that Konami 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-S8ignals whizzing in
and out. And the actual game itself is even
more Batmanny 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. [ thought the first
Batman film was great, but the second one
just seemed to go completely off the rails.
The plot didn't hang together at all, all that
Christmassy business smacked of Home
Alone and the like, and Danny DeVito was
just plain irritating. Konami have captured
all that perfectly, along with all the good

bits described above, and so I kept having
horrrible flashbacks while I was playing it.
Even Danny Elfrhan’s nerve-jangling score
has been faithfully reproduced. (I 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
serolling beat-'em-up formula, have come
up with one of the best film games ever.

® Jonathan Davies
GAMEPLAY

9 Do
GAMELIFE

80% B?ﬂ |

VERDICT: Konami have consolidated
their position at the forefront of
Super Nintendo development once
again, producing both an excellent
film conversion and a brilliant
scrolling beat-'em-up.

GRAPHICS |
90%

SOUND
89%

OVERALL
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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.

popularity of RPGs in Japan is all rather
puzzling. After all, most of us have been

brought up on a strict diet of console action
games - from that sort of perspective, these text-
heavy, weedy-graphicked RPGs look very
unappealing indeed. So unappealing, in fact, that
they almost always perform poorly when they're
translated into English, with most Japanese
themselves 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 gaijin (foreign)
gameplayers have been asking
ourselves a question

T o the average Westerner, the Incredible

o

Now
this is
mare ks bt
Bamutiful and
majastic — just

Iike an RPA
hare shouild be.
It's & shama his
name's Darun,
though. (Honostl).

lately - are we missing out on something
+ important here, or what? Let's try to shed a little
light on the situation, shall we...7

WHAT EXACTLY /S AN RPG?

lightly - vou need to commit a lot of time
to them, which is, alone, enough to put off
most Westerners. This isa't, of course, the whole
story, however — after all, RPGs in the style of
Dungeon Master et al are incredibly popular
in the Wesl, and are just as involved as your
average Dragon Quest or what
¢/~  have vou. 50 where does the
\, _ difference lie?
| 4 In order to

\ ‘ _ understand

R PG's aren'’t things 1o be entered into

that, we
first have
to define
what we
mean by the
term "RPG".
One useful
definition is
to say that
they're games
where the
player actively
puts himself in
the shoes of
omne or more of
the game’s
characters, and then
directly influences
the way the action
proceeds. (This is, of
course, the diametrical
opposite of something like
a shoot-"em-up, where the
action is pre-set, and vou, as
the player, simply have to follow
the course the game designer has
already dictated for youw.)
This s, in as far as it goes, true of all RPGs - s0
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, briel descriptions of most of them tend to
make them all sound exactly the same (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

\

‘and European games players find with them. Put

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 thelr 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 be killed, normally in one of two ways. You
either get arcade-style slash-ol-a-sword combat
{as seen in the action RPG Zelda), or — more
traditionally - the take-turns-selecting-the-right-
text-option combat mode. In this one, the player
uses maglc 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 RPG a very different beast to its
Western counterpart a bit further on.

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

¢ll - they can be. If ever a game needed
time to ‘get into, it's an RPG, and this is
the main stumbling block that most US

simply, we tend to be too impatient to bother
with all the text boxes and selection screens that
dominate most of the genre. 1

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 manga)
play a significant part in all levels of Japanese
soclety. Stories — and particularly stories involving
far off lands and mysterious creéatures - crop up
everywhere in Japanese life, It's a background in
which RPG-playing can thrive. The reluctance of
most young Westerners to read outside of school
or work time 18 a characteristic that just doesn't
meld with most heavy-going RPGs. And this doesn't
look likely to change in the near future either.
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S0 HOW DIFFERENT ARE
JAPANESE RPGS?

o the Western RPG fan, first-person
I perspective games like Dungeon Master,
Eye OF The Beholder and Ultima
Underworlds - where the player views the
game as if he or she were 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. S0 why should this be the
case? Well, one reason is that the Japanese
enjoy thinking of their little characters 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
Master haven’t found their followers in Japan
too (the Super Famicom version has sold well

. since its release over a year ago), but it's not
- what they usually go for.

The other 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

of the landscape, quite easily getting lost in the
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 comics in which you don't so0 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 serles like Final Fantasy or Dragon
Cuest. 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.

Abovi: [iscussing the possibilities behind Finel Faniasy
T - pes, another ssquel is already in the pipling.
Right: Asmilk's Lanmos contains a usaful diarg of events.

SO WHAT EXACTLY MAKES
A GOOD RPG?

o-one is more concerned about this than

the Japanese, and to illustrate the point

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

1) AUTOMATED FIGHT SEQUENCES
Recent articles in Japanese games magazines
talking about the future of RPGs have
revealed that the automated fght
sequences, as developed for Dragon
Chueest V, have proved extremely
popular, and now look set to
become a standard for other
games in the same series,
Artificial intelligence drives 7
all the characters on your s
side, apart from the main "T/
warrior character whao is
under your direct control.

Abowe: Dregon Juast V- Automatic fighte!
Right: Liztan guys, this adventurs had betier be a
good ana. Here's the plan...

All the player has to
do is choose the
relevant tactic he
wants to use and then just 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
o~ who don't play
o84 regularly enough
T, 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) GETTING THE RESPECT YOU'RE DUE!
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 to be the saviour of the
land, the population should treat vou accordingly -
ie coming to give you whatever information you
require, instead of you having to search for it!
‘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 right level without
testing people’s patience. Some people like the
tactical challenge of a fight, while
others want to

e “.i_,______ _é;‘_
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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
easier or harder than
the designers set

them at, some die-hard
Japanese Dragon Quest [ans have gone out of their
way to get the US Dragon Warrior versions of the
game series, because the English text both makes
the games even more difficult, and improves their
knowledge of the language at the same time! That
sald, 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.)

In the US tha Dragon [uest series
1= called Dragon Warrfor on the
MES. The fourth gams ks dus soon

5) VIRTUAL REALITY

This is a buzz-word on the tongues of all Japaﬁese
games freaks at the moment, RPG fans in
particular, Apparently, some Japanese games
designers are so keen on creating a ‘true role
playing 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 on 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...)

Above: A couple of undred wolts ap sach arm might jost
convincs gou that pour cambat technlques are severely lacking.
Laft: Lagand Joest - ona of the Arst virual reality APEs,

THE DRAGON QUEST
PHENOMENON

How Enix’'s RPG series became the toast of Tokyo

e've already talked about Dragon

Quest in some detail here in Snper

Play (in a feature entitled Dragon
Cuest V: Inslde Japan's Favourite Game in
issue %), but a few points we made there really
need reiterating here.

Chief amongst these, of course, is that the
) 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 Dragon
Cuest Vithat created queues of Tokyo
gameplayers lining the streets to buy the new
game long enough to swamp anything Stree!
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
fraternily, who claimed that punters queuling for
a copy had left an unreasonable amount of litter
in the streets. The Japanese government has
recently decreed that Dragon CQuest games
should only be launched on Sundays or national
holidays, to try and cut down on the extra work
and school absentesism they cause.)

However, almost as important as the
immense popularity of the Dragon Ques! series
insicle Japan is its singular lack of appeal
outside that country, Amerlcan versions (with

The main queue for Dragon Quest ¥ owtside BIC Camera in
the Ikebubura district of Tokyo on the 27 September last
gear. Dver 12,000 people bought 30,000 copbes af the game.

all the text translated into English,

and redubbed Dragon Warror) are

notorious underachievers. Much of

the appeal of Dragon Quest comes

from the character designs — the

work of Dragon Ball artist Akira

Torlyama, a major star in Japan, but

unheard of outside of it. In fact, it is

this star status bestowed upon many Japanese
character designers that seems to define the
appeal of all Japanese RPGs, and the Dragon Quest

games in particular, inside Japan = and their failure

outside of it. Japanese gameplayers like vast casts
of characters, all with their own histories and
personalities, to get lost in - it fits their often fairly
introverted lifestyles. For the same reasons they
like the vast, difficuli-do-finish, games these
characters inhabit. Western gameplayers prefer
their thrills immediate and relatively uninvolved.
It's just a difference of attitude.

DRAGON QUEST | AND Ii: COMING TO THE
SUPER FAMICOM
The NES originals make the jump to
the new machine

The higgest recent Dragon Quest-related

news has been Enix’s plan to release the

ariginal two Drogon Ques! games — Dragon

Quest I and DO - on the Super Famicom.

(The first four Dragon Quest games on NES

have sold around 10 million copies belween
them, each one earning a place in the top 10
highest sellers of all time.) Graphics for both
games = which will appear on the one cart -

have been upgraded, with the new command
system introduced with DOV added to make
them easier Lo play. Scenarios and events have
been mucked about with too - both to improve
things, and to keep those who played the NES
versions of the games on their toes. Unsurprisingly,
the Dragon Quest-mad Japanese have gone
completely mad at the idea of this = there's no
release date vet, but Japanese street cleaners are
already preparing themselves for trouble!

Abowve and
right: Oragon
(uest ¥ for
the Super
Famicom.
Below: An
adwert that's
causing a lot
of fuss for
Dragon Quast fans at te
moment - the original [ T and 2 are
381 to appear on the Super Famicom
ingether an one carridge.
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AND NOW...
LOTS OF NEW RPGS!

here have never been quite so many new

RPGs in the Japanese games market as

there are at the moment, and telling them

apart can 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 in the
West, some of these games might even get
translated into English one day...

7

(FMAX)

more 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, Lumious. The viewpoint changes all the
time in this one, with the combat scenes
rendered in extreme close-up, while the
wandering about is tackled more sedately.
Out in the middle of April on 12 Mbit cart.
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and has won loads of
fans -~ mainly because it
utilises the Nintendo
mouse to full effect.
Other characters join
your party and wander
around behind you as
you complete each
stage. The graphics are ==
particularly good in this ==
one, and the game -y

ELF“R'.A comes with some fab E-'
(HUDSON SOFT) racane 9

Ifaria is a 12 Mbit title and has already Japanese gaming
been around for quite a few months in artist Susumu
Japan, but is still selling very steadily Matsushita.

(TAITO)

his is apparently

Taito’s own answer to

Dragon Quest V and
Final Fantasy V, and initial
reports suggest it's another
top quality RPG, though it's
very similarlooking to its
main rivals. The game's
main claim to fame is that
it's so big it's actually split

story structure similar to
that of Star Wars), which
are linked together as each

section is completed.

( ESTOPOLIS Estopolis 1s 8 Mbit in

into three different stories (a

size, and expected to be
relmd in June.

" DORABOTCHAN
(NAXAT)

his is an action RPG like Zelda,

created by Red Company - the

team behind such class stuff as
Hudson Soft's PC Kid games on the PC
Engine, and the recently released Elfaria
on the Super Famicom (cf). In case you
were wondering, ‘Dora’ is taken from the
Japanese word Doracula (or Dracula),

Son OF Dracula, except for the RPG
\p_em]m:eﬂve. The usual magic and items are

while ‘Botchan' means young man or master -
it’s similar to the old PC Engine platform game

there in abundance
to be collected, and the

(FINAL FANTASY V
(SQUARE SOFT) j 1

his is currently the only dead cert

for translation into English for

the US market. While the Final
Fantasy games play second fiddle to the
Dragon (uest 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 (DO first appeared in 1986), !

(" ALBERT ODYSSEY
(SUNSOFT)

fabulous looking 10 Mbit RPG 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

eight mysterious lands
you have to explore. You
know the kind of thing -
talk to people, search
buildings and, yes, kill lots and

that's hidden in one of the

game is available now while the massive-selling fourth instalment

on 8 Mbit cart. came out on the Super Famicom in Autumn
1991 to rave reviews. At first glance Final
Fantasy V looks similar to DOV, hul its 16
Mbit cart has better " o
graphics and sound

lots of baddies. Albert Odyssey has been = which have won

available in Japan since March, and has over lots of real DO

been very well received.

fans. It'll appear in
the US later this
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OGRE BATTLE
(QUEST)

nc of a popular serics of RPG/strategy
games on the Super Famicom and
almost a cross between a board game
and a standard RPG. The most oulstanding
thing about Ogre Battle is the attention that's
been put into the graphics - 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 conguer the land and eventually the world.
This is available now but, because it's so
complicated, don't expect to see
much of it in the UK.
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G NEUGIER

(WOLF TEAM)

his is shaping up to be another nice-

looking action RPG. The gameplay is

gimilar to that of Soul Blazer, but with
more features — including a gadget like the
hook-shot in Zelda that can be used to get
across 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 Mhbit cart, and should be worth a look if

any coples make it into the UK.

X

(T & E SOFT)

his is a Japanese PC game, originally

entitled Sword World PC, that features

even more text than most RPGs (Let me
at it! = Jonathan). The usual characters crop
up throughout the game - clerics, bards,
priests, sorcerers and so o, but it's possible
to actually create your own character. The
neat thing here is that the story is influenced
by the people you have in your group, and
the types of information you manage to
extract from the town folk. This 12 Mbit RPG
isn't expected until August this year, so
Jonathan and his pals will have to be patient.

'/I:EGEND OF HEROES I

DRAGON SLAYER
(EPOCH)

his one's a sequel to the original

Dragon Slayer game that appeared on

the Famicom {NES) and PC Engine Super
CD - there's an action-packed anime 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 ¥s games -
you should recognise the look (lots of tiny
sprites and fairly simplistic graphics) from

)\ previous versions remains to be
i seen. This one's scheduled for a
fi June release on a 12 Mbit cart.

SWORD WORLD SFC )

HOLY SWORD

LEGEND 2
(SQUARE SOFT)

his 16 Mbit game is the second most

eagerly anticipated RPG in Japan at

the moment, after (of course) the
newly announced Dragon Quest fall. 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 bestlooking 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
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UNIT 15, PRIORY MARKET PLACE,
PRIORY CENTRE, DARTFORD, KENT

TEL NO: 0850 423-673
We deal in buying & selling used
games and also part exchange

16-BIT NINTENDO
Star Wars Tiny Toons
Street Fighter 2 Final Fight 2
Fatal Fury Alien 3

Cool World Combatribes
Mickey's Mystic @ Nigel Mansell's
Quest Grand Prix

ALSO IN STOCK:

Super Nintendo @ Game Boy
Game Gear @ Mega Drive

All latest games in stock
Ring for availability
AMERICAN, JAPANESE

and ENGLISH GAMES
P&P ADD £1.50 PER GAME

GAMES - GAMES - GAMES - GAMES

into
English,

JUST ARRIVED il
TOP FIGHTER g ! TURTLES IN TINE
¥ (, B BUTTON r 5
WAMABLE, LGD 5 } y ‘ i
SCREEM, AUTOFIRE, T i iif, ; -
SLOW MOTION = A S ¥
ARCADE QUALITY 3 o A A '&'
SWITCHES AR el
LT EDHTION £49 + c FLE THMDERSTIRM
£3.50 P&P

ARE:- CABAL, DOUBLE
DFAGON, POW,
MOCNWALKER,
ROBOCOR, CADASH,
ROLLING THLINDER 1, [
WRESTLE FEST, WWF, hssd
ST FIGHTER Il 1
PRICES FROM £95 TERMIKATOR

ORDER DETAILS: AN consoles are despalched Parcel Force Mexl Day Dalivery

{Saturday delivery |s extra £6.00) Cheques - Please allow 5 working days for clearance.
P+P: Consoles £10.00, Joysticks £2.50. Each game £1.50
Please state if you are a new customer or please quote your customer number,
All machines and games are Japanese unless otherwise stated,

ORDER HOTLINE 2AM TO 6.30 PM
TEL O782 ZF1Z2Z759

GAMES - GAMES - GAMES - GAMES - GAMES
SNV - SNV - SNV - STV - STNVI




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 Pelley...

Your ultimate goal in
Aerabiz is to create a
global airline netwark,
beating your three
competitors. You start
the game with just one
office, but a huge sum of
money to work with.
From then on you enter
the cut-throat world of
wheeling and dealing...
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To set up a route, negotiate with the destination So how are we doing? One problem with Aerobiz is that it's
country for use of their runway. Then designate the a bit hard to tell exactly how you're doing. This screen pops
number of planes and flights you'll have per week, and up every so often, but it's not really much help.
P : ALL ABOUT ICONS \
Don't forget to buy some Consult your people
planes. (Manufacturers Extra promaotion will for advice on how
Liss this iconto  introduce new planes as the keep your name inthe  you're doing, and what
set up routes. fame progresses.) spotlight. to do next.

Up to three correspondents can  Maintenance, Building hotels will bring This icon advances
be sent to different countries to  advertising and service  in money, and offices in you on three
negotiate for slots (it'll take six  are all important, Set other countries will help months.

maonths, though) budgets for them here.  you expand your network

| j __ 4

Thanks to Shekhana Consoles, (081) 340 8588, for the loan of this cart,

AEROBIZ

UE Releasa

Game: Aerobiz
Publisher: Koei
Developer: In-house

Price: Approx. £45
Release: Out now
Players: | to 4 simultaneously
Cart ROM: & Mbit

GOOD, BAD OR UGLY?

| The sensation which
tingled through my
body when [ 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. | was daunted, knowing
that it would take me ages to suss out how
to play it. [ 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, I'll 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 hox, 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 just one country, say. So if
you play the game properly, yvou'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?

@ Rich Pelley

46% 65%

E | OVERALL Egﬂ/
730, | SCORE: u

VERDICT: A well presented attempt
at a little strategy on the SNES, but
it's too serlous and down-to-earth.
There's just not enough to do.
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Game: Psycho Dream
- ! E Publisher: Riot
¥ I : ] Developer: Telenet Japan
. Price: Approx. £45
Release: Out now
Players: |
Cart ROM: 8 Mbit
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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...

Many of the

cestures inhabiting

e particular Super

BES wil-fest release l
WEEDON POWET-UPS g

nd shields. (Either B 9

St or Ryo has
overdosed on
Ready Brek.) SELSESE

appeals to me as a

games is the enforced
omission of plot: I can
| no sooner read

! Japanese than I can
howver across the room without crumpling
the Axminster. As far as I'm concerned, the
game's called Psycho Dream and it stars a
blokey, Ryo; or a girlie, Maria (depending oo
your personal preference). The rest of the
story doesn’t count.

However, even avoiding a quick peek at
the pictures in the instruction manual, it
soon 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 left)*

BN B R A A 2 55

reviewer about import

Having rode an elevator
down the side of a
building, and battled
mysterious flying
creatures, Ryo discovers
this eerie opening. And,
being incredibly dim-
witted, he goes insida.
Me? I'd be off like a
dirty shirt...

Don't be foaled by this pratty
squid-boss. Like much of the
rest of Psycho Dream, it's
simpla, transparent and easy to

It you can't be botherad killing all the nasties
by hand, you can unleash your frightening
smart bomb. The screen shudders, does an
impression of a Spectrum, and kills ‘am all,

finish off. [ e

and you kill everything that comes within
reach of your flashing blade (or glowing
whip - see Hyo/Maria above). And that, as
they say, is it: stroll, stroll, kill, slaughter,
meet boss, die. i

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 overcoma 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-
'am-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
* Borry, I lied. You can walk diagonally up

OVERALL

VERDICT: How do games of such
startling banality ever get off the
drawing board? And who the hell
buys ‘'em? Not you, hopefully.
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Red October
Publisher: Hi Tech Expressions
Developer: In-house
Price: £40-45
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
expecting a submarine-based shoot-’em-up based

Release: Out now
Players: |
on the film, then you’ll be really disappointed.
MISSION ONE

Cart ROM: 8 Mbit
Mission objective from HQO: Escape from the and
defect to the US. Evade or destroy all hostile forces.
What this actually entails: Scrolling from left to right

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

Y

Thanks to Shekhans Consoles, (081) 240 8565, for the loan of this

g

shooting a few enemies every so often.

MISSION TWD

Miszion objective from HO: lllegal 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. And shooting a big base at the end.

MISSION THREE

Mission abjective from HO: Escort a passenger ship
carrying VIPs safely to its destination. You're cleared
to fire 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
hit, which has been designed to be played
with the Super Scope.

Unfortunately, fed October's the
warst Super Scope game yet.

Fd

MISSION FOUR

Mission objective from HO: You're probably |ﬂ1iig the
gist of it by now.

What this actually entails: Likewise.

UP PERI-'SCOPE’

The enemiss move
terribly slowly, and

the collision
detection is a
disgrace.

If you were wise enough nof to
invest in a Super Scope, you'll
hawve to stick with your joypad, and
the cursor moves far too showly.
You're stuffed both ways, basically.

here. by the way), and Captain Marko
Ramius has just stolen it. Time for some
highly involved cat-and-mouse under-
water stalking, you'd think, or some sort of
adventure game, but no - Hunt For Red
October is a simple shoot-'em-up, starring
yvou 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), 558Ms (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 first 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-screen 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. Finigh a level and you’ll
progress onto the next. [t'll 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.

S0 why the tedious, unimaginative,
badly written review? Waell, it just seemed
appropriate, somehow. (Hmm... - Ed.) And
I couldn't think of any jokes to put in it.

@ Rich Pelley

GRAPHICS | SOUND

VERDICT: Apart from the Super Scope
hit, there's nothing about this
game that says ‘Super Nintendo'
any louder than its says ‘Vic 20",
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time being) is a game  only seven stages (again - as far as we can

that features a girl work out) and they're pretty short. s

running about with a The game shouldn't be written off " GRAPHICS | SOUND | GAMEPLAY
sword. That we are sure of. It's also very, entirely, though, having a certain Japanese Eﬂﬂ-'"' T 2 0 ,."';:l EE“’u
wery bizarre, and not really very good. pizzazz which we couldn't help but admire. /0 !

Given that the game centres around a Look at those pictures from the intro

long-legged sword-wielding girl, you'd sequence, for example. Aren't they great? GAMELIFE | OVERALL ﬂ
think the programmers would have put a And, although as a rule the sprites and 489%, SCORE: u
little effort into making her look nice. And backgrounds aren't exactly great, there are {egafic]
during the intro sequence she looks very occasional moments of inspiration which lift i
nice indeed. During the actual game, the game up from the doldrums. VERDICT: A very Jap.?n.e?;e game, but
though, while some of the baddies are very But we've reached the concluding one whose eccentricities don't
well animated indeed, Tsu-Rugi isn't. She paragraph, and the conclusion has to be that make up for slack programming. A
got about six frames of animation at the Evil Sword just isn't worth going out of your shame, as we hoped for a game that
wery most (or maybe a couple more), which way to find. It seems unlikely that many : : F P name.
looks terrible. And they haven't even copies will make it into this country WRSLHD o B Dl Lo
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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.

STARRING

MICKEY MOUS

he game’s spread over
T 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 | can
tell you that you won't be
able to work out easily for
yourseli. Instead, I'll make
sure you don’t miss any
secret rooms, bonuses or
shops, and tell you the best

TREETOPS

LEVEL 1-1

0 Enter the house and talk to the old
man. Upon leaving, use the gold

blocks to jump up onto the roof. Then

walk left to find a clump of gold blocks

which conceal a secret room.

A little turther on from the house,
grab a tomato and use it to fy up and
forwards. You should see a row of little

way of dealing with each of
the end-of-level hosses.

Your quest begins up in the top left-hand

cormer. And finishes a bit to the right.

platform clouds. Keep moving from
clowd to clowd, and as you reach the
last one jump as lar forward as you can
to reach a platform and a block

containing an extra energy heart.

LEVEL 1-2

Mo big secrets for this level - just try to
stay on the runaway tomatoes. As the
second tomato runs off the ramp and
over the pond, jump onto the single
silver block and then onto the top of the
trees. Proceed forward to find some
gold blocks hiding a shop.

MID-LEVEL BOSS
The difficulty setting dictates how
many 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

MAGICAL QU EST SUPER PLAYER'S GUIDE

CAPCOM
(JAP/US/UK)

By Allan Brett P

far away from him as possible. Bounce
on a bat and throw it at the boss. He
shouldn't take too long to die.

LEVEL 1-3
e Nu advice here - just head right
and be careful.

LEVEL 1-4 - BDSS
There are several ways to kill this
hoss, and they're all dead easy.
You can either use the gold bricks (from

the pink one), or use the bits of sheil
that the boss discards when you hurt
him. Or you can simply bottom bounce
on him. Be careful towards the end
though, as he tries to jump on you. &
well-timed jump, aimed so that he leaps
up underneath your bottom bounce,
should see him off quickly,
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FIRE GROTTO
LEVEL 31
My only advice here is to suggest
that you always clear a path for
yeursell, and don't bust a gut going for
& particular block. (Although hard-to-
reach ones do contain nice things!)

ays to kill this
| dead easy.
d bricks (from

MID-LEVEL BO3S
This one can be guite hard. Your
best bet is to keep moving, and
k=ep blasting him with magic.
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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.
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LEVEL 3-2

Here you get the fireman's outfit.

Walk along until you reach a big
square block on a platform. Push it off
with your hose onto the platiorm below.
Mow you can use this to reach a
platform moving up and down. At the top
is a door leading to a secret room.

Alsa, by the sea of flame, where a

platform moves diagonally (which keeps
catching fire), jump past the platform to
the right to reveal some blocks. The big
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LEVEL 2-2

Simple. Swim through the tree sap
(urgh!) and walk off the branch when
you emerge. Push LEFT whilst falling to
land on a branch leading to a shop.

MID-LEVEL BOSS
Simply avoid the spines, power up
and blast him.

LEVEL 2-3
The mallet-wielding tree-stumps
are a pain in the neck, but they're
not too hard to avoid.

LEVEL 2-4 - BDSS
This boss is a real doddie!
Change into your magician's
outfit, power up and go get "im. Try to
keep away from him while blasting
continuously and you'll dispose of him
really guickly.

block contains a 1-up. Finally, after
going up the slope, stay on the fifth

platform and it will go through the gap
in the ceiling, leading to some coins.

LEVEL 3-3
e The room down the little shatt
near the start is more trouble than
it's worth. Where the fire goes up and
down, go down the second drop of water
for an energy heart. At the scattering of
silver blocks there's a 1-up near the
bottom and a shep at the tep. Use your
hose to position the blocks.

LEVEL 3-4 - BOSS

This fiery boss changes colour to
0 blue as you hose him. Don't give
him too much of a break, as he heals
himselt if you leave him alone for long
periods (especially on the “hard"
setting). And don't forget to keep
topping up your water level.

PETE'S PEAK
LEVEL 4-1
On the third ledge above the area
where 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
Is this boss easy or what? Simply
keep hanging onto the pegs urtil
the bird flies past you, and then nick his
egq before he cracks it and then just
throw it at him.
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SNOWY VALLEY
LEVEL 5-1
Use the fireman on this level, and
keep an eye out for the little ice
jewels in the sky (which look
suspiciously like the chaos emeralds
trom Sonic The Hedgehag to me). By
spraying these, temporary platforms are
raised which can lead to coins and - on
this particular level - a 1-up.

PETE'S CASTLE
LEVEL 6-1

c Keep to the floor and go right until

you reach the trampoline, and go
down the water-filled hale 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,

Go through to reach a 1-up, and then get

yourself to the end of the level, (If
you're interested, there are some coins
on the platform below the exit door.)

LEVEL 6-2
I you can't do this you're a pretty
hopeless case.

LEVEL 5-2

Not much on this level except sky,

stars, ice ete. s still not all that
easy, though, and success or failure
basically hangs on whether or mot you
can memorize the layout of the level, sa
you know when it's best to hitch a lift i
the saucer-things, and when it's best to
leap out and strike out on your own.
Manage that and you'll be fine.

LEVEL 5-3
a Wimp! {Ho hum - Ed.) This one's a
case of working out a routine ta
stay out of his way while inflicting lots
of damage on him, Use the magician,
and blast the fiendish baddy from the
Hhrﬂiln'l'thmnl.m.hrﬂfm
- and this means a fair amount of 1 =
character-changing - use the hose to e -*ﬁqv-ll
stop his snowballs in their tracks. ’ ?
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EMPEROR PETE
Pete's just as easy as the rest to
dispose of. (0f far heaven's

sake - Ed.) Keep blasting him with

magic and once in a while wait for the
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e s I flying lamps to appear so you
gauge. Then blast
him again until he

LEVEL 6-3 dies. Now sit
Use the hose to shift the silver back, relax, and
blocks and avoid the cannon- watch the end

balls. An extra energy heart is hidden
in a big gold block by a door facing
right. Look around - it's not hard to
find. For the final fight with Emperar
Pete, find two doors facing each
other and enter the one on the left.

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 Toons, 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.

|I-"!_.-!.:I :T

R
&

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 Sunscreem.

And since GamesMaster is by
far the biggest video games mag
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.



ISSUE ?)

MAY 1993

Here's th - u -
esachise kil Those itching to play el m
::ﬁ:igﬁmiirm_ the almost Game: The Terminator =
Cyberdyne Systems unstoppable Publisher: Mindscape
Model 101 Cyborg. He g Developer: In-house
is (equally of course) Terminator cyborg Price: £ETBA

k hard to kill, =
i are headed for a :f:;::: e

™, disappointment - Cart ROM: 8 Mbit

\;\ you can’t. You can,

— however, get kicked all over the shop by him,
: “ E which some would argue is almost as good...

The Terminator kicks off back in
the year 2029, where the
machines rule and humans are in
a desperate fight for survival,
Eyle (ie you) has to make it
through the early stages —and a
sea of Terminators - to the tima
travel station before the game
really gets going. There you'll get
vourself transported back
throwgh time to 1984. Your
mission; to find and protect
Sarah Connor, mother-to-be of
your much-loved boss John.

What we have here, beneath all the film licence
glamaour, is a very standard platform game structure -
you can play The Terminator (the game) guite happily
without the faintest idea of what the film plot is, or
what's really going on at all. That sald, 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. Not only is
it ace, it will also save
us the trouble of

explaining the
theories of time,
space, and i 2
alturnaiiv: possible - . The graphics may look mean and
futures for ' - moody in the screen grabs, but in
approximately the the flesh they're rather

uneventful. (They're also very

samey throughout the game.)

- Couple this with poor animation,

P = : 3 and you've got a game that isn't going
o to win any awards for looks.

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.

TR § LR 8
ﬁgt\ﬁ g 119\ W

The game style changes totally for the first end-of-
level guardian. The scrolling halts, and you jump
into an armoured pick-up to take on a giant Hunter-
Riller, Here, the L and H buttons control the pick-up,
and the cursor gives = - 4
YU SIx Or 50 . =
directions of fire. It's a 1_"'-.("1..____ 4_-':?_
decent(ish) idea, but does  ~
it work? Only for those with i
very powerful
imaginations.,,

S About halfway through the 2029

Connor, Connor, Gonnor... got it! Or has he? In fact. the o~ sections, this awesome
Terminator offs two completely-unconnected-with-any- machine blocks your path. At "
future-resistance-leader Sarah Connors before finding the this point, you should be carrying

right one — & wital mistake that gives Kyle time to catch up five or more heat seeking missiles

and try to whisk aur Sarah to safety. Whew, eh? and your plasma rifle for a
chance of success.
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FUTURE FIREPOWER

So you think this picture's dark,
hiih? Well, it is night time. We're
heginning to suspect you can overdo
this atmosphere stuff, though...

If you can make anything out from the
gloom, th t plummeting naked
fio earth in 1 Br

fime machine-thingy (or something)

GOOD, BAD OR UGLY?

You know the
Terminator, of
course. Living
tissue over a
metal endo-
skeleton, he

¢ S can punch
through solid steel, and shrugs off
.45 slugs like they're 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
ralease is firmly based on the first
film, and that means the cyborg's
the baddy. Instead of Arnie, we get
to run around as freedom fighter
Eyle Reese, a decidedly ordinary
guy in a pair of 501s. (Luckily, denim
seems to have bacome 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
50. 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 higgest 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), it
also forces you to crawl along at a
pathetically slow pace, so
you've got a chance to waste

the offending off-screen sprites 5

before they kill you. Very

recently too - and things start to fall
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.

Therea 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 esplosions, loud gunfire - you
just can't beat it.

To gum up, then, wa've got a
pretty average game on our hands
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.

GRAPHICS
3%

tedious. Even worse, the game GAMELIFE

keeps putting you in situations
where you have precious little
choice but to jump off a
platform blind and just hope for
the best - there's no way of
telling whether a new one is

55%

VERDICT: The Terminator license
has plenty of potential, so it's a bit

PR LRt a of a shame to see such a lacklustre
LT TEREERCEL NIRRT game based on it. Plenty of action,

the part of the game designers,
and one I'd hoped we'd sean 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

but old fashioned graphics,
repetitive gameplay and a lack of
imagination - plus assorted
glaring faults — combine to create
a very ho hum game. Mindscape
seem to be relying on the name
alone for pulling power here -
never a happy state of affairs.

L IANSsI
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Game: Super Bikuri Man

Publisher: Interbec
Price: Approx £45
Cart ROM: 8 Mbit

really got B
them to understand
exactly why.

SUPER

'FIRE PRO

GOOD, BAD OR UGLY?

I hope you
won't
dismiss it
as hollow
game-

i reviewer
bravado if I tell vou 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 IT
clones over the last few
months. None of them have
been particularly good, and
some have been utterly
appalling. But none of them
have bean quite this bad. On
the face of it, Super Bikuri
Man looks much
like any other
SFII wannabe -
Brass Boss, for
example, or
Power Athlete.
In fact, in many
ways it appears
to make
improvements.

espacially 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 IT
this looks hopelessly nob.
Whatever you do, don't buy it.

@ Jonathan Davies

GRAPHICS | SOUND | GAMEPLAY Y

The characters
look slightly
better than
we've come to
expect,

‘Ladies and Gentlemen,
welcome to the Pavilion in
Bath for another all-star
evening of, er, Japanese
wrestling. I'm vour refaree for
tanight's event, and I'll be
making sure we have a nica

GOOD, BAD OR UGLY?

The original Super Fire Pro
Wrestling was a washout
in one-player mode - the
computer being virtually
impossible to beat. With
L two players, however, it
wuumnt!un - much better than the WWF
game - with all the different wrestlers
having thelr own special moves. Most UK
mags failed to grasp this, however, and
judged the game just on its one-player
performance - 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-

IRE2

= HUMAN 1933

clean match.’

Well, that's
what he
thought,
anyway.

player mode is as bad as ever - though this
is made up for by the fact that this new
game supports Hudson Soft's Super Multitap
adaptor (see issue 5), which lets four players
play simultaneously. This is, inevitably, brill.

S0 how good is it? Well, as a multi-player
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, o it's worth
waiting to see if a translation appears. Good
fun all the same, though.

® Jason Brookes

VERDICT: If it wasn't for Pitfighter,
this would be the worst heat-"em-
up ever. So a bit of a narrow
escape there, then, eh?

Japanese Release “

Game: Super Fire Pro Wrestling
Publisher: Human

Price: Approx £50

Cart ROM: 8 Mbit

Left: ‘0i! You lot, get back in this ring
right now!’ Honestly, we've never seen
,‘_ such a badly behaved bunch.
Inset: ‘That's for trying to pull my
shorts down!’

GRAPHICS = SOUND GAMEPLAY

70% | 68% 82%

= = ™

62% | SCORE:
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.
Lots of Japanese text, though.
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Game: Chessmaster
Publisher: Mindscape
Price: Approx £45

Such is the

axcitement
generated by
Chessmaster that
the board’s been
invaded by its
euphoric fans.

There are plenty of
facilities thatl
appeal to chess
buffs. Like ‘Hint'.

| 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
b) playing chess - as faras we cantell - 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 awiful, awful music
- particularly the little jingles that are

Baest
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played every time a piece is moved - or ran
your eve 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 (erm, or she) is only going to be
waorried 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

| exploits on

arn LCHasar
| W Ploade
|

The Ceefax weather forecast? No, it's
Chessmaster's main menu. 1sn't it great?

GRAPHICS i SOUND
0% 4% U“fu
BAMELIFE

.

If you're aﬂer a chess game for
your SNES, your search is over. But
you could probably get a pocket
chess computer for half the price
with no obvious disadvantages.

GAMEPLAY

GOOD, BAD OR UGLY?

Space Mode 7 enemy ships on screen
at any one time sadly never
rises above, er... one.

50, the graphics let it

down a bit then. (Well, okay,

consoles
are ropy
territory,

UK Release h'l
=1

Game: Warpspeed
Publisher: Accolade
Price: £44 .99

Cart ROM: 8 Mbit

destination.

Being promote

the hangar m

all worth while ;
that's a lie actually..

And this is what it's all
about - a single ship
thrown about in Mode 7
that looks very silly indead.
Shoot these and you get to
select other areas of the
map in which to go and
shoot some more of them.

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
gilliest 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

EH_AE‘HIIJ_E
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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

SOUND
22%

| GAMEPLAY
20%

3%

SﬂﬂRE

VERDICT: Graphir.'.allv and sonically
this is extremely crude. Wing
Commander fans might take to
the gameplay, but for the rest of
us it's a very dated concept.




" 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 he first guestion we ought to be ashking here

i i ’
B E T AT i

is: why? Why would anyone decide to toss

aside a perfectly serviceable SNES controller
and spand anything up to £50 on a replacement that,
8 to all intents and purposes, does the same job?
4 One reason is that many people just don't get on

3 - ’ with Super controllers. Or joypads in general,

:E:;::;ﬁ::n FPORC Taji e, | They prefer to wrap their hands around ~ for want of
We assume this one got its name from a less Anigger-provoking phrase - something that's
its resemblance to the Ameriecan get A M witha bafl on the Gl ifves all, how
Stealth bomber. It's quite nice and THRY IO SR o= yoRSEI M that Are
quiet, too. The trouble is, the stick ; controlled by joypads? It's also worth considering
itself is all wobbly, and the travel on it
15 a bit londg. The L. and H buttons are
awkwardly placed, too, clobbering
some of Street Fighter IT's more

A STEALTH
Manufacturer: Hi-Tech Systems
Supplier: Shekhana Consoles
Price: £30

% that, whether you're a joypad fan or not, some
i games simply-aren 't suited o them - just try
§ Zangief's spinning piledriver with a SNES controller.
But that doesn't explain the hage samber of
§ replacement joypads that are also available. What
they've got over the stands rd-issue Nintendo item -
in common with most of the joysticks - is extra
features. Rapid fire is standard virthally across the
hoard, and is something you Tl wonder how you ever
managed without. Slow motion is another hooury
vou won't find on the standard item
The range of {eatures available is one of the

joysticks to sport Stars and Stripes,
howewver, this is obviously the one to
go for. (And it is reasonably priced.}

criteria we've ased oming up with our ratings, Fi
" along with things like ergonomics, bulld-quality and
r value-for-money. (And how nice they look.) i g
? - il g
‘ ANGLER bifgpger than it needs to be, 3 -
Manufacturer: too. And the L and R . st
£ Beeshu/Euromax buttons make your fingers B
e Supplier: High Street shops  bend all funny. But it is I
P z _ff’ \ Price: £24.99 solidly huilt.and, d_nspi_m ] e
1] i 0 . y A T Features: Hands-free, four slightly squidgy direction =
a ﬂ ] way rapid fire; two-speed jew ¥, pad, works
o » slow motion 3 i f}lc;:\-'. -
e i

{ * Goodness knows who
V 24 chosa the colour scheme
¥ 4 . for this ane! It's much
. !
.

A Q) TOPF ITER Massively heavy, and
Manufacturer: Spectravideo dead flash, this has got

MAY 1993

Supplier: High Street shops (or just about every feature you
see page 77 for a special offer) could possibly imagine, and
Price: £69.99 performs extremely well
Features: Programmable; though perhaps not guite as
adjustable six-way rapid fire well as the Fighting Stick.
adjustable slow motion g

<o




B 4TRAILBLAZER
Manufacturer: Slick Sticks
Supplier: High Street shops

Price: £20.99

Faatures: Slow motion;

Price: £12.99

hands-Tree rapid fire 2 slow motion

Although this is basically a
version of the Stealth f
stick that's baen re- i
badged for gale in

the UK, for some

reas0n We g‘ﬂt on

3 i Iﬂ.-g.
W SUPERCON 2

i Manufacturer: QuickShot
Supplier: High Street shops

Features: two-speed rapid fire;
This is your bread-and-butter joypad

- a straight replacement for the
standard-issue model with the

addition of a basic rapid fire
Y .' ; facility and slow motion. [t
( ' 1 doesn't look great, and feels

with it a lot better, rather light and flimsy, but it

Perhaps it's just a
difference bétween

works splendidly and we
found ourselves using it an

samples, but that wobbliness A ; . Awful lot here in the office.
in the stick is all gone, making it i, - \, Independent rapid fire for each
i button would have been nigas

pleasant touse and very accurate. f. i
The buttons are still awkwardly ) ) \
placed, however, 80 we couldn't

recommend it for SFIT.

i e o

P QUICKFIRE OF -5
Manufacturer: QuickFire
Supplier: Shekhana
Congoles
Price: £15
Faatures: Rapid fire;
slow motion;
detachable 'thumb-
contirol knob'

¥ Wea're not convineed

reds to be, by this one, It's an odd

ned B shape, for a start = like a
wur Angers Bat-a-Rang gone wrong.
But it is It's also very plasticky, and

» despite a we doubt that the detachable
direction (and uncomfortable) ‘thumb
d, works stick’ wonld stand up to much
okay. punishment.

X0 A
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i i " J» SUPER ADVANTAGE

Manufacturer: Ascilwara
Supplier: Shekkhana
; Price: LG5
Faatures: Adjustable, hands-{ree, six-
way rapid fire; adjustable slow motion
This ane looks gorgaons, and fits in
pertectly with the SNES, éven if it does lose
marks for those loathsome US-style purple
knob things. In use it's terrific, too - light and
precise, with nice buttons. Pricey, but an
official UK release should sort that out.
P o
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Manufacturer: Slick 5ticks
Supplier: High Street shops
Price: £14.99
Features: six-way, two
speed rapid fire;
slow motion
Lightweight, and bravely
shaped, this one didn’t endear itself to us
The direction pad izall sguidgy, making it all
too easy Lo kit the wrong directions. And the
Huttons are just a litthe bit too far apart, and
don’t really feel right.

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.

This is designed for those moments in games when
there's simply too much happening too quickly for you to
be able to react. It 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.

Manufacturer: Spectravideo
supgplier: High Street shops
Price: £16.99
Features: Hands-free, six-way rapid
fire: sloww motion
A% you can probably tell, this one’s see
through. And very nice it looks too (especially
if you look underneath at all the it hoards SN
and chips and stuff). In action it & much
Jike any other joypad, although the buttons
area bit clicky and Land R are very tricky

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
to getat. you press it. So you could, for example, put the sequence
s alag DOWN, RIGHT, DOWN/RIGHT, Y onto a button and, every
i time you pressed it, you'd get a dragon punch on SFIL

.\..

|

Manufacturer: Triax/ Homnby

Hobhbies 5 There are three other

Supplier: High Street shops t  jovsticks you might want (EGDY

Price: £20 % to have a look at. We And here's the Apollo stick

Ecatures: Touch-sensgitive; four-way rapid fire from the other half of issue
Definitaly the weirdest item on test, this, ot 1's tast — nice and tough,
one we've covered extensively before. It's pages bacause we've with connections for all
touch sensitive, which means you i'.‘\" Pass already looked at them E!.r_'|'|:]|;iiu consoles
your thumb over the direction pad 1 hefore in Super Piay. b bt %
actually moving anything. This takes
getting used to, and it's useless for thin
like driving games thanks to an awkward & (£70) {£80-ish)
‘dead aréa™in the centré of the pad and th: This high-tech item was
irritating rim around it. But'it is good at covered in issue 2. It does
Street Fighter IT, and woild make & usel avarything, even things

haven't included them in
the main test on these

We did a head-to-head
hetween this and the
Apollo joystick in issue 1,

supplement to A proper pad:

N~ % |

and placed the Apollo
glightly ahead, reckoning
that Capcom's offering
|;"||::|k|_=g|:'| a lq:ll]'l'}' bit ﬂl[l'i."r'!.-'. It
is good, though.

you'd never dream of, and
we liked it a lot. But we did
have trouble using it, as
the ingtructions are all

in Japanese.

Selgpr e e o s |
B - Fighting
Stick/’ i
P——

et

= That's right! We've got five

Py
4 ; SR Supercon 2 controllers to give
: y away! And winning them is
- - : : ; dead easy - just a matter of
B . swering a simple question,

rd i
in fact. And here it is:

ISSUE 7

s
.

: ¥ F Who narrates Thomas The Tank Engine And
s Aol _ ¥ Friends on telly? (The connection being that
“"'U_-":_ ':*_'I”l"- e as if it's been thrown : : _ ! it's got the Fat Controller in. Okay?)
Supplier: Shekhana Consoles together in a garage. It's hard, . y
Price: £70 though, being made of what /
Features: Hands-free rapid fire

MAY 1993

Write the answer on a postcard, along with your
looks like military-grade steel name and address, and send it to:
And it's wonderful to use - just mno. Supar Pl " :
right for SFIT and the like . And make sure it gets here by 14 May 1993.

P Y Y L
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BOAWVIS HOUSE
Victoria Road
Hartlepool
Cleveland
T526 BDB

Tel: 0429 B69459 (5 Lines)

Fax 0429 ZT74660

Open 9.30am tll 7.00pm
& All Day Saturday
kR
SUPER NES CAMES ***
ACTRAISERS ENIE ﬁ.h
AT TEMMD AESULUTE L
ARCANA HAL 4,08
BARTS NIGHTMARE ARFLAIM EAZ A5
BEST OF THE BEST ELECTRO BRAIN  £44 95
CALIFORNLA GAMES 2 DM 4495
CHESTER CHEETAH RANERD EAT A5
CHUCK ROCK SONY IMAGESOFT  £43.95
CONTRA [T RORAME 4285
CYBERAFIN TARARA, .88
DESERT STRIKE A £43.95
MAL FIGHT AP 15,95
FIREPCWER 2000 [NOT LK) SLNSCHT 24405
GEMROE AMIELAIM 20,05
Qons MINDSCAPE LA B
OUNFORCE IREM EA44.95
JACHK MICKLAUS OOLF TRADEWEST  ECAZ96
JIMMY CONMORS TENNIS UBE SOFT £43.95
JOHN MADDENS FOCFTTIALL A4 £24.95
L) 4498
KEUSTYS FUNHOUSE AKHLAIW £41.95
BLMEOPT f42.88
BAGIC SWORD CAPCTIR 244 05
MARID KART WIMTENDAD £41.08
R ROMART kA2 .85
NHLPA B3 ICE HOCKEY EA A4 05
OILIT OF THIS WORLD [NTERPLAY £43.05
PILLTTAINGS NINTENDO £30.05
PLAY ACTION FOOTRALL MINTERDICH £37.05
RAMPART A £35.05
ROAD HUNNER BLINBOFT £44 95
CITY HINTENDO £38 95
BONY IMAGESCET  £41 95
‘? MATSLIME i
STREETFIGHTER 2 CAPTIM .80
SUPER GHOULS W GHOSTS  cAPCOM B0
TONGN HOUSE  £738.85
TOF GEAR KEMOD #3905
TURTLES IV KM AR £42.85
TAE S0FT FaE
WING COMMANDER £47.05
WORDTRIS & unl.n-'rn: £36.05
X-FONE P

*** SPECIALS ***

ADVENTURES OF SANDRA mamcor  £29.95
CASTLEVANIA I¥ Eonns 26,95
PUNKSHOT [HEAA) FIAL £20.95
LAIMBEERS BASKETBALL  mumsow scsr £24 95
MUYEA KEMco 521,95
PRINGE OF PERSIA nCsfnosaM  £34.95
SUPER OFF ROAD TeaDewEsT £3]1.95
SUPERCUPSOECER [BOAL)  uameco £2H.G5
SUFERVALIS LasEpsorT  £29.95
TOP RACER kemco  £31.95
UM, SQUADRON capcol  £20 .95
WWFWRESTLEMAMIA astLam 520,95

PAL | BOOSTEH -
SCART LEAD . .1
AIDIOLEAD ... o
USAAP CONVERTOR _..7.88
SOFTWARE USA JAP
ADDAME FAMILY 4400 4409
ALIENS V PREDATOR Y]
AMATING TENMIS 4489 44.90
AXELAY 45,09 4459
BATMAN RETURNS  POA ROA
BEST OF BEST 4490
BUsaY 409
CALIFORMIA GAMES &4.39
CHESSMASTER M
CHESTER CHEETAH 3999
CHUCK ROCK 418
CONTRA 3 Lo

. e & PN 7 AL N 4 .

 SUPER NES TOP 10 |

Please Add E10.00 rklivcry For Consoles
(Mext Day Courier Service)
EL.S) For Games & Accessories
5400 Hamd Held Consoles
(First Class Recorded Delivery)
Fully Computerised Stock Conwrel & Desparch

EN u=

RDERS PLACED AEFORE 4P WILL B DESPATYHED THE SAKE fuY

*** SUPER FAMICOM GAMES ***

%E&;"S FREDATOR mﬁﬁ

. STARFOX(SUPERFXCHIP) wwrewoo  £64.95 Cavirsy oy 3498
2, ?&LHAH RETURNS KONAMI £54.95 Eﬁqso}f%ﬁﬁm T ey i %ZEE
3. TOONS XONAMI £49,95 JRADIUSS o ol 1 1
4. VALKEN (CYBERNATOR)  wes(xonami £49.95 3{;};@?& Gl JSH [PINBALL) s 4a0.08
5. SUPERSTAR WARS weasarrs  USA £54.95  Miciev MoveE oo ales
6. HARLEY'SADVENTURE el USA £46.95 EAERYS parra s RAADS
:: JOEZMAC2 DATA EAST £49.95 I ML I Sumco 85396

. FLYING HERO SOFEL £49.95 - aane :

9. LETHALWEAPON scoan  USA £46.95 SUPER ﬁfwm R S
10. HUNT FOR RED OCTOBER Hiteer  USA £44.95 ULTIMATE e ;::.::v $42.95
%% NEW GAMES *** L TRALL TWE oy

05.03.93
05.03.93
12.03.93
18.03.93
19.0:3.83
26.03.893
26.03.83

TITLE PUBLISHER DATE
F-1 EXHAUST HEAT 2 (DSP CHIP) BETA,
SUPER FAMILYSTADIUM 2 AT
2020 SUPER BASEBALL AL
SUPER SLAPSHOT [ICE HOCKEY) ALTRON
NIGEL MANSELL F-1 CHALLENGE BPOCOM G REMLIN
DEAD DANCE (16 MEG) AMLECO
POFN TWIN BEE | ROMAME
USA ICE HOCKEY JALECT
FORTIFIED ZONE JALECTH
ULTRASEVEN [ULTRAMAN 2) TANTAL
DRAGON F4 AN
BIO METAL ATHENA,
HIKI HAIHAL NINJA MATRUME
TECMO NDA BASHETBALL TECMO
SUPE-R BLUES BROTHERS U

OO0L WORLD OOEAN
JLER'DBIE

“*4% ACCESSORIES ***

USA - JAP GAME ADAFTOR

UK-USA-JAF UNIVERSAL GAME CONVERTER
CITY BOY (6 BUTTON - LIKE APOLLO)

SUPER ADVANTAGE STICK (BY ASCI])
HONAMI HYPERBEAM (INFRA-RED)

ASCI PAD [TURBO & SLO-MO)

CAPCOM FIGHTING STICK

CAPCOM INFRA-RED UNIT

CAPCOM STICK + INFRA-RED UNIT 2
HORI FIGHTING STICK (6 BUTTON) £48.95
SN FROPAD 434 (FOR UK) £14.95

NOTE: ALL JOYSTICKS ARE NOT COMPATIBLE WITH
U.K. SYSTEMS. PLEASE CALL FOR JOYSTICK ADAPTOR

PRICES SUBJECT TO CHANGE

DREAM MACHINES 2 ALSO STOCK THE FOLLOWING IMPORTED GAME SYSTEMS:

MEGADRIVE

NEO-GEO GAME GEAR

GAMEBOY

PC ENGINE & GT TURBOGRAFX-16 & EXPRESS

NINTENDO 16-BIT

SCOPE GUM + 6 games .48.99  TOP FIGHTER ..o,
STEALTH JOY zﬂm C-OHPFHU' 16 PAD........ _1639
FIGHTING STICK ... 5899 JOYPAD ....12.99
CAPCOM JOYSTICK. .. 7899 SN PROCLEAR-PAD . 14.99
FNTA POA POA  MARID PAINT 50,99 59.99
GODS 4499 MECH WARRIOR POA POA
GRADILE 3 59 4459 MONOPOLY 4409
GUNFORCE 44.99 MUSYA 2459

G, FOREMAN BOXING 44.99 MYSTIC QUEST &40

HIT THE ICE 4089 MYSTICAL MM 4499
HOME ALOME 2 48 NBA ALL STARS LrE e
IMPERILIM 45 QUT OF THIS WORLD 439
JACK] CHAN 4083 PEBBLE BEACH GOLF44 2
JAMES BOND JR Lo ] FILOT WINGS 4399 4,
JINNY CONMORS M9 PAINCE OF PERSIA 4990 4499
JOE + MAC 2 5.9 PRO SOCCER ol
JOHM MEDDEN 93, 4599 FMCE DRIVING .50
KING OF MONSTERS 44.90 3000 FANAMA 2 POA
KRUSTY'S FUN HOUSEH 39 RivVaL TURF 4409 4459
LETHAL'WEAPON 4499 ROAD RICT 44,99
LOOMEY TOONS 40.99 49.9¢ ROBOCOP 3 4459 44.50
LOST VIKINGS POA POA ROCKETEER 30.09 3888

MAGIC SWORD
MARIC) KART

4459 4459 SIMPEONS - KNIGHT 4489

44,90 8488 SKINS GAME - GOLF 4989

i EXPORT ENQUIRIES WELCOME

TRADE ENQUIRIES WELCOME

REPLACEMENT LENS .

SONICELASTMAN  40.90 4008 | T ACEMENTJO "U"ST'C"

SPACE MEGAFORCE 44,99 TIMEBOY WATCH

SPIDERMAN + X-MEN 4199 44,599 GAME BUT S{JFIWARE
STAR FOI POA POA 4 IN 1 FUN PACK NICKLALIS GOLF
STAR WARS POA POA

STREET FIGHTER Il 5.9 5499

SUPER F1 HERD M@
SUPER SOCCER 4459 499
TETRIS 2 1]
THE COMBATRIBES ]
TINY TOONS 4809 4080
THO SUPER CHAMP 44,59 3558
TURTLES 4 4455 44.59
UNCHARTED WATEFES 28,59

WARP SPEED 4409 4489
WINGS 1| 440

WWF - WRESTLING 4189 4489
ZELDA N 485




‘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.’

ey

[hfurvln,ali,r making !hE gd me .uu..e
as hard. And should one die, it's life
owver for the both of you. Very
annoying. Also you keep picking
gach other up and pushing each
other along. Very, very annoying.
Right: You can throw the baddies!

pEb bbb bbb bbb bbb bR

The scrolling doesn't

quite know which character to
follow, and (since our heroes don't remain central)
wou can easily be killed by a baddy that hasn't even
appeared on screen vet. Still, it's better than the two-
player mode on the Amiga. (That followed player one
only, so player two kept scrolling right off screen!)

GOOD, BAD OR UGLY?

Those backgrounds
in the screenshots
might look pretty
Amiga-esque, but it's
worth mentioning
. s . .e right away that the
..t . .+ SNES version is really
nﬂt]l.mgtu do with the Amiga one at all.
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 cboe 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 B7%
{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 biggy - 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 Toons/
Pugsley's Scavenger Hunt/whatever your

Sl
~

UK Release

Game: The Blues Brothers
Publisher: Titus

Developer: In-house

Price: £TBA [probably approx. £45)
Release: Late April

Players: | or 2

Cart ROM: 4 Mbit

These rotating platforms are particularly sneaky — if you're
not careful they'll swing you right into the spikes. It's lucky,
then, that the restart points are frequent, so if 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 jig, while
eat some cake and they turn
into Super Brother (right).

Sometimes you can't help looking at The Blues Brothers
and thinking, himm — | can't remember that from the film,

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
GAMEPLAY
68%

6%

~ SOUND
']' T ﬂ,.-"n

SEDHE

T10% |_

VERDICT: A nice little platform game,
though a bit simplistic, and out-
classed by Mario et al. And it's not
too easy, unlike many of its type.




THE PUZZLE —

Game: Cosmo Gang: The Puzzle

Last time the cute Cosmo Gang came to visit, we Publisher: Namcot [Namco Ltd)

spent ages trying to blow them to bits. Now, after [-tbuyabtidran

all that abuse, they’re back and are just queueing B il My
Players: | or 2 simultaneously

up to be belted with balls. What a weird crowd... Cart ROM: 4 Mbit

Next, rotate this shape

onceand, e, i GOOD, BAD OR UGLY?

dawn on the right hand

= if you're ‘

. side as well (get the I've never really
5. It's lukc!?l' idea so far?) KHINVEG(YC | considered the Super
ol mick | | (e NES to be a puzzler's

E
Fl 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.

8till, Cosmo Gang: The Puzzle is
original, innovative and ingenious - if very
easily mastered. True, its esoteric mixture
of hall dropping and line clearing requires
more tactical thinking than Tetris, 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 hig
; i chunk of aliens and you're back in the

; R T 1+ TG et blo:.k ® already lined up. running. The other ::&in problem is that, as
B e e e e e Just '_“ngﬂ it right and {oh dear) with Tetris, the 'clear as many lines/aliens
plop it down above the others... as 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 screan drop
onto your opponent's, usefully screwing up
any strategy they might have had.

Then there's the target game, wheare
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, Cosme Gangis a
pretty good one; but the lasting interest
plummets quite swiftly, and it's a bit
expensive for an occasional time filler.

This is the target game, where you have
o solve set puzzlas. Your first
* task should be to rotate this
shapa twice and plop it down
on the right hand side..

...A-hal A ball. Okay, rotate it
50 that the litthe creature is
undernaath. ..

: ...Like 50, and then line it up
s Brothers with mambers of the Cosmo
ym the film, ¢ (Fang beneath...

..And Robert, as they say, = g [ paskssashasia [ A Now you can move onto the next,
is your dad's brother. harder, but almost identical stage

@ Matt Bielby

SOUND | GAMEPLAY
68% | 64%

42% SCORE: 58%

- : VERDICT: Slick, colourful puzzle with
Right: Here's a shot taken S - - N . e a high novelty factor. Doesn't push
fram a two-player game. As -~ = o = . R e e you or your SNES, though, and is

you can see, player one is in 2 :
deep trouble. Above: A ultimately cupboard-fodder.

gratuitous picture of the
token bad-guy.

R AN N B L DRI R
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THE WORST
BIT

Here's one of the
hig problems with N
the game. On this & B
fairly typical (if rather g

SNOwWY) screen, a couple *

of the main character sprites

are flickering away uncontrallably.
(We've highlighted the guilty men, in case you
weren't quite clear, by the way.)

| This is the first time
| we've seen the
ﬂi Tradewest 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

GOOD, BAD OR UGLY?

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?

R O

...AND THE
BEST BIT!
Punt! The
use of
Mode 7 is
best as
the
SCreen
follows
the ball
when il's
kicked down
the pitch.

bodies - knowing which man has the ball,
which one four 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 suffers 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
jumped on by an opposition team guy, and
you'll make 20 vards; or to run with it,
which nine times out of ten means you’ll get
jumped on right away and make exactly 0
vyards. It all gets a bit samey 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

US Release

Game: Pro Quarterback
Publisher: Tradewest Sports

Developer: In-house

Price: £50-£60

Release: Out now

Players: 1 or 2 simultaneously
Cart ROM: 8 Mbit

Pro Quarterback has plenty. How about
these, for instance?:

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

| 50% |
| OVERALL
" B29% | SCORE:

VERDICT: A lightweight American
football game, with attractive
Mode 7 graphics, but many
glitches and unworkable strategy.




UH Redease

Game: Magic Sword
Publisher: Capcom
Price: TBA (Approx. £45)
Release: April

& that, wou

Caeful. The putt is

toh Lona, but the

iy be touah to read,

UH Release

Game: Febble Beach Golf

Publisher: Nintendo
Price: TBA [Approx. £45)
Release: April

| 1 Fnphj

7] Giosod racovery!

67%
GAMELIFE
56%

GRAPHICS

G[iﬂl], BAI'I UR UGLY?

‘  Magic Sword is that it's
~ by Capcom, a company

mmmmw-m
one good idea in it - the way that you pick
up ‘chums’ as you walk around, who follow
----mmmmmmumm |
Mthrmhnm‘thmm

';-f-"mmamnmmmmm' :
mm Mm and, despite the bﬂﬁ

GAMEPLAY

SOUND
25% 60%
sane: 000

VERDICT: An awful game, basically.
(All right, it is kind of quite good
fun in a way, if you sort of look
sideways at it and squint.)

While
we'd
have to
say that
L=R T F\-lFI Ifﬂﬂ‘]
e e Skins (not
yet genurally awilabla in the
UK) is probably the bast 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
wanting to look at Pebble
Beach instead. It lacks Skins'
easy-to-get-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

GOOD, BAD OR UGLY?

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 just 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
waorth a look if you're after a
golf game.

L ] Jg'nathau Davies

SOUND | GAMEPLAY

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

59% |

85%

0%

SEUHB

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
you don't like real-life golf.

L H'IHI)
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BART’S SUPER PLAYER'S GUlﬁE
NIGHTMARE

Whether you’re a
Simpsons fan or not
(Bart, 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.

s owners of Bart’s
A 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 jump 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.

ACCLAIM(US/UK)

By Allan Brett

OM THE STREET

* A good approach to take in this bit is
to walk along the datted line in the
middie of the road. That way you'll be
able to avold buses and most of the
gther hazards.

+ Jump over the hasketballs to get a

skatsboard to tear down the street with.

= If you're turned into a frog by Lisa, let
an old granny give you a kiss to change
back into Bart.

Take a leaf gt of Bart"s book (quite
Iiterally) and get whisked to one of the
action-packed sub-games.

it's much easler If you walk down the
middle af the road, but, if you're
planning on trying it, go sasy on the root
beer and sasparilla.

+ The curse of Lisa's saxophone will
reverse your joypad controls. I this
happens, simply turn your joypad
upside down ta play and 'l make
things a lot easier.

= Walking on the furthest-away

- pavement scrolls the screen a lot

gulcker, but yau'll have to be careful to
]}.hml‘hm.

Do the Shake 'n Vac and put the freshness back? Or, for a more effective way to
remove unwanted odours of visitors, bash "em with your mallet.

STAGE 1: ITCHY AND SCRATCHY
(Yellow door)

Living Room

Get a mallet and stay close to the wall
to avoid being subjected to itchy and
Scratchy’s varlous weapons. After the
screen has scrolled along for a while,
go past the psychotic telephone and
grab the pest exterminator (the smoke
gun). Keap shoating for a while, and
then go upstairs.

Wine out of ten cats prefer flame-
throwers — much more fun than wool.

The remaining cat praters a mallet.

The Attic

Grab the plunger and keep shooting -
that’s all you can do, really. And make
sure you always destroy anyone who's
camying a bazooka.

The Kitchen

Gel the mallet and go left, aveiding the
death-inducing fireballs as well as Rchy
and Scratchy. When you reach the sink, -
jump up onto it and walt, only leaving to
squash either of the dangerous duo. Be
careful to aveid the big knives.



ing the
as ltchy
we sink,
aving to
uo, Be

errar approach.
You'll simply have to
learn when and where

really give you
much help.

This sne's “easy’ as well, apparently. Keep moving around and firing, Allan reckons,
and you'll guickly take the wind out of the flatulent elephant.

STAGE 5: BARTMAN
{Blue door)

A long, but otherwisa pratty
siralghtforward, level. Watch out for
the man on the fiying carpet, who drops
a bottle of extra energy for you to
collect. Try to burst all the balloons
for some extra goodles, and be very
caraful when going through the
dangerous clouds.

Boss 1

How easy? Just avold the bombs and
occaslonally take a few shots. Play it
slow but safe.

n-huumuMEL"

Bartziila’

STABE 4: INDIANA BART
(Orange door) ,

Keep an eye on the helght of the
colourful stepping stones In this bit -
low stones will drop from beneath

your feet. Maks full use of your whip to
disposa of any thraataning enemies.
Finally, always try to collect the

eggs — you'll soon sea whyl It's
Important not te be hasty in leaping
all over the place. Plan your route
throwgh the level.

D00S870

The fiatulent slephant is easy, too. Keep
moving and firing and he'll die swittly.

Boss 3

{This guy reappears later on.)
Concentrate on destroying the darts
rather than the Zeppelin, and once
they'ra gone It'll go away.

Final Boss

The plane is hard to kil, as even | must
admit. Keep as far away as you can
from It and keep moving up and down
while firlng. Obvious, but it cught to do
the trick.

s on the rampage. Or Is It the Jolly Green Blant?

It's behind you! Don't miss that egg.

Psychedelic, er, man.

STAGE 3: SCUBA DIVING
(Purple door)

Try not to get distracted by the pretty
backdrop — just keep shooting baddies.
Remember that some baddies throw
bombs (which are hard o spot) and some
usa thelr splky halmets to skewer you.
It's worth going for the red baddies first,
= they act like a smart bomb when you
kill them. Don't forget, too, to collect
the little cowboys who showt “Hi therel’.
They free the plece of homework.

Yas, lava lamps are back.

That
wasn't 50
hard, was if?
Who says
Super {7
Phayer's —

of hot
air?

11

=
w
| —
m
=l
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- IMPORT L1414

Japanese Release u

Game: Uncharted Waters
Publisher: Koei

Price: Approx. £45

Cart ROM: 8 Mbit

GOOD, BAD OR UGLY?

Re-painting the Sistine
Chapel, watching a re-run

of the entire series of

_ Neighbours, pulling on &

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

| "NBA ALL-STAR @

Game: NBA All-star Challenge
Publisher: LIN

Price: Approx. £45
Cart ROM: 8 Mbit

Oops! This free throw looks slightly off centre

UNCHARTED

|
('-_Fth 21, 1502 Lizban

The ports (this
is Lishon) are
only the size of
0ne SCreen.

Above: A handy

map. Right: This
chap is there to help.

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,

GRAPHICS
47%

equipping and expanding your fleet, and _EMIEL[FE OVERALL

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.

40%

#® Rich Pelley

We've seen
a fair few
baskethall
games
recently,
s = but this is
one for the real fan - a one-on-
one only game, that forces you
to rely on your basketball
gkills alone. This comes in
four forms - one-on-one
(where two players take turns
at attacking the basket); free
throw (taking tums to chuck
the hall at the net); three
point shoot-out (taking four
gshots 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 ha stood),

and one-on-one

tournament -

L]

N §

B e g

US Relsase [i

e

SOUND | GAMEPLAY
23% | 38%

31

SCORE:

VERDICT: You'd expect there to be
an excruciatingly complex and
involving game lurking here
somewhere. But could I find it?
(Answer: no.)

GOOD, BAD OR UGLY?

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 hit boring. And to be
honest, it is - for most of us.
Needless to say, however, our
resident baskethall expert,
Jez, loves it.

® Matt Bielby

VERDICT: A great looking and
smoothly playing basketball game,
but, with its 100% commitment to
the one-on-one game, it perhaps
isn't for everyone.

the same as the
first one, but
played in (yes) a
tournameant.
The more
astute amongst




Game: Ushio And Tora
Publisher: Yutaka
Price: Approx. £45
Cart ROM: 8 Mbit

Choose between playing Ushio or

GAME

other hand (RPGs 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, Ushio And

Japanese Release u

Tora 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-
lavel baddies.
Apart from that,
you wouldn't
really know

- yes - Tora.
Some of the more horrible
things we encountarad
include flying banshees, a
dragon, a knight, a trall, a
large banshee, disembodied
heads and Esther Rantzen.

S

Totally awesome?

Totally scary, if

you ask us.
This silly

snowboard
sKi extrame
SEQUENCE is

funmy, but nat
exactly good.

e 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

yvou'll have a field day with this. Let's face

it, California Games II is crap.
For those who really have to know, the
four sub-games in here are a faintly

CaurtMa. -

GAHESII

GOOD, BAD OR UGLY?

I'm not

was divided into several
different levels 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
heat-"em-up then surely
thera'd be loads of moves.
And even if it was meant to
he a more platform-based
Ghouls 'n' Ghosts-type thing,
surely there'd be at least a
few different ones. This is
extremely weird.

#® Rich Pelley

GRAPHICS | SOUND

45%

GAMEPLAY
30%

W

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.

EEI!HE

Most excellent dude! -
NOT. Thig is urban
surfing at its most
mindbogglingly

boring. Are these really
Super NES graphics?
15 there really so little
to do? Is that really a
tunnel? The people
should be told!

Even the Mode 7 bits

are boring. This is
the F-Zerg-style wet-
biking sequence -
it's pretty enough,
but hardly gripping.

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 ba the
crappest thing ever), and a feeble
skateboard section. Assorted ‘Dweeb!'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

US Reldase St

Game: California Ga.mes ]
Publisher: DTMC

Price: Approx. £40
Cart ROM: & Mbit

VERDICT: California Games Il is an

outrageously poor multi-event
sport 'sim’. At least it doesn't have
the nerve to try and pretend to be
something it isn't.




& (iR

directly to jail, do

not receive £E200,
Community Chest
and Chance don't

BILLIARD =
Game: Clue s
Publisher: Parker Brothers Eﬂl
Price: Approx. £45 ﬁ_ﬂ_
Cart ROM: 4 Mbit o S8 ;
BALL FDOM )
This'll be familiar to you... (Hoi! | was about to = LY r &

usa that ong — Spe.) Although the Cluado board

you know might be slighthy larger than this. And

not scroll about quite s0 much.

GOOD, BAD OR UGLY?

'‘Clue'? 'Clue’? It's
CLUEDO, all right? C-L-U-
E-D-0 - Cluedo. (For pity's
sake...) Right, Cluedo (as
the game is known to the
- Queen's Engllsh 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 Monopaly, reviewed below, it's
difficult to see why anyone's bothered
converting the game to the SNES - except,
perhaps, because they could. The only

Here's Miss
Scarlet. How
could anyone
- possibly
ACcuse her
of anything —
let alone
murder?

The evidence suggests that the
victim had an unusually pointy-

advantages of playing it this way are that
you can introduce computer-controlled
players, and that cheating is impossible. Oh,
and there are some moderately amusing
graphical bits. Other than that it's just 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
are lucky enough to have other people
around, proves rather pointless. Forget it
and play the ‘real” ome, which is cheaper.

® Jonathan Davies

shaped head.

GRAPHICS | SOUND HHHBPI.A\"

550; ﬁﬁ i Ji, i‘hfn
EHHEI-FE [WEHAI.L

I Ir
50% ; SCORE: 450

VERDICT: The usual board game
conversion comments apply, really:
ie it's a perfectly serviceable
conversion that has nothing over
the original and costs much more.

Game: Monopoly
Publisher: FParker Brothers
Price: Approx. £45

Cart ROM: 8 Mbit

Go to jail, move '
B

1 PF
not pass o, do

change...

P e
E MEDITERRANEAN AVENUE

-
M| =

i The computer automatically pays rent to the person
owning the property vou land on, which means you can't
ever get away without paying by distracting the opposition

This’ll be familiar to you...

G

10 SUE
3 PRESS MY IEI:I_ITTDN

S
Zie =

GRAPHICS  SOUND  GAMEPLAY
40% 20% 4 3%
GAMELIFE  QVERALL fin/
U

T50,  SCORE: Il

VERDICT: If 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
Monopely the board game.
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Game: Jeopardy
Publisher: Gametek
Price: Approx. £45
Cart ROM: 4 Mbit

JET
T STRIFE FAINEN AR
F AN T L F

Paople with names that're
[ longer than five letters need

2 OU ~HE i
| not apply

RIGHT!

Here's, um... we're not quite
sure what he's calleq, but

he’s kind of an American
varsion of Bob Monkhouse.
And he's got a moustache.

GOOD, BAD OR UGLY?

Jeapardy
is a hugely
popular
Amaerican
quiz show.
s ‘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
all. The host says something
like “0Of 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:
"0f California,
Canada and
Columbia, which

GRAPHICS | SOUND

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 Vanna 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

GAMEPLAY

ML [
O Typing in
' the
ANSWEr.
QOr, rather,
the
‘question’ -
AACTIEFE TR 1.0 MM TS this i‘;a'\-’epj'
e odd game.

TR T UM T S

That classic,
utterly
impossible-
to-caption,
overhead
view of the
‘diamond’, as
the pitch is
known.,

GOOD, BAD OR UGLY?

Cal Ripkin Jr? Jr? (Just
get on with it - Ed.) The
trouble with 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
how 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

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

Here's Cal {or,
um, ‘Gal’ as he
known to his

friends). Cddly,
{  his arms seem

fo be made
from baseball
bats. We haven't
saen his legs.

atmosphere stakes, thanks to some groovy
Hammond music and nifty animation. It all
seems accurate, too. But it 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 hit too
slow and boring (and if you don't beliave 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

45% | 18%

OVERALL
SCORE:

40%
i
13%

VERDICT: Very much an American
product (you won't understand
three quarters of the questions),
but still completely nob and a
waste of money.

Wh

That classic, utlerly
impossible-to-caption,
behind-the-batter
view of the

‘diamond’, as the
pitch is knﬂyg__d_ I

US Release oo

Game: Cal Ripkin Jr Baseball
Publisher: Mindscape
Price: Approx. £45

Cart ROM: 8 Mbit

SOUND
67%
OVERALL
SCORE:

GAMEPLAY
1%

GRAPHICS |
60% |
GAMELIFE |
T0%

VERDICT: A bit slow-moving, and a
baseball game, obviously. But
otherwise pretty solid, with no
obvious flaws. Pro League '93 is
better, though.
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SUPER PANG
Capcom/£49.99/4 Mbit

played the original, and are thus ignorant of
the pleasures of bubble-bursting as a duo,
you'll find the game does get boring
a.larmmgl',r {[ulc]d].r, and is too easy to finish

=

n absolutely spot-on
A 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 just
that it's a lot more fun with two
players. And even if you've never

SUPER DOUBLE DRAGON
Technos/£TBA /8 Mbit

ere at Super Play
H we try very hard to like

beat-'em-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/£TBA/8 Mbit

ilm licences can be
F 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

MAGICAL QUEST

STARING MICKEY MOUSE
Capcom/£TBA/8 Mbit

16

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/£TBA/8 Mbit

lthough its name might lead you to
A believe that Best Of The Bestis a

karate game, it's not at all. It's 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

thanks to (you
guessed it) an infinite
supply of credits.
Good, rather than
uutﬂtanding

review in issue 1

CM 720/ '. - a0 w :

gilly', 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 [ 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
EWRE u another nail in its coffin.

Full review in issue 3,

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
recommended
by us.
Full review
in issue 4,

Mickey's Magical Quest isn't the game for
vou. It's a bjt 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

brought us Street Fighter IT
83%

and all sorts of other top

quality games.
Full review in issue 3

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 3
OVERALL |
SCORE: 0

be well advised to take
your money elsewhere.
Full review in issuae 5




SUPER PLAY SUPERSTORE!

This month we’ve added SUFER_ ELA‘_r_ F'.SHFFT_

two new bargains to Ssibind
Superstore - the QJ with blug jeans, short
TopFighter and the e oun () - thy ook ratwhicher

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.

o T SUPER PLAY
B BINDER

Our other offers are N T L . Supe Pl
more familiar, but still & Qf o e
videos, Pro Action s S
Replays and, of course, : '

those essential Super

Play accessories, the T- same time, and save!
shirt and the dog-ear £5_99
defeating Super Play 2 FOR £10.99

binder. Order them all!

Please send me (1ick aopropriate boxes):

O Akiravideo —__________£11.99 1 Super Play T-shirt (Large) _£9.95
[ Action Replay cartridge £44.99 J OJ TopFighter_________ £64.99
[ Universal Adaptor — _ £16.99 ) Super Play binder —____£5.99
[ Super Play T-shirt (Med) —__£9.95 1 Two Super Play binders____£10.9

Total cost £ Name

Method of parmﬂlﬂ: i | l::h[-f'[']LJE [mate payable b Future Publlishing Lid) Address
- Visa/Access

Card number [ LIS L 3] I J]
Expiry date |1 1]

g _ wonl need 3 sEmp
Flease tick hare if you do not wish b receive dinsct mail from ofher companies | § Sig“ah"g
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|JES TECH &

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.

GAMEFR

MING ANSWERS

by Jason
| Brookes

DEAR GAMEFREAK,

1) Could you pass on my compliments to Wil
Overton for his brilliant cover illustrations - any
chance he'd do a portrait of me if | sent a photo?
2) When is Sleepwalker from Ocean due for
release?

3) How much will Slespwalker cost, taking into
account that £5 will be sent to Comic Relief?

4) When is Starfox due for release In the UK?

5) In Super Flay 5 you had a small section on
Super Mario Kar tastest laps. Will you be
running a small column for this?

6) Has the Game Genle been released for the UK
SNES yet? How much will it be?

7) Do the Zydec speakers enable you lo listen

to the King Arthur's World soundtrack in true
Dolby Sterea?

8) After reading all your tips for Super Star Wars,
| have been in doubt as to whether | should buy
this game, because it makes it sound a doddle to
finigh with 99 lives. Is this so?

Craig Cacchioli, Suffolk.

1) Only if you've got enormous eyes and spiky
blande hair.

2) It's due in the fourth quarter this year.

3) There's no price set yet

DEAR GAMEFREAK,
1) | have Super Mario Kart (PAL version) and |
have tried to beat your Mario Kart times - but

Incidentally, our version of Starfox 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.

3) Yes, chack out
Super Express

this issue. If 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) It's coming out in late April for
around £40-45.

7} No, you'd need special equipment
and four 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 gameplay.

can't! (What do you expect, son? We're

17% slower than import models?

3) | already have Super Tennis, so
really worth me buying a Super

professionals — GF.) | was wondering if it has
anything to do with my UK console being

2) Which is better: Super Probotector
or Assault Suits Valken (Cybernaion)?

isit

Above: It's difficnlt to decide between these two - Suger Probolector
{above) and Assaull Spiis Valken, bul we like Vafken hesl.

—

ey -

4) Early May.

aphot trom O

1am a
The mmin anl Eupr.rﬂeﬂh L]

DEAR GAMEFREAK,

1) On Bad Influence! they said that there would
be an adapior o enable you to play B-bit NES
games on the Super MES. As Lhave a US Super
NES. ' would like To knowif if will work an imy
machine, and will | be atle to use both UK and
{8 8-bil NES caris?

2) A word: 1o all would-be console foothall
fans out there — a Tot of games fake time to
oet used to, and Super Cup Soccer actually
plays a very good game of foatball, You can
do some lovely carve shots; and the
computar goalis is not impossibile 1o baat.

Sl v advice |3
{:F'_{@ to give it a try
fi before playing
W Super Spccer.
Chils Appleby.
Middiegex.

1) Thare are two versions of the Superdeck p]anhi-aﬁ,_'\'j

The UK version (see Super Express last issue) is due
in the UK in late June-for £29.99. It has four slots to

allow UK SNES games, imported Super NES games

{Japanese and US), UK NES games and US NES

games to all work on a standard UK SNES. We're not

sure whether you'll be able to use a UK Superdeck

with a US SNES, though - because US NES games

don't work on the UK NES without an aduptur we'll

keep you posted on this.
The second version of the Supﬂrdauh willbe

released in the States, just for the US machine. That
version has two slots to allow just US SNES games

and US NES games to work on it. We'll give both

versions of the Superdeck a full test as soonaswe

get our hands on them.

2) Yeah, Super Cup Soccer (or Super Goal,asits
now known on US import) certainly has its fans {sal

pic left). We'll give it another look when Itwﬂvas for
the UK Super Nintendo soon.
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and Jimmy Connor’s Pro
Tennis Tour?

4) Should | buy Sfar Wars, as | already have
super Frobotector?

Adam Coales, Dorking.

1) It shouldn't make any difference — the SNES
doesn't use seconds as such — but programmed
time intervals. In real-time it takes 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 fave got a copy of the UK
version, and | suspect the story will be the same
there — | just couldn't find it to check|

2) Both games are fab, but Valken is my fave
because the gameplay is more varied. Super
Probatector 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 guite as impressive as Super
Frobatector, but it's still huge and challenging.

DEAR GAMEFREAK.
Concerning the much talked about screen
borders on PAL machines, | wonder if you can
sort out my problem. | own a Japanese Super
Famicom and | run it on a Toshiba FST NICAM
gtereo 21 inch TV with a SCART port, so | can
really appreciate my machine to the full.
However, atter reading about screen borders
and speed differences etc, | noficed that | have
borders at the top and bottom of my picture, so |
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 SFil and Super Mario World as
good examples). Now, is this a fault 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, | hope you can halp
me, as I'm gelting a little hit worried
S. Eason, Middlesex

| 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 | noticed there
were speakers available for the SNES. | have
an American SNES and | cannot 568 anywhere
{o plug these into. How can you hook them up?
2) I've subseribed to your mag and have read
all of your reviews which are very good. But |
aan't decide belween Gybernalor, Super &lar
Wars and Contra 3. What do you think?

3) | am eagerly awaiting naws of the SMES GO,
but | have only seen pictures of it with the
Super Famicom, | was wondering what the U3
version will look like, becausa of the diffarant
shape of the machineg?

4) Will the SNES CD play music CDs?

5) How mich will the US version cost, and
when will it appear?

6) Finally, [s It possibte to pivg a U5 SNES
into asideo SCART socket, and then from tha
viden into 2 PAL TV?

David Parsons, Wiltshirs.

1) Stereo sound is outputted through the multi-
out at the back of the SNES — a twin phono lead
will plug into this and then plug straight into a
Hi-Fi 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,

LS 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 that allow two leads to be
plugged in tagether. TDS 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,

)

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 on
most CD players, because Nintendo reckon such
a teature would be prone fo damage - instead,
specially encased CDs will slot inta the unit in
the same way that a video does in a VCR.

5) The US version will cost around $200
(£150ish), and will probably appear shortly after
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, | can't imagine Nintendo
hanging around for foo long - Sega has already
entered the CD arena in the LS 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) Yes you can, but uswally the picture comes
through in black-and-white,

HYTHJIWYD

Gart
k An artists’ impression
of how the US GO ROM unil wil loek.

DEAR GAMEFREAK,

In issue 5 | was looking down your Datebook list
and | noticed that Electronic Arts have gol two
American football pames that are due to be
released soon (Madden "93 and Pro Foothall
‘43). I these are not the same games under
differant titles, which one looks the bast? Also |
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 Jofin
Madden football - it's the same game. Football
Fury is actually the American version of the
Japanase 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.
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THE GAMEFREAK

These are the most over-asked guestions!
Steer well clear of them if you want to
see your name in print...
0 Can you control the bosses on SFII?
Mot without a Game Genie cart.
0 Who is this Ed thing?
{ER? = Ed.)
0 When will the CD ROM be released?
Late this year or next year in Japan and
the States. It'll definitely be "94 here.
Q Is Sireet Fighter II: Champion Edition
coming out on the SNES?
Capcom are saying no at the moment.
Q Oh come on, it must be?
Flipping heck.
0 Is Blockbusters due out on the SNES?
Get out of hara!
@ Can | get rid of borders on my UK SNES?
Yes. Stretch the picture with a vertical
size adjustment on the TV or monitor, or
getting the console coverted to B0 Hz by a
specialist company.
0 How do | get a job like yours?
Get a decent education and don't play too
many video games.
0 Will there be another WWF wrastling
gamae for tha SNES?
Yes, later in the year.
0 Is Matt Bielby really a pro games player?
In a vary loose sanse.

L ANSSI
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MODEY},

CALLING
ALL CHEATS,
CRACHKERS,
AND GAME
FREARS!

ack with a vengeance, il's
B 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 for 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.

0f course, to keep things
flowing properly we need your
input. Send your best, newesl
codes and cheats to the office
here at Mode 7, Super Play,
Future Publishing Lid, 30
Monmouth Street, Bath BA1
2BW and you may find yourself
the proud owner of a Super Play
pon or even (whoo!) a Super
Play T-shirl. There's really no
excuse for not joining in.

uess what the most

popular guestion’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 Streef Fighter I?" 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-6D04, 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 fed up of slaughtering masses
of bat-wielding bad guys and want a real
challenge, then go to the player skl
selection screen and press LEFT, RIGHT
LEFT, UP, R, R and you should hear the

gameshow host say-'Bingol’ When you
choose the oplion you want and start the
game, everything will be in fast action,
making just staying alive a real problam
Also, when you get to the level with the
plectrified orbs, if you stay in the bottam
laft-hand corner and fire from there
nothing can get to yvou,

Fast and

yrious fighting in Super Smash TV

ising our hot Hip

ASKADE -

INVALUABLE MONTHLY GAMING ADVICE"

ONES | CAN DO

@ Everyone lakes different routes through
the game, and finding the ‘'most missed’

levels would not only be impossible -
would take up too much space here. And
no, killing Bowser doesn't count.

@ How about kicking him in the leg, and
then Double Supplex him or something?
The only real hint is just to keep hitting the
buttons faster than he does.

& Yep, see the pic above right for the
password to get you onto level seven.

THE ADDAMS
FAMILY

Typing in the code B&1&B will give you
five hearts, 80 lives and will start you off
with Granny and Pugsley already safe, 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 0 much help.)

Just how much more help could you

sioly need to complete this one?

on a postcard to the usual

address please,

jet this little blue

@ You'll have to buy the US or Jap version
- Gantra I or Contra Spirits respectively.

The UK version is the same game, but has
the robot sprite instead of the soldiers.
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F1 EXHAUST HEAT
(Ocean)
Thera's a hidden track within the Monaco

circuit, which has been found by a
namelass writer from Cumbria. (Come on
peopla, at leact make an effort to be
friendly to us. We're all pals here, you
know.) Anyway, at the bottom of the

4 119"59"‘9
.b“mul , g

Maonaco track, just as you come aut of
the beand and are heading for the
straight, you'll find a series of triangles
sticking out from the side. If you drive
between the third and fourth of these
triangles, directly into the base of the "W’
thay form, you should be able to drive
strasght through and end up on the
hidden track.

It looks like this guy's totally off course and in for a splashing time, but no! He's just

about to discover a secret track.

'SUPER MARIO IV
(Nintendo)

James Earl from Farnham has found a
way of getting up to 40 extra lives at a
fime. 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 yvour 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
black and run straight to the left. You
Should now find that all the Koopas have
turned into silver coins, and that atter
yvou've collected 10 coins, any morne will
give you 3 Ups.

SUPER R-TYPE
(Irem)
There's a level select scraen for this
natoriousky difficult shoot-"em-up -
lmast, Pater Anderson from Newcastle
Sdys 50. On the second title screen, press

the A button nine times and then UP nine
times before pressing START. Pause the
game and then prass A,

R and SELECT

'BART'S NIGHTMARE

(Acclaim)

On the Itchy and Scrafchy level, you can

get an exira ife by shooting the
explading light bulbs with the fire
extinguisher. Lewis Pinder from |pswich
sent us that one. Thanks, Lewis

Bart's missed the bus again

@ Dear Ade

On Legend Of Zelda | can't kil the
Helemasaur King in the Palace of
Darkness, Please tell ma how to beat him

1 Brooke Nimmao (no address supplied).

@ Apart from repeatedly hitting his mask
until it's broken, there isn't much | can say.
Use arrows on him once tha mask is off.

ONES | CAN'T DO
@ Diar Ade

have Final Famtasy: Mystic Quest, but
can't get past the Fabls Basin, Phioebe says
‘Lat’s mowve this ice block”, but nothing
happens when wa do, Can vou help me?
Thomas Kershaw, Sussex

@ [ear Ade
I've baen playi
Mpsiie Quest, and 1'm stuck in the Fog
Fower.. | have the sky coin. | also can't g
to the Ship Clock o reach Mag's ship - I've
looded the lake. Gan you help?

David Reid, Falkirk.

g the game Fimal Fam

& Sorry, guys. | haven't played the game
enough to know the answer. Any takers?

® Dear Ade

I've tried to do the Last lovel on Lemmings
Sunsoft level, but | can’t do'it. Gan you
help me please?

Andrew Sguarce, Tavistock

& | 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 prass DOWN, RIGHT, DOWN, DOWN,
RIGHT, RIGHT and START, on Super
Probotector, 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 McGachie of Edinburgh has the
key, Iiterally, to getting into the pleasure
domas in Super Smash TV, Go to the
option screen and press RIGHT, RIGHT,
UP, DOWN, R button. L butten. You'll now
be given a stage select screen,

@ Jason Bell from St Helier has the
solution for Darren Bamford of Nottingham

MSAIIH‘ SUITS
- VALKEN

(NCS Masiya
On the titbe screen, hold UP, R and L and
press START to activate the cheat mode
Then you can select “free play’ t
infinite continues.

Assault for sore eyes!

who was stuck on the seventh level of Sowl

Blazer (from Super Play issue 5).

1. First go to the bottom left-hand comer
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
Basement/Dungeon, and hasn't been seen
simce. Now, as all the lairs are sealed, and
wou haven't released him, he must be
dead. So, it you go into the Torture Room
and up to the top right-hand corner, you'll
588 a skaheton you can try and talk to. On
the left you will find the Harp String.

2. G back to the town and into the house
in the bottom left-hand comer 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
Quards in the house, one who's there for a
rast. When the musician stans to play he
will move to the stage so he can hear more
clearly. As he does so he'll step off the
platinum card which you can now pick up,

and use to go into the Tower on the top left

-hand side of tha screen. Easy, eh?

This isn’t a picture of the level select
screen, but it is Super R-Type

SUPER MARIO
SUPER MARID

(Nintendo)

Mode 7 would seem empty without at
least one Mario Kart cheat, wouldn't it?
This month’s comes from Michagl
Sullivan from Solihull. On Choco Island 2,
get a feather, and when you pass the
finish ling, immediately turn and jump
over the barrier on the nght. Once you've
done this, just drive back to the finizh

ne, and you'll have missed out an
gntire ap. If you can't then win with an

ntire lap’s advantage, you're a very

d case indeed

Cheers, Jason, There were quite a
few others with the solution, but Jason's
was by far the clearest and most accurate
description. g
Barry Ashdown of Surrey says that if,
when you put in the Prince Of Persia cheat,
you hold down B and ¥ and then press all
of the other buttons, the X button will
become a Smart Bomb and kill your
opponents. Mice.

That's quite enough
questions and answers
for one month, | think.
Don't forget, though -
I'll need lots more for
next month. So write
without delay to:

Ask Ade, Super Play,

Future Publishing Ltd,

30 Monmouth Street,
Bath BA1 2BW.




ACTION
REPLAY CODES

Ag always, wo've boen floeded
with codes for all manner of
gamaa. You'll noed a Pro Action
Replay cartridge before these
codes are of any use o you, and if

SPIDERMAN & THE X-MEN
TE01 0003 Unlimited lives

TMNT IV (Jap)
TEOD 9661 Infinite time on the Vs
moda

SUPER SMASH TV

(Bitmap Brothers)
In a rush to finish Gods? Kirk Sanderson from
Mersoyside already has. Hera are the codes to
Bitmap’s latest creation
TEMPLE: 5D1
LABYRINTH: MGE
UNDERWORLD: BMH

(Naxat)
It's 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, from any of
you) and were sent to us by W Wong from

TE189906 Keep your weapon
until you plek up another

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.

Stockport, who was honast enough to admit
seeing them in a Japanese magazine. We
admire your honesty, so here = have a
Super Play pen

JAKI CRUSH PINBALL
TE1C 6202 Infinite balls
DRAGON'S LAIR 7ED0 7800 Invisible enemies
TEOF F903 Unlimited shields
TEOF EBD2 Unlimited lives

TEOFFG0S Infinite time

4444444Y - 33 Balls
55556555 - 21 Balls
GEGGEGEC ~ 42 Balls
BOSABAAS - 84 Bals
CCCCCCS - 8 Balls

SUPER STAR WARS
TED98500 Blaster
TE098501 Flame

It L1 L Jbor

LETHAL WEAPON (US) TE098502 Seeker KKKKKKKS - 10 Balls
TEOZ 2606 Unlimited lives TEG8503 Rapid lon Make your life easier, use our codes
TEO2 2203 Unlimited ammo JTE098504 Plasma
0*BERT 3 (US) Thanks and (just maybe) some ! snma mm
TEQS 8205 Unlimited lives Super Play pens to Peter (Taito)
Anderson of Newcastle-Upon- it
SUPER ALESTE Tyne, Conrad Moulsney of Probably the best bits of this (fairly run-of-
TE0T 5702 Unlimited lives Reading and all the boys from the-mill) beat-"em-up are the special

TEOM 5203 Unlimited smart
WEApONs

Universal Consoles And Games
for their help.

betwaen-lavel 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 bution, press L R, R, L These avil
and START, and you're away

for the latest games...

SUPER NINIENDD
GAME BOY

Il

one for the European one, 0 no
oné need feel left out. Our thanks
go out to David Walsh from
Morthfield for the home team effort,
and Kirk Truscott from Jersey for
the American codes. Look out for
the postie with your pens,

faces lurn a lot nastier if you hit

(NCS)

We've got two lots of codes for this
one, one for the US version and

T enaugh

IJiRIvVE
UK Version US Version
9LJ0T98 MESEDEX MBON+2X GXJCLIT
L4BLWNN TJZGT2! TPLBWNN BTPVIX!
SHBSLDX ZRMFLDY SH38B04 GNKPDJY
TriBave ToOMXWTT JQ55LVA J4PB++!
VER i " —+ B Finchley Road.
VGPsLZ2 ZMPI3+) V5M5D62 4CVI4YT ihlebyipareghipins 10/ Kot g1on (I e L
LH4BL+X TWTRS56 T4MEWTE ¥+L3FHD (ireen lube slatlon) (opposite Barkers)
VEX3IToG 4aT7+2PV VEZ1052 43WTo3L London NW11 8RR I.ondanﬂ\\'ﬁ:;"}'w l
LY5KLPS TENESH ANDH33X YITYSK! 1'u]nphun¢: (K1 =455 G001 Telephde: 071937 7 T3
hpen Mo <Spuurd
M7GXLWR 4557CLS 9JLBBIR ZFGWIVS il ekt




100% FOR PLAYERS OF B Super NES

NINTENDO 5=

.

The Iaig‘s; issue ¢
Britain’s bes

Nintendo magazine |
is now on sale. It
has tips, previews
and reviews of all
the big new games

[r-’_' T, = for Super NES,:NES

| : ) and Game Boy. Anc

| & ”: it's got a massive

A NN poster too! All this

|l:- NLO for just £2.25!
gi

e

Bucky O'Hare battles tu.:._d-;;n NES.




HYPER EXCITING

READER’S VOICE

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).

‘A DOG
CALLED BENJY’

Z3Tma proud owner of 4
Super Nintendo. I also have the
most excellent game Super
Mario Kart. 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 baginning
of Mario Kart my dog (Benjy)
stans howling. Howewver, he
doesn't do it with any other
game. [ 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'’

#7 On reading your superb
magazine, my girlfriend noticed
you did not know who a couple of
the Tiny Toon characters were.
Well, we are here to tell you who
they are: Elmyra 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. [ hope that
helps you a bit.

Yours,

Ray Jones, Exmouth.

‘HE PRETENDED
TO SHOOT A FRIEND’

) 1 am writing to tell you how
appalled [ 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 [TV
with the words ‘Welcome to the
danger zone' — which sounds like
an introduction to a horror movie.
Things were not looking good.

1 sat in front of my TV, then,
with bated breath, in the hope that
the programme would be open-

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 games
looked even younger. They
showed one child comparing his
console with his teddy bear! Others
were describing 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
adults 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 mora
aggressive in certain social
gituations. Surely he played with
oy cuns 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 qun (A& non-real weapon) at
another video character (another
non-real persomn).

Yours,
Andrew Burgress, Stalybridge.
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‘PUPPIES
AND KITTE

Ud like ¢

Apart from that, your

15 great

Yours sincerely,

Lisa Scullion, Liverpool.

We certainly weren't
ruling out the possibility of
a CTossover group,
consisting of puppy and
kitten-loving girls who
actually liked playing
games too.

AUGUST ORGAN’

#1 1 have read the last three
issues of your august organ, and
found it most enjoyable. You are i
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
gituation, 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 is going to be
an extremely costly business. You
gaid 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
capahilities 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, 50 that means you'll be
paying more, not less,

THE SUPER PLAY

INTERESTING{METER

We can’t get enough letters about some subjects, and we get far too
many on others. Here's a handy guide to which ones we mean:

The Super Nintendo

X
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I hope vou will print this letter,
so my fellow Super Nintendo-ites
realize the economic realities of CD
ROM. However, | do agree that CD
ROM promises some mind-
blowing products — how about the
developers of Another World
doing a verston of e Hard in 4
similar style with Super F/X
polygons over painted back-
grounds and hitmapped explosions,
and with heftier adventure
alements - and an orchestral CD
soundtrack by Michael Kamen.
What do you think?

All the best,
James McLean, Glasgow.

Philip Z Richardson, Stoke-on-

Trent.

You're absolutely right —
Super Nintendo owners
would be getting a raw deal
if SNES CD ROM games
were identical to CD-1
games. But, as far as we
Imow, 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 supernor to those on
any equivalent system,
inclading CD-1 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 1954,

‘RUINS
THE LIFESPAN'’

#1 You seem to rave in your
reviews about anything cute or
anime-looking, eg Kikikaikail, a
game with a Kawaii (or ‘cute’, for
philistines) Racoon and girl in it,
which I thought looked like a poor
rip-off of Mystical Ninja; and Tiny
Toons, which my friend has, and
gays is too easy, which ruins its
lifespan. {Mickey Mouse got a high
mark, and much the same could be
gaid about that.) I've got nothing
against anime, in fact I'm a fan, but
it sgems that if a game is pretty in
presentation and graphics it
automatically gets top marks

[ hope [ haven't been too harsh,
as generally it is a perfect mag.
Yours sincerely,
Bones, Leicester.
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y HEALTH RISK SPECIAL N
Guess what? Yes, we've recelved  games players will have o suffer. Finally, I suspect it had
lots of letters on the old Could we not have LCD TVs something to do with the game.
‘Mintendo causes epilepsy” instead, which don't flicker or Epileptic fits occur due to certain
debate recently. Here're a couple  emit radiation at all? patterns that trigger something
of them: Yours sincerely, off in our brain. Super KO is an

Lee Harper, South Wirral. extremely fast game, and the
/1 What concerns me is the pattern of the pitch and the flicker
health of games players. When #3 I'm writing to you on the of the screen all contributed to
we play a game we are usually subject of the controversy about the seizgure.
within about three feet of the TV, Nintendo and epilepsy. I've hada =~ M-AN, Manchester.
Most of us use a normal TV. TVs SNES for eight months, and never
emit beta radiation, which is fairly  had the slightest problem with it The (small) numbear of letters and
harmful in large doses. Most until two months ago, when [ phone calls we've received from
games take about two to three tried out Super Kick Off in a big people who are actually
hours of hard concentration to music shop in Manchester. Thada  complaining of having suffered
finish. During this time we are photo-sensitive epileptic seizure, attacks like this suggest that
absorbing this radiation. starting with muscle twitches and = they're mainly caused by games
You may argue that computer  ending with a black-out. wheare you're concentrating on a
operators stare at a screen for Anyway, the point is that this ~ =mall character with a fast
eight hours or more & day. Buta has never happened again, even scrolling background behind it -
computer monitor runs at about though I still play video games, Super Kick Off is an obvious
70 Hz, and is screened to prevent and it probably never will. The example. But remember, folks;
the operator from the radiation. store where [ had a seizure was only a tiny fraction of the
TVs tend not to have thesa dark - make sure you play games population seam to be affected,
screens, and they run at a very with a light on. It was a special and they're people who are
flickery 50 Hz. Nintendo unit where you are very already prone to suffering from
After a bout of games playing  close to the screen - so make sure  photo-sensitive epilepsy (even if

I usually come away with a you are far encugh from your TV they don't already know it)

headache and a wide, open-eyed
gaze. [ beliesve TVs should be

eye-strain, and should have anti-
radiation screens — until then all

h

produced at about 70 Hz to relisve

TALENTED YOUNGER
SIBLINGS SPECIAL
#3 In response to your request
for news of talented younger
siblings, I'd just like to say that
my sister, Victoria, who iz six
years old, can complete level
two on Street Fighter IT.

Craig Cacchiol, Sudbury.

[ay I am the youngest and best
games player. I can beat
Bowser and finish Street
Fighter Il on level four. I am
four years old and my name is
Stuart. I can also finish Space
Harrier I 1 can write as well,
but only with my mummy's
help. She wrote the hard bits,
Stuart Harper, South Wirral.

FJI'mwﬂﬂngmwll?m
about my five-year-old somn,
Matthew, after reading an
article called 'Isn't That
Amazing? in issue 5 (page 83).
Wall, Matthew
can finish Street

8o it doesn't take up too much of
your field of vision. For a normal
sizge TV, about 2 m is sensible,
For a big-screen TV, get a hit
further back.

‘A MORE
CHEERY NOTE’

& Recently [ treated myself to
Zelda 3 and Super Mano Waorld,
hasing my choice on the excellent
reviews you gave both games. Only
one week later [ had completed
Super Mario World and three
weeks later [ had finished Zelda 2.

Amongst my jov in completing
both games came anger at the ease
with which [ achieved it. [ feel I
have been cheated out of the LBl 1
payed for the games. Flease 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)?

Om a more cheery note, [ was
thrilled to read that Sensible Soccer
and The Chaos Engine are coming
out on the Super NES, and [ feal
compelled to urge the Bitmap
Brothers into doing a Speedball IIT
for our machine too, as it was my
all-time favourite game on the
Amiga. (Speedball IT, that is.) Do

you see the possibility of this
happening in the near future?
Yours hopefully,

Steven Clark, Paisley.

Hts of people would argue that
wonth's

el tainment 180t

bad going these

You're not going to catch

anything froan playing with your
Super Nintendo - just (possibly)
bring to the surface a problem
you already have,




% HIGHLIGHTS 3N

Nt
KINDLY LEAVE THE STAGE | &>

There is a boy in my class at
school who has met Matt Bielby
We thought that if we made this bit extra-long this month, and and he thinks he knows more
> put in all your extra-crap jokes, the sheer horror of it might actually than Matt. He challenges himto | |
=X joit you into seeing some sense and stopping sending us a game of Mario Kart. Will he
] completely useless jokes. say ves to the challenge?
] Rupert Major, Abourfield.

0 Which game features Tunes Li, Eddie Fondant and the Hundreds-
and-Thousands hand slap?
A Sweet Fighter IT

He says the result wouwld be a
foregone conclusion. We'd have
T agyrese.

1 lasgow.
4 ?ﬁrg T H:MH that gets 1 am writing to you because of
i1 5 arded more thap your cover artist, Wil Overton. [
Q Where does Ranma 1/2 I go? out of 10 wins o was wondering if you can ask
itere loing one (ar would A He doesn't 1/2 I go anywhere, matey! Supear Pilay T-shirty Rl I 1ot rORACE et e &
pw nice if they did) H::rrﬂy H Healy, Glasgow. picture of Chun Li, signed if he
0/1 wanted to.
Keith Hammond, New Malden.

‘l OWN THREFE’

1 1love anime and manga, 5o will

We asked him, and he said he
didn't particularly want to

@ What's a Cybemator pilot’s favourite song?
A Valken On The Moon.

any of my fave Famicom games, | Hai%r H Healy, Glasgow Sorry.
Ranma 1/2 and Fist Of The North o/ :
- Star, get an official British release? Does Jonathan Davies do
1 own three manga films, Akira, 0 Why does Starfox feature a falcon instead of a parrot? programme links for Channel 47
Dominian Tank Police and Venus A 'Cos 3D polly-gone! Calum Gray, London.
Wars. I think these are excellent H,an&r H Healy, Glasgow. Na. /
videos. Are any of them going to be 2/1
made into a Super Nintendo game? How about a Jonathan Davies
Finally, [ love the manga There was an English teacher in prison. His friend said to him: "If you autograph each?
approach to the magazine and the chat up the prison guard's wife, they'll let you out early.’ And his Two Maric Kart fanatics,
excellent screenshots of the games. friend said: ‘Mo, that's wrong! You can't end a sentence with a Southport.

Look, he doesn't do programme
links for Channel 4, okay?

proposition!’
Simon Watkins, Eeynsham.
0/10

And please could you tell me where
1 could get Ranma 1/2 magazines

from, as [ have looked everywhere b oy
for them. Keep up the good work!
Sayonara! Police are investigating the theft of the police station's lavatory. They e
Carl Bradley, Oldham. say they have nothing to go on. WRITE AWAY! | §
| Gareth Austin, Twickenham We're dying to hear from you! I |
; 0/10 And, if your letter gets | §
i printed, you stand to win a
Bloke: Waiter, waiter, what do Mot taat handy Super Fjla-}rmn!- The
you call this? any joi We want you to seng address to write to is:
Waiter: It's bean soup, sir. address Is Kima I, but the PLAY BACK, SUPER PLAY,
Bloke: I don't care what— (Stop M‘:?’ Leave The Stage, 30 MONMOUTH STREET,
this! Stop it now! — Ed.) l'“ m m’ BATH BALl 2BW.

ISSUE :1)

MARIO KART

}:ime was dchieved on a Japanese

record is 12.63", console. How, on a British
SPEGI AL Scott Upton, Leicester. console, can we }mpa to
compete with this sort of time,
#1 Mine is 1" 01.06" with Kong,  bearing in mind that the
We've stirred up a whole tin of but my fastest lapis 0' 02.44". 1 Japanese console is faster?
1 worms by printing people’s best  can't tell you how to get such a Lee Benning, Southampton.
great, and I Mario Kart times... good lap time, but it can only be

characters ce
it only works in
I have found my
enjoyment of many great
games shiglh
overly ‘cute
Tennis, Mystic
Street Fighter II. The

feel about the
Yours sincerely,
Michael Herron,
Glengormley.

# 1 think it is a good idea to

print all the readers’ best times in

Mario Kart. I got 1' 06.88" in
Mario Circuit 1.
Gareth Austin, Twickenham.

& 1 eventually got down to

1' 04.78", with a best lap time of
12.67".

Rob McHattis, Woking.

1 Mine's now down to
1" 04.66.
Alan Carter, Knebworth.

3 My best time on Mario

done once a race.
Anthony Bowry, Hayes.

Il these timeas seeme

e enough to us, but they
weren't supported by any sort of
evidence. If you reckon you can
do better, and you'd like to tell
everyone about it, we'd rather
YouL Sent in some sort-of
photographic evidence
we can be sure

just 80

#3 1 thought I'd write to point
out that in issue & you say the
fastest time recorded on Mario
Circuit 1 is 0' 69.92". But this

We're not completely sure about

this one, and Bandai don't seem
1o be gither. We reckon that
either a) while the game itself
may well run slower on a UK
machine, the clock ticks over
slower too, s0 on balance you
should be able to achieve the
same results, or b) the UK version
of the game's been adjusted so it
runs at the same speed on UK
machines. In either case you
should be able to achiewve the
same times as the top Japanese
players if you keep at it. (Check
out Gamefreak this issue for
more news on this.)

& Y i

Circuit 1 is 1' 03.43" and my lap .
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Yes, it’s the triumphant return of...

S | £ 2
= |  ENVELOPE ART!
5 him to
Villhe ' = :
v :
sl
Iﬁ np':] e ke Bk B e
&'d have r'/_ Fo i
Wow! This envelope art
idea has been a
ause of
o 1 runaway success!
an ask Seems you're a . TS
e bunch of frustrated N Al
g artists at heart. B o
Malden. Here, then, are some of
aid he our favourites from this
. month’s mailbag, the best of
which wins a Super Play T-shirt.
o = Keep decorating your envelopes,
o v and keep sending them in. The ._
address, as with the rest of Play Back, This brilliant |
; is, of course, Super Play, 30 Monmouth sapeversalyonss
Davies | Street, Bath BA1 2BW. us by lan
l J Pestridge of
=, 3 b - Birmingham.
I TALIITLE _#____f""‘fﬂ'_ﬁ Anthony Bowry of "
77 ) @ ; Middlesex sent in *
/ s T T IIII this piece of art -
1 S - we're not quite sure |
ot ' :-3'5» who it is (forgive our |
Pl b e Ignorance) but |
1 _ 14! TTve | she's got a very
m you! 3 e
Jets
win a |
n! The
 i8: Bold use of, erm,; colour from London's
PLAY, Calum Gray, including the Japanese
tEET, varsion of ‘Soper Play’ from our cover.
.
Pla 1BAFE -
—"H\ | GulBER Plg,
anese ! . o Mfw og.y 57
| BAUNA y
on By
Gorgeous, gorgeous, gorgeous Parodius artwork, Great Tiny Toons envelope comes from Positively the one-and-only ‘ransom note’

again from Anthony, fails to gualify because it came
inside an envelope, not outside of one.

Lewis Collins ( Are you sure about this? -
Ed.) of Southsea, Hants.

letter we'll ever include, this one from Barry

Fnrm_tm of County Down, Northern Ireland.

boul .

r—-.__ﬂ__:___ it i

This lovel Ji

gy T-SHIRT WINNER!
SR LAY 8 T
BAY, g4 g REE] R

resplendent in Il'
his Super Play T- |
shirt - comes |
from Chris
Harris of {
Portsmouth. |
Mice one, |
Chris,. and
Wear your II
vary own |
Super Play In'
T-shirt with |_
pride, ch?

&

L}

]
ETS10T1
| 50 it

IK

One of many, many Maric Kart envelopes,
this one's from Surajit Sen of Doncaster. B




es, 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
BA1 2BW, and we may include your entry the next
time round. You'll get a T-shirt for your trouble too.

ACROBAT MISSION (JAP)
Teichiku, 8 Mbit

1 player, SP2 38%

A despicably leshle vertical
scrolling shoot- em-ug

ALTRAISER (JAP/US/UK)
Enix/Quintet, 68 Mbit + BE

| plager, SP2 9075

A birilliant combination of strategy and

platlorm action. Graphically ‘
A

&

great, amd the music's fal.
Buy the UK ar LS version

THE AI.J[JJ’-'LME FAMILY
JAPS

Ocean d |'.'| i |

1 player, 5P B2

A polished and '.-'.'||-|:.-'.-.I:-I|' romp. with
adhaeniure, puzzle and shood- L]
bits. A real challenge thats
trustrating in places, bui pass- 9
words allow quick competion ]

AlR MANAGER (JAP)

Aternative name: Aarabiz (US)

Koel, 8 Mbit + BB

| to 4 players

Unintelligible unless you'ne Japaness,
this iz & well préseniexd business
strategy thing like Roitroad 9
Tyeoon, Nice Mode T intro, L5y
ALIENS V5 PREDATOR (JAF)

IGS, § Mbit
| player, SP6 285

An unoriginal beat erm=ug, with a neat

b

oentral aoncefl, bul generally
dire gameplay and no
explanation of the pla. Avoid

ANOTHER WORLD (UK)
Alternative names: Outer World (JAP)
Out Of This World (US)

Inferplay, & Mbit

1 player, SP1 B1%

The graghles in this one are superh -

playing it is just like watching a fm. The

action is varied, and there are lots of
greal cinemarstyle chose-up
shaots, but there iBn't enough
there 1o make it a classic

AHGANA (US)
Afternative name: Card Master (JAP)
HAL, & Mbit + BB

1 player

An RPG based around a 30 perspective
(like: Dungeon Master) sounis good, but
i very plodding - the combal scenes

re: bony and drawn out, Graphically it's

el bad, aned the music 15 well
clone, buf only really
lor die-hard KPG fans

ASSAULT SUITS VALKEN
(JAP/US)

Alternative name: Cybernator (US)
NCS Masiya. 8§ Miit

1 player, SP5 91%

The (Imaginary) principhe of assault

suits is a fab hasis lor & game, bk,

oufully, this s the first to property take

aclvantage of it. The result is a brilliant

[and very lapanese) ~.'hun|-p|||-|.|:.

iripping with high |h'h|'q-4>g.-

and hoasting some wery @
salishying explosions A
ASTRAL BOUT (JAP)

A-Wave, 8 Mbit

1 ar 2 players

A wrestlingfghtiog game, amd not a

good one, Graphically not a complete
disaster, but the sprite collision and

Mayahility are ropy. When you
think you could buy Street @
Flufrer i what's the point? .~
AUGUSTA MASTERS 3D GOLF

I ]
T&E Soft, B Mbit + BB

1 tin 4 players

Thee first 3D golf gamse on the Suger

-

SUPER

PLAY'S
GAME
LIBRARY

NUMBER OF PLAYERS

&

&

b

KEY TO YOUR CHART

You wouldn’t belleve how easy What Cart? Is to understand. Perhaps this diagram might
go some way to convincing you, though:

GAME NAME ————— SUPER PROBOTECTOR {ux}

Altarnative names: Contra
(US)/Contra Spirits tMP}

n

If the game's known
by other names
abroad, they're
listed here

Eonami, 8 Mbit -
1 or 2 players, 5P2 W%
This is currently e best platiorm

ami soundtrack

Hrilliant two-played action makes
it exsential studf.

A brief synopsis If the game has been reviewed in a

of the game previous issue of Super Play, here’s where
you'll be able to find out which one, and
(ves!) how well it scored

Superh use of Mode

CARTRIDGE ROM SIZE

A mark out of 10,
(Games with an
overwhelming amount
of Japanese text,
rendering them more-
or-less unplayable,

are marked ‘Impossible

to judge’) _/J

Famicom, and still rather good despite

Japanese text. Graphically, it's a mixture

of hit-maps and polygons and it
wiirks quite well. The screen g
A0

upsilate coubd b faster, though.

AXELAY (JAP/US/UK)

Konami, 8 Mbit

1 player, 5P2 B5%

(M, a0 Axeliy's a little thin gameplay-
wise. Bul = ool = those graphics!
They're possibly the most impresshve
omes ever! There are also some brill
haddies, and it alternates
between neal horizontal and 9
vertical seralling. L]

BART'S NIGHTMARE
(JAP/US/UK)

Acclaim, & Mhit

I player, 5P1 591%

The formula may not sound promising -
lats of litthe sub-games rather than ooe
big e ~ bust this is absodutely superts,
and very weird, Wonderiul
graphibcs and lots of humour,
and it's challenging. Ao

BATTLEBLAZE (JAF/US)
Sammy Corp, 8 Mbit
1 ar 2 players
A awkward game that's nowhers nesr
as good as its contemporaries | Sireel
}u\'.'ln-'r.']'dru,l Ranma /7). The graphics
are olay the soumd's okay, but the

y's dire, There's quite a
il range of moves, bt .
ol ediald do muwch better Ll

BATTLE CLASH (US/UK)
Nintendo. & Mbit

1 player, 5P3 48

This is the first stand-alone game
redeased for the Super Scope. A shame
that it's so short lved and

awiul. Cheaper than your .
average import, though, R

BATTLE GRAND PRIX [JAP)
Maxat, 3 Mbit

1 ar 2 players

Remember Super Sprint, the coinop?
Wiedl, imagine a version of it (i an
averliesd view driving game) where you
can vnly see a tiny area of the track
around your car, and have to rely on
algnale to warm you of comers. We

camee to the conchision that

babes in it though @

it's ‘challenging’. Lots of

BEST OF THE BEST (US)
Alternative name: Super Kick Boxing
(JAP)

Electra Brain, B Mbit

1 or 2 players, SP5 50%

Let's b honest: this is a kick boxing
game, not a karate one. Treated a5 such
it gets the job done pretty well. But, as
with any game that comes

within a mike of the word 9
baxing’, it gets boring ast. 19
BIG RUN (JAF)

Jaleco, B Mbit

| player

Adter a promising start, the abysmal
graphics and virlu.‘l.ll:r':nnn-rxlétmt
gameplay make lor what is surely the

worst driving game on the
system. (Mothing like ihe

original coin-op.) & @

BILL LAIMBEER'S

COMBAT BASKETBALL (US)

Hudson Soft, 4 Mhit

1 or 2 players

qulrn_c,'ilmll}' an Amiga game calbed Firure
akeltaell, this plodd

.H;:;uﬂm:.‘rh |I|I':rilsr:| sllll:;l'g.r singly .

peirar rihesise from Hixdson \-ul't. 2

BLAZEON (JAP/US)

Atlies, B Mbit

| player

A tacky horizontal scroller with aninse-
atyle robals in. It's kinda different. bt
everything's so crude and jerky. That

makes this game crap - there

are o many better shoot-"em 9
-Uips bk chidose [nom L

BOMBUZAL (JAP)

Alternative name: Ka-Blooay (LIS)
Kemco, 4 Mbit

1 player

Clear bombs from mazes of tlles by
sefting off chain reactions, withow

getting blown up. The levels are well
designed and it takes skill to negaliate
therm Bit unfortunateby the

T It - .I
game’s boring, ; @

graphics are dreary, amd the

BRASS BOSS (JAP)

Lazersaft, B Mbit

1 or 2 players, 5P4 56%

Another SFF wannabe that doesn’t make
the grade. The graphics are okay, and

&

lor the most part it plays okay,
bait SFT does (£ all so much
Dt ter

BULLS VS BLAZERS (US)
Electronic Arts, & Mbit
1 or 2 players, 5P5 K315

A good, solid baskethall game placing

thie emphasis on accuracy and

cletall at the expense of slick 9
graphics. Very challenging L
CACOMA KNIGHT (JAP)

Datam, 4 Mbit

1 or 2 players, 5P4 36%

A tedious varlanl of Paater, the anclent
coin-op. i does its hest to brighten up
procecdings with some special
leckdrops, but even they're Q
nol very good 10

CAMELTRY (JAP)

Afternative name: On The Ball (US)
Taita, & Mhit

1 player, SP1 52%

The idea of a rotating Mode 7 mase with
a ball bouncing around it is a good one,
Bt Tadter haven't pot the most from it
Thee: lewels are too casy b

eomplete, and once you'we q
seen them all you won't return, 22
CAPTAIN TSUBASU 3 (JAP)
Tecma, 8 Mbit + BB

1 or 2 players
Yikes! A football management game,
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T mare with
a good one,
st from it

am .o

JAP)

i game,

based on a Jap comic hero! Some
dynamic match highlights, but unless
you can read lapanese, and &
have tons of patience, stay

away. lmpossilbe Lo judge. : 4

GCAVEMAN NINJA 2 (JAP)

Data Cast, O Mbit

1 player, 55 58X

The: sequed to foe & Moc (sort of),
roaaonabdy playable, and offcrs a loi

armiint of longerm challenge.
There are hundreds
of hetter games around.

CB WARS (JAP)
Banpresto, 8 Mbit
1 or 2 players

A strange anlme scroll-aleng-and-whack-
nast i.-u-h|1l|-w|u.1w|-r-y|.u-:q.n-ﬁnd type
of game, RPG elements and lots of

o

Japanese text render this a
podr cholce for most people:
Impossilshe to judge,

CHESSMASTER [US/UK)
Mindscaps, 4 Mbit

1 ar 2 players

You daon'l have much cholce of SNES
chiss games. This plays a strong game
(we, er, think), but there's room bor

.

improvement. B's awlully
presented, and the tunes after
each move are irritating.

CHESTER CHEETAH (JAF)

“¥anekn, B Mhit

1 player, 5P 38T

Bright, cokmurhul platform game, based
on Chestos” (American cheese snack)
“advertising critter = good for

younger players, but it lacks 9
challenge lor svervone else,

CHUCK ROCK (US)

Somy Imagesaft, & Mbit

| player, 594 615

A well put together Stone Age platborm
game, with lots of imagination

and fun touches, but ultimately @
['s alll  bit bland and dull.
COMBATRIBES (JAP/US)
Technos, 12 Mbit

1 or 2 players

A clull besat="emeup that makes no
attempl b save ilsell with any
pick-upable weapons or
imteresting kevels

COSMO GANG (JAP)

Mamco, B Mbit

| or & players, 5173 7%

A Galaga-style shool-'em-up that doesn't
match up to the anclent coln-op in the
gameplay stakes. A fun two-player

made, and some lovely 9

B

graphics and sound, bt spoilt
by indimite comlinues

DARIUS TWIN [JAP/US)

Taila, 8 Miit

1 or 2 players

Lacking in beveds for a Danus game - bat
this isn't all bad news. Good graphics,
okay sound and not too much slow-
doswn make It a reasonahle buy,

though it's not challenging in @
thee first jew kevels.

DAVID CRANE'S

AMAZING TENNIS (JAP/US)
Absolule Entertainment, 8 Mbit

| or 2 players, SF3 BR%

This Jociks like: Uhe Best lennis game yel
The 3D perspective works well - until
wou takoe controd of a player at the other
end, A restricted viewpoint makes it

hard toe serve and relurm =a

aplin sereen woukl have hesn @

better. Super Tevamis still rales, Y

DESERT STRIKE (JAP/US/UK)

Electronic Arts, B Mbit

I player, 5P4 B0k

An addictive chopper-hased shoot-em-

uap with helicopteriness pouring out of

it. Just like Mying round a desert

Iborwitii Lhaingds ugr wiilly nvisesiles 9
B

(only et 5o ot and sancy) S

D FORCE (JAP/US)

Azmik, & Mbit

| player

A crap shoot-'em-up with maybe the
worst graphics, sound and playability
o Ehe SNES, Mode 7 makes the

useless visuals ook blocky, 9
Dreadiul sound, too. Avald! S

DINOSAURS (JAP)
Alternative name: Dino Gity (UG)
Iram, B Mbit

1 player, 5F1 3%

One ol our favourite platiorm games,
this has fab graphics, cute characters
and plenty of amusing bits. But @
it's towr emsy bo finish, We

liove it anyway, thaugh,,

DIRTY CHALLENGER (JAP)
Yutaka, B Mbit

1 or £ players

Yet another dire wrestling game. This
time It inchudes some wery dubiows
“grapples’ - you could be
mistaken for thinking it was
all a hit, well, dirty.

DRAGONBALL Z (JAP)
Bandai, 8 Mbit + BB
1 player

The original lap Drganball anime series

appesared on the: S=hit Famioom (NES),

Erial Uhas new version i the first available

fowr the: Super Famicom. An RPG with
combal scefies and loacds of

Japanese text, Very S-hit in 9
lowok oo, Impossible to judge. =

DRAGON'S LAIR (US/UK)

Elite, 4 Mbit

1 player, 5P 82%

This looks gorgeous, plays well and s
lar better than the straight conversion
ol the cofneop that other machines hawve
suffered. But the Irustrating Q
difficulty level hides a game

nob as lomg as it could be -

DRAGON QUEST V [JAP)

Enix, 12 Mbit + BB

1 pulayer

The biggest selling game in lapan to
date is a sprawling RPG with plesty of
Jap text to be translated for & LS refease

this year in the Drogen Himror %

series. It's primitive. and very
Japanese. Impossible to judge

DRAKKHEN (JAP/US/UK
Kemco, B Mbit + BB

| player, P4 64

Based on a French 16-bit computer
RPL adventure, this has reasonabie
graphics but an awhal combat system
Maost people will B 1 & rea

e but i you are lempled 9
et the US or UK version oy

EARTHLIGHT (JAP)

Hud=son Soft, B Mbit +« BB

1 player

Bazed on a popular FC Engine game
callesl Mecirrs, this is an interplanstary
space sirategy altair, but there's enough
Japanese in here to make it

tricky lo work out. Avoid Q
Impossible to judge. ~A0
EXTRA INNINGS {US)

Alternative rame: Ganba League
Baseball {JAP)

Sony Imagesoft, & Mbit + BE

| or Z players, SP2 %

Basehall's tricky to translate well to a
games maching, but this probably
miakes Ehe best job ol it, with cote
characters and slick action. The
sequel, Fro Basedal! League @
T, is even better, e
F-1 EXHAUST HEAT (JAP/UK)
Alternative names: F1 ROG (US)
Ocaan/Sata, 8 Mbit + BB

1 player, 5P2 689%

Your car's a bit amall, and you doa't get
much warning of corners. Bul a least
wou get & 30 view of the track. @

Nl our farve game, bul some
jreopbe love it

@.

FACEBALL 2000 (US)

Bullet-Proof Software, 4 Mbit

I or 2 players, SP354%

i thee G Bay this 3 maze shoot-
‘em-up |8 good fun, but the SNES
converskon suffers badly. Slow,

jerky 3D, and confusing with @
Two pilayiers, Mog groat.

FATAL FURY (JAF)

Takara, 12 Mot

Fighter i look-a-likes, and probably the
controls are very awlkward))
Allernative name: Final Fantasy IV
A sirange one this, as in Japan it's the
and whibe it's graphécally basic, the

1 or 2 players, SP4 Té%
U o a growing number of Streer
next best thing to The Big One. Looks
okay, plays fine (though the &
andl worth considering o
FINAL FANTASY Il (US)
gmp )

quare Soft, 8 Mbit + BB
1 pelatyer
bourth in a very populsr series. This is
the first wersion to make it to the SNES,
lowely music &nd the nvolving
mature of the quest [it it way g
above lesser RPGs

FINAL FANTASY V [JAP)
Square 50, 16 Mbit + BB

I player

A huge-sedling RPG to be translated and
retitled Fimal Fantasy I in the
LS Buy that, unbess you read
Japanese. Impossible to juclge

FINAL FANTASY: MYSTIC
QUEST (US)

Square Soft. 4 Mbit + BB

| plawer ot

A spin-off younger player's version of
the popular Final Fanbasy RPG serles
that proves to be an enjovable and
mvodving quest for role-playing
heginners. Much -.'I'u'.a|_u_'r @

than most releases, oo

FINAL FIGHT [JAP/US/UK)
Capeom, B Mbit

player, 581 B
e best walking-adongtealing-peopde-
up game on the SNES. Brilllant graphics,
varied oppoaition and devastating
mioves. But, it lacks a two-
player mode, and 5o gets dull @
im thee long-berm.

FINAL FIGHT GUY (JAP)
Capcom, 8 Mbit

| plawTr

A pointless new version of Fima! Fight
wheere the best character, I'_'u:u_'l:lr_ Is

.

replaced by Guy. A poor game-
music U1 s inchuded, It's
easier than the origlinal.

FIRE DODGEBALL {JAP)
Sunsoft, 8 Mbit

1 or 2 players

A cute, anime version of & very weird
game (see S0 Dodgeball for details). The
graphics are pretty good, bul the game
Itsel is & bit oo simple to be
particularly rewarding. The

lengthy intro sequences bedore @
each game dont help, either.

FLYING HERD: BUGLE'S
BIG ADVENTURE (JAP)
Sotel, 8 Mbat

| player, SP6 G8%

An average — I lairly likeable - lap
shoot-"em-up. [t has its moments, but
really needds that extra special @
womething to stand a chance

o beating Parodias e,

F-ZERD (JAP/US/UK)

Nimtendo, 4 Mbit + BE

| player, SP1 85%

A fab Mode T racing game. Dead fast and
smoath. Watch out for the viclous
computerscontrolbed hover cars. Bland

scnery and a weird futuristic
sefting, but 1t's an Impressive
display of the SNES' abilities, L

GEORGE FOREMAN'S KO
BOXING (US)

Acclaim, 8 Mbit

1 or 2 players, 5P2 18%

Baoxing games are invariably
awlual = bugt this awful?

GODS (US/UK)

Mindscape, 3 Moit

| player, SP6 T4%

Famins Amiga platform £hoot-'em-up
comes o the SNES, graphics and
puzzhes all intact, and with
extra measures of playability Q
This'll last you ages. |

GOLDEN FIGHTER (JAP)

Gulture Brain, 12 Mbit

1 ar X players, SP1 42%

A wery ropy Streel Fighter Il ‘tribute’. The

-

graphics are rubbish, the
#ameplay’s rabbish, the
sound’s rubbish... Avald.

GPX CYBER FORMULA (JAP)
Alermative name; Cyberspin (US)
Takara, 8 Mbit

1 player, 5P1 K%

Anather top-view scroller, and another
case of yikes-was-that-acorner? Bul
anime hased this time, with some
incredibly smooth scrolling.
Oaherwise this is a very

AVEFEQE DA, Lo

GRADIUS 1l (JAP/US)
Konarmi, 4 Mbit

1 player

Similar to the coin-op and -
astonishinghy - all packed onto a 4 meg
cart, this Is one to check out. it's an
carly tithe, 50 slow-thown is a problem -
it ratheer scuppers thie otherise
beautiful grn|_|| s and powertul sound
SEill, it's more mpeessive

F-Type. !_!

ani playable than Super

PUZZLE GAMES

uper NES

puzzie

games, eh?
They're all
basically Tetris,
with knobs on,
aren’t they? Well,
no actually, and
here's five to prove
you wrong. (Well,
four anyway.)

LEMMINGS (86%)

A completely
absorbing - and ultra
original — game this,
it's jam packed with
levels. A bit over-familiar
now though.

KING ARTHUR'S WORLD
(83%)

Extremely addictive (if
a little bit Lemmings-
like), with a real
exploration feel toit. Not a
round table in sight, though.

KRUSTY'S SUPER FUN
HOUSE (79%)
Compulsive, rat-
squashing fun, and
rathver good looking at
that - but probably more
enjoyable for the younger
games player.

SUPER TETRIS 2+
BOMBLISS (83%:)

It just had to be here,
really, didin't it? A
classic game that's
addictive on any system -
and brilliant on the SNES.

SPINDIZZY WORLDS
{59%)

The world's only
spinning top puzzle
game. Not quite as
gonod as the Spectrum
original was, but still very
absorbing all the same.




GUNDAM F-91 {JAP)

Bandai, 8 Mbt + BB

1 player

A massive selling (in Japan at beast)
arcade/ strabegy gamething, with
lapanese text. Stll, it's playabde il you
peremsere, bt thic ie one

for real robot fans ondy. .
Impossible to judge w0

GUNFORCE (JAP/US)
Irem, 4 Mbit

1 ar 2 players, 5P4 59%
Similar to Super Probodeckor in many
respects, but not hall as good In any of
them. The “respects’, that is.
Sy, that was a bit
condusing, wasn'L ik}

HARLEY'S HUMUNGOUS
ADVENTURE (US)
Electronic Arts, 4 Mbit

2 players, SP6 G

w107

Ciraphically it could be a lot better, bul

It's a reasonably imaginative
platform game with some
potential all the same.

!.1..?--
HAT TRICK HERO (JAP)

Alternative name: Super Soccer
Champ (U3)

Taito, 4 hMpdt

1 o 2 plavers

A slick comversion of the coin-op
Fucutwal! Chaap. ' Bast, but too easy in
ane-player mode - you'll need

to play a chum to have any un .

Mot as good as Super Socoer. R0

HOLE-IN-ONE GOLF (JAP/US)
HAL, & Mbit

1 to 4 players

An obd game, bat still one of the best
gnl[xnux aroumc] = what il lacks in
technical ingemeity, it makes up for in
wseer friendliness. The overhead view
el isn't much like playing the real
gamme, but nlee Maode 7 course
introductions help - & does -
Lurmineg the music off ~10

HOME ALONE (JAP/US/UK)

THQ, 4 Mbit

I player, 5F 36

A dire attempt to cash in on Lhe Swccess
of the mowie, Hopeless graphics and
soumd don’t rescue the banal
gameeplay Irom the claws ol
drudgery and tedium

HOME ALOMNE 2 {US)

THA{, 8 Mbat

1 player, 353 32%

We actually preferred the first Home
Alone game to this, but in the same way
that wee prefer Eldorado Lo Sl
Borbarn, Andher dire scrolling
effort that ghould be el on the
shell, Feehle and predictable. 210

HOOK [LIS.-'Jﬂ.Fg

Sany Imapesoft, 8 Mbit

1 player. 5P1 72%

Slow-moving, but atheraise an
attractive platiormer that ties in with
thee film guite neatly. s a bit

easy 1o finish, though, sait’ll @
be no, er, Peter Pan. .
HUMAN GRAND PRIX (JAP)
Human, & Mbit + BB

I or 2 players, 5 82%

18y cam live with the 'unigue’ control
syatem, this ks the best Formula 1 game
o the SNES. It's blindingly fast,

with realistic handling and a .
usehal two-player option g L
HYPERZOME (JAP/US)

Hal, & Mbil

1 player

A poar 30 space shool-'em-up wsing
Mode 7. but with nothing else to
recommend il. Tedium City |5 .\
youir only destination e Lo

IMPERIUM {US)

Wit Tokai, & Mbit

1 player, 396 40%

Sad, old lashloned shoot-'co-up with

G I

giant robot suits in it - but with very
little hiope of ever rivalling

Aszawlr Suits Volken, One to stay
Fway from.

THE IREM SKINS GAME (U5
Alternative name: Major Titke [JAP)
Irem, 8 Mbit,

1 or 2 players, 5P3 BI%

Fans of the coin-op goll game Meajor Tide
will love this - it's virtually identical.
Fans of Pefshle Seacty and s

couging mighin't ke that 9
impressed by its accuracy. L
JACK NICKLAUS GOLF {US)
Tradawasl, 4 Mbit

1 ta 4 plagrers, SP3 62%

Fans of godl games that present things
from just behind the player will like the

thils, bt the palnfully slow way it draws
the screen before each shal, and the

=

could-bedhetter power meter,
ruim it Mot one of our laves,
baut it "W fimd its folbwers.

JAKI CRUSH (JAP)
Naxat, B Mbit

1 player, 5% T4%

The SMNES needs a tap-notch pinball
pame = something 1o rival the Mega
[Dirive’s Dewrd Crash and the Amiga's
Pireherdl Dregs. But this isn'tit. It's
reasonable, bul the ball moves

toso sbevwrly, amd the table it '
brilliantly designed. :

JAMES BOND JR (US/UK)
THQ., 4 Mbit

| or 2 players, 5P 24:

A platorm and shooling action game
fram hell that even the Amstrad GXAH)
wouldn'l have tolerated. Poor
graphics, jeeble sound and crop
gameplay. Look, but don't buy

JERRY BOY (JAP)

Altarnative name: Smartball {LIS)
Sony Imagesoft, B Mbit

1 player

A areol-the-mill platform game with

caly its blob-shaped hera to 9
=

A

distinguish it from the crowd,
Very average.

JIMMY CONNORS'

PRO TENNIS TOUR (US/UK)
LIBI Soft, 4 Mbit

|t 4 players, SP5 BRE

Mot & gond as Super Tennis, bult it's

A

chose. It has the advantage of
warking with the fourplayer
aclaptor. Mow that & fun.

JOE AND MAC [JAP/US/UK)
Data East'Elite, 8 Mbit
I or 2 players, 5P'1 7234

A& poodd conversion of the arcade
machine. Graphically it's colowrful, but
thee tumes don’t vary and the
pamepday’s repetitive
Young players should enjoy it i

JOHN MADDEN FOOTBALL (US)
Alternative name: Pro Football (JAP)
Electronic Arts, 4 Mbit

1 ar 2 players

What was a fab game on the Mega Drive
and Amiga doesn’t work on the SNES
Mote the flat graphics ane perky
serodling, It és East, But at the
expense of playahility. Sl

JOHN MADDEN
FOOTBALL *93 (US/UK)
Alternative name: Pro Football '93
(JAF)
Ebectronic Arts. 8 Mhit
1 or 2 players, SP4 83

whircas this new, improved, updated
version is loacds better. The changes are
meastly cosmetic, bl |||!:_l,-'r\e’! f.llml.lgh o

elevate the game 1o the status ‘
A0,

of “recommencled (il you like
American loolbally.

KICK OFF (JAP/UK)
Ancofimagineer, 8 Mbit + BB

1 or 2 players, 3F3 52%

The most controversial computer game

ever gets |ts second conversion to the
SNES, and suffers as a result.
Mol as bad as Pro Soccer, but
atill Rawed playability-wise 4

KIKIKCAIKAL [JAP)

Natsume. 8 Mbit

1 or 2 players, 5P5 82%

This is the sort of game ondy the
Japanese could write, Underneath the
perilously weird exterior lurks an really
enjoyable two-player shoat

em-up with neal graphics Q
and a large plaving afea L

KING ARTHUR'S WORLD (UK)
Jaleco, 4 Mbit
1 player, SPG BE3%

Medieval Lemvrings lookallke, with good
graphics and plenty of interesting
testures. Very addbctive. but
the controls {unless you use a .
molse) are a plg. a8

KING OF THE MONSTERS (JAP)
Takara, & Mbit

I or 2 players

A fairly enjovable Neo Gen game that
seemis 10 have been clumsily converted

-

to the SMES, It's really too dull
anel unimpredaive to get even
fans of Lve original excited.

KOSHIYEN 2 (JAP)

KAC, B Mbit

1 or 2 players, 5P2 700

This would b the most bog standard
hagehall game except that it's

very wiedrd and very lapanese, e
Mot bad, averall 8

KRUSTY'S SUPER FUN HOUSE
(US/UK)
Acclaim, B Mbit

| player, 5P1 T9%

A curbous blend of piethrowing, puzzle
mlvm-g and |-|I.1rr|:|r1||. action make this a
refreshing challenge, Graphics and
sound are reasonabie, but it's the
excellently paced gameplay that makes
the game. Passwords should

b giveeen maoire regularty to e
reduce repetition though. L
KUNIO KEN (JAP)

Technos, & Mbit

| or I players

An odd mix of beat-'em-up and
adwenture game. We had fun with it
beating people with pillows and
siitcases, but we didn't have a clue
whil was going on as it's all in Japanese
You might be able to suss it

ourt, bt it got & hulkoewanm 9
réeception even in lapan L5y

LAGOON (JAP/US)

Kemcao, 8 Mbit + BB

1 payer

A fairty invohing KPG, Ealing some
elements from the Zelda seried, but
forgetting a ot of the more impaortant
ones = inchucling a map, which can
prove extremely (rritating in certain
areas. However, the graphics and sound
are pheasant enough. Worth
considering, bt only alter

you've played Zelda, Finad @
Fintasy il and Soul Hazer, L
LAST FIGHTER TWIN (JAP)
Banpresio, 8 Mbit

1 (or 2 players
Super Delormed robots in a sideon

beat-'em-up. Nice graphically e
0.’

and sonically, but limited all
the same. For S0 lans only.

LEGEND OF SUCCESS JOE (JAP)
K Amusement, & Mbit

1 o 2 players

Japanese boxing game, based on a poor
Neo Geo original, with basic graphics

and sound, and not enough

moves, Still, as boning games @
g0, it ain't bos bad.

LEGEMD OF THE MYSTICAL
MINJA [US)

Alternative name; Goeman 3 (JAF)
Kanami, § Mbil

1 ar 2 players

Ol thie best games lor the system,

mixing RPG adventure-style wandering
with sicleon platiorm action. Wonderful
music, iab graphics and & real challenge.
wccessible, bay the US cart to

gel the best value from this,
LEMMINGS (JAP/US/UK)
Sunsoft, 8 Mbit

A hit on every format it's been released
on. [t takes a while Lo get to grips with,
bt Lemmings is one of the most
original, ingenioes and addictive games
A Super Play lave. L
LETHAL WE APON (UK)

Ocean, 8 Mbit

1 player, PG 5T%

Thiough the Jap version is g
1 or 2 players, SP2 86%

ever, Each level has a password,

and there are loads ol them .

Unadventurows platiorm shoot-"em-up,
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 Farmuly game). !’/

MQE!EAL GUY ADVENTURE

I
nidai, 4 Mot
| player
Ajjolly platiorm game combining wacky
Japanese humaour with cute sprites and
backdrops. Not in the class
al Super Mario Warkd, bat

enlertaining ampway. 3

MAGIC SWORD (JAP/US/UK)
Capcom. B Mbit

1 player

Capcom's first disappointing release -
not surprising when the srcade game
was &0 awhal. Instead of improving the
gameplay for the SNES, they've just
translated the original, A todge
jiobs, with mixed quality
graghics and bad show-down.

MARID PAINT (JAP/US/UK)
Nintendo, & Mbit + BE

| player, 5P 55%

o game, but a limited, crude paint
package — and one where you can’l print
ot wour results! Some nifty beatures, -
admittedly, buf the hest thing
about the whobe package ls the
mcnise {hat comes with It E)

METAL JACKET (JAP)
Attus, B Mbit

| player

Horrible, Athus aren’t doing themselves

any favours attempting a platform game
- a genre where you have to be good to
stand out, This is an E-5WAT

clone with stilted animation, @
dire sound and Inept gameplay, =2
MICKEY'S MAGICAL
QUESTIJAF/UB/UK)

Capcom, 8 Mbit

1 player, 5P3 80%

Ome of the most polished platformers
around, though it's marred by the
inclusion of mfinite continues. Stunning
backdrops, sprites and varied

enaugh toimpress anyone - @
it's just a shame i's Loo &asy.

MUSYA (JAP)
Datam, B Mbit
1 player

One of the woarst Super Famicom games

ever = though it's up against stifl
competition. Initially, the nicely shaded
backdrops give it the look of a Ninjz
Spirit clone, but when you see

your hero mince along and
twiddle his stick, it palls.
HMHLPA HOCKEY (LS /UK)
Electronic Arts, & Mbi
1 or 2 players, SPA4ETY
Nokt quite as good as the Meéga Drive
version (the graphics are jerky, though
you woukdn't notice unless you'd seen
thee original), Still a great bee
hockey game, with loads o
playability and atmosphere.
NOLAN RYAN'S BASEBALL (U3)
Ramstar, 4 Mbit
1 or 2 players, 5P2 TH%
Just as shick as Extra fanings, buf
without the cute characters,
and it's shightly trickier to @
contral. Still, not a bad game.
WORTH 3TAR KEN V (JAP)
Tosi, 8 Mbit + BE
1 player
This addition to an nexplicably popular
range of felda-style FRF's - it's based on
Fesr OF The Moty Siar, bediewe it or not -
Iooks rubbish to us. I you speak
Japranese it might, of course. be
brilliant, but we doubt it @
Impossible to judge.
HORTH STAR KEHN 6 (JAP)
Togi, 12 Mbat
| ar 2 players, 54 42
This has massive sprites bul nothing
much to actually do. It's just
another failesd Street Fighter @
Fa-like, !
OTHELLD WORLD {JAP)
Taukuda, 8 Mbat
1 o 2 plageers
Plays a strong gamse of Ohedlo (if you
sl it b difficult”), looks good, and has
some cule bits. But why would anyone
want to spend 540 on a cartridge that
plays Qufello? Fine for brushing
up your techndgue, but @
otherwlse very sad,
PAPER BOY 2 (US/UK)
Mindscape, 4 Mbit
| player, SP2 29%
In this game you'ne & newspaper
delivery boy (or girl) and the object Is
o cycle along, er, delivering
newspapers. There are some obstacles
to avoid, things to hit with papers for
hanus points, and that's about
it It's horribly boring, and @
really can't be recommended,
PEBBLE BEACH GOLF LINKS

JAP/US/UK

&E Soft, 8 Mbit + BB
1 to 4 players, 5F6 525
Thee third addition to the 30 goll series,
and unsurprisinghy very similar o the
others. Accurate down lo the
wirves on the beach, bl the
o e music [s ughable.
PGA TOUR GOLF (JAP/US/UK)
Electronic Aris, 4 Mbit
1 to 4 players, S5P5 6l

Slick presentation, masking the fact that
this ks & poar SNES conversion of a fab

sports game, On other systems
PiA Tour s fe goll sim, but @
EA’s lack of SNES skill ruins it

PHALANX [JAP/US)

Kemco, 8 Mbit

1 player, 5P1 T0%

Horizontally scrolling shool-"em-ups are
two & penny on the SNES, and a new
contender has to be different to stand
qut. This one has some decent
graphics and challenging @
gamepkay, hut is lorgettable.

PILOTWINGS (JAP/US/UK)
Nintenda, 4 Mbit

| player, 51 92%

SMNES-vwning anviation fans aren't spodlt




gainst still 4

e nicely shaded for chaoice st present, but this should be

ook ol a Minja enpugh to, er, spin their propellers, it

yOu se8 has & hiege range of fying machines,
and amnd super-smaoth 30 graphics,

I, and there's even a decent
game in here, too.

IS UK

g PIPEDREAM (JAP)

] . Bullet-Proof Sottware, 4 Mbit

v ey Duive 1.or 2 players, 572 65%

re F% though Awell turned-out purzle where you've

dess you'd seen w0 1o link different shaped

at ice bits of pipe. Okay, but it gets

s ef - @ bearing fast,

here, 2

' $IEFIEHTEH{HS.-UH]
\SEBAL H, 4 Mbit
L{Us) 1 or 2 players, 5P 14%
An appalling comversion of a
b popular coin-op. Dire graphics @

r-::rg:: - and awiul gameplay. The pits. g

I

ik @ POPULOUS (JAP/US/UK)
Imagineer, 4 Mbit + BB

V (JAP) 1 player. SP2 B5%

The original Jap version of a classic UK
game that puts you In the shoes of God.

Dlicab udar A smashing game, though it can

=L-l_ II:'EIIE:Ed on get frustrating (and quite

elieve it or ot - boring) eventually. b

g POWER ATHLETE (JAF)

i Kaneca, B Mbit
1 or 2 players, SP4 4%

Another attempt o cash in on Streer

i [JAP) Fighter If that doesn't reslly

; work. 'Crap - but in a groovy
land of way', apparently.
bt mothi
. PRINCE OF PERSIA
e {JAP/US/UK)
0.’ Konami,  Mbit
1 player, 5P3 B5%

JAP) A superh conversion of the computer
classic witl mew pn|l|1i|_'s_ bl
intro amed a lab Lawrence OF Armbiostyle

hetle (il you soundirack. Not an casy game, but the

good, and has pasgwond system allows
Il prigreazion withomit oo @
:ﬁm;ﬂﬁr much trouble. A classic, +

ushing @

F:‘E?__ERSLE.HLL LEAGUE "33
1 |
Sony Music Entertainment, 12 Mbit

|ﬁ_| 1 or 2 players, 3PG6 773
This ks the Japanese sequel to Extra
famings. It's got some really cute
characters, slick animation and some

5[
| Lt:_! object Is meat exira touches as well
ing 18 e like hasehall, you'll
yme ohstaches v this.

b papers for

a boait g
d
ded. -2

F LINKS

S0 golf series,
imilar to the

trouble. And It’s no
different on Super
NES. Here's our pick
of ‘best friends’.

 the fact Hhat
siom of a fab

I~'em-ups are
fd a new
i to stand
N
; ANOTHER WORLD
fUK) MONSTER
This s your pal - the
ren't oot turncoat alien who

helps you throughout the game,

PRO SOCCER (JAP)
Alternative name: World League
Soccer (US

Imaginéer, 4 Mbit + BB

1 or 2 players

A really shaky comversion of

Kick O, with crude graphics @
and hopeless gameplay

PUSHOVER (US/UK)

Ocean, 4 Mbit

1 player, SP3 T8,

An enjoyable doming toppling-style
puzzle game, converted from home
computers, with lots of short-term fun.
Once all 100 levels are

completed, however, it's @
uniikely you'll ever return to it
0*BERT 3 (JAP/US)

NTVIC, 8 Mbat

1 player, SP3 AT

Feal nostalgia vadue, as players af the

ikyear-ald eoli-op will confirm. And
plenty of effort’s gome inte

making It boak the part. Bt it's @
anly mildly amusing
RACE DRIVIN' (US/UK)

THAQ, 4 Mbit
| player, SP3 5%

Fams of the original coln-op will be
horrified by this driving game. 30

polygons and the SNES go together ike,

um, chips and custard. Foor
programming on unsultahle
hardware

!!Q/
RAIDEN DENSETSU (JAP)
Altarnative name: Raidan Trad (US)
Toai, 8 Mbit
1 or Z players
A greal game on the PC Engine and
Mega Drtve, but glow on the SNES and
nob pecomamsended. I thould have been

gosnd, bul the programamers
were too Inexperienced on the 9
machine to do the job well,

YOSHI

Mario’s pal has stuck
with him through five
platiorm games, plus
assorted spin-offs. What a guy.

JEEF I 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
| ar 2 players, SP2 TO%
5o primitive-booking vou wonder why it
was allowed to live (Well, apart Irom
the great 30 bit) But a few minstes
playing reseal a game that's

actually fab fun, and two-player .

mecle almost rivals Mario Kerr, 18

RANMA 1/2 (JAP)

NCS Masiya, 8 Mbit

1 or 2 players

A neat one-on-one beat-'em-up with odd

anirme characters (who change sex

when they get wed, and sometimes into
i pandas = don't worry, there's a
pamese TV series explaining it all},

MI!:‘ua.ll:'Jltugd:-f1'hHr.H'rrrs ma

problem, hut on the whole it's Q

great o look at and play. L

RANMA 1/2 PART TWO (JAP)
NCS Masiya, 12 Mbit

1 or 2 players, SP6 T1%

Cute, unusual characters, amd a good
lookding beat-'em-up, but far too easy,
with some characters much, much
stronger than others, Slightly

inderior to the original, but 9
S16ll Bkable, at least. S8

RIVAL TURF [JAP/US/UK)

Jakaco, B Mbit

1 or 2 players, SP2 SR%

F':m:'f'lgl'r.":. main rival. Not as ‘together”
a8 Its opponent - repetitive baddies and
rougher andmation are the main qualms
- bt it has simultaneous two-player
action, Including a SFEstyle head-to

head mode, Which one do %
% 1

woa go for? Um, well
there's always Turfles...

ROAD RIOT (US)

THO, 4 Mbit

1 or & players, 5P 200%

Road Riel's the worst driving game on

DINDSAUR KIDS
These little guys ride
on top of the dinos,

: jumping off to help out
at tricky moments, Great,

MILES ‘TAILS' PFROWER
Tails has been with the
blue, spiky one in just
one game... (That's if,
You really are fired, OUT - Ed))

the Super Mintendo, we reckon. This is
really primitive in every respect,

despite a split-screen two- .
player mode, and no fum at all, A0S

ROAD RUNMER: DEATH
VALLEY RALLY (JAP/US/UK)
Sunsoft, § Mbit

| player, 5P 42%

The atmosphere of the cartoon (s
captuned perfectly, with wonderful
cartoony graphics and hilarkous intro
and muro sequences, but the game
itsedl stinks = it's just a simplistic,
st ly=executed plutfwm

gamne. Far Rood Kunner ’
die-hards only. -
THE ROCKETEER (JAP/US)

IG5, 8 Mhbit

1 player

Lovely graphies, but that's aboat it. i
comslsts of watching a string of mind-
games in which you don’t really gel
much say - it's just luck i

you proceed from one gams .
fo the mesd. Awful. LR

ROBOCOP 3 (US/UK)
Ocean, 8 Mbit

1 PeEVET, SP2 BR%

A neat Robocop leel, bul gameplay-wise
this is severely wanting, s
r:II.IJ!I'H“IJH|}'!|."!'I.'|I. amd perseverance
18 pewarded by an
unkmsaginative shooter with
little connection to the film

ROGER CLEMENS®
MVP BASEBALL (US)
Acclaim, 3 Mbit

1 or 2 players, SP2 7%
Baseball games don’t come much better
presented than this. Fab animation and
attion viewed through
differemt camera angles make
this thorowglly enjoyalde,

ROMAMNCE OF THE

THHREE RINGDOMS 11 (JAP/US)
Koei, & Mbit + BE

1 to 12 players

Loads of interlocking ancient Chinese
kingdoms make alllances, split wup, then
make other alliances, lots of people
(presumably) get killed, and we can't
make sense of any of it The recenthy-

o Ly

become-avallable US version reveals a =

simple littke game under all
the maps and text-boxes, but
1l mod recommended.

RPM RACING (JAP/US)
Interplay, 4 Mbit + BB

I or 2 players

&

FPM (Radical Psyeho Machines) =
ridiculows trucks with big tyres that
fascinate Americans. The scrolling's
rouigh, vou need clalrvoyant poswers to
anticipate cormers, and i uses -
Mickery interlace graphics to no
cilwionms effect, But pood fun.

RUSHING BEAT RUN (JAP)

Jaleco, 12 Mbit

| or 2 phayers, SP5 60,

The ariginal Riva! Tur, although fine as

beeat-'em-ups go, was never brilllant,

exactly, And this sequel isn't a great

deal hetter. The graphics aren't

bl bt i85 wery repetitive &
'

and oo easy (o finish

5D DODGEBALL (JAP)
Banpresto, & Mbit + BB
1 ar 2 players

Based on an imaginary sport which

AL

involves knocking out the ogpasing
team by throwing the ball at them, this
is one of a serles of Dodgeball

Warmes | Fire Dodgeballs .
another), and th'l_' wirst, 1y

5D GREAT BATTLE (JAP)
Banpresto, 6 Mbit

1 player

Japan's popular Super Deformer series
has spawned a lot of 3uper Famicom
5|N|'|-l.||! games, and they sell, no matter
hovw iy tleey ared S0 Crwatt Baitfe
was the st of the genre, and isn't that
great, being a crusty old arcade
afventure with tedious game

play. You have been warmesd ia

SD GUNDAM {JAP)
Bandai, 8 Mbit + BB

I plaver

Again we hexd off to Japanese RPGand,
Lhis variant starring a “Super Deformed’
(i squisherl and cutifed) wersion of
Ciurnckan, the mast popular ‘mecha’
robod character in Japan. The format is
traclithsnal lapaese BPG, but the
crappy graphics, sound and
Jap text make it unplayable, .
Impossible bo judge. o

SIM CITY (JAP/US/UK)
Macis/Nintendao, 4 Mbit + BB

1 player, 5P1 34%

Builld the city of your dreams._. then
biring it to its knees! The SNES version of
this all-time great ks probabdy the best
yet [even more user{friendly) although
it hardly pushes the 9
machine {0 s Bmits,

Addelictive, in the shori-term L

SIM EARTH (JAP)

Imagineer, & Mbit + BB

| player

A follow-on from Stm Clly thal tries to
bite off meoee than it can chew. YVou're
hasically put in charge of the entire
planet, which would be horrendous
enaugh in itseli, but when the
whode game’s in Japanese... er,
no thanks. Impossible to judge. A8

SKULJAGGER (US)
Amarican Saftworks, B Mbit

| player, 5P 58%

“peavER i X P

i ]

A lacklestre piraticplatiorm game that's
very easy and not going to take

ol lang bo finish, Very weird .
bubsble gum higs, LN

‘SONIC BLAST MAN (JAP)

Taitg, 8 Mbit

| plaver, SP2 69%,
A scrolling beat-em-up with a niftier
central character than most - e's &
superhern with a deadby lne in
punches, B's a beat-'em-up
nonetheless, though, and
comsecuently gels pretty dull

SOUL BLAZER (US)
Alterhative title: Soul Blader (JAP)
Enix, & Mbit + BB

1 plinyer, SPT AT

Slick, graphically gorgeous and not
entirely unlile Zelda (e an KPG,
Japanese-style). Avold Soal
fitader, the Japanese version
[uniless you're Japanese) w LR

SPACE FODTBALL [US)
ARtarnative nama; Super Linaarball
[JAF)

Triffix, 4 Mbit

1 player

If vou've played Balltazer on the
Commadore 64 before, that's probably
the clisest 1o this = foothall, played
hetween two “‘things’ on a tast, 30
scrolling pitch. 0 provides lots of thrills
in the shorftenm, bt it sn't

enoigdl to justify spending this .
much on & game A0S

SPANKY'S QUEST (JAP/US)
Natsume, 4 Mbit

1 ar 2 players

A monkey calbsd Spanky? Bouncing
bubéhles? You just wander round lols of

% T




Sipar

dear. It seems -
being the
world’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 ﬂ'ﬂ“f'“"i“' “‘Mm
at all costs. mmpmm P

PITFIGHTER {14%:)

TOP S

WORST GAMES

~GEORGE FOREMAN'S KO BOYING
I 18%)
' Terrible graphics, na control,
‘mothing to do and it's boxing,

VANNA WHITE'S WHEEL OF
FORTUNE (19%)
The only good thing about this is

the pic of Vanna White. Mintendao,

SUPER ADVENTURE
ISLAND [JAP/US/UK)
Hudsan Soft F.h_-lhlr

similardooking screens, killing
|anidid (with the bubbles) and

rollacting keys Rnring =10,

SPIDERMAN &
HH- X-MEN IlH UK}

this third inst: |||| et of the series made
popular on the NES, Aside from the ugly
Master Higging, the bright backgrounds
ad impredaive Yueo Roshirs dance
tunes make this an attractive

game. A bit conlusing, but -.
otherwise lab, =L

SUPER ALESTE (JAP/UK)
Alternative name: Space Megatorce
(Us)

Toho/Compile, 8 Mbit

1 player, SPF3 TS

r|.I|_|| mce that the SNES can handbe 5
d-gtyle shoober with ait
allling (Mode 7) and no
slow-down mean it's more a technical
achievement than that well

;'.:'..‘\-I;I |l.::.l. .L||,1 It's a bt -J.'H.qull-g
mad. But an excellent buy. Q.
SUPER BASEBALL
SIMULATOR 1.1 I'II'.I [JAP/US)
Culture Brain, 4 Mbit

1 dor 2 planvers, SP2 49K

A multi-character plathorm romp that
I s appeal ast. Unaltractive

graphics are only saved by
imaginative music. Fun lor
a hit, bist it’s dated already ig

SPINDIZZY WORLDS
(JAP/US/UK)
Mscii, 8 r..'lhl

5 sparkle seems to have
-'I-|IIr~. a little since its heyday on the
Spectram, parthy thanks to the game’s

shift of emphasis from

exploration b puzzle solving Q
A neal itk thing all the same, 287
STREET FIGHTER I
(JAP/US/UK)

Gapcom, 16 Mbit

| or 2 players, SP1 94

This is the game 5 sefling SNESs by
the: bucket- load sets ahwead ol Anather middling baseball game, The
odher beal-'emeaps, and a nearperiect pitching and batting are good, but the
coaversion of the colm-op A n fielders are unco-operative and the

must-biry, though expensive .!luphll.':' poor, with polntlesa
o oifficial release. <AL Made 7 whizzing about

< The misic’s goasd, though. WA
STRIKE GUNMNER (JAP/US/UK) 1
.llrl'*l'l.l 8 Mb SUPER BASES LOADED (Us)

or 2 pl Atternatve mame: Super Professional
Averagn =1, with unvaried Basaball (JAP)

: and Jaleca, B Mbit

playirs, SFE 550

hackdrops, but nice spei
ekpphimaions. A dull game that | of 2
only works in two-player mode, K T This works okay, bt iUs just as Bimited

ROAD RIOT {20%)
This mﬂm:ﬁr:tprlmfﬂtﬂm
worst driving game on the Super

in scope as other basehall

games om the SNES, and the .

graphics are jerky 10

SUPER BASES LOADED Il (US)
Afernalive name: Super Prolessional
Baseball 11 [JAF)

Jaleco, B Mbit

| o 2 players, SP2 6955

Extraordinarily and uncannily

simillar to Super Bases Loaded I, .
[See abowe) LA

SUPER BASKETBALL [UK)
Alternative names: NCAA Basketball
(U5}, Super Dunkshaot (JAP)
HAL, 8 Mt

1 ar # players, SP4 B4%

This is fa s for jts 3D Hra,plm 5 = the
pitch spins .ml' zooms in and out
impressivedy, s gat brilliant sound

elfects, oo, And it plays great n/
gL

baskethall. A bit confusing,
bt atherwise fab

SUPER BATTER UP (US)

h.lamu:-:u i Mhit

1 or 2 lLWI'f'\. 5P6 5T

A rI|rI||: ultdcecontrol hasehall game.
with garish graphics and poor
amimakion, Thers are 20

many better ones out there s

SUPER BATTLETANK (US)
Absolute, 4 Mbit

| player

The prehistoric Bamezone caln-op gets
& e bease of e in this Gulf War tank
game. This looks livelier than the wine-
frame graphics of the original, and has
_‘r|I1I|'_i1||l'||| ERPISIONS and
axciting link sequences, but,
Irambdy, if"s: s#ill boring

SUPER BIRDIE RUSH (JAP)
[ata East, 8 Mbit + BB

| or 2 players, SPF3 T6%

Acute cartoomy-booking golf game with

well drawn fairways and greens
However, this ksn't as
Mavable as Mofein-Cme AL

SUPER BOWLING (JAP/US)
Athana, 4 Mbit

| oF & players, 51 $43

There ksn't enough o bowling to 6l out

o Ty

B FORCE
Crap graphics, sound and

hopeless gameplay, The worst
SMES blaster ever,

a whole game. This one pads. itself out
with neat graphical interfudes

etc, but the real thing's “
w0 msch more fun AL

SUPER CASTLEVANIA IV
(JAP/US/UK)

Konami, & Mbit

1 player. 5P1 91%

A huge. sprawling seque to the NES
pames. After a dull start this tums into

one of the best platiorm games ever.
More action |5 needed, but supserb
parallax and incredible sound-
tmosphere

1 by serious gamers., &0

SUPER CHINESE WORLD (JAP)
Culture Brain, 8 Mbt

1 player

A segjuel Bo the popular Bbil Famicom
dam Litthe Mirkd Bros. The overlead
viewpodnt changes sl regular intervals
lor combat. Cutish but rather

hasic, with boads of lapanese .
test. Impossible to Judge. LR

SUPER CUP SOCCER [JAP)
Alternative name: Super Goal (US)
Jabaco, 8 Mbit

w2 plagers
A rival to Super Seccer? Mot really. This
takes a slde-on, [erkily scrolling
Vieswpadnt and [sn't going to impress
anyone. That's a shame, because it goes
inta lots of detall - moves and
rules-wise - and there are smlun
nice graphical touches, L

SUPER DOUBLE

DRAGON (JAP/US)

Technos, 8 Mbit

I of 2 players, SP3 G8%

A wide varkety of moves, and some very

satlsfying thumping and kicking sction
Inject & bit of lde into & decepiively
crappy looking beat-'em-up.
Enjpoyahle, but a bit easy

and rather ‘B-bit’ all round A0

SUPER EDF (JAP/US)
Jaleco, 8 Mbit

1 player

A pretty, horizontally scoolling edfort
Lot wiith soene baoring amd unchallendging
ameplay, Similar to the codn-op s
Based on, EDF has some well drawn
backdrops and sprites. Bul
thee: music i5 bland, and
slow-tivwn apails the sction

SUPER F1 CIRCUS (JAP)
Nichibutsu, & Mbit « BB

1 player, 5P1 H1%

This knoks ordinary, but is one of the
few overhead-view racing games that
wurks. Fast, with a good “drivimg bes]’

and plenty af aptions to .

o i

cater far the ngderm
plaver, Recommencdled e

SUPER F1 CIRCUS (JAP)
Michibutsy, & Mbit = BE

1 player

Limited edition. As above, but with real
(arand Prix namss

SUPER F1 GRAND PRIX (JAP)
Video System Go, § Mbit + BB

| |_||,;1'|,'r

Mothing to do with the pogalar Amigia
FI CGirand Prix, this |5 alomg the same
lines as Battle Grgrad Priv, without the
splitscreen twosplayer mode, That
missnsg you ged i ses more of e track
an-doreen, and hemce alightly
more warning ol cormers
coming up, but not much

SUPER FIRE PRD

WRESTLING (JAP)

Hurman, & Mbit

| or X players

Nowhere near as smart-looking as WWF,
but more challenging (the 20 wrestlers
all beehave differently, for a start), But in
one-player mode it's impossible to beat
the computer, Okay, if you

can live with the dull visizals .
and bl in @ Friend RF T

SUPER GHOULS "N’ GHOSTS
(JAP/US/UK)

I":1||1r‘|,'||'| , & Mbit

1 player, SF2 A5%

Another sequel, unigee to the SNES. It
gol some brill graphics (with loads of
slow-town) and nice tunes, bat It's very
tough - and, as it lacks battery back-up
o passwords, [t can be very frustrating
The huge levels only have a

few restart points, too,

Well put together, but difficult, L8

SUPER MARID
KART (JAPUS/UK)
Nintendn, 4 Mbit + BS

1 or ¥ players, SP1 93%

o L

The best driving game ever, the best
two-player game ever. It's perfect. Four
berilliant games in one: there's the Grand
Prix game, the Time Trial, the
two-player Head to Head, and
the amazing balloon game.

R L

SUPER MARID

WORLD (JAP/US/UK)

Nintendo, 4 Mbit + BB

1 player, 5F2 345

What more can we say aboul this hoge
game? On the downside, Ehe
backgrounds are repetitive, but this is a
:.}c'lll'll'[.'l“}'l'r 5 dream come true - youTl
want to spend weeks deciphering it
Though real Mario aficionados tend to
prefer Mario's third trip, this

remains (along with Zedda)

Mintendo's flagship game R 1]

SUPER NEA
BASKETBALL (JAF/US)
Tecrmm, 8 Mbit

| oF 2 players, S 86
Whille Super Bastetboall Swmer Dunksiar




| kieking action,

deceptively
.

. @
nd.

g)

cralling e,

1l unchallenging
 CoriieOp 'S

» well drawm

v @
tion.

gJAP]

[ is one of the
¥l games that
| ‘driving feel’

{JAP)
B
e, but with real

PRIX [JAP)
it + B

opailar Amiga
ng the same

v, without the
nodle. That

vre off the track

ghily

. @

||.u:|l:i|bg as WWF,
12 2 wrestlers

r & start). But in
wissibile 1o heat

i l]
- @

' GHOSTS

o the SNES. i's
with loads od

24, hut 1t's very
attery back-up

mr}' frustrating.

s @ l

jer, Hhe bt

% perfect. Four
ere's the Gramd

IHu.- @

ol this huge I
the

ve, bul this is &
e true - you'll
iphering it.
satbos tend to |

this
.

5) l

per Lunkshol '

is the haskethall game 1o go for If you
WANE 0 wds your Triends, this

one ks a bit more playable, Q
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SUPER MINJA (JAP)

Koei, 12 Mbit + B

1 player

You'd never know this was 12 meg - it
has the flat colours, simple graphics and
laighahle animation af &n aarky NES
game. [ uses the same overhesd view
&8 Febdo et al, but being

lapanese is impossibile to play,
Irpssibile to juclge.
SUPER OFF ROAD (JAP/US/UK)
Trade West, 4 hMbit
1 or 2 players
Another overhead view driving game,
bt we're allowed to see the whole track
for once (phew). We're racing monster
trucks with a E{ish) perspective. The
trucks hook great bouncing
about, and, short-term, its &
good fun. And great music.
SUPER PANG [JAP)
.ﬂ.ljl‘.gmmm name; Super Bustar Bros
peom, 4 Mbit
| player, 5P1 T2%
The arcasle erigina was a tanlastic
g, bt one that allowed two peopbe
to pop bubhles at anee. This is & good
o COTVErSiom, with smart graphics and
plenty of speed, bus
undortumately only one can @
play, and thal gets boring.
SUPER PARDDIUS (UK)
Adtarnative name: Parodius [JAP)
Konami, & Mbit
1 player
- A fab conversion of the coln-op, that
easily ranks as the best of Konaml's
recent string of classics, Superbly
colowrful sprites, a hilarious sense of
et bizarre, and excellent music ]
icing on the cake. Hugely 9
enjoyable (though a little ezsy).

SUPER PLAY

ACTION FOOTBALL (US)
Mimtendo, 4 Mbit + BB

1 ar 2 players, 5P2 715

A faithful implementation of American
foothball that'll please fans, bat not the

John Modden-basher we've

Ieefily wnlllnglnr. Mol & @
patch on Midden 5.,

SUPER PROBOTECTOR (LK)
Altermative names: Contra 3
(USpCantra Spirits (JAP)

Konami, 8 Mait

1 or 2 players, P21

The best platiorm shoot-'em-up around.
Superh use of Mode T and amazing

sound put this in the swuper @

league. Brill two-player action
makes It essential stuff,
SUPER R-TYPE [JAP/US/UK)
! lrem, § Mt

1 player, 81 72%

Beautitudly designed baddies, and some
of the best graphics on the SNES, make
thils ome of the best-looking shoabers
around. Mot perfect, thanks to jerky
scrolling, terrible slow-down and no
restart points, [t also lacks the best
parts of the coin-op = 8- Tvpe i,
surprisingly, ot the original @
game = on which it’s based,

SUPER SHANGHAI (JAF)

Hol B, 8 Mbit

1 player

It's hard to see what's ‘super” about it,
other than a show-ofty intro and the
acld silly sound effect, but as a version

of Shanghuri, the puzzle game, @

it works, Relaxing and
SUPER SM#SH TV (JAP/US/UK)

compulsive, bud nol great.
Acclaim, 4

ord ulﬂ}wrs \l'l %
A translation of the ultrasvinlent coine

o, this is incredibly good shori-term
fun. Mo slow-gown, pleaty of tough bits
and bags of addictiveness —

you'll keep coming back to It @
Recommended,

SUPER SOCCER (US/UK)
Alternative name: Super Formation
Soccer (JAF)

Human/Nintendo, 4 Mbit

| ar I players, 51 K5%

This is prabahly the clasest you'll get to
real footy on the SNES. Imipressive 30
graphics, and jolly good fun to play. But
it dossn't really leel musch like foothall
as such, perhaps because the rubes hiave
been messed around a bit,

We're still waiting bor Uhe SNES' Q
equivalent of Sensible Sorcer

SUPER 3TAR WARS (JAP/US)
JVC, B Mbit

1 |1|H:_v¢'r_ S BUK

Thee mushe is the first thing that hits you
- a perfect rendition of all the best tunes
tram the film - followed by the fantastic
Sty Warsy feel that pervades the whole
thing. N you lovesd the film,

you'll lowe: this too, (Uh, and 9
it"s grest hum to play, too)

SUPER SWIV (US/UK) -
The Gales Curva, B Mbit
1 or 2 players, SM6 82%

A slick and playable two-player shoot-
‘exnup, with gread graphics, and

interesting controbs. Good fun,

il perhaps a little boring in 9
the lorng run?®

SUPER TENNIS (JAR/US/UK)
Tonkin House, 4 Mbit

1 or 2 players, 5P1 523

One of the best tennis games on any
machine (only rivalled by two fab tennis
games on the PU Engine). The range of
shwids available 13 amazEng. I's not all
Bashing a ball backwards and lorwards,
evither = there's a comprehen-

sive line-up of tournaments and

Uings tep enter, Lo, Brilliant.

SUPER TETRIS 2 +

BOMBLISS (JAP)

Bulbet-Proof Software, 8 Mbst + BB

1 ar 2 players, 5P5 8%

Terris is probably the best puzzle game
ever, but doesn't always comvert well 1o
different formats. No worries with the
SNES verson, though, which boasts lots
of extra bits (like Bombliss) in

addition toa solic rendition

of the original game.

SUPER VALLIS [JAP)

Talenet, 8 Mbit

1 player

A convershon of the PC Engine CD ROM
game, featuring the exploits of lots of
lapanese girlies but no

excltement. [s too comerivesd

barimg and linear to live,

SUPER WAGAMN ISLAND (JAF)
Mamcot, 8 Mbit

| player

Funny, with cute graphics and likeahle
characters, this is & semb-arcade, semi-
text-hasesd sdventure for the younger
player - we gat & falr way into it without
understanding what was

going on {1t's all in Japanesel) @
Impossible to judge.

SUPER VOLLEY Il (JAP)

Vidao System, 8 Mbal

1 or 2 players, SP5 B2%

WeircHooking, with & determinedly twio-
dimensional perspective. But a wealth
of ‘special moves’, and the fact that's
it's a coln-op conversion, make

a yame that's fab fun to play - @
especially with two players,

SUPER WWF [JAP/US/UK)
Acclaim, 8 Moit

1 or 2 players, 5P1 T4%

Marvellous graphica. and enormous fun
to play - short-term. But, all the
wrestlers behave the same. And there's

no tournament system bike on other
lose a fight and that's it.

WHWF Isn't recommended,

Atarnative nama; Aguri Suzuki F1
Super Driving (JAF)

1 ar 2 players

Fast, 1) Mode 7 courses and tunnels
presented, but suffers from the no-
warning-of-cormers prablem that
Hipwever, Ve split-sereen

twonplayer mode s a bonus.

JVG, B

1 player. SP:.': 465

up where youl gl.llrlr- a d:'nﬂnn dovam
babily-infested passages. [t looks tacky
much of a chalkenge, though,

and not one you'H retum to,

versions, either - you win or ®
SUZUKI F1 {UK)

LOZC, 8 Mot

and bridges? This game 13 very well
pliagues SNES driving games, Q
SWAI.IDN (JAPUK)

An oxdd maze-based scrolling shoot-'em-
bt is actually quite good, Mot @

TEST DRIVE Il: THE DUEL (US/UK)
Actolade, B Mbit
1 player, 5F6 58%

A Fairy good conversion ol the PC
original to SNES, but its difficult to

control 50 you tend to crash
all the time. Very unexciting @
driving beel oo,

THE HING OF RALLY (JAP)
Meldac, 8 Mbit

| player, SP5 19

The most eye-catching 30 edfect in
years, but that's really about it. The fact

that there are no other cars on the road,

and the unimaginative design
of the courses, turns inte a

battle o stay awake. Q

THUNDER SPIRITS (JAR/US)
Toshiba EMI, § Mbat

1 player

A corversion of the well respected

Mega Drive game Thurderfonce 3, but it
Ism't as good on the SMES - slow-down
spolls the actlon! Everything else |s very
similar to the MD game - e no effort has
been made to use any of the specal
features that the SNES can
odfier - which results in rather Q
a missed oppartunity

TINY TOONS (JAP)
Kanami, 3 Mbit
1 player, 5P5 89'%

The ultimate in cartoon-style graphics,
animation and sound, with bags o

o

variety and challenge. s in
danger of being foo cube, but
it's impossible not to love it

TED BOXING (US)
Alternative name: World
Champlunghm Baoxing {JAP)

Sofel, 4 M

1 or 2 players

Baondng games are ditlicult to pull oll,
and this |5 the kind of thing that
happens as a result, It's well presented,
bt the: gameplay i3 really

simplistic and gets boring @
fast. Steer well clear.

TOP GEAR (US/UK)

Alternative name: Top Racer (JAP)
Kemco, 4 Mbit

1 or 2 players, SP3 765

S0 fast 0l make your eyes go squilfy
The screen is divided down the middle
&0 Two players can compete - i's dull
a8 a one-player game. It was developed
by Grembin, so fans of their Lofus gamses
will b om familiar ground here. No
smioth Mode 7 graphics or

elaborate trackside detail, just Q
lots of driving fun

TURTLES I¥: TURTLES

IN TIME (JAP/US/UK)

Konamil, & Miit

1 or 2 players, 5F2 B4%
This is a wery gn'id t‘w‘.ﬂ-‘rm—up Supq‘rh

graphics, some chever characberisation,
framtic gameplay, and a tervific
assortment of different levels means

plenty of fun. On the downside,
it does get repetitive, and
dosesn't take lang to findsh.
ULIIMME FUUTB# LL (JAP)
lor2 151.11-'!1

American foothall - what a ridiculous
sport, eh? Still, that needn't prevent

[ Rnimunte Footall from being a decent
limntexd i both seope and technical
merit that it can't really be
recommencded 1o amyomne &
excepl real ooty lans,

Bandai, 8 Mbit

1 player

At first it's laughablbe: a ridiculous-
lopking giant superhero beating up
suits. But then you realise that's how
it's meant to be. This is based on those
dreadful Japanese disaster

mawies you eccasionally mun@
Chanmed 4, Laughable.

Allgrnative name: Area B8 (JAP)
Capcom, 8 Mbit

1 player, 5F1 91%

Brilliantly deskgned pseudo-conversion
games o the Super Nintendo. Although
it slows down in places, the action is
still exciting. Sonically average,

bt graphically superb, and a
VOLLEYBALL TWIN (JAP)

Tonkin House, & Mbit

1 or 2 players, 514 T6%

Volleyhall from the people who brought
tends Lo knacker your chances of
receiving the ball Irom time (o Bime, but
otherwise it plays pretty

solidly (and the Beach Volley @
WRIALAE COUNTRY

CLUB (JAP/US)

T & E Soft, & Mbit + BB

1 to 4 players

all using the same programming and
graphics (the other two being Auguesio
(el anwl Prebibile Beach) but all
representing dilferent courses.
probably the best godl series

on the Super Nintendo by tar.

WHEEL OF FORTUNE (US)
Gametek, 4 Mbit

Sammy, §

game. The problem is that this ks so
ULTRAMAN [JAP/US/UK)
monsters that kook lke people in rubber
UM SOUADRON [US/UK)

of the coin-op, and still one of the: hest
Super Play Envourite.

us Swper Teamis, The slow scrolling

18 something else]).

This is the second of three golf games
Accurately depictes] and

1 to 2 players, SF2 19%

&

AN P A S LTS F AL S - e 5

A really tedious quiz-show convershon
that shouldn't have happened at all. A
guest appearance by Yanna

‘White is perhaps the only

reason we aclually gave it @
& mark At all E

WING COMMANDER (US)
Mindscape, 8 Mbit
| player, SP5 60%

A big 3D spaceship sim/shoot-"em-up
thing. Cverrated in its original PC form,

o

and a kess-than-sparkling SNES
conversion doesn't help
matters. But, having said that,
it's nod actually Bod,

WINGS Il (US)
Altermative rames: Sky Mission (JAP)
Blazing Skies [LIK)

Mameo, 4 Mbit

1 player, 5P2 T1%

Mot quite as impressive as the
screenshots (see Super Play issue 2)
make: it ot to be, bt s8ill an undeniably
attractive and stmospleeric Workl War |
game I1's also U only existing

Super Mintendo fight sim
where you can actually
shaot things.

WORDTRIS (US)
Spacirum Holobyie, 4 Mbit
1 or 2 players, 5P6 40%

Tefrishased puzzie game (aren’t they
all?), with some petential, However,
assorted glaring Eaults {chisdly that it

gives you no time to think,
resulting in far too grest an
element of luck) make it

one o avold. &

WORLD CLASS RUGBY (UK)
Misawa Entertainment Co, 4 Mbit

1 ar I players, SPG T4%

The only rughy game on the SNES, and a

#ood one at that. Imagine a
podished Kick OF with odd- @
shaped balls and you're there.
XANDRA'S BIG ADVENTURE
(JAP)

Narncal, B Mbit

1 player, SP1 88%

Anobacure platform game that ought 1o
bee: bsetter known. Versatibe amd very
unissual, with a greal central character,
andl the gameplay, though

a hit patchy, ks brilbiant fun, @
despite all the Japanese text.

XARDION (JAP/US)
Asmik, § Mbit « BB

1 player

From the makers of D) Force comes
amather disaster] This time it's an E-
SWAT chome = you control a robot that
must progress through diflerent aones,
each with a guardian, Sounds okay, bt
the dreadiul graphics, awlul

soisics, and pathetic gameplay e
aml structure ruin it a

X-ZOME (US)

Kemnco, 4 Mbit

I pllayer, 5P6 567%

Mice bit of kit, that Super Scope - shame
abaut the games. This has the dubious
distinction of being the best

5o far, but it still ain’t saying

much, Oh dear,

Y5 I (JAP/US)

Tankin House, § Mbit + BB

1 player

Mot a8 good as the prequel (Y5 Boaks |
& 2y on the PC-Engine CD ROM, but still
a top quality RPG. Instead ol an
overView of the landscape, you get a
serolling side-on perspective,

and though it's not as big as. 9
the: first two-games, it's fum,

ZAN Il (JAP)
Wolf Teamn, & Mbit « BB

1 player

A pretty hulkscresn map view = and
plenty ol territory Lo conguer, but
working out what else it hoasts groves
difficult. Another unintelligible
to-Brits war game. Imposaibde

o jucge.

ZELDA: A LINK TO

TRE PAST (JAP/US/UK)
Nintendo, & Mbit + BB

1 player, SP2 035

A brilliantly designed and implemented
athventure Lhat puls similar games 1
ahame, in moech the wame way as Mario
daminates the platiorm workd -
unsurprising, when Nintendo's top
programmer was involved In both
games, This is. of course, utterly
fabudous, though Zelda addicts may
complain it's not quite as
by and drawn out as
prEvinus games.

&
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‘ Hi, I'm Neko, the
Super Play tiger,
and you might be seeing a
ot more of me over the
coming months.

Or you might not.

Let me explain. The sole reason for my
existence is to get you to take out a
subscription to Super Play. If lots of you do,
I stay. If you don’t, I get the chop. It's that
simple. The fate of this feline lies
completely in your hands.
(And you wouldn't
want me to go
the same way
as those
cheerleaders
we had last
issue, now
would you?)

Of course, |
shouldn’t need to
use this sort of
emotional blackmail
o 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
o buy 12 at the newsstands. It's 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.

S0 there you have it. It might not be much
of a life standing on a subscription page,
flogging magazines to people every month, but
it'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
characters just yet...
CHANCE FOR

THIS GREAT 2% G
OFFER! ";'\ =

- a @
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Get 14 issues for
the price of 12!

(And help save the tiger while you're at it!)

235

0% mmmmummmmw IN THESE 14 ISSUES, WE

n NINTENDO MAGA

ESTIMATE YOU'LL GET:

. At least 35 giant-sized Super Player’s
Guides, leading you by the hand
through the toughest games. Around
280 reviews, covering every last UK
release, plus all the hottest import
games. 500(ish) hints, cheats, codes
= and playing tips. 14 nice big pictures
—= - Of a cute tiger-like character trying
eLus:  increasingly desperate tactics to get
fomeswes:  the last few holdouts to subscribe.
.m_';.:'"ﬁ And much, much more! (How could
: _ ~ smamernt  yOU possibly refuse?)
" P FF] s B LA LR LEET TR LT T IS

Yes, I want to save Neko from the scrap heap! Please send me 14 issues for the price of 12
immediately (and while you're at it, a couple of back issues wouldn’t be out of order either...)

Subscription UK £27
e Europe £44.95
Rest Of The World £59.95 [l

Pleasesendme ISSUE1 M 1ssues 1B

the following
back issues at issue2 M issuec I

¢
i
!
i
i
1
{
i £2.50 each issue 4 N
i
i
i
i
!
!
i
i

Coh o ey W

Method Of Cheque (made payable to Future Publishing um.
Payment  poctal Order

card o, DAVOS Access M visa .
LR N AR R

SUIGEECE | N | |

Return this coupon - or a photocopy - {together with a cheque if applicable) in an envelope to: Super Play,
Future Publishing Ltd, FREEPOST, Somerton, Somerset TAT1 7BR. (You won't need a stamp.)

This coupon Is valld until 31 May 1933, SU/MAGDS93 ,
‘----------------------xi

MOEPENDENT SUPER NINTEMDO MAGAZINE

732

P LAY

BACHK
ISSUES

ISSUE 1
The first
ever issue!
Featuring a [
complete
guide to the
Super NES,
games like
Mario Kart, o
and a free & ¥ i S
pin badge! B

ISSUE 2 (&

better, with
a feature on
baseball |2

report and (=
more| S

IooUE 3
Afres |
poster, loads
on CD ROM, =
a giam:
Super
Mario | T
Waorld
guide, but
= oh nol
Sold out!

iM AN
chips in [
r

Actraiser |.
and much
more!

ISSUE S F
Boasts a

giant CES
report, a LIy

four-player f‘_ﬂ
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SUPER MARKE

HARDWARE
FOR SALE

& Nintendo Action Set with four great
games, value £200, will sall for £100.
Hardly used, and also boxed. Tel: (0384)
831841,

& UK Super Nintendo with Super Mario
Warld, two joypads and all leads (PAL
and SCART) anly £90 - a saving of £55.
Mo swapa. Tel: (081) 444 1257,

# PC Engine GT, includes five games ( Hit
The Ioe, Jackde Chan etc), carry case, all
boxed, £215 ono. Tel: (07084) 536565.

& UK SNES, all leads, two joypads,
additional SCART lead and Super Maric
World for sale, £100 only. Tel: (0202)
471976,

® Super Famicom with two joypads plus
four games inc. SFII, Parodius, Turtles
and Phalanx Mint condition. £200 ono.
Tel: (081) 523 2188.

@ SNES, six months old with two
controllers, universal adaptor and six
games including Street Fighter I and

Super Star Wars. £250. Tel: (0462) 686373

@ SCART PC Engine, joypad, powet
supply, Gunhed, Lade Runner, Excellent
condition. Tel: (0443) 430042,

# NES for sale with two games, £65. Also
Game Gear, PC adaptor and four gameas,
£140, Both only six manths old, Tel:
Motherwell 263748, Must be able to
collect.

@ Atari Lynx for sale with deluxe carry
case and power adaptor, plus eight
grames inc, Steel Talons. As new, £150
ano. Tel; (0262) 542346.

@ American Super Nintendo with SCART,
two joypads and two games: Turties 117
and Desert Strike, all for £240 ono. Tal:
(061) 620 9992.

@ PC Engine Core GRAFX II, six top
games and two joypads, £200. Worth
£200, Qame Gear, five games etc, E180.
Worth £260, Tel: (0926) 816642,

#® Game Gear for sale with six games, AC
adaptor, rechargeables, Master Adaptor,
Approse. £180 ono. Tel: (081) 462 3060.
Must be in Kent area,

# Jap Super Famicom for sale. PAL-1,
good candition, boxed as new with Super
Mario IV, Sell for £120 ono, Tel: (081) 549
1332 between 6§ and 6. 30pm.

@ Atari 5T, 48 top games, mouse and
booklets. Also Atari 2600 with five-game
cartridge and joystick. All for £266. Tel:
(081) 534 5ETA

@ SNES US (SCART) with Mario, Super
Teninis, Zelda [T, PSU, ASCII pad, normal
pad, JapUI5 convertor. All this for £180.
Tal: (0ZE06) 346,

& Game Gear for sale. With Mickey
Mouse and Super Monaco GP, All for £65.
Tel: Stockport 431 5113/9301 after Gpm.

@ Neo-Geo wanted in exchange for
Doubie Dragon coin-op, two player. Buyar
must collect soon. Tel: (0732) B46624.

® SCART Super Famicom, three months
aold, £100. 13 games for sale from £25-£50,
inctuding Star Wars. Capeom SFIT joystick,
£50, Tal: (0203) 3485664 after Bpm.

& Ruper Nintendo, Street Fighter IT, Zeida,
Mickay's Magical Quest, Universal
Adaptor, two joypads, one autofire pad.
£186 ono. Tel: (0737) 762643,

& NES for sale with 16 games, light gun,
robot and two controllers. Games include
Mega Man II, Castlevania II, Double
Dragon I £250 ono, Tal: (0865) 351770,

@ Game Boy for sale. Includes Tetris,
earphones, link-up cable and game light.
only £40. Tel: (0522) 530214.

# OQame Boy lor sale, six months old with
40 games, for the more-than-cheap price
af £120 including hard plastic case. Tal:
after Spm on (0309) 676664,

# Amiga 600, 1 MB, games, colour Vidi
Amiga and splitter, Hitachi HVT20K 3w
camera. All excellent condition. Sensible

' offers please. Tel: (0322) 529165

@ Original UK SNES for sale with Mario
World and two pads, used once, as new
and still under guarantea, £110 ono. Tel:
(D61} 799 4670

# SNES Mario pack plas Pro Pad and nine
games, including SFII, Zelda 3 and Super
Ghouls ‘n' Ghosts warth £630. Only want
£430 ono. Tel: (0302) 637040 after Spm.
@ Atari Lynx 2 with cammy pouch and two
good games: Ninja Garden and Toka,
Everything boxed and in very good
condition, £75. Tel: (0934) 713369,

@ UK SNES for sale: Super Mario Bros IV,
Pilotwings, Castlevania, UN Squadron,
NHLFA Hockey (US), Tennis (US), only
£260. Tel: (061) 761 2602,

GAMES FOR SALE

#® Dragois Lair (UK) for sale, £30 or swap
for Pilstwings (UE) or Super Probotector
(UE). Tel: (0294) BIZ069.

@ Spiderman & The X-Men (US), £40, and
Adrdams Family (UK}, £35. Also a Super
Adaptor, £5. Everything bowed and in
excellent condition. Tal: (081) 570 5386,

@ The US version of Street Fighter [I. Cost
£60, will accept £30. Tel: (D635) 47666,

® SNES games for sale: Street Fighter [f
{US) £35, Zalda 3 (US) £30, Exhaust Heat
(Jap) £26. Tel: (0275) G58E02.

# Street Fighter [T {US) version for sale,
£40, or will swap [or Super Mario Kart (US
of UK). Tal: (0823) 278306,

® Super Mario World, £25 or swap for
Filotwings. Tel: (021) 773 3102.

@ UE Pilotwings, £30, UK Sim City £30 or
both for £66. Must be able to collect. Tel:
(DB25) 523194,

If it's adverts you're
looking for, then you've
come to the right place.

@ Actraizer (Jap) and Super Tennis (Jap)
far sale. £30 each or £60 together. Tel:
after 6.30pm an (081) 949 5126,

@ Jap Super Mario Bros [V, Gradius 3,
Super Tennis, F-Zer, Final Fight, R-Type
2 POFP, Axelay, Ranma, Area 88, Goemon,
Actraiser - £28 sach. SFII, £40 good
condition. Bombuzal Musta, World Boxing
—all for £36. Tal; (0604) 231 337 after Spm.

WANTED

# SNES games wanted. Will pay up to
£20 for best games. Prefer UK versions if
possible, Tel: (0232) 844473,
@ Wanted: Final Fight, Populous or
Pushowver for £20 or below. Tel: (0737)
642844,
@ Super Nintendo games, best 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. Tal: (061) 709 0921,
® SNES and Mega Drive second-hand,
good quality games hought and sold. Will
pay up to £30. Tel: (0634) 401401
between 6 and 8.30pm Sun to Fri.
® Wanted: SNES games. [ will pay £256
mas for the following: Super Tennis,
Pilotwings, Strest Fighter II, Irem Sking
Golf. £20 for Super Soccer, Bowling,
Pehhie Beach or Waialae Golf. Tel: (0262)
671434,
& Super Nintendo games bought or

. For a list of my games phone
(0232) 844473 now.
& SNES games wantad. Between £16 and
£30 paid, depending on the game. Cash
waiting. Tel: (0232) 844473 now!
# UE Super NES games wanted,
especially Pilotwings, Mario Kart and
Another World. I will pay £20-£30. Tel:
(1) 452 4133,
® Wanted: Famicom and Mega Drive
games, Will pay up to £25, 1 will also
swap my games, Tel: after 7pm on (0463)
221173
# UK SNES games wanted. Will pay £20-
£26, Tel: (06627) G3EET after Gpm.
@ Wanted: Pilotwings, Sim City, Super
Star Wars and Zelda III. Pay up to £25,
Tel: {0866) 69306,
@ SNES Jap Fi Exhaust Heat, £26, UK
Tennis, £26. Anyone got Super Star Wars?
Will pay up to £35, Ring after 14 March.
Tal: (081) 577 5939,
® Super Probotector and F-Zere for sale,
Tal: (0703) 814110 after 4.30prm.

'--------------H-------H-‘

Please print my advertisement as soon
as possibile under the lallowing
classification:

Hardwaro For Sale
Games For Sale
‘Wanted

Messsages And Events
Fanzines

Swaps

oooooo

Sorry, but Super Play can accepl no responsibility for ads placed in this section.

BOOK YOUR FREE AD HERE! i

Fill in this form (in capital letiers, please, bearing in mind that we won't print your name or address - just Your phone number), stick it on the back .
of a posteard or envelope, and send it to Supermarket, Super Piay, Future Publishing, 30 Manmouth Street, Bath BA1 ZBW. I you're under 18, [ |
phaase ask your parent or guardian to sign the coupon. This service is only available to private adverisers

------------------------'

& I will swap my (Jap) Streat Fighter II,
Super Star Wars for any other decent
games. Tel: (0225) 874009
@ Swap my US Turtles and Contra 3 for
UK Super Soccer, Pilotwings ar anything
else considered. Tal: (0T62) 42962,
#® 1 have Jog And Mac, and would like to
swap for Super Mario World IV ar Super
Aleste. Tel: (0482) B5TE52.
@ | have Final Fight (UE) version and
want to swap it for Super Tennis,
Pilotwings or Sim City - UK versions
wanted. Tel: (0270) B76633.
® SNES game, UN Squadron, will swap
Spiderman & The X-Men for it. Tel: (0325}
3213686,
& Swap my SNES games (UK), Robocop
I, Wrestlemania and Bart's Nightmare,
for any other (UK) SNES games. Tel: (071)
928 S006.
& Swap or sell U3 R-Type and D-Force.
Mot openad. Tel: (071) 371 2538.
@ Willing to swap Pilotwings for Zelda I
of Populous, or open to UK software
offers. Tel: (0474) B64806.
@ | have SNES games for swaps,
el SFII Mario wanted. May even
gell some. Tel: (021) 459 7576,
& Swapping contacts wanted for US/Jap
Famicom. More recent titles wanted, like
Star Wars. Tal: (0602) 612713 after 8pm.
@ SNES Super Famicom games wanted.
Good prices paid, no cons. Tel: (0246)
670885,
® 1 will swap/sell Jap Super R-Type for
Zelda, Star Wars, Mario Kart, Desert Strike
of Pilotwings (US or UK). Sell for £37 with
universal adaptor or £30 on its own. Tel:
(081) 244 0TE0.
@ For sale: Jap Street Fighter II only £50
baxed. US Mario Kart for £36. Will pay £35
for Fatal Fury any version, Will pay £20
for Final Fight Guy. Swaps required, Jap
SFII for USA. Tel: (0682) 456461,
® Swap my Super Tennis (almost brand
new), boxed with instructions, for Hofe-
in-Ome Golf or True Golf Classics. Tel:
{0707) 67761,
® [ will swap my US Mario Kart for your
Action Replay and give you £10. Tel:
{(1533) 700790,
@ Swapping Zeida I and Mario World
separately. [ want SFII, Lemmings, Bart's
Nightmare, Wings II, UN Squadron of
Castlavania. Tel: (021) 350 8996
@ Swap my boxed Super Famicom plus
four games with turbo joypad. Wanted:
15 Mega Drive games. (Don't do it! - Ed.)
Tel: (081) 368 7486 evenings or (071) 227
21565 daytime.
# Swap Smash TV, Dragon’s Lair and
Bart's Nightmare for any decent games,
especially Top Gear and Actraiser (UK
crly). Tel: (0924) 276000 (to swap by
recorded delivery).

MESSAGES
AND EVENTS

@ Isgues 7-12 of Game Zone, £9. [ssues
12-14 of Total, £5. All of them for £13.
Tel: {081) 578 6941.

FANZINES

& Spec-City Spectrum Cheats, Charts
Reviews, Art and Music News & Top 20
plus & frea tape, only £1. Tel: (0202)
874637 between 4-Bpm.

& The complete PC Engine guide. Every
engine game reviewed, hardware
reviewed, plus much more, £3. Tel: (061)
922 7642,
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LS SUPER MINTENDO (SCART) oo 1 PAD ... MO GAME 12400
LS SUPER NINTENDO (SCART) ... 2 CONTROL PADS & SUPER MARID  £155.00
GAMES
STRLLT THATECR @ T3] L50.0K) LE N L4200
4500 FELOA W £42.1)
E4H.1K] SUPER WEEST R A, L] L4400
£42.00 COPTRA B (LH] £4.2.0001
L) N U L4100
E¥9.00 41300
AR £4.3,00
£14.00 dd 0
L3700 L4500
L4500 £40.00

E448.10

KING (1F IHE AHINSTERS (L)
XA, WEHAED LIS E480H VUARK LART LK £
OTHER TITLES AVAILABLE AT BEST PRICES. PART EXCHANGE WELCOME
SECOND HANDY GAMES IN STOCK, KING FOR TITLES/PRICES. SHOP PRICES MAY VARY
22 CENTRAL ROAD, WORCESTER PFARK, SITRREY
GAME FRICE INCLUDES PEF CONSOLES ADID £5

myrax CONSOLE CONNECTIONS
33BN UNIT 2, OLD BAKE HOUSE LANE, EEARE]
CHAPEL STREET,PENZANCE, me———

CORNWALL TR18 4AE
SHOPF AND MAIL ORDER ADDRESS

LATEST SNES
GAMES CALIFORWIA GAMES 1 042,99
TIMY TOONS.... LARE BESERT STRIKE ......... (TR 1]
HF GHOST ...... o BERAY CHUCK BOLK ooniniias L4299

BATMAN RETURNS ... E59.9% HUNT FOR RED

GAME EXCHANGE SERVICE

*MASSIVE SELECTION WEW & USID °
S GFIRATING FOR OWER T VEARS *
* SAME DAY DRSBARCH - 157 CLASS ©

FRILIABILITY - WE ARE ALSS AN T35

RUSHING NEAT 1o, E54.99  OCTOBR .ovvvvcrrso, £19.99 i bl
JREND CRUSH ....covviis C54.99 LETHAL WEAPOM ....... TN 1]
1O & MAE T tiasd CLASSIC GAMES EXAMPLE EXCHANGES
TAHAUEY HEAT Z......000 i TELDA FOR LEMMING £5 + ©1 PP

i L SQUABRDN (US|, E40.5¢ CONTRA FOR TELDA £3 + £1 P&P

MTETICAL MIMIE [U3) B39, 00 PLEASE MOTE THEST ARE NOT STANDARD

COOL WORLD........... B e ek ad CHARGES FOR EVERY EXCHANGE
PUBSLEY 4rianerissianens BAE9% connir VANIA [JAP)..230.99 | ALL USED GAMES ON EXCHANGE
STAR WaRs .. RN £ 11— CUP SOCCER ... 010.80 CAM ALSO BE PURCHASED -
WARPSPEER .0, TR T ——OVER 80 DIFFERENT TITLES —
I CONNOES TERNIS 04699 M UNDRED § ALWAYS IM £T0CK
OB S ivnscasumvinai s [TTRT] THE PROFESSIONAL

EXCHANGE SERVICE
e

CONSOLE ELITE
081 561 2422

THE NO. 1 IMPORTER OF PERIPHERALS AND ADD-ONS
- FROM THE FAR EAST

VISA & ACCESS CARDS WELCOME

Call us on 081 561 2422
24 hour Order Hot Line 0B50 566 526
Open 7 days a week at 364 UXBRIDGE ROAD, HAYES,
MIDDLESEX UB4 OSE

T ————— O — ————— — S S S S— —

Vo
'CRAMLINGTON 777
WOMNMSOLES "Mk
=~ TEL/FAX: (O6T0] T14230 — =
'-'_.-'\--'-T S JE T __:-I_, A * STARFOE *

e
L——-—————"

RTB COMPUTER

il CALL or FAX Now
i SPECIAL LOW PRICE
Bruve , NECaEs- DIRECT FROM ASIA

EG GAME PRICES, DTHERS M

(LS,

— CALL Fd

ETARFOE ™ AATMAK « VIDEG GAMES & STSTEMS +
EBE. 96 AETI A iy | N
"Fsi 0 0 » NEW RELEASE GAMES «
T AT ONTHSE QUARANTE + JOYPADS, CABLE, ADAPTOR «
rJ:'I-'.”_JH GALL NTO lusTo] 71 * MEGA DRIVE, CD-ROM, SUPER FAMICOM, NED GEO,
DUt OFFE It PE INGINE, GT, DUG ETC.

+ BOARS COMPUTER SYSTEM &
* HARDWARE, SOFTWARE »
w COMPUTER ACCESSORMS »

ALL BRAMDS AR GISTIRID TRADE MARKEE
OF THEIR RESPICTIVE OWHIES

R=PLAY
TMPIRTERS AND DNSTRIBLTORS
| TELFAK 904 0018, 88 (HOCTPATION LASE, STAPSCLIFFE
DEWSHLURY, WEST VORKS WFL) 48P

Finceshim i T14.95

RM BD2 MANG PONT COMM.

d €21.98 s BLDG., 31 TONKIN ST,
o - only €108 e KOWLDODOMN, HONG HONG
e TEL: ©10-852-T284803

fwkiptor EIWUS

AN prders ine. VAT o recorded delivery.
Frade d mgreinies Welrmine

FAX: 010-852-3B76086

SALES HOTLINE TEL- DB1 766 0DOB7
MAIL DRDER OMLY. FAX: D81 761 BOD53
MON-FRI 9.300m-9.00pm
COMPUTERS SAT-SUN 12Znoon-Gpm

UK MEGA €8 + 3 D3 - i include:- Cobra Command, Sole Seace, Streets of Rage, Revenge of

-.lfu-u-m.*n

* AMIGA * ATAR] * NEO GEO *

e —
: ; * » . 2z

ARCADE SOFTWARE

77/80 SHOPPING HALL, MYRTLE RD, EASTHAM, LONDON Eé
THE ADAPTER SPECIALIST

THE UNIVERSAL ADAPTER WORKS THE STARFOX ADAPTER WORKS
USA/JAP GAMES ON UK /SNESS THE GAME ON UK/ SNESS

e

= Extra pins to work StarFox,

= Vary sturdy

* Also works all USAMJAFP games
on UK /SNESS

= As reviewed In Super Play

= Shown on Bad Influence

* Ejact System - Game comes out,
adapter stays in

* The best adapter on market

: ONLY £19.99 ONLY £12.99
E Trads E&ulrl-u
HOW TO ORDER EA ]
—. CREDNT CARD QRDERS TEL: 081 4704313 FAX: 081 471 B300
— EVES/SUNDAY 0831 193630,

POST ORDERSICHEQUE SEND TO THE ABOVE ADDRESS. P&P INCLUDED IN PRICE

:
i
R

12

7

4
§§§::§§I

H

Plense call bafor 3} order s ovoilobility connot be guaronteed.
Plegr 1.5 sommvess ore sont reconded delivery.

Shop: 213a Belsize Road, London NW6
Send orders to: Mega Games, Merlin House,

122 - 126 Kilburn High Road, London NW& 4HY

Tel: 071 372 4356

s Shop prites moy vary, E & OF
ERM... Prices subject to change due te twrrency fluctuations




IN SUPER PLAY!

HOW DO THEY
DO THAT?

%
E

THE SECRETS
OF THE GAMES
| INDUSTRY

| REVEALED!

Ever wondared how a game makes the
transition from & game-designer s nead (o
wour Supes Ninfendo? No? Er_.. damn. Well we
have. and. like it or not, next month we'll be daing a massive feature explaining the whole thing. We'll
be visiting a top sofware developer and finding out who does what, what iney use 10 do it with, and
what you have o do it you want o do what they'ra doing with what they'ne doing i wilh. { En? -

Ed ) i1 be great. (Trust us.)

- REVIEWED!

Wil have even more reviews than ever before next month
including Cool Workd{can Ocean top Pugsiey’s Scavengar
Hunf?), Sugsr Tom And Jerry (better than tha ey and
Scratehy bit of Bart’s Nightmare?), Powermonger {hopefully)
Ajten 3 (definitely), MUP Footbal
Pop'n Twir Bee (which should be
fah), Super James Pond (gr... can Ocean
top Pugsley’s Scavenger HuniT). F1 Exhaust
Heat 2 {vrooml), Nige/ Mansetl F1
Championship (scresech!), £ Grand Prix
Part 2 (breeenl), Super £T
Herp {rooom! rroooomd), - 8
international Tennis
Tour (from Loriciel),
Super Famistar 2 (basetall),
2020 Basaball (more baseball, only fuburisfic),
¥oshie’s Cookiz (hurraht), Sio Meta/ (a shoot-
am-up), Mech Warrior (a robotty
shoot-"em-up), Stiper Dunkshof (a2 has Deen
waiting for this one), Ogre Batils (nice
graphics), Super Wagan Land 2{erm...),

:; . Drewil’s Course {weird golf game), US4 fce
] Top: Mech Warrior - a blaster with Hockey (betler than NHLPA?), Greaf Baifis 3
g rbots In. Above: Migel Mansell F1. Over  (robol-based beat-'em-up) and anything else
B thers somewhera: Supar James Pond, that comes our way.

2
RESERVE YOUR COPY OF SUPER PLAY!

Dear newsagent, please reserve,/deliver* my copy of
Super Play for me every month. Cheersl

MName:
Addrass:

MAY 1993
-
- oo P

* Delote as appropriate. MAE*m

----------------------f

JAPANESE

GAMES -

THE INSIDE
STORY

Lim... Ckay, here's what's happening. We really, really are doing our besl 1o get the full low-down on
the peaple behind Japanese games, We had every confidence in the men we picked to go where
none had gone before. But time atter time ey ve et us down. What can we say? Would it be any
comifart if we told you that we've really done it this fime? We've managed ko track down The World's
Toughest Man. Ha's called ‘Chainsaw’ Charlie Chipsnapper, he's been in infensive fraining for
weaks, he pulls people’s legs off
with his bare hands, and he's
gaing to go in and sort oul those
Jaganesa programmers once and
foe all. Expect a full report from
s next month. (Raally.)

In this serles of shots: Here's
sneak preview of ‘Chainsaw’
Charlle checking his weapons,
practising his abselling, and
generally preparing to Invade
Hintendo HO (see map to the right).

F==pe TIPPED!

Weaxt manth we'll be blowing apart Stanfox (well,

* tipping it quite extensively, anyway) in & magnificent
playing guide. And that's not all! (Howewer, that isall
were telling yiiu this month. Tune in next issue for

g more details.)

Can it possibly be true?
You'll be able to find out on
Thursday, 6 May, when the eighth
issug of Super Play comes out.

ORDER YOUR
COPY TODAY!

PLUS!

= Twi niew regular columns! (You'l
have to wait 2 month to see what
fhey ane, though. )

» Find out if the tiger's survived.

s Er.

= And lots of sther things!

SUPER QUIZ

Remember that rock hard guiz from
page 20% Well, here are the answers.
How waell did you do?

9) Susumi Matsushita

10) His name's Hibiki, and he's from
Macross (which isn't a game, but is &
fab Japanese animation series with
giant robots in, and looked a suitable
sort of thing to decorate a corner of
our Assault Suits 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 Flay,
turn to page 30 and there he ist)

1) M Bison

2) Bob Hoskins

3) Eonami

4} Ha's the mayor

5) Kyoto

6} They've all got music written by
the same man (Yuzo Koshiro)
TIYSIV

#) D413



LIMITED
ECIAL

d GAME 5USTIN

CARTRIDG

THE ULTIMATE

-

WITH THE ACTION REPLAY CARTRIDGE
YOU CAN NOW PLAY

YOUR FAVOURITE GAMES
TO DESTRUCTION!!!

Just imagine, infinite lives, unlimited
energy, special effects, extra fuel/
ammo or play on any level. Become
invincible with the Action Replay
Cartridge for your SUPER NES™,
GAME BOY™ Console.

+ W GOOST N Rl 75
b So easy to use...if you can play the game | ETELTE WCTINED L]
you already know how iIse Action Replay B COOG00 B odvra e

Simply input any of the hundreds-of codes-and ._ -I .

" With its unique built-th "CODE GENER
oL 1y tually find and create your ow
{ f ed to wait for code updates.

W-H‘i this ,»nh'u-' leature you have the abil
crack the latest. games as they are rele
Mo other product can offer this!

} Mow you can pls Ay your gamesdo leve
that you did not know even existed. '{h is
;the c lr*nrh]i the exyperts

ACTION REPLAY
HELPLINE |

INFORMATION AND NEW CODES
0782 745990 for the SUPER NES 1
0782 745991 for the GAME BOY

o bl h #3ia

line open 9.am - 5.30pm Mon-Fri.
9.30am - 1.

B ic ¢

: LLLI..
-

R THE SUPER NES™

BR THE GAME BOY™

UK SUPER MES Console.
| I |

P Action Repiay even works as an | = £ - 'ﬁh GQ
- adaptor so you can now choose from/| g 1 =
| the huge range of US & Japanase
| software and play it on your

| S—

et h.l..-H.L‘.-L-

T

"HINTENDO", "GAMEBDY" & "SUPER NES" | | | | | | | _§ | [
ARE TRADEMARKS OF NINTENDO OF AMERICA ING. - -

ALL CHEQUES/POSTAL I:IF{[JLH = M

DATEL ELECTR

GOVAMN ROAD, FENTON INDUSTRIAL ESTATE, FENTOM,
STOKE-ON-TRENT, 5ST4 2ZRS, ENGLAND. FAX 0782 744292

TECHNICAL/CUSTOMER SERV

ADE PAYABLE T'FI

e

o Lx_it_..g,

ICE 0782 744324
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IFSHE
GOULD

f Q..and she will
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j OCEAN SOFTWARE LIMITED, 2 CASTLE STREET, CASTLEFIELD, MANCHESTER M3 4LZ (‘;’{'L.f"ﬂ} =] E = O 'll
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SYSTEM®
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TM & & 1991 PARBMOUNT PMCTURES. ALL BGHTS RESERVED

TELEPHONE: 061 832 6633 FAX: 061 834 D650



