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PLUS! We've got the very first pictures of Residant Evil on the Saturn!
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and | guess this proves it.

will soon be revealed...

| Ssue

g4

e Dean Mortlock, Editor

Welcome...

...to Sega Power!
Welcome indeed. It's been
a month of mixed
blessings with large
amounts of news both
good and bad racing
towards us like a horny
rhino on drugs.

We were saddened to
hear about the closer of Mean Machines Sega
recently. After more than a few years of ‘friendly’
rivalry and fighting for the exclusives, we’ll actually
quite miss them... as soon as | get this ridiculous
smirk off my face. We've always said we're the best

On a more interesting note, though, things are
on the change here at Sega Power. The full details
will be released next month, but suffice to say we're
planning on some changes that will completely
change the way you think about Sega magazines
and promise to bring you things you could
previously only have dreamed of. The suspense
must be tearing at your insides like a frightened
gerbil, but please be patient my little children... all

Team Work

Just the two? Strange but true, folks, but more acquisitions are
currently being put through the grinder and, hopefully, there should
be at least one new picture in this bit next month.

It’s been a strange month for m

Dean and the eery quietness
surrounding the walls of the office
since James’ absence hasn’t really

helped. Oh, and he’s been

screaming “Eight weeks’ on a

regular basis, but he is confused.

He’s been playing: Fghters
MegaMix and that ridiculous Deep
Scan game from Die Hard Arcade.

Contributors

We like to think that writing for
Sega Power is an honour that
the writers we pick feel
privileged and rewarded for
without any need to mention the
unpleasantness of financial gain.
Unfortunately, though, they

don’t see it like that.

James Ashton

What he does: The Production

Editor of the ‘so new it hurts’

magazine, N64.

What he wrote: Die Hard Arcade

s:pages 38-39) and Batman
orever (page 46).

What he likes: Collecting videos

Lisa’s month has been taken up
by staring at design books,
creating dummy proofs and trying
(at the same time) to make sure
that this issue goes out and Dean
stops crying over James.
Whatsitallabout? Ah, soon. Soon.
She’s been playing: Unfortunately
Lisa still believes something called a
“PlayStation’ is a games machine.

of fishing competitions, marrows,
old people’s legs, jam, wooden
toys, computer games, dragons,
knitting and wizards.

Pete Coulson

What he does: Text monster for
Quay Contract Publishing.

What he wrote: Our amazin
Tomb Raider guide (pages 62-
70), Bug Too! (pages 40-41),
Dark Savior (pages 42-43) and
Mr Bones (page47).

What he likes: Talking, ﬂ)anking
his friends, us, them an
(maybe) you.

simon Crook
What he does: Editor of .net

Directory... Connect...
whatbleedinever.

What he wrote: Crusader No
Remorse (Eages 44-45).

What he likes: His own strength,
funny things, his memories o
living with Dean and hairy Welsh
people.

Marcus Hawkins

What he does: Editor of that
there Gamesmaster magazine.
What he wrote: Toshinden URA
(page 48).

What he likes: Anything to do
with cheese, water, bread and
going to those very classy
mediaeval banquet things that
look like a poor person’s version

L 3

Sega Power Magazine

Unsielz Tl ISSU@...

Saturn beat-em-ups are famous for
3 4their quality, but Fighters MegaMix

surpasses any of them with the sheer
size of the game and quality of the elements in it.
Damn it, it is good and we've got the exclusive

review in this issue.

The best fightin'g'gamet

The film
2 8was a rapid
feast on

the eyes as aliens
descended in their
masses to kill us all....
could the game from
Fox Interactive be the

same? Our preview of iIndependence Day'’s inside.

We all loved
3 Othe old
Mega Drive

games and we all
danced around like
Morris Men when EA
told us they'd be doing
an updated 32-Bit

version... Jump now to our Soviet Strike review.

Raider solution, it

After the success of the first part of ou
62 enormous T -
Tomb @ "

would be cruel to deny
you the second part.

Covering the game from
level eight (Cistern) right

up to the shattering
climax (the Great
Pyramid), all the

secrets, traps and monsters are laid out for you.

of a Harvester. Pah!

Rachel Ryan

What she does: Works far away
from here and likes it that way.
What she wrote: Role Play
Gamer (pages 51-55).

What she likes: Dressing up as
Japanese video games
characters... apparently -
although I’ve never seen it.

Omid Scobie

What he does: Lives in Oxford
and does ‘things’ for us on
0Ccasions.

What he wrote: Various bits
throughout the magazine.

What he likes: The Sega Saturn,
Fighters MegaMix, the internet
and us... now.

Tim Weaver
What he does: Games Editor on
the frighteningly productive N64

mag.
What he wrote: Pinball Graffiti
(page 49) and NBA Hangtime
(page 50)
What he likes: Being so damned
nice, it would seem that Tim
likes everything ever. in the
world... apart from the small
plastic screwhead covers that
ou get with self-assembly
urniture at places like MFi.




FRATUIES...
15 .. .Very big thing

We have argued somewhat over the merits of
Sega Rally over the past year and thought that
maybe NIiGHTS is better than we thought , so
we decided to end all the queries and confusion
and give you this, the ultimate buyers guide to
the top 100 games that have appeared on the
hunking lump of black love we like to call the
Saturn.

Not all of the games will be brilliant, but you
can be confident that anything near the top is an
essential purchase. Go there please, NOW!

51 .. .Elves, orcs and the like
Monsters, eh? One minute they’re bashing you over the head with a lumping great piece of
wood, the next minute they’re writing an informative role-playing game section for you. Haa-
hah! Um, only joking Rach.

our Mistress of all things unholy and demonic lends her enormous talents to the task of
bringing you exclusive looks at Dragon Force from America and Shining the Holy Ark from Japan

and an excellent solution to Mystaria.

m— L 0 _

Fighters MegaMix
T

22 .............Torico (Sat)

From the makers of Mansion of Hidden Souls.

24 ...........Swagman (Sat)

After last months featurette, here’s a larger look.

26 ...........Scorcher (Sat)

Another long-awaited title nears completion.

28 . . .Independence Day (Sat)

Can Fox Interactive repeat the success of Die Hard Trilogy?

30 .......Soviet Strike (Sat)

Well it’s not bad, but, well... oh read it yourself.

34 .. .Fighters MegaMix (Sat)

The exclusive review of one of the Saturn’s finest.

38 .......Die Hard Arcade (Sat)

The second Die Hard game in as many months.

40 ...........BugToo! (Sat)

C’mon, admit it... the first one was a bit rubbish.

42 ........Dark Savior (Sat)

From the makers of Landstalker on the Mega Drive.

44 .Crusader No Remorse (Sat)
it’s a conversion of a PC strategy game... Pl leave it at that.

46 ... .Batman Forever (Sat)

Acclaim in nob film license game shocker!




the racks of colourful boxes. I mean, theq all look good but what ARE the best ones? Continuing our
unusually helpful run of features designed for ‘newies’, the massive experience and knowledge of the Sega 3
Power brain gives the the definitive list of the 100 Satum games that should be okay, AND puts them in order.

R

.............

It’s the biggest driving &
game since Sega Rally
and we’ve got the first
info and pictures over

THIS page.

oy L . ... .Mr Bones (Sat)
HAS THE WAIT BEEN WORTH iT? Um, no actually.

0E e .Joshinden URA (Sat)
Now this is bad. no, seriously... reeaallllyy bad.

D I Pinball Graffiti (Sat)
Tommy... without the motorskills.

50..... .NBA Hangtime (MD)

Awe, it’s a Mega Drive review. Bless.

Buying second-hand?

Then turn to page 71 for all the information and help you
could possibly need, including a review of every Saturn
game EVER released!

BB ..V Cheat of the Month
On top of all the wonderful extra ones, there’s still bumper new ones.

58 ....Questions & Answers
if we can help, this is where we print the answers to YOUR queries.

BB T . . .Can You Help?
...and here’s where we’ll ask for help on the ones we can’t do.

B9 s iy Tips Hardline
So the Mega Drive owners don't feel left out, here’s a Hardine of their own.

¢ N T G .......SOrted!
When you’re kind, we’ll print your help in this bit.

O A Tomb Raider

The trickier part of this superb game gets revealed.

Sega Power Magazine

@uﬂaclitart

(o e
13 ..........Japanese News
14 ......... .American News
15 ... .00, .0 Lover feanke
22 . il e T
29 .. . ... .Reviews
51 .........Role Play Gamer
38 . caian Power Tie
71 .........Reader Services
80...............Letters




The arcade original was

ji fter a very patient
widely praised for its Await by most of

the UK, a playable

excellent hardware, but how |

can the Saturn compare to | version of Manx TT has,

that? Very well, we think. | finally, arrived in our fair
H Iy oo i

|

onto the
Saturn by
Perfect
Software in

PosiTion

same team
| who ported
Wipeout
across for
Psygnosis),

have been

4 game to be

What’s’ commonly called the ‘on bike’ view.

I isle. Converted

Australia (the

some of AM3

drafted in to
try to help the

what’s

possibly th
Sega Rally ma

e best racer since
kes its debut.-

Man x
Saturn e

released as soon
as possible.

Like the
original arcade
game, the Saturn
version will contain just the two
tracks based on the famous and
dangerous annual race around the
island famous for tailless cats and
rumours of inbreeding. Ontop of the
basic two tracks, though, Sega have
started gossip about a bonus,
hidden one - although they will
neither confirm or deny the
possibility of that.

Both tracks are mirrorable and

There doesn't appear to be any clipping problems. Tis4E
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On the grapevine . . . ......... 7-8
In Development . ............. 1
Mark Ramshaw .. 2o clein o 9
OutinoW. <o e v s i 11

The helpful index

{lirsii

April

reversable, there’s an excellent
split-screen two-player version and
the game works excellently with the
analogue joypad.

Having played the game we can
say that it's shaping up to be a far
classier conversion that Daytona
ever was and, despite the obvious
lack of the bike interface of the
arcade original, Manx TT appears to
be very true to the original.

i
Course Mar

46

22530

L

Charts v o i s i 1
Praceround=up + .. i 11
Japdnese dews i L e 13
American news . . ............ 14



he pleasing news from
Tover the pond is that

four new Psygnosis
games are due for a Saturn
conversion, although the
surprising news is that
they're to be released in the
States by THQ. While they're
still a growing force in the
software market in EUrope, it
would appear that the
company are larger in
America and a deal was
signed a few weeks ago to
give them exclusive
distribution of six titles -
although there's still no
news about who will bring
them over to old Blighty.

The games to dribble over

Destruction Derby 2, under a
different name. Suspected
American release date: Spring

Although THQ are signed up to
release six Psygnosis games, two
of those are Krazy Ivan and
Assault Rigs - which you know all
about - the other four, though,
are far more interesting...

Sentient

Destruction Derby XL Tenka

Basically a conversion of

&
& Well, it looks better than Alien Trilogy.

F

Even more Psygno

Psygnosis
Sadaturm e

Speaking to Psygnosis gave
us few answers (they’ve just
released Krazy Ivan and plan
to release Assault Rigs and
ADIDAS Power Soccer on the
Saturn in Europe over the
next couple of months) as to
what they plan to do over
here, but considering the
pedigree of, Destruction
Derby, for one, a European
release of the titles is almost
assured. Facts. More. Soon.

3D point ‘n’ click adventure
game. Suspected American
release date: Summer

bonanza
Various

games

Slightly over-the-top, maybe?

excellent graphics and a good
range of weapons. Suspected
American release date: Autumn
G Police

A helicopter shoot-em-up with
fully rendered graphics.
Suspected American release
date: Autumn

Doom set in the future, with

Mooooonnnnnssssttteeeerrrr!!!!

SIS

On the,
grapevine

B PLEASE! PLEASE! PLEASE! If
you see a copy of the Incredible
Hulk game from Eidos Interactive in
the shops, PLEASE don’t buy it.
We’ve seen it and it’s one of the
worst games we’ve played on the
Saturn. I’m sorry that we didn’t
manage to get a review in for you,
but (for some bizarre reason) Eidos
didn’t send out a copy of the game
for review. Funny that.

M After much speculation and
rumour, it has become common
knowledge that Capcom are definitely
going to produce a Street Fighter
compilation CD. Coming out in the
summer on both PlayStation and,
more importantly, Saturn, the disc
will feature a number of games from
the Street Fighter series, though not
all of them. While there have been
five arcade games, Capcom have
announced that the disc will feature
three of them, There are two likely
game line-ups. Most likely is a Street
Fighter 11 Turbo, Super Street Fighter
2 and Super Street Fighter 2 Turbo
X. It’s also possible that they release
all the Street Fighter titles first then
do a second disc with the Super
Street Fighter titles included. We’ll
pester the folks at Capcom to find
out more about this exciting
development.

M The Jaguar console was a
complete turkey. But two good things
came out of it. One was the Saturn
version of Tempest 2000. The other,
just announced, is a conversion of
the 3D Doonralike, Alien Vs Predator.
Rebellion, the developers, have
decided to take the tasty licence
and, rather than just revamp the Jag
title, they’re going to start the game
from scratch. You’ll be able to play
as an Alien, a Predator or a Marine
and travel through all-new 3D
environments avoiding traps and
slaughtering the opposition. The
game should be surfacing over the
next few months through Fox
Interactive, via Electronic Arts.

In development

GRS eSSy
Along with a plastic guitar and a large box of lollies

had to print this.

came a press release of such importance that we, well,

Reloaded s - b e st sal e s April
Actua:Socter-Club Edition” . v el ceieiiaie oo oy May
ATNSIRACL it o e G s o e June
Premier:Manager 9] 2 G e September

Ocean

Promising a very prominent 1997, Ocean have big plans
for the Saturn this year. Including...

ProjeCt N2 e s s e e April
O enSiVe N s, o e e R May
AT BrRal DO e e e i s May
Ballistic 2t m s s s v May
ViDer: s TRl Gt e S e S e June
Silver e nr  a as. L o A BN September
(]9 7 R it Gk o e e B B September
TUNNe B R e T e December

Worms 2

........................ December
Dreadnausht: . . s iiiiinge s imaont December

Sega

Delays ahoy as Bug Too! and Mr Bones finally (it
seems) limp in for a April release. Much better than
those two, though, is the news that Sega are still

trying their best to get Manx TT out before the end of

March.
Dark Saviolr = o o hezoie a s dopime e Satheerian February
Die Hard Arcade - .. s n %ot o et o8 February

Sega Power Magazine



/ On the

» Game Arts has
recently announced that
they’ll be developing a sequel to
their popular mech-robot-go-a-bit-
mental game, Gungriffon.
Imaginatively called Gungriffon 2, the
gameplay will follow much the same
formula, but this time around there
will be a wider selection of weapons
available and enhanced graphics.
Game Arts other title Grandia (which
is supposed to poo on Final Fantasy
Vii from a great height) is still going
according to plan and should be
released on schedule.

» Damn their oily hides, but the
developers of Virtua Striker never
got around to doing a Saturn
conversion of their top coin-op.
Curiously though (and rather
wonderfully) the sequel, Virtua
Striker 2, will get converted to and
released on our favourite console.
The gameplay will remain unchanged
and with luck, the title will hit the
shops before the end of the year.

M As we exclusively reported last
month, keep an eye out very soon
for the official European release of
the excellent 10-player Bomberman
SS through Sega. We can now tell
you that the game will be (hopefully)
out in May.

M THO have picked up the licence for
more games... this time three
Electronic Arts sports titles for the
Mega Drive. NHL ‘98, Madden ‘98 and
NBA 98 will all now be released
through them when they’re launched
in the Autumn.

B People still waiting for the
excellent Powerplay Hockey from
Virgin should be pleased to here that
the game should finally get a release
in March. Rather than rush it out and
con everyone with an updated
version six months later with nothing
different apart from a few new
statistics, Virgin have delayed the
launch to allow them to put them in

grapevine

he surprise news in the
T business world is that two of
Japan'’s largest ‘toy’
manufacturers are to merge. Not
that interesting, really, until you
realise that one of them'’s Sega and
the other is the bunch responsible

for bringing us the Mighty
Morphin Power Rangers,
Bandai.

Although the merger won't
actually take place until the first of
October this year, plans have
already been outlined on what the
deal will actually mean to people.
involved with either company, and
although very little will change from

[0 Mere

BAN
DAl

our point of view, the guess is
that lots more toys and figures
are bound to be converted
from Sega characters... as that's all
Bandai seem to be able to do.

The new company will be
called Sega Bandai Ltd. and |
wouldn’t expect anything to change
over in Europe as most of the
changes will effect the Japanese.

...HELLO, SIR!!

fter a couple of months of
A close speculation, it's finally

been confirmed that
Capcom are converting both of
their excellent Resident Evil games
to the Saturn, and here’s the very
first pictures of the Saturn version
that you'll (hopefully) find in any
magazine.

After repeated hassling of
virgin (the distributors of the
PlayStation version in Europe),
though, we initially found out very
little about who might be releasing
the games over here. Digging a bit
deeper in other areas, though,
we're lead to believe that Sega of
Japan may well be releasing the
game over there themselves.
Therefore it would seem likely that

Both

Looks like she’s doing the washing.

Sega Europe would do
the same ‘over here’.

The provisional
dates we've been
given are that
Resident Evil 1 could
be released in Japan
as early as March or
April, with a European
release not that long
after that and the
brilliant sequel could
be out as soon as the
Autumn. Fingers
crossed, eh?

games to
ISR I T TR
Spi L g £ A Ut Usml

appear

... can’t help you with this one.

The graphics of Resident Evil have

(Sega cont.) always been one of the strong point:
Tl 500 p i e e February
R g T s e e i March
Saiiaiar e e I R March
Toilan o o e Se e R s o o March
IMAOABIESE o o e e s e March
A SRDESTTIIGHION .7k s ~oveis st e o oR ks March
BlUeHao Bt e s e April
R - A i R R S M April
Three DinttiDWarYes = . oiv s« v oo o v sns oo sintale April
T T T e e s e P A irler s v May
SHORTIERISIE S o s ot w st R June
41t's some sort of monster snake thing‘.b

M [Eambalicresiap e I



Mark
amshaw

- It’s that Mark
Ramshaw bloke

. again, with more
rumblings about
Sega’s
advertising, and
a big shrug of

: the shoulders
when it comes to sales
figures.

coming!

7 TSI I ol S S o) S o e e RS e, e R
oming from Gremlin is Actua Soccer Club Edition. This delightful 3D
CSoccer game should feature some of the nicest visuals and realistic
gameplay we've seen on the Saturn so far and we’ll let you know a
little more about these aspects when we get hold of a playable version. In
the meantime, feast your eyes on the screenshots printed here which

Gremlin kindly supplied us with.

Shefliéla Wenhssasy

Having banged on about the
excellence of Sega’s advertising last
month, it’s heartening to see that
they were voted best (i.e. most

Who hell he? first

iven the poor nature of
G Doom for the Saturn, it's

great news to hear
confirmation that the brilliantly
humourous, and totally violent,
Duke Nuke ‘Em 3D is being coded
for the Saturn by Lobotomy
Software. Lobotomy's last game,
Exhumed, was jolly nice and it is
hoped that a variation on
Exhumed's graphics engine will be
used to

Power

Cards ]
n to tell us wins SOCKS!

ne Colfins. ]le i i ‘:

LT s
3 " Actua was always better th
1, . ,

; 4

recreate this successful PC title
accurately.

Now, while it's early days yet
for the title, Lobotomy are
confidently claiming that their
shooter will be available by June
(that's in the states) and we reckon
that this should mean we could get
a UK release as soon as the third
quarter of this year. Perhaps the
best news of all is that there will
definitely be a link-up option
available so
you can play
deathmatch-
style
tournaments
against other
human
opponents.

Mirror mirror, on the
wall... who's the

l biggest psycho hose-
beast of them all.

Mida e Z v e

effective) software advertiser in a
survey of 1000 people, carried out by
independent research group NOP. Not
bad, particularly when you consider
that Sega spent considerably less on
its creations than Sony.

Where Sony do still have the
lead, of course, is in terms of overall
machine sales. Which in turn has had
something of an impact on support
for Sega’s machine, with one or two
retailers unwisely deciding not to
support Saturn at all. Why unwise?
Well, looking at figures for the US,

Saturn sales

oo lncreas:ed by a
Tm ' | whopping 175 percent
i e last year - 5.5 million
games were sold in
the States alone. And
while Sony continue
to claim far better
| sales for their
machine, it’s worth
noting that Sega have
sold 7.1 million
machines worldwide
to Sony’s 10 million -
not bad considering
the latter had a
headstart.
| Commenting on sales

- 4 during the seasonal
holiday, Sega’s Shoichiro Irimajiri
even said, “Retailers were reporting
Saturn sales surpassing the
competition by as much as 2:1.”

Which is all great news, of
course. But with both sides
constantly producing conflicting sales
figures it’s getting hard to work out
exactly where the truth lies. Sega
have always claimed to play straight
with their self-calculated sales
figures (we’ve covered how they
arrived at their calculations before in
this column), while Sony always point
to ‘official’ Charttrack figures to
justify their claims. Most of us don’t
really care exactly how many
machines each side has sold, we just
want to make sure that industry
support for our machine continues to
reflect how successful a format it
really is. But until a bunch of figures
everybody can agree on appears, it
looks like we’ll just have to pledge
support by doing what we lot do best
- buying and playing the games.
Which, let’s face it, shouldn’t be too
hard, should it?




New.

Rerl.

A Ithough a Saturn conversion isn't completely confirmed, we've

AlEe ot ® S furn

December

heard it on very good authority that Red Alert, the sequel to the
amazing Command & Conquer will be released on the Saturn
towards the end of this year.

The game, although very good and hugely popular, wasn't that
different from the first one, but still sold absolutely bucketloads when it
was recently released on the PC. Expect more Nod and GDI-type nonsense
when the game should be released around November/December.

neTInw
g This is trom the PC version.

.. running about.

Lots of little people.

The gameplay remains
(thankfully) almost the same.

1 think I'll probably be
sticking to my Worldwide
Soccer, me thinks.

Fy |
. 1022 23
1 0

LY e

S o Y ,..—

All looks might thrilling, | can
tell you. Football, eh? Hmmm.

FIFA
FeQruary/Maroh

ST e S E LD

P ccording to our almost
" A infallible sources, FIFA
‘97 is almost complete

‘ "ll“

and, disappointingly, may not be
as good as we'd hoped. In terms
of graphics and options it's much
the same as the PlayStation
version but, at the moment at
least, the gameplay suffers from
being too slow and a bit jerky.
With luck, the developers will
have sorted these problems out
in time for the release. If not,
we'll have to carry on with
Worldwide Soccer '97.

Premier Manager ‘97 e Saturn

developers to recognise that

there's a demand for football
management games on consoles,
but finally the message is trickling
through and this month we have
more news on Gremlin's up and
coming Player Manager ‘97.

Selecting teams and trading

players is only part of the game as
the player tries to train his team
and develop his club’s stadium also.
People familiar with the old player
manager titles on home computers
will know what to expect from the

lto tailor your style of game.

-Yourcan alter the amount of options 1 I t's taken a few years for

March

e Autumn

gameplay. You'll be able
to recruit and dismiss
all members of club
staff (right down to the
team’s psychologist),
choose the trainers you

want to develop the
players’ specific skills
and involve yourself fully in the
financial dealings of the club. For
novices though the whole
experience is made less complex by
the inclusion of an Assistant
Manager option so you can be as
involved as you want.

10

[Ls slte,

150:0 7

Then of course, when you've
made all your weighty decisions you
can watch the matches unfold
accompanied by commentary from
the one and only Barry Davies. The
game is due for release in April so
watch these pages.



Game of The Month

Die Hard Trilogy

FoXx Interactive £44.99/SP 90

This game is excellent, especially as you could say that it is three games in
one which is good value for money. Completing the game will take you a
Jong time and once you have finished it you'll always want to play again just
to kill a few more pedestrians! The graphics are great (although a little rough
at times). This could be the greatest movie license ever. If you were thinking
of buying a game at the moment think again because there is a big chance

(C

that this game is better.
Out Noy No Y,

4 Yippy-doody-whatsit, mother-thingy!

Sonic 3D Blast

Sega £44.99, SP89, 90%

The Saturn had very few
platformers so it was time for
Sonic to save the day. The
Mega Drive game was good but
the Saturn version is
graphically even better.
Finishing the game won’t take
long but then Sonic was never
about that, it was about
coming back and trying to
beat your previous stage
times. For all Saturn owners
who miss Sonic this is 3
worthy purchase.

Tempest 2000
interplay £20, SP89, 84%
Heralded as the greatest game
ever when it first came out on
the Jaguar Tempest was the
only reason to buy the machine.
The Saturn version is 3 well
done port-over of the Jaguar
game. It features four modes of
play Tempest Classic, Tempest
Plus, Tempest Duel and
Tempest 2000. The graphics are
plain but give it a retro feel.

A very simple but highly
addictive game and at only £20
a real bargain!

NBA Jam Extreme
Acclaim £44.99, SP89, 59%
NBA Jam was the best
basketball game ever when it
first came out. Now Acclaim
are trying to move with the
times but it just didn’t work.
The graphics aren’t very
clear and the frame rate isn’t
particularly high. in 4 player
mode this game is fun to play
but in one or even two player
it’s a bit dull. Extreme doesn’t
come close to the original and
unless you are serious about
The Jam series it isn’t worth it.

The WWF series has been
going on for ages and why
they are still making them | do
not know. Wrestlemania was
rewarded a very high 82% but
the game is definitely not on
par with Wrestlemania.

The graphics are rough
and it sounds awful, there is a
multi-player mode but this
does not redeem the game. if
WWF is ever in your house
runaway, dial 999, do anything
just get away from it.

3 Dirty Dwaives

Sega £39.99, SP89, 64%

No it’s not a pornographic
video, it’s a video game a bit
like Guardian Heroes, but
nearly not as good.

This game is fairly original
and the graphics are good but
when it comes to the lifespan
department once the game is
completed it’s all over and you
feel there is no point in
coming back to it.

It was a good idea that
didn’t work out very well.
Perhaps another time.

Charts

Nothing really outstandingly surprising here, with Virtua Cop 2, Worldwide Soccer *97 and
Tomb Raider all doing well for the Saturn over Christmas, but we’re still amazed that FIFA

’97 did so well on the Mega Drive...

Saturn

.. .Virtua Cop 2

. . .Tomb Raider

.. .Command & Conquer

. .. .Worldwide Soccer ‘97

5 (RE)
6 ... .Daytona USA: CCE
7 (NE) .Sega Ages
8 (RE) .Athlete Kings . .
9 (RE) .Alien Trilogy
10 (RE) Exhumed

.International Victory Goal . . .

Mega Drive

Z (NE)
3 ... .The Lion King
4 ... .Comix Zone

he S

6 (RE) .Streets of Rage 2
7 ... .Desert Strike

8 (NE) .Road Rash 2

9 ....MMMilitary . ...
10 =, tSonic 2

Sega Power s Most Wanted

Resllenl BVl s S i s o e e D S e s ot Capcom

Resident Evil 27 . . .. ...
Fighters MegaMix
Micro Machines v3

The Saturn and Mega Drive charts are the
copyright of ELSPA and are joyously plucked

from aching virgins by...

.Premier Manager ‘97

Chart/rack

- )

Price

Can you believe that they’re charging 40 quid for Ultimate Mortal Kombat 3 on the Mega
Drive? Slightly overpriced, we thinks. Most of the shops are sticking to standard release
prices over the Christmas period, with only Doom showing any real discounts.

’ |vm“so“e' AME CENTRE|

Magazine

Sega Power

boutique Game Ltd HMV Dixons V6L
! S F Alpha 2 (Saturn) .£4499 ... .£44.99 .. .£44.99 .. .£44.99
.. .EA Classics
Codemasters UMK3(MD) .. ........ . £3999 ... .. NN N/ e N/A
Virtual On (Saturn) ... ... £49.99 £44.99 .. £44.99 .. .£44.99
Tunnel BI(MD) . ...... INZA: i e £44.99 £A44.99 5 5044 99 <5 N/A
Doom(MD) . ......... NZA. oo £44.99 £39.99 ol o N/A .. .£39.99
[
o Contacts
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Codemasters: ......... (01926) 814132 Qeeanss oa il s (0161) 832 6633
GRS e Ty (01332) 297797 Segar il il e Bl (0181) 996 4620
Electronic Arts: . ....... (01753) 549442 115 (e el G ! (01372) 745 222
Fox Interactive: ....... (0171) 878 3000 BBISOH: ot e e (0181) 941 4004
Gremiin: s . o (01142) 753423 US Bold: sl (0121) 625 3366
GT Interactive: ........ (0171) 258 3791 Nidein: . e dm e e (0171) 368 2255
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FREE 48- PAGE Bﬂﬂl(

Total Film presents Carmageddon| 48 outsize pages
of the greatest motoring moments in the movies.
From the fastest chases to the coolest cars to the

It's allin Total Film 2. On sale 13 February.

COMING SOON IN...

least sensible stunts, they're all here. If you've ever
thrilled to Bullitt, The Italian Job, Mad Max or Vanishing

Point, Carmageddon! will be your high-octane heaven.

J,/J J

ua;




C

L

®_ o
h’\_’

sometime in the spring or summer — an amitious and exciting project.

ontinuing Sega of
Japan’s theme to push
the Saturn as a fully-
fledged multi-media machine,
we can reveal that they've just
announced plans to launch a
complete video telephone
adaptor for their machine

Working with telecommunications giant Nippon, the kit will consist of a camera
that'll sit on top of the Saturn and a microphone. Nippon are planning on developing the
hardware entirely on their own and leaving the job of marketing the product to Sega —

who say they’ll be happy to sell around 20,000 units initially.

The camera, which should retail for about £250, will be the cheapest entry into the,
frankly, thrilling world of videophones and while I'm sure that you'll all be ‘gagging’ for
one over in Europe, Sega inform me that there are no plans at present to launch the

system over there. Sorry.

Welcome again, my spring onions, as
we enter another knee-
trembling month of Sega
news. The announcement
that I might be able to talk to
friends on the phone and SEE
them at the same time makes \ - {
me literally shiver with -
excitement, I can tell you. But wait. I am
shamed, for they will be able to see
me also. ALIEEEEEEEEEE!

Miniature POlICEMAN

Handheld e

VRl e
ust what we in Japan call a throwaway story, really, but |
J thought you might be interested in this little piece that |
found in a Japanese newspaper recently.

It seems that you can now buy small handheld Virtua Cop
alarm and game toys like the old rubbish Donkey Kong ones of
years ago. The best thing about it, though, is that you even get
a tiny lightgun to play the game with. Aaahh. Oh, and sorry
that the
picture’s in
black and
white, but
like | said,
the story
was from a
newspaper.

o).

Cooep @ Now

& A tiny Virtua Cop game
8 and weeny light gun. We

W Japanese are Kerazee.

LEmY

On the .
grapevine

Crappy Jappy?

» Sega have released
over here a memory card that
can hold a staggering one megabit
of memory. This is on sale for about
50 of your British pounds (that’s 300
jazillion yen), but we really don’t
know if it’ll appear anywhere else.

Deceased horses

Site of the
month!

Despite the creeping fear that we’d
shortly run out of decent Saturn
Internet sites, the throbbing mass
of techno tarmac has, once again,
supplied us with the required
g00ods. So to speak.

t would seem that
I the boy Suzuki is

quite taken with
his Digital Dance Mix
game and plans to
have at least another
one in the series

Title: The Virtua Factor
At:http://home.earth-
link.net/~ripleynewt/

W Super Car, the amazing Model 3
racing game has been released in
Japanese arcades under the name of
Scud Racer. The game has four
tracks, four cars and the now
standard four views. Expect to see it
in your service station before too
long and on your Saturn (hopefully)
sometime around the end of the
year. | understand people from the
West Country of England call scabs
scuds. You amuse me.

W Shining of the Holy Ark was
released at the end of December
over here and | managed to get hold
of a copy pretty quickly. | can tell
you now, that although the graphics
might not be up to the standard of
Final Fantasy 7, they work superbly
in the fight sequences and the 3D
polygon world looks incredible. Go to
Role Play Gamer for more info.

It would seem that he (and AM2, presumably) have plans for two
completely new ones based on some female characters from the Virtua
Fighter series of games. Firstly there’s Sarah Bryant and then, after a short
period, we're told
to expect one
based on Pai. This
is fair enough if
you're a fan, |
suppose, but even
I'm not that
interested and it's
my favourite game.

“As you can see, we have much
nicer tellys than you over here in

Japan. Nicam stereo, the lot. Ha!”

{13

Sega Power Magazine

This is definitely one of the better
Saturn sites for the plain and
simple reason that not only does it
manage to get most of the current
Saturn news, but it gives a fair
amount of decent opinion, too.
Which is certainly a nice touch in
this day and age, yes?




Sheeet, I’m glad that wussy Ashton’s

split.

His Limey ass was

always onto me for killin’
bears ‘n’ elks ‘n’ poor folk. 1
mean, what’s an American

country boy supposed to do

for fun, anyway? Shoot the
President? Dang...

P zz et Eirg ot etr

e Satu r n & N 0w
e mentioned in these |
W here pages a few
months back that

Capcom were thinking of
releasing their bizarre SF puzzle
game - called Super Puzzle
Fighter 2 Turbo — and may a pig
wash my rind if that ain’t the
truth. A Saturn version of the
game is just about to be
released over here.

While the name is a bit of a
joke, the gameplay is serious
enough and is lightly based on
the Baku Baku/Mean Bean style
of game, where you go head-to-
head with an opponent by your
side, trying to keep your beans/gems/whatever from reaching the top and trying to get your
opponent to do just that.

There's secret characters and a whole host of hidden extras and members of both Street
Fighter and Night Warriors — albeit in a
kiddy form. There’s no firm news of a
European launch as yet but, hell, Virgin
would be the ones to release it if it
was going to make it to your shores.
we'll let ya know.

2
4 EP GEM
On % 1A TIME G 02
Rumour USA. 'J ok ' 2
» | was in Toys ‘R’

Exfen

Drivers Remix?e
Sy O | D2 8 S o Tl

One of the juiciest rumours
flying around this spinning
globe is that AM2 are
planning another MegaMix
game, this time using their %
driving games as the basis. Fighters Megalfix. Smart!
After the wonderful success that

is Fighters MegaMix, our keen eyes spotted a
document on the game CD by the title of ‘Drivers
MegaMix'.

What followed was a load of Japanese text that
| certainly can’t read, but the hopeful impression
that | certainly got was that we can expect more
combined delights from those plucky Japanese boys.

Just imagine how good a game could be by

,,1 j mixing Sega Rally, Daytona,
Out Run, Manx TT and
Hang-On. It's probably a
better idea even than
Fighters MegaMix. The full
story should be unveiled in

Us recently and saw
loads and loads of boxes of
32Xs being sold off really cheaply
at 20 bucks ~ and they still can’t
shift them. Ah well, worth it, | Scud
suppose, if you just want to play & N il
Doom, Virtua Fighter and Virtua aturn e ow (ish)

Racing Deluxe. One of the quieter releases from Sega of America this

B One of the quieter AM arcade month is Scud, which has been crafted by the same
releases of last year, Gunblade, is team that wrote 3 Dirty Dwarves, SegaSoft.

set for a release on the Saturn this You play an assassin robot, that kills to pay the
year sometime. Imagine Afterburner
with helicopters and you’re getting
there. A European release is certain.

Light guns at the ready.

» Due to the success of the three-
game Saturn pack over Christmas,
Sega are to continue the deal over
here until the end of March — the
end of their financial year. We
mentioned the pack in issue 88, but
for the more forgetful amongst you,
you get Virtua Fighter 2, Virtua Cop
and the original Daytona packed in
with the Saturn for just $200. Sales
went up by 500 percent over the
Christmas period. At that price, it’s
not hard to see why. March Issue 1997

Do

hospital bills for a fellow robot who you actually beat up.
The game appears to be a pretty normal sideways-
scrolling sprite game, but the added interest is that it's
another game where you can use the light guns -
including a bonus level where
you can use two guns with
one player! | wouldn't expect
much from this and I'd be
surprised if you guys over the
pond saw it, but then again, |
said that about 3 Dirty
Dwarves. Come to think of it, |
don’t have much of a clue
about nuthin’. That's a
Shakespeare play isn't it?
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The time comes in one’s life to stand back, look at yourself and admire what you’ve achieved.
The merits of Sega Power, for instance, are indescribable over our seven and a half year history,
but what of the Saturn? Its history is somewhat shorter and we thought, as a good start to the
new year and the (hopefully) multitudes of new Saturn owners out there, you’d like someone to
separate the wheat from the chaff for you. We are the people and here’s the choicest grains.

bl Y - i "-.: [N . i ' . T

Statistically speaking
we'd hate to be called anal at Sega Power, but we thought you might be a little more interested than just casual concern about the breakdown of
the more appealing games... the ones, say, in the top 20. Hmm? That's why we've done this.
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A choice of style
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company profile
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70 surprising, though, that there aren’t =~ 70 to the quality of their titles that
- more really decent driving games. - they've managed to get 10 games in

the top 20.
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Sega Rally is, a year

after its release, still

the best moment of

Saturn gaming possible.

After nearly one ;

hundred reviews since

that glorious moment,

Sega Rally hasn't been beaten by any of them.

The arcade original was stunning enough and
how PlayStation-owning chumps may have scoffed
when Sega mentioned their conversion plans, but
how hastily they had to eat their rashly-spoken
words when the finished version appeared to us. Like
a vision it was.

The way the game moved, the smoothness and
the indescribable ‘feel’ of the cars is second to none
and it'll be an outstanding driving game that gets the
better of Sega Rally.

Best points: Shaving half a second off your best
time in ghost mode and coming first on the Lakeside
track for the first time.

FIGNTETS yogams |

The ingenious idea of
mixing two of their best|_

and including a whole

bunch of new

characters has paid ¢

dividends for AM2 with

this. The graphics are slightly Iower in resolution to,

say, Tekken 2, but the depth of gameplay and amount

of characters, moves and options easily outweigh it.

The finest beat-em-up on ANY console.

Best points: The choice of characters, hidden extras
and options is ideal for one and two players

— ¥

Tomb Raider
Core » SP86  95%

Quite simply the most

impressive-looking

adventure game ever

seen and one of the

true ‘next-generation’

computer games. The

graphics, depth and

freedom to the gameplay in Tomb Raider are like no
other. A superb experience.

Best points: The FMV sequences, the atmospheric
music, the game’s freedom and the ability to look
anywhere around you.

) NIiGHTS

It still has its critics, but

there’s nothing (on any

format) to rival the

original and delightful

experience you get

from playing NiGHTS.

Less of a computer

game, but more of a bizarre encounter

Best points: Pulling off a really large link or putting
together an impressive series of twists and turns for
extra points is very satisfying.

What can we say? We

could argue about the

merits of Virtua Fighter

verses UMK3 or Tekken

2 for days, but the

game is still a

truly remarkable %

achievement in console development. A very
accurate conversion and all the moves, too. Not the
best fighter on the Saturn, but it's not that far off.
Best points: The hi-resolution mode is used to full
effect to produce some stunning graphics and the
animation and response time is excellent. This game
plays just as good as it looks.

4 RUStSastEs

@) Sega orIdWlde

The football arguments
that had been raging
since the release of
both Olymplc soccer

quashed when this

game appeared. Apart

from Sensible Soccer, this is the next best thing. It
plays fluidly and the opposing teams are very
intelligent. Football’s coming home, it's coming,
football’s comi... oh, it's here.

Best points: The animation and movement of the
players is spot-on and there’s a lot of moves that are
pretty simple to get to grips with.

~ L8~

Ultlmate Mortal

Kombat 3

0ld as the proverbials

i Mortal Kombat may
well be, but this is still

i} the ultimate two-
dimensional fighting
game, and this is (by
far) the best version of
it. For rapid combat action, this is the business.
Best points: The atmosphere is darker than ever
and the amount of finishing moves and fatalities is
unrivalled by any other.

Exhumed
Sega + P83 » 91%

There's been a few

Doom clones now on

the Saturn, but only

one can claim to look

and play better than

the original. The sheer

speed, smoothness and

detail to the game makes it unique. Not sure about

the title though, a bit morbid.

Best points: The light-sourcing is incredible for the

Saturn and the enormous depth of the game is one
 of the strongest features.

Like the first Virtua Cop

game, the AM fellows

have produced an

almost faultless

conversion. That, when

added to the optional L ing

light-gun, makes an

awesome package.

Best points: Light-gun games have always been
popular and one of the best things about the Virtua
Cop games is the way they respond to the gun - the
victims for instance, move in a natural way,
dependmg on where you hit them.

An outstanding use of

the Die Hard licence

and one of Probe’s

finest hours. Three

completely different

games that could've

easily been

released separately.

Best points: The three game styles (driving game,
Virtua Cop clone and 3D shoot-em-up) are all varied
enough to keep you playing them through ‘til the
end. And how you’ll want to.

Just skirts around the large
trim of the top ten by being
another disappointing

L8 conversion of Daytona for the
Saturn. More tracks and the
like, but it still wasn't enough.

d Street Fighter ever was, but we
1 at Sega Power have long since
1§ converted to the church of
1 Mortal Kombat.

4 Some may argue that
{ Command & Conquer (being a
§ PC strategy conversion) was |
| always going to have a limited |
appeal, but some ain‘t many.
This is great entertainment

(14

SS If it wasn't for the technical

*‘ advancement of Street Fighter
& Alpha 2, we'd have to plump

=4 for this. The characters and
special moves are in a world of
their own.




Bomberman

It's been available for months
on import, but the good news
is that Sega Europe are to i
release this excellent 10-player |

A game over here around April.
Well done chaps

D)

Another case (maybe) of style
over content, but Tunnel B1
manages to give us an
extremely fast and silky-
smooth game that manages to
appeal nonetheless.

Programmed by the

Landstalker team and an

appealing action RPG. There’s
4 certainly enough gameplay to

A hopelessly addictive puzzle
game that seems simple,

like heroin | suppose. It's one

| of those match-up-the-blobs- :
of-a-similar-colour-and-screw-up-your-opponent’s-| play—
area games. Play it in two-player mode and you play

i /PJ; until your eyes are red raw and your fingers are

(R

& Bt

permanently bent into the joypad holding position.

A e VN

Thundeerk 2

Released well over a year ago,

but still an impressive way to /

show the graphical capabilities & -.*.‘n_.; Faloaii s
of the Saturn. Plenty of \

missions and some extremely

polished gameplay

b

The famous Strike series

makes it to the Saturn in a
moderately successful way.

The landscaped graphics may

look highly realistic, but it's a

bit more jerky than it should ;

be. Strike fans will be sorted. though.

| ihting Vipers
Sega e SP85 * 84%

The arcade original was popular in
Japan but never really made an
impact elsewhere. The developers
wisely opted for a lower resolution
and better graphical effects.

5| f“-,\, Wy
Virtual On
Sega e SP88 e« 88%

254 Any game with huge robots fighting

each other with multiple weapons is
bound to go down a storm, and this
AM3 arcade conversion is pretty
true to the original.

¥

T . Y P
Daytona US

Sega e SP67  87%
Although the original game was
hugely disappointing and pitiful
when put up against Ridge Racer on

the PlayStation, the game still had
some charm.

Wipeout

Sega/Psygnosis ¢ SP79 © 87%

The game that most Saturn owners

E=1 wanted to see and nicely put into

the shade by the brilliant conversion
of Sega Rally. Still one of the better
driving games, though

Allen Trllogy
Acclaim e SP84 e 83%

Probably the best license ever and

5 DAeE

o putting Aliens in a Doom

environment should’'ve made it the
best game yet. Probe should have
made more of it, however.

Panzer Dragoon Zwei

Sega » SP80 « 80%

4 Multiple routes, better graphics and

improved gameplay make Panzer

.| Dragoon Zwei a worthwhile sequel
-1 to the flawed original. It's still rather

short-lived, though

Str eet Racer
Ubisoft » SP87  84%

to Mario Kart on the Saturn, but
that's where the comparison ends.
Playable enough, but the courses

> shou|d be Iarger

Olymplc Soccer
US Gold « SP83 « 83%

The graphics are awful, but the
gameplay is fast, there's lots of
easy-to-access moves and it plays
like a dream. Still... doesn't really
matter now, as we have WWS ‘97.

Victory Boxing
JVC o SP74 < 82%
Build up your fighter and fight
through to become the champ. Then

there's hidden characters ahoy and
plenty of extra moves. Plays well,

. too. What more could you want?

B A Wi
Athelete Kings
Sega s SP83 «87%

Another Sega Titan board
conversion and one of the best
you'll find. Track ‘n’ field at its best,
but a couple more events and a
four-player option is needed.

bl So far. Any challengers?

i 5 Y 2, -
Sonic 3D
Sega * SP89 * 90%
One way of looking at this is that, as
his debut, the first Saturn Sonic

game should’ve been more original.
Another, though, is to just

o appreciate it for its great gameplay.

Mystaria
Sega e SP77  82%

Although we're not huge fans of
RPGs here at Sega Power, we have
to admit that this is as playable,
large and appealing as these games
get. Not at all shabby.

. Clearly based around Columns and

Mean Bean Machine, Baku Baku

1 Animal manages to be original

enough to warrant the interest it
deserves. Nice one.

Pro Pmball The Web
Empire » SP83  84%

Clever table design and great
graphics (not to mention a

4 soundtrack by Bruce Foxton -

formally of The Jam) make this the
best of its type.

/ F i /
NHL Powerplay Hockey
Virgin « SP84 * 88%

A rather pleasant entry from a new
developer and the easiest,
smoothest and most enjoyable ice
hockey simulator on the market.

Sim City 2000
Sega * SP74 ¢ 90%

Ccompletely anal and sad, but (like
Theme Park) seems to be

frighteningly addictive as you build

up your towns and cities — only for ’
monsters to destroy them. Don your &2
geeky specs and get all simulatory.

TS
Street Fighter Alpha
 Virgin e SP79 +81%

Not up to the grade of most of the
| other beat-"em-ups and we didn’t
4 like it as much as some, but the

Saturn is perfect for this sort of fast
2D game.




Is classic too small a word? Possibly, [§
but that's what Theme Park has
turned into. Very original and
completely engrossing. Not as dull

as it looks.

This was one of the most original
games of last year and a fun little
affair as you play high-tec ‘tag’ with
a multitude of aliens and the like.
Great two-player fun.

Originally very appealling, we soon
realised Bug! to be an almost
impossible game to complete. The

levels are fair too large with not
«§ enough restart points.

Y
BoAlD ‘

Very French and fairly tricky (like
French people), AITD manages to
translate well to the consoles and is
large enough for most people.
Graphiclly moody.

agic Carpet

o Another classic Bullfrog game and

another worthy conversion from the
PC original. Make spells and fly
dragons. The 3D landscapes are
stunning and it's hugely challenging

Based on the AM1-developed game

4 from the Titan board, the second Die

Hard game in as many months is a
little short, but playable enough.Not
like any of the films, sadly.

Virtua cop

M Superseded by its sequel, Virtua Cop

is still an excellent arcade game and
a perfect example of showing how
good Saturn arcade conversions can

be, when they make the effort.

A One of EA Sports’ better 32-Bit

& time for Madden ‘98 soon.

updates and the best American

the Saturn for a while. Still, it'll be

%

hi-res table graphics with some
good gameplay. Do you need two

8 olympic Soccer. | didn't and now

he's gone | can do what | want and

A clever mix of horror, FMV and
adventure gameplay and opened

the way for similar games to appear.

Too short and still too easy, though.
A lengthier sequel would be nice.

First in the arcades hundreds of
years ago and then the updated
version on the Jaguar. It's the best

graphics and solid platform
gameplay, Rayman proved too hard

o for most and boredom can set in.

One of the better 2D beat-em-ups
and we still wait with baited breath
for news about the latest X-
Men/Street Fighter conversion.

v‘ (What exactly is baited breath?)

cruel in his review of Panzer
Dragoon, and as linear as the
gameplay may seem, the graphics
are stlll outstandmg

Arguably the best golf game on the

il Saturn and we're fully prepared to
A4 fight anyone who wants to argue

with our superior judgement.
COME ON THEN!!!

Saturn owners never really wanted
a poor conversion of Destruction
Derby when the sequel was about

l jerky and a lack in the polish

department keeps the score down.
Let's, er, not off—road

& Saved by its cheap price (£30), VF

Kids is a pointless addition to the
fold and offers very little new of any
interest. Fighting games are about
violence, not cute infants.

A bizarre Japanese platform game

b | that, somehow, manages to impress

all that come into contact with it.

The first NBA Jam game to hit the

e Saturn and a worthy effort it is, too.

All the gameplay and extras of the
arcade version. In multi-player mode
it's a top giggle.

The two scores represent the fact

that if you've never seen the game
before you'll probably like it (85%)

but it's a disappointing conversion
8 from 16 to 32-Bit (20%).

™ The best-selling series of Terry
{ Pratchett books is a good enough

reason as any for the adventure

'} game, and it's lovingly faithful to

that. a humourous challenge.

! A fair attempt at re-creating some

of the hype of the original game,

with seven new courses, four extra
M cars and plenty of polygons. Not as

arcade-perfect as it should've been.




Graphically superb golf game, with
two very detailed courses and
multiple views. We at Sega Power,
though, prefer the gameplay of

| Actua Golf, and we're clever.

]

This is an initially interesting and
appealing football game, but closer
inspection has shown up some
gameplay flaws. Fine if you're a
football nutter, we suppose.

Bird on a bomb! Nothing mind-
blowingly original in any fashion but,
in typical Core style, an interesting
game nonetheless. More birds on

Nothing much over the original
Mega Drive game, but still a fairly
solid role-playing/action game and
probably deserves a few more
percent than it got

Ghen War

M Varied level design and clever

.

gameplay makes Ghen War a more
interesting and challenging mission-
based Doom-like affair. Not the stuff
of classics, mind.

the Saturn market it's up agamst
some very stiff opposition. Has a big |-

H following but it's a blt cack.

confusing, though.

Load Bl A aig

3D Lemmings
 Sega/Psygnosis.» SPEY S 8%

A clever 3D update of one of the
best-selling and most popular
games ever. Sometimes the third
dimension made things a tad

¥

Shellshock

# An excellent soundtrack and some

very good rendered FMV made up
for an average game based on the
same game engine as the excellent
Thunderhawk 2.

Break Pomt
Ocean  SP86 ¢ 78%

Not the worst game we ever saw,
and it's definitely the best tennis
game around at the moment, but it
needed to be faster. The Saturn’s up
to it, sort it out |ads

Virtua Flger
Sega » SP63 *97%

The classic game that started it all
and an almost perfect conversion.
It's certainly worth picking up for a
bargain price if you can. A little
piece of beat-"em-up history.

Slam ‘n"Jam
BMG o SP83 ¢ 87%

Crystal Dynamics convert their 3DO
basketball simulation across
perfectly and, although it isn't the
best, it's fairly close. One to try
when bored of NBA Jam.

F Wrestlemania

Acclaim o SP82 * 82%

it's commonly agreed that the WWF
is a useless waste of time, money

o and brain-power, but thankfully the

game's better than the license

“ behind it.

=

orld Serles Baseball ‘97
Sega e+ SP86 * 81%

Despite the obvious lack of appeal
of the sport in this country, Sega
manage to produce the finest game
of its type. We like basegames,
though, SO we say “Yes”.

Rage take a large knock in their
reputation as they turn up with a
fairly shoddy Saturn conversion of

il the classic Id game. For incredibly

hardcore fans only.

' Blazmg Dragons
BMG e SP87 * 85%

Another comical/Monty Python-
written point ‘n’ click adventure
game and, despite mixed reviews,

EA » SP87 ¢ 79%

=1 Another case of another

disappointing EA Sports release.
Eventually appeared before
Powerplay Hockey from Virgin, but
isn't quite as good.

Casper
Interplay « SP78 ¢ 81%

A surprisingly original puzzle game
based on the film of the same
name. Atmospheric graphics and the
game follows the plot very well. A
decent film licence? Blimey!

The Horde
BMG ¢ SP79 ¢ 69%

A cringy storyline and the fear of
repetitive gameplay stops this
average game going up any higher.
So we can't even be arsed to fill up
the rest of this box. Oh, we have.

8 Another typical Scavenger game in

that the graphics and idea are
strong enough, but the game’s too
short and far too hard. Why are so
many games so very small.

Shmmg Wlsdom
Sega » SP80 * 79%

1 Graphically disappointing, but a

sturdy Saturn sequel to the highly-
praised Mega Drive role-playing
game. And let's face it, RPG fans will
buy anything.

Loaded
Gremlin « SP83 ¢ 82%

Some good effects and graphics,
and Gremlin marketed the game
very well but, at the end, a case of
style winning over content. The
sequel’s coming soon.

A beat-em-up based on the

®d characters from Golden Axe is no

AEPLR

2D fighting titles.

Toshinden
Sega s SP75 » 84%

This hasn't aged very well at all - as
Toshinden URA shows - and comes
up very poorly against the AM2
fighting games. It's kind of fun, but
ultimately a bit dated.

& e W ‘ \-aw ‘
F1 Live information
Sega s SP76 ¢ 79%

1 out before F1 on the PlayStation

and it has all the characters (Damon §
Hill, etc), but only three F1 tracks

8 and poor graphics. Should have be

much, much better than this.

>

s




FIFA 96
EA « SP76 « 85%

A huge disappointment, and
4 certainly not deserving the
phenomenal sales it's achieved.
News is that the sequel isn‘t the
4 improvement we hoped for. Pah!

el T—
Tetris Plus
Jaleco » SP88 * 70%
el The horse may well be dead, but ,.v‘
that doesn't stop it getting a severe |
beating. Some new extras and a
."'.,:‘ good two-player split-screen option.

We all love Tetris though.
W B e

i .lohnny Bazookatone
US Gold » SP77 » 60%

% The game's completely digitised
Yoo using clever models and animation,
but little care has been put into the
gameplay. Developerings the other
o way around.

=t Roboplt
THQ * SP86 « 80%
More enjoyable than you might
think, as you build a robot and guide
it through a league of 100 bizarre

metallic creations. Very odd, but
strangely satisfying.

L E = ¥
GP Hang-On "95
Sega + SP75¢ 70%

Live Information, GP Hang-On is
smooth and fast enough, with plenty
of hidden extras. The graphics,
though... pretty poor.
8 [ L st S Wh, SEEESCTTNGG

: Guardlan Heroes
Segas SP78+80%

Despite the number of selectable
™ characters and fancy scrolling
Ll sprites, this Treasure affair lacks
sparkle in the gameplay
4 department. Poopy-doop!

Road Rash
EAe SP83¢61%

A perfect conversion of the two
year-old 3DO game and a sad end to
| the good name that Road Rash once
} had - although the game remains
strangely addictive.

Sea Bass Flshmg
"JVC » SP84 ¢77%

An unusual title that works
= surprisingly well. Fishing will never
i 2] make an enthrallnng computer

4 gameplay, though, is a bit stilted for

1 PGA may have the EA Sports name

So, again, get Actua Golf.

£y Despite the low score and our
dislike of the game, it deserves a

f with Space Hulk, the rest of the

graphics are very poor and the
gameplay is slow.

A 3D driving/shoot-em-up based on
the Magic Carpet game engine and
fairly enjoyable - if somewhat jerky.
It's well up to scratch but nothing

4 like as good as the top racers.

A clever 3D point ‘n’ click adventure, =
with excellent still graphics. The 0

some. Still, apparently, the best-

sellmg CD game of all time.

behind it, but the game falls down
compared to Actua Golf from
Gremlin and Virtual Golf from Core.

Here we go then, We've done it.

We've seen some classics, some not

so classics and, even though this is

the top 100, we've seen a couple of

stinkers. To round things off, let's tell you about this
turd of a game. It's definitely one of those ‘love it or
hate it' games, and we tended to fall firmer on the
dislike side. Some people, though, would put it a lot
higher up. It's a bizarre game with similarities to

™ Lemmings, but not really. Like we said it's a bizarre

game. It can be quite good fun in two-player mode but
only for limited amounts of time. Try it out and see
whether you're a fan. We'll just leave it, safe in the

= knowledge it fully deserves its 100th position.

The best
driving games

1 (1) Sega Rally
2 (11) Daytona USA: CCE
3 (23) Wipeout
4 (26) Street Racer
5 (30) Daytona USA

1 (3) Tomb Ra|der

2 (8) Exhumed

3 (9) Virtua Cop 2

4 (10) Die Hard Trilogy
5 (15) Bomberman SS

The best
beat-em-ups
1 (2) Fighters MegaMix
2 (5) Virtua Fighter 2
3 (7) Ultimate Mortal
Kombat 3
4 (12) Street Fighter
Alpha 2
5 (14) Night Warriors




The best role-
playing games

1 (17) bark Savior
2 (32) Mystaria

3 (41) Alone in the Dark:

Jack’s Back
4 (48)D
5 (60) Discworld

games
1 (29) Athlete Kings
3 (35) NHL Powerplay
Hockey
2 (45) Madden '97
4 (53) Virtual Golf
5 (58) NBA Jam -
Tournament Edition

The best god

simulators
1 (13) Command &
conquer
2 (36) Sim City 2000
3 (38) Theme Park
4 (68) 3D Lemmings
5 (81) The Horde

2%

football

games
1 (6) Sega Worldwide
soccer '97
2 (27) olympic Soccer
3 (47) striker
4 (63) Euro '96
5 (86) FIFA '96

puzzie games

1 (18) Bust-a-Move 2

1 2 (33) Baku Baku Animal

32 (39) Grid Run
4 (87) Tetris Plus
5 (95) Jewels of the

platform

games
1 (4) NIGHTS
2 (31) Sonic 3D
3 (40) Bug!
4 (50) Rayman
5 (57) Keio Flying
Squadron 2

g The 10 worst

All this ‘praising to the hilt’ nonsense is all very well, but,
as my physics teacher spent four years trying to beat
into me, every positive action must have an equal
negative reaction. Computer games, being bundled in
the large sack marked ‘Every’ comes under this
description and so, obviously, it makes perfect sense to
show you the ten Saturn games that you should never
think about buying... no matter how cheap they are.

1 Rockman X3

virgin o SP81 ¢ 23%

The very worst game that I've ever played on the Saturn
and a shocking smack around the face to show just how
badly games CAN be written, given the wrong
programmers. Rockman is a port across of the very
popular Megaman/Rockman series of games and is the
only 2D Saturn platform game that I can imagine would
need a border.

The graphics are primative, the gameplay far too
hard and the action crawls along with all the pace and
urgency of an asthmatic slug. Released in the USA by
Capcom, Virgin have sadly decided to pick up the license
over here. Don't. Buy. It.

il 2 Highway 2000

JVC e SP85 e« 569
Trying to sell a poor driving game by rewarding good
racing performance with pictures of bimbos in bikinis
may well be one of the better marketing ploys of the
year, but it still stinks like a corpse.

3 Darius 2

Sega ¢ SP86 « 28
It's a 2D shoot-em-up in the Darlus/R -Type mould and
fails because it's simply too dull to play.

4 Valora Valley Golf

virgin ¢ SP79 o 32
um, it's almost totally unplayable, there's only one
badly-designed course and the inclusion of volcanoes is
just silly. Cheesy in th extreme.

5 Virtual Open Tennis

Acclaim o SP82 « 319
Technically the first tennis simulation on the Saturn, but
Acclaim sneakily brought us a poor Japanese game
released to try to cash in on Wimbledon. It failed.

6 Digital Pinball

Sega @ J@/ﬁ ® ‘;l‘,ﬂ"
One of the Saturn’s first releases, and the first game to
make us worry that everything in the garden might not
be so rosy.

7 Mortal Kombat 2

Acclaim o SP75 « 8
Now Nick’s gone we can say what we reaIIy thought
about his Mortal Kombat 2 review... it, and the game, is
a bunch of old arse.

8 Virtual Hydlide

Sega ¢ SP72 ¢ 49%
Sega's first attempt at a 3D role-playing game, featuring
a large man with a small knife and a bad limp - in a very
jerky world.

9 In The Hunt

THQ e SP86 * 31%
Another release that makes no sense. We hope that,
with Project X2 from Team 17, we'll finally have a decent
2D shoot-em-up.

10 Bubble Bobble

Acclaim o SP85 » 56%
A sad cash-in on the Bubble Bobble trilogy, with
Rainbow Islands included, too - although it makes
little difference. The games are classics but this
disc is a travesty.
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Character assassination
Like Mansion of The Hidden Souls, there's enough
characters to interact with. Some will offer help
or even objects to aid your quest. Others,
though, will prove to be a complete pain.
Experience and good social skills
should allow you to determine who
falls into which category.

BEY .
rrrrr

------

called Fred? Wouldn’t be a
Japanese game, would it?

of The Hidden Souls (which

appeared in one form or another on both the
Mega CD and the Saturn) then you'll instantly
recognise the style of game that Torico’s trying
to portray... it's a ‘interactive movie’, fully-
rendered, talk to bizarre characters with bizarre
lip-movements and complete the game within
an hour.

But ah, not this one. By using clever
compression technigues and bunging the game
onto two CDs, the developers have managed to
squeeze in a lot of gameplay for your money.
Strangely enough, speaking of Mansion of The
Hidden Souls, Torico is actually programmed by

I f you remember Mansion

Can't do that at the Tate.

x‘r

March lssue 1897 - g

Crests engraved on foreheads?
Shadowy Moonworids and men

rrrr

AAAAAARRRRRRGGGGHHHH!!!

5 he same team - although from the
quality of the graphics to the amount of
effort put into the game, Torico is in a different
league.

You play a rendered character called Fred
(yes well, the name is ridiculous BUT THEY'RE
JAPANESE) and you start off the game with very
little idea of what you have to do, no memory of
the previous few years and locked in a police
cell with a man who's quite obvious as stoned
on drugs as they come, thank you very much.

Ah, and you've got a crest engraved on
your forehead.

More sense (but only a slight amount) is
realised when you find out that there’s a place

Don't look at ME like that!




Spit a key? Thankyouverymuch!

Wish | had one of those.

called the Moonworld and it promises
young looks and a long life, a bit like
plastic surgery in Los Angeles without
the expense. The downside, though,
is that you probably have to be
rather good and saintly... almost
angelic in fact, and remember, those
bloody wings are a sod to try to clean.
The Moonworld can grant any wish,
although anyone who wishes to return to Earth
has the crest engraved on their foreheads and
their memory removed.
S000, now it all begins to make sense. Fred
is obviously an exile from Moonworld. Or is he?

Right said Fred

¥

By
compressing the
game, the
developers have
managed to
squeeze in a lot
of game.”

e -
“I'm about to die and | never told Captain Birdseye about his beard!”

. E IF:

Don'’t ask me, | just play the
bloody things.

¢

All you know is that your first mission
is to find the entrance to
Moonworld and to find out more
about the mysterious Gordon, the
governor of it.
D was great (but short) and
Mansion of The Hidden Souls looked
a bit poor and was too easy and short;
Torico (although that won't quite be the
name of it when the game’s released in Europe
this Spring) looks to improve on the problems of
those two games and could well be the closest
game that we've yet seen to a proper full-blown

graphical adventure. o Dean

' This is you and you are Fred. Ridiculous
name, but you do have to remember that
these people are Japanese and what may
appear to be a perfectly normal and
common Western name to them is in fact
absolutely ridiculous to us fun-loving
Europeans.

You’ve had your memory removed and
that crest symbol engraved on your
forehead as an ex-citizen of the
Moonworld, but that’s another story.

Run Fred, run like you've never ran before!

My hduse looks like this. ’
e w'
! % s p ‘

On location

Being as they all wanted a top sunny holiday in
Europe, it would seem that the development team of
Torico were sent over to Spain to ‘grab’ the
atmosphere of the country. They apparently returned
with stuffed straw donkeys, cheap bottles of brandy
and singing Spice Girls songs in a slurry pronounced
fashion - which they apparently danced to with a
couple of ‘right tasty birds’ from Birmingham.

On a more
serious note,
when playing the
game, a definite
Spanish flavour
comes across in
the characters and
locations, and this
romantic and
picture of a sun-
kissed Spanish
street is one of
the development
shots used when
planning the
graphics of the
game, | presume.
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As Swagman is still a fairly unknown quantity amongst the fair and just ‘m '
gamers out there, we thought we’d find out a bit more about the game’s #
design, development and rare East-European cheeses
from the people who know the game best, the .
people who wrote it. ‘

How long has Swagman been in development?
Two years. Swagman was, originally, going to
be a Mega Drive game.
Why has it taken so long?
Swagman is an arcade/adventure with RPG
undertones. All the backgrounds and all the ‘

enemies are fully 3D rendered (
images. The game itself is enormous — -
level one alone has over 20 different
graphics sets so it’s taken quite a while to get

779

everything finished!

Why did you go for this type of game?
One of the original reasons was the fact
that most games tend to be polygon-
based these days — we wanted to get
away from that. Even though
Swagman uses polygons for certain
objects, most of the game is set in
a pre-rendered two-dimensional
world. We felt that there was room

in the market place for a different
type of game.

What factors or other games have

influenced Swagman’s development?

The strongest influence is Tim Burton’s

film The Nightmare Before Christmas. The

style and mood seemed to fit perfectly to the initial

concept for the game.

We also looked at Zelda and the Zombies on the SNES

~ elements from both of these games have been blended into

Swagman in an attempt to create one mega adventure.

How many enemies can we expect to meet in Swagman?

There are around 50 different enemies in the adventure but some of the areas are secret and could contain some

very nasty surprises.

How do the twins interact with each other?

The two characters can co-operate with each other in a number of ways. For example one can jump on top of
the other thus allowing access to unreachable places, or pressure pads must have the weight
of one character on them to stay active. Also Zack and Hannah each have different
weapons/abilities so it requires a combination of efforts from
/ each character in order to progress.
% *  What happens if one of the twins dies?

The twins are connected in the Dreamworld — they share

Dreamdew (energy) collectively so when one dies so does

it

the other.
% Can you name some of the different effects used? fts a door:
- Transparency, flowing lava, animated water, sludge and  So openiit!
- 3 .
‘ starfield special FX.

Was a 2D game easier or more difficult on the new next
generation consoles?
Surprisingly it was much more difficult — because of the
game’s viewpoint all of the walls, rocks, trees and
’ anything else you wish to walk behind have to be
set up using a specific editor. The
same applies to objects above
ground level - for example a
flight of stairs. Each step
must be given a height
* : within the editor before the
character will interact with
+ jt. Creating the game using
. a Loaded style engine would
. have been much easier but
‘ we’ve certainly learnt a lot from
i this challenge!

It’s a b_it like

Mentioned
briefly last month, here’s a
much better look at Core’s
latest, Swagman.

[though the game is strictly a one-player
A game, there are these two characters,
Zack and his twin sister, Hannah. Entering
the realms of Nightime, you must rescue the
nymph-like Dreamfly and ten of
her dreamflight from the
clutches of the evilest of evil
> things, Swagman.
= So is that the game explained
: in the first paragraph? Have |, as
| occasionally do, peaked to
e soon? Certainly not, Swagman is
S a break from Core's traditional
polygon/texture-mapped luxurious 3D affairs by
being, what appears on the surface of things, a
more simple approach to

W -

L X X J

i | Dark
Savior
As strange as
it sounds,
Swagman is
probably
closest to Dark
Savior in the
way the game
plays. The two
games don’t
share any
similarities in

the way they look of course, but both are very much role-playing

games with strong arcade-playing elements. Both are, to put it
another way, arcade/adventures.

March
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much of wonder.

I'd say that he wasn’t friendly.

TR PRI ¢ o xR
That pool table looks a bit tasty. l
o |

. To add that special interest into the game Core
PN ’ have decided to fiddle with the laws of genetics.

When you play in the ‘normal’ world you... well... ah,
peesh, look for yourself.

Wandering around your house and the surrounding
< ~ | ” / areas, you inhabit a body not unlike this one. Which
2 is, unless I’m greatly mistaken, a young boy’s one.

ese two grabs really couldn’t be any different from each other.

=gaming... that old

chestnut, the 2 : can obviously switch between either character

rendered up, character- ; at any time in the game, but (we're informed)

based arcade/adventure. you'll never complete the game until you get to

Now, not much is said about grips with the subtleties and abilities of both : ;

arcade/adventures these days, but they were Zack and Hannah Wittlew Gt steilat [“onSt.erland S0 e
: : ) i A ) stretch, your head dimensions alter and you

very popular a few years ago on machines like The game is split over 16 levels, with a become something completely unpleasant... rather

the Spectrum. The term came about to describe Loaded-style overhead view (but that's where the like Michael Howard, then.

games that weren’t out ‘'n’ out arcade monsters, similarities end) and while you're playing in the

but weren't as slow and plodding as adventures nice safe Real World™, you control Zack and ? o "% e — )
(or role-playing games, as we like to call them Hannah, but when you venture into the Y =
now) can be. Swagman is the perfect nightmare realms of Swagman you take control
example of one of those. of their alter-egos. These are called
Although one Dreambeasts and these will have

player controls the “You'll never complete their own powers and strengths to
two characters, they deal with enemies there.
interact with each An intriguing game certainly and one 4
other to combine to that'll we'll cover in much more detail il \»%

form special moves. You ’ : over the months to come. e Dean )& |
per sp % ,
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what could potentially

finally nears
game yet i relcome.

4
1 #

B .

Flying down one of the tunnels.

(

o

ot long after
N the Saturn’s
official release

in America we were
treated to something
a bit special from a
development house known as Scavenger. Their
previous work included the graphically
impressive, but ultimately disappointing, games
Red zZone and Sub-Terrania for the Mega Drive
and folk around the globe were duly impressed.

Two games were on show. One, a Doom-

People need options

Scorcher
Championship |

Time Attack
Practice

Track to the future

There’s a whopping great total of six tracks
available, but (woefully) only three of them are playable at
the beginning. Proving your worth by winning in the early

stages of the Championship will reward you with access to the later tracks but, for
now, here are some maps to give you an idea of what to expect.

be the best Scavenger
completion.

style game underwater and now known as the
(sigh) graphically impressive but ultimately
disappointing AMOK. The second, though, looked
even more impressive. A racing game it may well
have been, but the quality of the graphics and
the smoothness and speed of the backgrounds
were (then) unrivalled. This was Scorcher.

Very little thought, sadly, has been put into the game
modes in Scorcher. The Championship is probably the
one you’re more likely to play at the beginning, just
to have the pleasure of playing against some sorts of
opponents - computerised or otherwise.

The Time Trial mode is next in line and

| appears to be in functioning order. Pick the track and
| beat the time. All the pick-ups you could want for are
| there to behold and some impressive times are there

| to be beaten.

So, finally, you get to the practice mode.

| Here’s the best place to. Practice. Your. Skills.

Tyrinx o Scovngertoam. (O 1998 Scomnge

| Before. Trying. To. Play. With. The. Big. Boys.

226
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There are two views and this
bloke’s arse isn’t one of them.

TS

\

> -y

Some of the background
graphics are superb.

Okay, that was then
and time and tide waits for no man...
um, person, but what about now? |
mean, apart from the excellent Sega

Rally there hasn’t exactly been an avalanche of
good driving games, so does Scorcher

still cut the mustard as a truly

superb next-generation

driving game?

Well that, my
dear friends, must
wait until we finally
get a reviewable
copy of the game in
next issue, but from
the beta version of
the game that | played recently, it's looking
quite promising.

You control a vehicle capable of viciously-
fast speeds, but (at the same time) it's protected
enough to allow it to leap large gaps, bounce off
the walls and generally slam into stuff here, there
and everywhere.

Rather than trying to go head-to-head
with Sega Rally, it'd be fair to say that

>




To aid you in your aim to be first in everything
and therefore called the best in all things and
exalted as something holy, you’ll need to work
out the most cunning ways to get around the
problems of the levels. One way to do this is to
use the objects lying around the levels to their

(3

full potiential. Like thus.

AP 274 POS 4/4

A That green thing to my left is a handy pick-
upable, usuable, nice thing. it gives me a sudden
burst of speed that | can save and use when |
really need it. There are plenty of them around.
A Now this is similiar to the pick-up mentioned

01:39:99
00:2142
~01:18:57

before, but this is 3 sort-of speed-up strip. Run
along as many of them as possible to give you a
healthy burst and, hopefully, the lead.

A This is a bit different. You have the ability to

jump at sensible points through the levels, but
only as long as you’ve picked up the required
amount of these jumpy icon things. Good they
are.'Jump to it. Ha, ha. Jump to it... uh, sorry.

Watch you don’t drop off the edge.

1/4

It’s a bit like...

o

Abuse is common, but mild in Scorcher.

Scorcher owes more of an influential nod

towards the gameplay of Wipeout than any
other racing game. Keeping in a straight line is
only part of the gameplay as the track starts to
turn you upside-down and then suddenly plunge
you into a death-slide through an undulating
series of large multi-coloured pipes.

That, though, is the easy part. Later levels

L 27
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Wipeout

As a driver, Scorcher does play a lot more like, say,
THIS GAME, than say, SEGA RALLY. the actual
driving experience is a strong part of Scorcher,
naturally, but the extra pick-ups available give it
that strategic edge.

include gaping holes in the floor, crates that
suddenly appear in your way, barriers to leap
over and ramps to propel you through the air.
With no two-player mode and very little in
the way of secret options, it's difficult to imagine
this troubling the likes of Sega Rally, Wipeout or
the Manx TT, but it's certainly shaping up
to be better than Impact Racing. « Dean 9




Preview

Like a demonic cross between
the Predator and Mork, the
aliens are back and this time
they’ve brought their polygons.

without a hint of smugness when, on the
very same day that the Americans celebrate
stuffing the Brits in a bit of :
a skirmish a couple of 7 .
“As in the film, the  hundred years ago, a Ah, we're all too lt’s a b]t Ilke”.
motherships hover  bunch of warmongering cynical over this
menacingly above aliens descend from the side of the pond Thunderhawk 2

the major cities of  heavens and give thema  with our clever it’s a flying game and you shoot
things... although there isn’t an alien

I t might be difficult to remain calm and

the world.” bit of a whopping. arthouse movies in sight. Flight simulators are still,
As we all know, and Merchant strangely, a bit thin on the ground
though, the resourceful Ivory-type tat, but on the Saturn, but this is the best
Americans (with the aid of a drunken pilot in an well... ¢'mon, | by far. Give it a shot.
antiquated plane and the largest amount of luck mean, there is a
possible) managed to defeat possibly the most limit to the amount of stretch our belief can take.
advanced race of beings known to creation... The game. Sigh, it's actually all looking rather
with an Apple Macintosh. promising, with no real surprises in that it's a 3D
R flying shoot-"em-up (hell, it could’ve been a Each of the levels will be mission-based and,
e platform game) and that the object of the game ~ from what we can tell from the version we saw
is to destroy the mothership on each of the 13 recently, the developers, Radical, have accurately
levels, before going off to do the same on a polygonised each of the cities in question, with
harder level. famous landmarks appearing all over the gaff.
As in the film, the motherships hover Joking apart, we at Sega Power quite
menacingly above the major cities of the world enjoyed the film. It's a throwaway action movie
and also as in the film, you fly in an attack craft with great effects and a happy ending and is a

perfect licence for a spin-off game. These early
iety between the levels should, hopefully, be enough to keep the game interesting. - shots certainly show a varied
AT ST 1 amount of locations and,
although there’s still a fair
amount of work to do on the

8 game, Fox Interactive (through
Electronic Arts) are hoping to get
i - the game out as early ..T )
- as April. « Dean S

to face hordes of small and fast alien craft.

The film was in the classic
mould; alien meets Earth, Earth
gets a bit excited, alien blows up
Earth... although some got a bit
bored by the completely over-
the-top, American gung-ho
attitude of the film’s creators -
ironic or not.

if you haven’t yet seen it,
the video’s out about now and,
although you’ll miss a lot of the
action from watching it on a
smaller screen, it’s certainly
worth a look.

0Oh, and we hear through
the grapevine that the sequel is
currently being discussed.
Presumably a new and
altogether more vile race of
aliens will visit our lovely orb
next time around.

o

It's not Frome, | can tell you that.

bloody good hiding.
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Why we are the leading independent Sega magazine in the UK... 2 ) / |
Our magazine exists to give youl information about the worldof Sega. -

gaming that is more honest, reliable, relevant and easy-to-follow than any

other you can buy. All our reviews and feattires are written by gaming " \
experts. Our reviews offer crystal-clear buying recommendations and . o . 14
information = how much something costs, how good it is and whether you g

should buy it. We are utterly independent of any software company
anywhere. And we're serious videogamers ourseives

« Iif you have any problems with the service Sega Power offers,
please write to the Editor, Dean Mortiock, Sega Power, Future

Publishing, 30 Monmouth St., Bath, BA1 2BW, who will respond to
your letter within 28 days.

Ravizwzd inls monin
30..............50viet Strike (Sat)
34...........Fighters MegaMix (Sat)
. esesee...Die Hard Arcade (Sat)
e« « « - - «.s.0sets BUBSTOUD! (Ga1)
ceeeseeense...Dark Saviour (Sat)
.« wuss . Crusader No Remorse (Sat)
tecesesse...Batman Forever (Sat) «
L. . . .o . “Mr Bones (Set)
48 ........... .Toshinden URA (Sat)
49 ............ .Pinball Graffiti (Sat)
50 ....«........NBA Hangtime (MD)
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is, in fact, about as politically correct as the

British National Party is tricky. Comfortably
seated, as we are, in quite possibly the ‘safest’
period of history that the world has known for
hundreds of years, it's nice to see that the
software companies are reflecting real life.

Maybe it's unfair to open up a review of a

pretty good game with a damning point and it is,
of course, a computer game; a realm where
suspending disbelief is a regular occurrence and
we try to put aside such petty mutterings. |
mean, if we were about to moan about the
tastefulness of games, we'd have to bring into
question the dubious delights of Mortal Kombat
or Doom — where ripping one’s spinal column out
or blowing them away with a shotgun is the
norm, and positively encouraged — but a fair
point it is, and it's one that needed mentioning.

The new levels

T rying to put aside the fact that Soviet Strike

N

e
A

N EEEEENENEBENY

P

T

7
£ e
Yrns 5 gad

Soviet Strike... the first game to highlight the
growing match-making industry in the new Russian
Republic. Um, I’ll get me coat.

S00000, the game, then. It's surprisingly
similar to the original series of Mega Drive
games, in that you fly around in a helicopter
inspecting a 3D-isometric world (mostly
communist) and blowing up
artillery, buildings, soldiers and
winching up ammo, fuel and
weapons. Again, much like the
previous games, the challenge is
split up into levels (five, in this
case) each containing a series of
missions (usually around seven).

Each of the missions has to be completed
in the correct order to complete the level to gain
the password for the next one. Some of the
missions have fractured sub-missions and, after a
while, you find that the game is actually a lot
larger than the deceiving five levels would have
you believe. Bloody hard, too.

“At the start of
play, when you first
bring home the game,
you die quicker than
Dracula would in
the sahara desert.”

At the start of play, when you first bring
back the game, excitedly unwrap it and load it (of
course), you die quicker than Dracula in the

Sahara. Nothing seems to go
right, your armour is never
enough and you don’t seem to be
able to manage the first part of the
mission, much less complete the
game. Then things get better and you
find the odd hidden piece of
equipment, an extra life perhaps,
maybe you even work out that bringing
back friendly soldiers to the base can
earn you quite a lot of armour. Whatever, things
start to look slightly easier — much like Desert
Strike, or Jungle Strike or the other one, you
know, the slightly dodgy one that everyone still
bought. That's it, Urban Strike.
The main focus of the game is the | 4

As | mentioned, the game is split into five levels and all of them are COMPLETELY DIFFERENT. To illustrate this salient

point, I’ve sectioned them all, isolated the missions available and given you a brief rundown of what you can expect. If you choose to buy the game, that is.

Level 1: Crimea Strike

o e
. NN
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Level 2: Black Sea Strike
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Mission 1: Destroy two radar sites.

Mission 2: Rescue the captured agents.

Mission 3: Destroy the airfield.
Mission 4: Rescue 14 prisoners.

Mission 5: Hit HQ. Capture commanders.

Mission 6: Destroy terrorist camp.
Mission 7: Eavesdrop on villa. Set
the device.

b L e

The first level is, as you would imagine,
fairly straightforward. A more detailed
breakdown of it is given to you
elsewhere, but here’s a couple of
choice pictures to get you in the mood
for combat.

g

Mission 1: Destroy the radar dishes.

Mission 2: Destroy convoys, ships, HQs.

Mission 3: Take out the picket ships.
Mission 4: Disable the carrier Kiev.
Mission 5: Hoist 1CBMs into water.
Mission 6: Cripple destroyer.

Mission 7: Sink three nuclear subs.

Mission 8: Destroy Kara. Rescue agent.

Mission 9: Hit landing craft and tanks.

Most of the second level is water and
here you should keep an eye out for
the extras left floating around in the
sea and the people who are sun-
bathing on the beaches with their
barbecues... it’s HILARIOUS!

L 30




These foolish things

We mentioned in the main text that Soviet Strike
isn’t without its complications, and any help and
extras lying about the levels to help you through
the trickier bits would definitely be an advantage.
After some complaints about the difficulty level
in the PlayStation version of the game, EA included
a few more bits of armour, fuel and the like tucked
away to find. Not only that, but you also might find

one of these...

The first bit...

The green arrow marks the spot.

Go to this point on the first level (you’ll naturally
end up around there about halfway through the
level) and you’ll find three tents and a truck hidden

away in a small valley.

The second bit...

...and there it is.

Shoot everything and one of them will product this,
an extra life. Just one of the glittering prizes ready
to be won by the curious and noble of heart.

- s
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Mission 1: Knock out the light tanks.
Mission 2: Destroy infantry...

Mission 3: ...and the other tanks that”
are coming along.

Mission 4: Blast Savak’s artillery.
Mission 5: Eliminate the recon forces.
Mission 6: Squash Savak’s elite guard.
Mission 7: Eliminate Savak’s vehicle.

Level 3: Caspian Strike W i

Probably slightly tougher than the later
levels, the Caspian missions involve
fighting against LOTS of heavily-
armoured vehicles and start you off
against loads of bloody tanks. Not a
flippin’ chance.

L NS T o
| Shooting tanks in the desert, like.
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Mission 1: Rescue a STRIKE agent.

Mission 2: Prepare the salt mines.
Mission 3: Raise the reactor core.
Mission 4: Airlift core to mines.

Mission 5: Call in Tomahawk strike.

It’s set in Transylvania and the level
starts off nicely with a wolf’s howl.
There’s the odd graveyard and plenty
of radioactive pollution, but no sign of
the Dracula monster.




Review
_ Saturn
Dragn et It’s called Strike.net and

you get the merest glimpse
of it at the start of every level. A small
introduction gives you a few characters (a stern-
looking commander, a brainy computer operator
and a ruthless English co-operative) and a hint as
to the background for the level in which you are

about to partake.

Not only that, but Strike.net is also the name
for the updating, message-giving and relaying
equipment supplied (supposedly) on your
helicopter. it’ll give you every piece of info that
you could possibly want regarding your mission

and also any updates as they happen.

Like the Internet but without the porn.

am
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e detailed

status of the level, the amount of
missions completed, a briefing on
any of the missions, your current
location, the location of any
missions and a wide selection of
coloured symbols there to both try
to confuse you (they do) and
indicate the whereabouts of enemy
and friendly troops (they do).
Probably the first thing you not

This is Andrea and YOU have to rescue her.

The pre-attack mission briefings are very comp
N

Level 5: Kremlin Strike

=
&
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<« Mission 1: Drop off Andrea to rescue
the officials.
Mission 2: Destroy bomb trucks.
Mission 3: Protect Yeltsin
Mission 4: Escort Andrea and Yeltsin to
the airport.
Mission 5: Secure airport. Protect liner.
Mission 6: Capture Kapinov at Mob HQ.
Mission 7: Capture the KGB boss at
KGB HQ.

P &

Mission 8: Capture Shadowmaster at
Lenin’s Tomb.

The final mission and tougher than last
week’s roast beef. You pick up the
cocky lass who’s been following you all
along and embark on a hazardous
detail of death, suicide and certain
destruction of world politics as we
know it. Not much, then.

Mareceh lssue 1997

map that can be brought up at any
period. This can be used to check the entire

Soviet Strike is the polish of the game. It's
(thankfully) been lovingly created by the same

team who gave you the original games and it's
easy to spot the experience.
The developers have created
something called ‘Strike.net’,
which is basically the method you
have of getting the knowledge you
need for the missions ahead. It's not
quite the internet and the FMV is
surprisingly dodgy, but the idea and
execution is first rate, with rapid
images, cigar-chewing, gung-ho
speeches and moody sequences being thrown up
at a rapid pace, with sequences being saved for

information cut-scenes that can be called up at

L e
That's a sort of Boogerman isn’t

“Nice as 'swoop’ and
‘glide’ may be as
verbs, they don’t
convey the feeling of
playing the game.”

ice about

rehensive.
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Big Mac and fries to go, please.
. - -

Thunderhawk 2 Command & Conquer

issue 75, 91% issue 87, 91% : :

A Looks and plays very well A An excellent conversion of a great game DGR AN

V¥ Some people doubted its lastability V¥ Not really a console game

It still hasn’t been topped as the best chopper Well, the likeness may not be immediately

game, and although the 3D angle is completely apparent, but the overhead, minature warfare did

different, the mission-based gameplay shows up a  remind me a bit of this game - particularly the

lot more similarities than you’d imagine. characters, sort of.
any time via the map. bad as in others, and you might try to argue that

After the missions and the game's polish, it gets more forgettable the longer you play the
the next area of detail given the treatement by game, but it's there and it does tend to spoil
the developers has to be the terrain. Some of it things somewhat.
actually manages to be quite breathtaking as you To conclude the review in the common and
swoop and glide across hilly wastes one minute most agreeable fashion, then, it has to be
and ice-covered rivers the next. But, as nice as pointed out that, while Soviet Strike is certainly a
swoop and glide may well be as verbs, they don't  cocky enough shoot-em-up, with a lot of the flair
really convey the actual feeling of playing the and polish of its well-respected ancestors, it is
game. If only it was like that, for the major falling seemingly a game written by people without the T =y R
down-type-thing about Soviet Strike is the awful necessary 32-Bit programming skills to make a i N %% Comes straight from
jerky way in which the terrain rotates around classic. There are a lot of thrills and tactical fantastic and there’s & || the Mega Drive o
your helicopter as you fly about. satisfaction to be had, but be aware sp ':!:‘;“;‘éjgit‘f“" in gggl;:g'sthmg that’s
Granted, in some parts the scrolling isn’t as that the flaws may spoil it. e Dean @

\
—

This screen gives you all the info for forthcoming missions. (SUUH'{B IFESPAN

Good samples and The game’s large
excellent speech. E and challenging

The cows even enough to keep you
‘moo’ when shot. playing for a while.

\ A 4

FinAL VERDICT
“The jerky scrolling’s
slightly annoying, but
there’s no disputing the
quality of the gameplay to
be found here.”

o/

This is an ACTUAL famous place in Moscow.

Sega Power Magazine




You’ve got Virtua Fighter 2, you’ve
considered Fighting Vipers and you
may even have looked a bit too
long at Tekken 2, but the very best
beat-’em-up is, thankfully, about to
be released on the Saturn. Ladies
and gentlemen, it gives me the

' ., 8greatest pleasure to give you the

exclusive review of...
. L




Players

Difficulty

Easy/Medium _Release Date

‘ve always wondered whether it was me. Maybe I'm
I getting too old for this job and just couldn’t see an
amazing game when it walked calmly into the office
with a sign around its neck saying ‘Hello, I'm an
amazing game, play me until your fingers bleed.’ The
thing is, | just couldn’t see the point in Virtua Fighter 2.

....... £49.99 Sega

speed, smoothness and action of Tekken 2 to
VF2 but Fighters MegaMix more than redresses
the balance.

Rather than resort to the slightly unrealistic hi-
resolution graphics of Virtua Fighter 2, AM2 have
plumped for the shaded and light-sourced effects

Still in training

of Fighting Vipers to give the game more
realism and speed, and
while this choice
will have its
critics, | (for one)
prefer it greatly.
The game, for the
people that missed the
feature preview in the last issue,

Now I'd be the first to admit that technically, it's a
superb game and definitely worthy of a purchase, but |
found the gameplay a little... well...
slow. Sure, | know that's the style of
game that it is and it's supposed to
play like that, but I've always stuck to
my Ultimate Mortal Kombat 3 and been
as smug as you like, thankyouverymuch.

until now, that is.

“The game is
basically a clever mix
of Virtua Fighter 2,
Fighting Vipers and
Virtua Fighter 3.”

0

§

--

An end to smugness and barking at everyone is basically a clever mix of Virtua de <, %
liking a rabid dog is the current situation in the Sega Fighter 2, Fighting Vipers and Virtua A .

Power office, as | have to admit that Fighters MegaMix
is certainly the best fighting game that I've ever had
the joyous pleasure to play... and the fact that it's on
the Saturn makes me even happier. For, and being
completely honest about this, I've always preferred the

Fighter 3. What you get is all the
characters of both Virtua Fighter 2 and
Fighting Vipers (plus 10 hidden ones, but
more on that later), combined with
some of the better moves and

sz;thir{g like punching your enemy in the ring. Ouch! SARA m

= = B T

8 2 e

Lt - ”
s - o ] o
SRR S UGN SRR | i R e 5

e IR et il

—

ten secret characters to find and they can be
not about to spoil it all b

Well yes, there are the
there’s more. Lots more, in fact, and we
can tease you a little by giving you this snippet

You don’t understand it, | don’t understand it and, quite frankly, if the programmers had any realisation of the traumas

Yes, we have mentioned the training
mode in the main text and yes, it is
pretty much the same as the one in
Fighting Vipers, but | didn’t really
like Fighting Vipers that much and |
like this game much, much better.
You get the moves listed
in the top-left of the screen, the
buttons needed to orchestrate the
move in the bottom-left
and a damage meter
at the top to show the
power of your attack or
combination. It’s rather good
for leaming extra moves.
Shame you’re fighting Mr
Blobby, though.

involved with fighting a large meat ‘thing’ called Niku, then they might have considered the option a little closer.

To get him, turn the Saturn on 30 times (sorry, | know... it is a lot, but don’t worry, it won’t harm your machine) and
then choose Kumachan by pressing the X button. His moves are very similar to the large fella known as Sanman.

There’s another, easier way of selecting him (but you’ll have to find that one out for yourself).

STRGE L
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Look at my bear behind.
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The new

=

Tokio loses conciousness. . WSS jonay’s not so sweet.

Vipers pops back in to say hello and, as in that game,
it's a very welcome guest. Here's
where your finer skills are honed

and excitement builds as you

manage to string together a

combination that inflicts a staggering

amount of damage... on a doll.

combinations from Virtua Fighter 3,
some very clever and addictive one-
player options and the
usual AM2 list of well-
hidden absurdities.
Another ‘quaint’
inclusion from a previous

“string together a
combination that

inflicts a staggering

The stumpy-armed child from the
ridiculous cash-in on the Virtua
license. Not, as you would imagine,
much use at all.

Thankfully, one large-headed child-
fighting-thing doesn’t seem to be
enough for AM2 and they’ve chosen
to include Sarah as well.

Janet

An armour-clad Janet from Virtua Cop
2 makes one of the first interesting
appearances in the game and comes
complete with a real gun that fires
and everything - a bit unfair, perhaps.

Sega fighting game is

= the side-step move.

™ Now you can dodge
attacks using a rather less common

move than blocking - just get out of the

bloody way!
The training mode from Fighting

Kick Santa’s sack.

R

.

Bean

With Sonic The Fighters still
unconfirmed for a Saturn release, this
is probably the closest we can hope
for at the moment, one of the
characters from it.

= o3 ?ﬁ;i

amount of damage...
on a doll.”

Other one-player options are the

standard ‘verses CPU’ game, where you
fight through nine series’ of characters
arranged into categories. This is basically
little more than an excuse of an option to allow you
to rack up the hidden characters that await you
at the end of each category.

gOAN

Another one from Sonic The Fighters,
but this one has a strange tendency
to like to dress up in clothes
resembling Father Christmas. Festive,
but a bit perverse and worrying.

Rentahero

Who hell he? A filthy character from
the very beginnings of Sega times
who, apparently, appeared on a
Master System RPG. Remember the
Master System? Nah, neither do we.




R s N L T 1 BT/ T T o g

e St i, aaties Sl

1) There are 34 Characters in all - 11 from VF2, 11
from FV and 12 hidden ones.

2) Shun Di now has an alcohol meter.

3) You will be able to choose between Vipers and
VF2 gameplay modes. Jumps are quicker in
Vipers mode. In VF2 mode jumps are far more
floaty. Simple.

4) New VF3 moves and combinations have
been added to the VF2 characters and some
FV characters have new moves.

5) The game engine is based on Fighting
Vipers. It will be lo-resolution and will

include shaded characters and light sourcing.
6) Characters can now sidestep - like Virtua
Fighter 3.

7) The Fighting Vipers characters will keep
their armour and ALL fighters will be able

to break it.

8) On top of the characters, there’s another
bonus list of hidden extras that can be found
on an option menu.

Next you have the usual team mode.
Selecting eight characters and jumping into a
bubbling arena of death against the
computer or human opponent... you know
it, you've played it in Virtua Fighter 2. It's
basically the same.

A little different, though, is the
survival mode. In this you fight for either
three, seven or 15 minutes and the object
is to defeat as many computer-controlled
opponents in that time as you can. The best one
gets saved and is recorded for all time to either
humiliate you or prove to the world that yes, you
do spend far too long playing these games.

Janet, with gun. It's simply not fair.
— ity 2
l 1

AN

- e
It's little Akira, and he’s losing... again. I \
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is the combination of two hugely successful
games, loads of hidden characters and a
large degree of thought and common-sense.
It's the perfect beat-em-up (for now) and it's
appeared at the perfect time.

Above all, though, the main selling point ==

So, there it is, staring you in the face in a sort

of semi-threatening way, going 'Yeah? So what
are YOU going to do about it?’. As cocky as
‘Cocky’ the cocky cockerel, and glowing in the
knowledge that it is truly the most
comprehensive, detailed and utterly playable
beat-em-up you're likely to see until
Virtua Fighter 3 appears.

VY NEe
The infant Akira takes a nap.

verdict

adh
What the f... ighters.

GRAPHICS
| Even though it’s lo-
resolution, the

graphics ;m still
absolutely fabulous.

9
9

FinAL VERDICT

“A very clever move from

{8 Sega and AM2 and, quite

|® simply, the best 3D beat-
em-up I’ve ever played... on
any system.”

Sounp

Same, really. You’ll
all recognise the
tunes from the
characters’ levels.

ORIGINALITY

We all like the idea
of remixing old
games. That’s
original, isn’t it?

LiFESPAN
The amount of
options and hidden
stuff means you’ll

9
9

be playing it for yonks.

Hornet

Originally meant as an extra character
in the first Virtua Fighter game, Siba
has an effective sword attack (Back +
B) and has a secret version of himself
made up of VF-style polygons.

Absolutely ridiculous! The original car
from Daytona and pretty unusable as
a character. It has one move where
you sort of ruffle up the opponent’s
face with your tyres and little else.

A tougher version of Ban from Fighting
Vipers. He has a different costume, is
slightly taller and has (we reckon)
some of Akira’s moves from Virtua
Fighter 3.

37 )

Stupidstupidstupid. He’s a Mexican
jumping bean and has all the sense of
a chocolate fireman. Silly, but fun. At
the same time. Like. On balance

though, probably mostly silly.




Having twotted another bad guy, McClane leans over him for the
traditional removal-of-the-Zippo ceremony.

last month, Die Hard Arcade this month.

Has the world of Sega gaming gone
completely McClane crazy? Has the general
secretary of the Bruce Willis Fan Club secretly
invaded Sega’s Japanese headquarters? IT'S ALL
A BIT WEIRD, ISN'T IT?

Luckily, the truth behind the sudden
profusion of sweaty vests on the Saturn is far
less surreal. It goes like this: AM1 develop top
platform fighting game for Saturn. Sega decide to
promote title. Sega decide to buy a licence for
game. Only vaguely applicable licence is Die
Hard. Sega buy Die Hard licence after Die Hard
Trilogy has finished

N 0, just WHAT is going on? Die Hard Trilogy

— Alt‘s possible this level is complete.

_‘;,

Now | have a machme gun...

-

Davey Jones’ Locker

Unfortunately, there are no decent save points in Die
Hard Arcade; once your continue credits have run
out, it’s game over. The default number of continues
is four but you can increase this number by playing
Deep Scan. “But what’s Deep Scan?”, I hear you ask.

Deep Scan gives lie to the rumour that old
games are the best. it’s simple enough to play and
the only thing that’ll stop you earning as many
credits as you want is the imminent prospect of
falling asleep in front of the TV. Here’s what the
ridiculous little game is all about.

Looks like this bloke McClaned his teeth today. It's be a while
before he can do more than suck yoghurt through a straw.

with it. End of story.

In fact, ‘only vaguely applicable’ is a good
description for the Willis connection. True you
play a cop who fights his way around a
skyscraper, trying to find the evil boss and rescue
his innocent hostages. However, that's about as
far as it goes. Brucey certainly didn't have to deal
with any strange spider robots on his way to
meet Alan Rickman nor any fat sumo wrestlers
or, worse luck, PVC-clad
killer bimbos. And
unless the
aforementioned Mr.
Rickman has
recently stuck his
head in a
facial distortion

Ha, ha, it's all too perfect. The secret to defeating terrorists is to |
simply wait for them to take a wazz. Don't forget to shake. |

FRESS
STARET
TO FRUSE

OF
TO BEGIN

beneath you. ﬂte.

machine, he bears not even the slightest
resemblence to the boss in Die Hard Arcade.

But these are Jimmy Hill quibbles, the main
thing to say about DHA is that, as with Sega's AM
titles, it's an excellent arcade game. Brilliant in
fact. From the moment you're dropped off from
the Police helicopter on top of the tower, the
polygon polish and gaming intricacy is imediately
apparent. As with Am2's Virtua Fighter games
and Fighting Vipers, the number of moves and
combinations that AM1 have included on a
simple punch, kick, jump control set is
staggering. From flying kicks to escape moves, to

headbutts and a nifty handcuffing
procedure, it seems every button

FESS
START
TCO FAUSE

GAME OVER OF
FTO BEGIM
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a slightly higher score than we gave it way back in Issue
78 when we were looking for something a bit more Next
Generation from the Saturn. It’s an enormous game with
multiple routes and storylines. If Die Hard Arcade was
only half as big, we’d have a Game of the Year contender
on our hands. As it is, it’s simply a contender for Game of

combination you try tosses out a
new move. Vi in,

the Half Hour.

go, in about half-an-hour. Of course,
there’s always the perennial battle

Each different fight scene in handles to rocket to complete the game using fewer
the game is linked with an launchers make an lives, but you still have to wonder
animation sequence, some of appearance.” whether your £45 is buying you

which offer the chance to by-pass

fights via a suitably-timed button press. While
enemies aren't terribly varied (the odd robot
thing but mainly gangster types) the range of
weaponary on offer is pleasing. Everything from
broom handles to rocket launchers make an
appearance. The difficulty level rises neatly too
with increasing numbers of increasingly tough
types to sort out.

It's in two player mode that the game really
comes into its own, though. With two detectives
(like Die Hard? Er, no.), you'd think things would
be a lot easier. But in the fisticuff frenzy, it's very
easy to find yourself hitting/stabbing/shooting
your mate in an act of distinctly unfriendly
friendly fire.

The major problem is that Die Hard Arcade is
just too arcadey. There are no route choices or
secret bits and, providing you earn yourself
enough credits in Deep Scan (see Davey Jones’
Locker box), you can play through the whole
thing, first

enough game. DHA is an impressive

game — a sort of cross between
Guardian Heroes and Virtua Fighter 2 — and it's
only held below 90% by its size. If you're a
perfectionist who likes to repeat games working
towards a perfect score, | couldn’t recommend it
enough. If you're not quite so dedicated,
however, you'll still enjoy the game but maybe

not as long as you sp

should. « James -
second opinion

it would be good to be able to
come up with something that’s
not already been highlighted.
The trouble is, as James says,
fun though it is, it’s all over too quickly. I’d even
argue that the fun to be had from replaying over
and over, even if you are
a real points freak, is a
bit limited. Dean
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A bizarre and disturbing scene featuring one gu o McClanes \
chin and another with something vile poking out of his shorts.

Nice bracelet!

If you want to play good cop (and save yourself a
lot of work) you can handcuff your opponents
rather than punching their lights out. Once cuffed,
the bad guy is out of the fight for good — no
matter how much energy they have left. it’s not
easy to perfect but its well worth the practice.

Step 1: Manoeuvre uourself around the back of
your intended cuffee (stop the sniggers).

Step 2: With your weapon drawn (still sniggering),
next press forward and punch.

Step 3. Laugh at your opponent who is now
safely trussed and, as they say, “Aht of it.”

(" GRAPHICS

Pretty damn good,
mother funner. it’s
all polygons and 3D
and everything.

9

J
~

) (ORIGINALITY
First of its type on
the Saturn. Lots of

nice touches and
moves. GOOD.

4
( SounD ) [ LiFESPAN
Alrighty samples ALERT! This game is
and music. The cut 15 minutes
scenes are a bit gametime small.
disjointed though. Repeat addicts only.

- V€

FinAL VERDICT

“Brilliant fun with a super
sheen of AM quality. Big
problems on the longevity
front, mind. You have been
warned.”




Review

The Bug Too! crew. Ugly buggers.

o
.
4
.
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Last year’s Bug! outing from
Segasoft had great potential but
fell short of greatness by some
margin. Sega have promised that
Bug Too! will be much improved.
But can they deliver?

i Uh, there they are again.

e 1

[ - | =
' Something’s amused them. "&

Oh my aching sides.

e
.

-
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liked the first Bug! when it
I was released last year. It was
a flawed game which | never
finished because it was so
damn hard and
frustrating. But | could forgive the

“It would seem that

Bug in action.

sound effects, then gently ease you into the
gameplay over the first level or two. The game
should then start to become more difficult, but
that's OK because the player is now hooked. The
key word here is enjoyment. Within minutes of
playing Bug Too! you come across a series of very
tricky jumps followed by yet more difficult jumps.
Frankly after playing Bug Too! for an hour |
thought “Bollocks to this for a game of soldiers,
I’'m off to the pub!” Now don’t get me wrong, |
love platform games, | really do, and modesty
aside I'm no slouch when it
comes to playing them. | don’t
mind persevering until my nose

programmers because 3D
platform games were a new thing
then and | felt that given time they

32bit platform games
increasingly follow
this ‘let’s make

bleeds if | am enjoying the game,
but Bug Too! didn’t give me the
chance to start having fun. God only

would get it right. | was wrong. ‘em bleeding knows what a platform game virgin
Segasoft have shot themselves in hard’ trend.” will make of it. It would seem that all

the foot with the Bug Too! A good
platform game should first of all, charm you with
its appealing characters, wonderful music and

Bug remains exactly as he was in
the first game, except he can now
run and float for a few seconds
when he jumps.

Superfly is 70’s retro dude with a
huge afro, bellbottoms and
platform shoes. He plays very
much the same as Bug.

Maggot Dog is a half dog half
maggot cross-breed. He can’t
jump as high as the others which
makes him trickier to play as.

32 bit platform games increasingly
follow this ‘lets make ‘em bleeding hard’

>
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Sonic 3D
Issue 90, 90%
A Far easier to get into than Bug too! The best
platformer on the Saturn so far.

V¥ There will be an even better Sonic game out
later this year.

Sonic 3D will always be, to some people, 3 game
that has been converted from the Mega Drive
version, which is a shame because it is a cracking
title and more than enough to keep Sonic fans
happy until the ‘real’ Saturn Sonic game comes out
later this year. It a bit on the easy side, but Sonic
games always have been.




That's not good. That's even worse. : o Uh, look, it’s the intro, don't ask us to explain it.

T
Cheesy grins please.

As in the first Bug! there is a hidden
within each scene. This time you
collect the bonus coin and then take
Longlegs, but merely find a bonus 3 : Y7
it to be transported to the bonus s S - : 5 N

to say that all the coins are de . o N - Admittedly, the graphics are great.
requiring death defying leaps to il -3 Vi ‘ AT

§-4

ol HRAHEHNIH
SCLENE I LORDING

< trend (Johnny Bazookatone, Rayman etc.) and game. The soundtrack deserves a special

to be honest, | think videogames journalists are mention. The music fits each stage perfectly and
partly to blame. there are loads of crystal clear sound and voice
A few years back a lot of journos had a effects. Gameplay wise Bug Too! is the same as

tendency to give any game that they had actually  the first game except a run button has been
managed to finish a slagging, by saying “I finished  added. At times the collision detection is very

it in one sitting, so don't buy it.” The software suspect and occasionally it's really difficult to
houses took this on board and have radically judge your position in the 3D play field making
bumped up the difficulty levels, sending out a some jumps hideously hard.
kind of “right, finish this in five minutes you | wanted to like Bug Too! | really did, but it's
buggers!” attitude. The result is that now your an ordeal to play, not a pleaure. | won’t be
average gamesplayer hasn’t got a hope of buying it myself, I've already got a game at home
finishing most games and as for novice just like it, gathering dust. It's called Bug! If you
gamesplayers, well, they're completely stuffed. possess superhuman platforming ability,

Right, now | have got that of my chest let's £ though, give it a go.  Pete @
go through Bug Too!'s improvements on the
original. For a start there are three characters to ¥ GRAPHICS R AT =
choose from, Bug, Superfly or Maggot Dog. There Excellent, better- 9 There’s nothing new 5
is a two-player mode, which sadly is only a turn- than-cartoon quality here at all. it’s all

; i ; graphics. Vivid, well- been done many

based affair and not simultaneous two-player job. animated sprites. tiies biafore:
The scenes (levels) are all spoofs of various A y € 4
film genres and are seriougly 'huge. P Souno % AT ™
You can play the scenes within each stage Terrific soundtrack, 9 This huge game will 8
in any order you like and at the end of each nutty sound effects last you ages if you
scene there is a boss to defeat. Mercifully o da :g;rﬂs);neeecc'r:;stal ggvaest;[e]fatlence
you can save your progress once you Ve @ y € 4
have completed one film (stage). ».
Graphically Bug Too! is FiNAL VERDICT
gorgeous. The main and e “Could have been

. e great but it’s
enemy sprites are wonderfully = let down by

animated and the backgrounds are far _ tool-diffjw'f
more sumptuous than in the original SNl
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The principal thing that sets Dark Savior apart from

other RPGs is the fight sequences.

Instead of your

usual turn-based, trading blows/magic spells
malarkey, what we have here is a scaled down
Street Fighter style affair. Garian has to fight his
opponents one-on-one over the best of three
rounds. The fighters have two energy bars, one for
health and the other that has to be charged up
before the fighter can use his special move. Another

neat twist is that in the third bout

of a fight, Garian
can capture his

',/ opponents and

Go on then, get ‘im.

then can, in
later fights, call
on their abilities
to use himself.
This is achieved
by waiting until
your opponent’s
health bar is
almost totally
exhausted, then
when the
flashing capture
symbol appears,

= finishing the

opposition with
a special move.

Finally, after two years
in development, the
long awaited Dark
Savior from Climax is
set for release. Can its
strange mix of RPG,
beat-’em-up and
platformer really

nce upon a
O time there
was a game

called Landstalker on
the Sega Mega Drive. It
was an innovative,
isometrically viewed
action RPG that
caught the

imagination of all

who played it. Just
imagine what it

would be like if Climax

work?

Who's that nice bird at the end of the bar.

”'fii':

(Landstalker's programmers) made a similar
kind of game that utilised all of the Saturn’s

wonderful hardware. Well actually don’t

bother imagining it, just buy Dark Savior,
because that is exactly what we have here.

X Mhew . W D e )
| get so sea-sick, even my armour turns green.
-y

Ah, job done. He’s dead.

: But instead, knock him out...

it
7
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{ ... then capture him.

I
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It's a platfo‘rmer, as well as an RPG and beat-’em;up.

-

-

Uvné‘é that nice bird at th... oh, we did that joke.

2%

P —

The story starts with Garian, a bounty
hunter, escorting a villainous plant-type creature,
called Bilan, aboard a ship headed for Jailers Island,
where Bilan is to be frozen for his crimes. Inevitably

Bilan escapes and Kkills virtually
everybody on board. The rest
of the plot is kinda up to
you really. You see, this
game is no linear affair,
oh no. There are many
different paths to take
which can lead to over 100
different endings. After Bilan
has escaped for example, how Garian
acts alters which route the plot will take.
He may arrive in the Captain’s cabin
before, during (in which case he will fight
him), or after Bilan has been there, all of
which alters the path of the game
dramatically. That
is why the levels
¢ are called
parallels, because
each path you take
through the game
is parallel to many
other routes. This
obviously adds to the
longevity of Dark Savior
enormously. Throughout the
game Garian only has one life.
This is not quite as severe as
it sounds though, because

+This is N2
“This ls_
linear affair. Theret
re man differen

are many.C ol oad to
which can
athser 100 differen

oV & ”
endings:
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e
o
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Comparison

The scenery is bloody tremendous.

No cacky little wooden
doors in this game.

Garian’s companion, Jack the blue
bird, will rescue him if he falls off ¥ o P .
platforms for a fee of 20 points. If ; g & devilishly hard jumping action and your

Garian does not have the necessary 2 R T F, »&4 arcade fighting smarts are going to
amount of points then it's game ; 28 come in pretty useful too. The one-on-
over. Other birds that appear in the game also revealed. The plot line twists and turns one Street Fighter-stylee bits are a refreshing
help Garian out. Kaiser the black eagle will save dramatically throughout the game and most of change in games of this nature. Although it must
your game position and Regina the red eagle will the humour works nicely, especially considering be said there is a serious lack of moves by
exchange points for any chocolate bars that that it has been translated from Japanese. The today’s state-of-the-art fighting game standards.
Garian has collected. puzzles are a bit simplistic at first but as you Whether you have played RPGs before or not
At first Dark Savior does seem a little progress a few parallels they become much mere | would implore you to give Dark Savior a try
shallow and the true scope of the game does not  mind-bending. It isn’t just your puzzle solving because once you do there is no turning back.
really dawn on you until you have completed the abilities that will be tested in Dark Savior, your This game will have you hooked for months and -
first parallel and the real size of the game is platform playing skills will be pushed by some keep you coming back for more to try out all the
e different routes and see the different
endings. This game proves that Saturn is
the undisputed king when it comes to

Role Playing/Adventure games. Dark
Dark Savior uses a unique viewing system called Hyperion Perspective. [Ny thought the
What this means is that instead of being able to just view things from RPG had nowhere left to go
an isometric perspective, by pressing the left collar button and Nica priustes « el : D
moving the D-pad you can change the angle of the viewpoint so verdict e
that you can basically see everything in any direction. This is
particularly useful when something in the foreground obscures ORIGINALITY
your view of Garian and you can’t make out what is around him g 9 The mixture of
or where he has to go. Also a lot of the objects and power ups {fgf;lsgdgf::a a5 E%gf?gr:‘“’game b
that are in the game are hidden from view unless you use the eRVirOment o6, new and unique.
Hyperion Perspective to find them.

] > : LIFESPAN
Good God, what is this? Now th le’s changed. oty AR
2 : SRR Some nice effects With over 100 10
- : e complimented by a different endings

But wait! We've zoomed in a little. You great Saturn chip the replay value of
can’t do that in isometric games. 7 A s
Someted generated musical score. this game is immense.

FinAL VERDICT

“A stunning game that will
attract players who
wouldn’t ordinarily play
RPGs. You owe it to
yourself to buy it.”
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Wander around blow things up. Or, if you prefer, you can blow things up and wander about. The choice, is yours.
(complete with the inevitable and poorly received  over- populated with dull Doem “clones, and

111e tl T /s/cﬁme to crusade against
ry PC conversions: no

in regrets.
/ ise old Japanese man with blindingly
W obvious knowledge of PC gaming, he
say, “For every pulse-pounding Quake
there are a five-and-twenty lesser releases with

all the thrills of sleeping inside an iron lung.” And,
despite his sushi-slobbering, sumo-watching and

risible pant-sniffing habits, I'm inclined to agree samey sequel, Crusader: No Regrets) the Saturn maybe at the time tbegéme s gimmicky
with him. Yes, the Next Generation can just afford  is now treated to what really amounts to a slow isometric apprpaCh was a welcome change for
to doff its cap and wave its Bits to the PC for handclap of a strategy shoot-"'em-up. And while it PC game;&’B”ut that simply ain’t so for those
lending it the occasional Doom or Discworld, but has the odd endearing feature, it hardly pushes g in console land, where the final gasp for
that certainly doesn’t mean to say that any old those throbbing cogs you bought he never-that-good-in-the-first-place genre
success on the PC immediately warrants a Next your Saturn for. sighed out of Core’s Mega
Gen conversion. At the time of Crusader's “At the time Driven Skeleton Krew.

So, nearly two years since the original release, the PC gaming aren of Crusader’s release, | And no amount of grubby

ke sl R FMV and dodgy, digi-actors
T ! , -, was over- ul padding _the game can hi_dg t_he
Mt S + P 1l Di bfa(:tdthgt, |ndth|s case, familiarity

: " : o reeds boredom.
‘ Rebelling against the World Economic
consortium (wherever, whatever), it's your job to
guide a bland Bobba Fett-alike sprite around a
series of levels, infiltrate the enemy’s office-style
HQs and complete a mission as specified by
some nylon monstrosity at satellite station
Reb-Com5 (the Channel 9 of science-fiction).

Crusader became a moderate hit on the PC

>

Whoops! Should have
checked for traps.

Turn to face the enemy.
\ It's a shame no-one’s sleeping in
__ the beds. You could kill them too.
o R

One cannot crusade without the aid of high-tech power-ups.
Collect enough credits and gobble up them gratuitous rations...

"“1
\v“ '} 1

Kind of I|ke a futurlstlc all-healing
cyberparacetamol. Clearly, the programmers
have spent hours perfecting its eye-
splattering design.

An incendiary device with a five second timer
attached to it. Place on floor, retreat to safe
place and watch things explode like some
massive orange breeze.

Finish your first mission and take a trip to Mr Your bog-standard, rapid-fire bullet puker.
Weasel's Weapon Emporium. Gut mashing Other, more powerful (and pretty predictable),
missiles “for genetically engineered armour-piercing/missile-type guns are
humanoids” a speciality, apparently. available in later stages, if you can be arsed.

~
- / L 44 4
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Comparison s

Ain‘t none!

Not very often that we can actually do this, but
(and we did try, honest) we couldn’t find a
suitable alternative to Crusader: No Remorse. it’s
a bunch of arse, though, so I’d avoid anything
that looks like it in the future, too.

More wanton destruction. But that's gobd. §

Roboplop

After a good few hours wandering about in a barmy coma induced by non-stop switch pulling, take a quick
break, put your feet up, access one of The Enemy’s computers and let one of their droids do the
‘crusading’ for you. Unlike the main character, the robot is a cinch to operate. It moves. And it shoots. Of

course, simplistic though it is, using the robot to wander
around the sinister offices blasting swivel chairs not
only saves you valuable health points, it also allows you
to enter areas that are otherwise inaccessible. Even

though they look exactly the same as any other bit of
the game. So that’s stinkin’ great. It’s shame you can’t

e use the computes to access an entirely different game.

= teleport to get the hell out.

There are baddies tQb#&St, rooms to explore,
switches to pull#Bower-ups to collect, so far,
s0 good in a_s@%80 sort of way.

Whatreally cocks things up for Crusader is
Omplicated control system. It may have,
worked fine on a PC keyboard, but witl»& joypad
your thumbs just end up in a tapgl€ of uglykrots.
By the end of the play, myiffgers had-performed
forty six positions of##€ karma-sttra and as such

looked like a of broken twigs.
Angds&S | start te-fose my patience with my
ing against the too-few buttons for

rehand begin to set in. In order to shoot
something, | have to stand still. The baddies have
little to no artificial intelligence. There are too
many switches to pull. | suddenly die on a

normally fine teleport system without any
warning, thus spitting me back to the beginning
of the game. And when | jump I look like a spaz.
Clearly, something’s not right, and clearly it's not
all down to the clumsy controls. With a little
more frantic action, Crusader could appeal to the
shoot-"em-upper. With a little more strategy
beyond the switch-yanking, it could appeal to the
RPGer. As such, this charmless game ends up
appealing to nobody in particular. And yes, I'd
have given it the thumbs down if they
weren't so bleedin’ sore... e Simon

| verdict

ORIGINALITY
Isometric shoot-
’em-ups have been
about since the
Sinclair Spakdrum.

Really, really nothing
special. Jumping man

animation is
unintentionally hilarious.

5

FinAL VERDICT

“A charmless, uninspired
and fairly infuriating PC
cast-off with slightly-above-
average but horribly dated
gameplay. Ignore.”

LiFESPAN

You shoot. You pull
a switch. You
shoot. You pull a
switch. You shoot...

y spooky techno.
With kettle drums
for dramatic impact.
Not at all sound.

A fairly useless we-just-thought-we’d-chuck-it-
in-there stationary molotov cocktail, complete
with we-don’t-know-what-a-land-mine-looks-
like, neon-tambourine design.

A heat-seeking robo-bomb that scuttles
around the screen until it finds something to
bump into and obliterate. Very useful for
blowing up dangerous stuff.

Sigh.. So in Crusader, you can’t even walk
about without the aid of a power-up. Big thrill!
Anyway, you'll find these all over the gaff so
energy is not really a problem.

Feed your laser musket with the tedious but
necessary Vitamin Death that is... some
bullets. There’s different ammo for different
guns, so shop wisely etc etec.

Mag

Power



Bossa nova

What makes platform beat-"em-
ups? Ok, yes, Acclaim MAKE them,
but what makes them good? it’s the
bosses innit? An exciting, brown-in-the-trousers
boss can make up for a sack of sins elsewhere in
the game. Unfortunately, the bosses in Batman
Forever are EXTREEEEMELY ordinary. Usually the
only way to tell that the sprite thing you’re
pummelling is a boss is by the appearance of an
energy bar at the bottom of the screen. Even Two-
Face at the end of the game is crushingly under-
inspired. Holy swearword, Acclaim.

Holy rubber clichés, readers! Batman’s back and he’s brought his ‘special friend’ Robin with him.

uring the short history of the Saturn, Sega
D have relied heavily on their arcade
divisions to provide the machine’s hits.

The biggest selling Saturn games - yer Daytonas,
yer Virtua Fighters, yer Sega Rallys - all started
their plump, successful lives in the arcade before
gaining promotion to the far more salubrious
surroundings of your front room.

Batman Forever is a straight conversion of
an arcade coin-op. Unfortunately, rather than
coming from one of the great arcade houses —

iy o e o e

p———
What a stance. Robin clearly needs a dump.

 EER

-

AM 2, Williams or Midway for instance - it has
arrived via the nether regions of a group of
marketing men and license-sellers. As a result,
the game is one of the most anonymous, under-
inspired and relentlessly repetitive titles to have
dared present itself to Sega Power.

The game is a sprite-based, platform beat-
‘em-up - which is where its problems start.
Playing as Batman or Robin (or both in two-
player), your job is to jog unsteadily from one
level to the next, smashing the bat juice out of

SCORt

BONL
Ne
Am Y

/1 ROBIN

SELECT JCcON
]

SELECT

R
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Underneath Batman and Robin’s health bar is
another mysterious blue bar. Picking up the blue
oval Bat signs carelessly flung out by departing
enemies, this meter can be gradually filled.
When it’s at maximum capacity, Batman (or
Robin) can release an enormous, ground-shaking,
er, earthquake thing which finishes off any
weakened enemies stupid enough to be standing
around. Dave says this effect is the result of an
enormous Bat-Fart but I’m not so sure.

Run, ya cowardly freak!
T e——

_ Batman'’s taken a HalibOrange overdose. L1 P :

TO CDgTJHUE w

anything that
comes your way.
Unfortunately, what
does your come
your way is level
after level of
virtually identical
enemy characters.

Using the same punch, kick and jump button
set-up as Die Hard Arcade, Batman Forever
manages to cram in far fewer moves than Sega’s
film license. Instead, the idea is to build up
multiple (yawn) combos and use the special
weapons (the Batamarang, grapple etc) that are
occasionally left carelessly around.

Some marks go to the game for the depth of
field in which you can move Batman (or Robin),
and the smoothness with which their sprites
scale into and out-of the screen. However,
there’s just not enough variety or hidden extras
to make the game a satisfying home experience.

If you've played Batman Forever in the
arcades then you'll already know to avoid it like a
PVC codpiece. If you haven't, don’t be fooled by
the license. If the Batman films were a fraction as
dull as this, we'd never have to see 519

not 3 word that

. another one again. ¢ James

verdict —
5\ l\

under-inspired and springs to mind i

dated in the arcades. next to Batman Forever.

9 A
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“Unfortunately, what
does come your way
is level after level of

virtually identical
enemies.”

(" ORIGINALITY
Nope, originality is

[ GraPHiCS
Coin-op perfect, yes.
But it was woefully

[ Lirespan

On the critical list
from day one.
There’s not enough
Lhere to make it last.

Anonymous music

and the usual
punching, kicking

and crashing suspects.

FINAL VERDICT

“Not much of a challenge
even to those used to Mega
Drive platform fighters.
Very out of date and
entirely out of fun.”




When the Saturn was first released a game called Mr Bones was
featured on the back of the box. At long last he’s arrived...

Spank that plank.

y first impression of Mr Bones was
M ‘what the hell is this?’. You see Mr

Bones is a very quirky little game, quite
unlike anything | have seen before. Rather than
being a single game of one style, it consists of a
series of mini games that is woven around a
chain of full motion video sequences in which Mr
Bones' story unfolds. Now some of these mini
games work really well and are great fun to play,
while others are, frankly, dire. Unfortunately the
first mini game (The Grave Escape) is one of the
worst, which is initially very off-putting.

The plot involves the obligatory nutter, a
dude called Daghoulian, who awakens thousands
of skeletons from their graves by beating out a
mystical beat on his tribal drums and then orders
them to take over the world. His dastardly plot
starts going wrong when our hero, a skeleton
called Mr Bones, realises what's going on and
runs off. The FMV sequences (13 of them in
all) are the best | have ever seen on the
Saturn and do work very well. By far the
most original elements of the game are
the impromptu concerts that Mr Bones has
to perform. He has to play an electric guitar,

The most enjoyable parts of Mr Bones are the
mini games where Mr Bones has to perform in
front of thousands of skeletons. The concerts
begin with half the skeleton audience’s eyes
glowing blue and half red. The more they like
your performance the more their eyes will turn
blue. To complete the game all the skeleton eyes
must turn blue. In the guitar solo section you
have to use a series of buttons to perform a
variety of guitar riffs. Some sound cool, others
don’t. If Mr Bones spanks his plank to the
skeletons’ satisfaction his life will be spared and
the audience will hold up their lighters in

| approval. if you come over all Status Quo Mr
Bones will perish.

drums and even has to do a stand up comedy
routine to a skeletal audience who will kill him if
they are not entertained.

The other mini games
include a swim through
underwater caverns, a Tempest-
like action sequence, where Mr
Bones is stuck in rotating vortex
and has to avoid red shards of
glass while collecting parts of his
body, a stunning fight sequence
against a Tyrannosaurus ReX, a Lemmings-like

Beware tha batty creatures. ' ,"’_- ¥

“It's a shame Mr Bones
relies so heavily on
nevelty. because the

developers have put
a lot of effort in.”

" 3
LB

level, where Mr Bones has to rescue Lilliputian
characters from evil spiders and a battle against
the Shadow Demons.
It's a shame Mr Bones relies
so heavily on novelty, because the
developers have put a lot of effort
into the game. There is so much FMV
and so many games here that it
comes on two discs. But the mini
games are only there to complement
the FMV, when surely it should
be the other way around.  Pete

Hardly a fair fight is it?

GRAPHICS

Great FMV and
presentation. In-

game graphics vary
from good to very duff.

Sounp
All the music and
sound effects are

first class. Turn
that volume up.

ORIGINALITY

A brave attempt at
trying something
very different.
Works in places.

LiFESPAN

Plenty of levels to
keep you going,
although some do
become tiresome.

FiNAL VERDICT

“A very hit and miss affair
that at times feels a bit
‘cobbled’ together. A

nice try at something
different.”
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Nice pins. Shame they appear in this dross. " Sofia on Sofia action. ¢ # * = &4 ews ess L
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=3 TS Al e L;'"r*x “ SR 2. e There are plenty
) of different
angles to view
=1 your almighty
rumbles from —
eight in all. But
as is the way
with these
things, you’ll
* always come
#41 back to the
normal one. The
distant view
takes away all
e : 2 = the excitement,
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will that sword

slash actually
¥ . connect? Or will
hat in the name of Agent freaking though. Just a sliver, mind. It runs in the Saturn'’s you just be left
W Scully? Another 3D beat-em-up. Sorry, hi res mode and features 11 characters initially wide “(’fi" to
that sounds pathetically cynical, and it (before you start fiddling around with those ; Eg;c il "g::ai%’
is, but — damn your face - if you're going to fist cheats), including two new ones. And yes, the i e you're inqthe
another one in the direction of Saturn gamers graphics and sounds have the potential to be top Look at my bottom rortetration: loastlin
you've got to try and make it a bit different to notch (although glitch a bit). o o interested...
arguably the best beat-em-up of But that's where the quality which you
all time, Virtua Fighter 2. ends. URA (Ultra Revenge Attack) shouldn’t be...
| said “different”. Not “The problem is, It's so is acutely average. The main .| because no sane
“worse”. A point that seems to be stupidly slow and problem is that it's so stupidly slow S = e person would
have been misinterpreted by unresponsive it’s and unresponsive that it's rendered 5 : = be, frapqu. Uh,
Toshinden URA's developers rendered virtually  virtually unplayable. A lot of attention = that’s it.
Takara, and Sega themselves, who unplayable.” has been paid to making it move flogookcat e i Tbel:
for some unhinged reason have about nicely, but the characters are far m
chosen to release this tawdry little too floaty and don’t react quickly to z
; o e (" GRAPHICS ) [ ORIGINALITY »)
smack-em-dahn themselves. your pad rubbing. The emphasis is on projectile ‘ﬁTEeig’ a}’imate R ﬁhem
Fair enough, Battle Arena Toshinden was the assaults and glittery, sluggish special attacks — fighters and very Toshinden series
first 3D beat-em-up to emerge on Sony’s snobby but we all want to get stuck in close and feel like _Sfpoﬂlflh 0;?f3"~ But £ first E"('j?]{fged, ue;hw
machine and warmed PlayStation punters for we're causing some real grief, surely? \'t b gk Tt B e 4 \" e e L p
what was to come. The Saturn-specific Toshinden The worrying news is that Takara plan to P & ~
S was late arriving, and didn’t sell as well —itran  develop a whole series of the games for the Sounp (" LirespaN
% : 7 y I Some mad character The slothly slow
in lo-res and couldn’t shake off the lukewarm Saturn, URA being a mere installment in ‘Saturn samples. Nothing gameplay will put
response the PlayStation version provoked. Toshinden World’. Gaaaaaahhhh! Go for too bad in the ear people off. Not that
URA does improve over its predecessor, Fighters MEGAMIX instead. « Marcus Cesartmely, realy. s
A 4
'It's not, is it? How: . 2 TgH E Kéyin doef‘?wfir?‘elsf. i i FinAL VERDICT
! 5 H i ¥ “It’s so quirkily Japanese
wNAN ; you can smell the Soy
* . sauce. Only for nutters who
: have every beat-em-up
going.”
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Sega have slipped this one into the shops without letting an independent mag like Sega Power get hold
of it first. Must be Jesusing great, then...
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Review

_Saturn

Difficulty

“It's a strange old

mixture of Sim City,

good. And despite the

presence of a truly awful
intro story, Pinball Graffiti initially
Comes across as an entertaining
prospect. The truth soon dawns, though.

The plot throws you head-first into the midst
of a drink and drugs hell (© The Sun), where a car
crash has ended your career as a promising
basketball player but provided you with the
opportunity to seek out pinball tables in bars and
pit your wits against leather-clad psychopaths.

The idea behind the game, then, is to play
the tables, watch your bank balance fluctuate,
then move onto the next city

I n all honesty, it sounds quite

TLVLR TR
Selectable camera angles.

ﬂ
I ‘The new levels

BDENVER
171986
)
)

There is a pinball player,
Do you want to compete?
Yes, No

Pinball table 2: Now you're beginning to realise you must have
died and that this is your punishment for a sinful life.

Pinball lllusions and
NBA Jam. All this is
fine in theory.”

The idea of the game is to
score five baskets against some
street-basketball wannabe who has challenged
you. Thinking you can weave some of your old
magic you take to the court only to discover you
can’t actually walk. instead you sort of slide Sidic
around the court. Presumably, basketball courts inf ™
Denver are made entirely of ice. And just wait '
until you start shooting... forget logistics, your
ball either floats, balloon-like, towards the hoop
or takes on the weight and speed of a nuclear
missile. This is the sort of travesty in game
development that is punishable by death in some
parts of Poland. Absolute rubbish...

doing the same. In each city you are

given a number of options: either you

can get straight down to the pinball, or
set yourself up in a hotel, buy a car, get
some kip, see some sights or challenge
some backstreet drop-outs to a game of
basketball. It's strange old mixture of Sim City,
Pinball lllusions and NBA Jam. All this is, of
course, fine in theory and the pre-pinball, city-
based, decision-making aspect is quite enjoyable
at first. But by the time you've moved onto your
third or fourth city, you're tired of having to sleep
to restore your health points or buy a bleedin’ air
ticket from a shop that seemingly sells every
commodity in the living world.
And the pinball sections —
which, in all fairness, are

what you're going to buy the game for - are
straight from Jeremy Paxman'’s own arse. The
camera goes about its business in a horrific Jeykll
and Hyde-style way flitting all over the shop at
the merest hint of a bonus score. What's more,
the controls are unresponsive and badly thought-
out with left on the D-Pad controlling the left
flipper and C controlling the right. And there are
only three tables... in the whole of America...

The worst bit, though, is the basketball sub-
game. Looking like it's been put together by the
101 Dalmations, you soon come to realise you
could have made a better job of it with a couple
of potatoes and some powder paint. By this
point though, you'll have already decided to
avoid this horrendous pile of dump and
spend your cash elsewhere. e Tim @

oy AR N A
Pinball table 1: Your first glimpse of hell. UU

Pinball table 3: The torture is complete. You will have to play
these three tables, over and over for all eternity.

P o Wie-r

Sega Magazine

verdict

GRAPHICS

Some nice
backgrounds and
intro sequence but
surely it’s 16bit stuff.

ORIGINALITY
| The idea is a smart
one, mixing a
couple or four
genres. Such a shame.

LiFESPAN

So bad you’d have
to be a complete
moron to even think
about buying it.

Sounp
Takes Easy
Listening music to

Pacific Ocean

depths. That bloody organ.

4

FinAL VERDICT

“If you're wanting a pinball
game try True Pinball or Pro
Pinball: The Web. Nothing
of worth within a ten mile
radius of this.”
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Finally, basketball gets good 4 1
on the Mega Drive... It = AIIVQ

The smartest new addition to Hang Time is its
Create Player options. Much amusement will, no
doubt, be extracted from the fact you can give
your players the heads of goats as well as
sundry other
members of
the animal
kingdom. More
serious stuff

includes -~ ol s
Privileges - from ] The foqr-player option is a stunna.
which you can choose two from
Stealth Turbo, No Tag Arrow, Super Rebound B At SRl

and Dunks. Then there’s Attributes - height, weight, -
speed, power, shooting, dunking and stealing - |
which are also taken into account. Once all this is
decided upon it’s merely a case of testing your
Frankenstein’s monsters in 3 game proper...

-
1
!

VIEWISTATS CHORSE HEAD
LEV/RIGHT (SELECT
HEAD 43 "[ﬂ[’l
BUTTOMS ISAVECERIT
UHIFORM

= = ATTRIBUTES
Only two players per team. It's still great though. :
= = CRIVILEGES

asketball hasn’t exactly taken to the Mega NEW i
B Drive. It's hard, mind. Presumably the wewenave. | Yy FOLiEr ¢
machine has too little power. Which is a S

3 SEVELEXIT
shame because when the sport’s brought across

to the Sega world with a decent sprinkling of OREATE PlLAYER

Good SFuffTM it often makes for spankingly good RN Yy
entertainment. .
Which is where NBA Hang Time comes in. = | LECHHE ST 2 or four players are competing for possession but
Emanating from the unpredictable bowels of UM FORM e A8 there’s little to worry about.
Williams/Midway, this supremely comprehensive b N:Z:::_ by The only conceivable drawback — as with
basketball sim is, finally, able to deliver the goods &enag last month’s Saturn-based NBA Jam Extreme - is
or, at the very least, some part of the goods. DAaLALE g A the number of players on each team. Two players
Admittedly, this has nothing in the statistics REW P | msonim 25 LES per side doesn't offer enough scope for exciting,
department over its rivals but what it does have . | mouns . ShEEDe attacking play. Still, in four-player mode it means
is 29 teams as well as the opportunity to build up —— LS EIEHL no computer-controlled players can waltz away
your own collection of freaks using the superb SAVETEXTTE- Lanmeis Al ik e with slam dunks, three-pointers and the like. And,
Create Team facility (see “It's Alive!" box). To say of course, the game proves superb when there’s
this helps Hang Time rise above the competition Visually, Hang Time is excellent. The sprites a whole smattering of you. Hang Time is the best
would be to say Alan Shearer is on quite good roam about quite happily in all their slickly- Mega Drive basketball sim by a mile and if you're
money. In short, letting your imagination run wild animated grandeur leaving you to ponder the fact  looking for some chucklement to accompany
and your managerial skills take over is the reason  that the eye-candy contained herein is almost your takeaway and booze, you could do
so many football sims succeed. It's a nothing- definitely the finest yet seen in a ___ alot worse. e Tim ”
short-of glorious experience to basketball game. It glitches verdict
have total and utter control over “Visually, Hang Time is  occasionally and infrequently it CRAPINGS ORICINALITY
your very own team. Your team. excellent. The sprites  appears to slow down when three The bigger sprites Let’s be honest... 4
roam about guit_e anfi sn]ooth basketball?.But. the
animation make for a Create facility is a

good all-round feel. bootiful inclusion.

an ESEL TIREATT 3 happily in all their

TR e : slickly-animated ST
AU ] : . . ' Sounp LIiFESPAN

L 28 3 - ; Some dreadful 6 With friends it’ll 7

music that runs prove brilliant fun.
through the games. On your own it’s
And NO crowd noises. slightly less so...

FinAL VERDICT

“Still riddled with those
annoying basketball-game
faults but far better than
anything else currently
available.”
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News...

o Landstalker's creators Climax have just released their
new action game Dark Savior to a mixed reception in the
US. Many Landstalker fans aren’t particularly fond of it,
saying that it doesn’t have the charm of the Megadrive
game. But it’s not really fair to call it a sequel, so you’ll
have to make your own minds up, ‘cos we think it’s
bloody great.

o Working Designs have now confirmed that their
versions of Albert Odyssey and Magical Knight Rayearth
will be out by Spring — although Rayearth has been
delayed for a good few months.

AMEKNICan

@ As mentioned in the preview, Shining the Holy
Ark is now available in Japan and is proving
extremely popular. This game is, sadly, likely to
reach the US before Britain, but, having spoke to
Sega Europe, we can confirm that a European
release is due sometime this year.

7IF*§

o More good news from Sega Europe; besides
Grandia and Shining the Holy Ark, we may see
a version of another Japanese game, Airs
Adventure (um, another adventure) gettng a
British release in the forthcoming months.
Sega are, it would seem, boosting up the
amount of RPGs they translate to the
European audience, which can only be good
news for us. About time too.

Japanese News...

o Grandia from Game Arts will be out any time
now, and Game Arts also have updates of Lunar 2
and Lunar: Strolling School (3 Game Gear game) in
development for the Saturn. All of these titles
look excellent.

U News...

o Mystaria 2’s been scheduled for April, but
apparently this is not definite. This might be
due to the fiasco surrounding the original’s US
release (the title clashed with something in the
Dungeons and Dragons universe), but in the
UK we’re a bit less petty — so I’m expecting
this game to be confirmed any minute now.
Looks like us RPG players are finally getting
the--attention-we- deserve:

- el
One of the ‘critical moves’ employed in battle,
demonstrated here by the female mage.

Inside a weapon shop.

Moreview
Format: Saturn
Country of origin: Japan

beautifully nonsensmal

Japlish title in videogame history, this,
the latest in the series of ‘Shining’ games from
Sega has just been released for the Saturn in
Japan. And not only is it brilliant, but it has the

you've ever

“You fight on-location
with the

impressively
animated monsters

Developer: Sonic
UK release? Probably spring, |
from Sega Europe

added bonus of being one of Sega Europe’s
upcoming UK RPG releases.

Shining the Holy Ark is, in fact, the sequel
to Shining in the Darkness, the pseudo-3D RPG
on the Mega Drive which preceded the Shining
Force series of wargames. It was never TOO
inspiring, hence my original gripe at Sega two

issues ago for not providing an

update of Shining Force
instead. On the Saturn, however,
the 3D scenarios really do work,
providing a ‘total immersion’
effect, this being added to by the
fact that the entire game is in first

most

seen.”

52 4

s s ue

March A

person perspective (like Doom).

In this RPG, you really feel
that you ARE the main character. The turn-
based battles never detract from the action
either, there’s no cut-away battle screen; you
fight on-location with the most impressively
animated monsters you've ever seen.

We'll have a full review of this game when
Sega Europe finish the English text version —
which, hopefully, shouldn’t be much
more than a few months. SP
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Each of the eight
leaders harbours a
special power.
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nce upon a time on the SNES, there was
Oan excellent Japanese RPG that achieved

mainstream status in the USA, cult
status in the UK, and created an entire
generation of Western fans. And though most
have now abandoned Nintendo because of their
shoddy treatment of RPG players, it's unlikely
you'd even be reading this section, were it not
for that game. That game was
Final Fantasy Ill.

And lo, it would not work
properly on a UK SNES. You
simply can not imagine the
consternation this resulted
in, if it didn’t affect you
directly. Unfortunately, it
turns out that Working
Designs’ excellent version of
Dragon Force sits squarely in the same boat as
the game which kick-started the RPG trend.
After numerous failed attempts to run Dragon

ingv s

——————————————————————1

IREVIENY,

Format: Saturn
1 Country of origin:
originally Japan
Each general boasts a
repertoire of pre-battle
taunts. Charming.

Developer: Sega |
Publisher (US version): Working Designs |
US version due: February ‘97 1
UK release? Highly unlikely, sadly

USA,

Face it! You're a loser!

Ruix
Topaz Army

e
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Troops: Cavalry
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this | like very much indeed.

The basics of Dragon Force are
pretty hard to explain, because, um,
wargames are hardly basic, but I'll try.
At the start, you're presented with
the option to choose which country
you'd like to control, from the eight
available. Each one of the eight
boasts a separate story scenario
which is played out with character

4

by

" - - -
&g’,cnergi ng victorions!

Force properly on a UK Saturn, | gave
up and switched to an imported
machine. Not even the best adaptor in
the world can remedy the situation
because the game reacts badly to the
speed of the UK machine. I'm
not going to let this
unfortunate fact sway the
review in any way, but | felt
you needed plenty of prior
warning about it.

Dragon Force is one of those
games which some people will
hate, and some will love. It's a wargame you

see, one for the stat-obsessed breed of fan that
even RPG players see as being slightly anoraky.

It's not a wargame in the Shining Force sense,

but one which requires you to deploy battalions

and conquer areas of land. | speak as one who

was never really able to get my head

round this concept, but ;

D

“Dragon Force is one of
those games which
some people will
hate, and some will
love.”

dialogue and lovely visuals. As your
chosen liege, you must persuade the
other nations to unite against a common enemy
and you'll usually have to resort to violence to
achieve this end. But choosing an enigmatic
ruler to start off with means you become far
more persuasive. During
the game, you'll have to
compose little battalions
from your generals, recruit
soldiers from the many
classes available and send
them out to castles occupied
by the enemy. Battles take
place over pleasingly large
expanses of territory, with anything up to 100
troops controlled via real-time menus.

The game is tactics heavy, and there's a lot
of planning involved - this can become
confusing once you have over 40 generals to
command. | can't help feeling that

were the map-screen not quite
so expansive, | wouldn't have
got lost so easily. That, and

Working Designs’ often silly

dialogue are the only failings of
this game.
As | say, it takes a lot for a
wargame to impress me but with
the advent of next-gen consoles,
it seems that the genre has finally
blossomed into something that
can be sampled by any
videogamer. Dragon Force is a
quite exceptional game.

:(‘)1 P powen
/P

1 love these one-sided battles.

Sega Power Magazine
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Tip-foolery

Part 1 - The Ancient Check the monsters’ ranges by

Battlefield ! ——— selecting them.
No combat here. Bane will cast HELLFIRE after ! P veit bbbl 1) Use DEFENCE instead of
3 rounds and end it all. ‘ ’ $ :, ; sEe jEas Sam Sl cnding the turn to gain useful

155/ 441 o LSEY STM 3 | RIS

2) Retreating before you die
will gain you some valuable
experience points.
3) Buy the maximum amount
of all potions before every
level after Moldiv tower.
e 4) Keep your party together —
é;:Ts-e_n::,weren‘t you in Wing Commander 3? ; 3 end the turn rather than

: . rushing them off.

5) Monsters only attack when you go near.
6) Don't forget to equip new techs.
7) It is vital that you power
up your

Part 2 - The Forest of Confusion
At this stage, save Saura’s limited magic points
to heal your party. There are three ninja hiding
in the forest at the top. When you reach the
end you will meet Juza, who is unbeatable at
this stage.

Part 6 - The Pirate
Queen
On the boat, kill the Coursair to force the pirates ‘
back. The island stage will probably take several as possible. If 3 g
Use this billboard to find the REFIESIMBI-NagF-Tei[o necessary use COVER to protect
e on the invisible  him. Use area effect magics like ICE STORM to kill
G monsters, then use  large numbers. Go to Moldiv Tower in the East.
Ashe to break the
rocks on the leftto ~ Part 8 - The Haunted Tower
escape. Remember  The ghosts are only vulnerable to MAGIC and
to sell the HOLY techs. Each one will take one HOLY SWORD
treasures you find and one HOLY CURE before dying. Bring lots of
Juza is hiding at the end of this level. Check when you get Mana potions to recharge and Amlita to cure
his range by selecting him, then keep out home. Go to Sibone  freezing. Enter the cave above the tower.
of-his'way. To escape, check the two east doors to the left of Queensland castle. Check the i
then check the western door three times. Go to noticeboard, then talk to the barman, check the Part 9 - Ancient Cave
the mountain to the west. board, talk to the barman, check the board, leave ~ SNOW STORM and ACID BREATH kill the
town and check the board again.
Part 4 - The Wise Man of the —_— e

Part 3 - Escape

Clouds L5 o Part 7 - A Fool N irhah
Use magic on the blue monsters. Go to Dragoon Rushes In :
Kingdom in the west. e Use magic on the knights in the }1 609l

£ castle. Rush for Hawk as quickly | = 3 q g ;

Part 5 - Dragoon Kingdom
Don't attack soldiers in green (they're ; ol
on your side) and head straight for the & ~Siras
stairs on the right. When Ashe is ] ;
captured, remember that soldiers will
give up chasing him when off the
screen so lure them as far as you can
before running past them. Check their
range as before. Make sure you get
the wine from the chest in the . &

dungeon on the way. PRI
change back! Go to Ortoma in the

stes

Jdeee 280 Poi nt
]nu . ' — A |

A 38 i@ e
Q} (B Go’!d'w 17%2¢0

Wy ¥

[ake Jour time.
Fhat would ywyou 1ike

Battlum is the place to tool up. Stock up at Battlum in the west and buy lots of
BALL+3 grenades, then fly to the island to the right of Queensland Castle.

south and talk to the barman.

Miaiic . | isfs e’ 109-9iF



Particularly effective attacks
JUMP STRIKE (sword)

POWER STAR (ninja)

and anything belonging to Ashe

Power Star: Raiko and his unfeasibly large shuriken.
=

dragon, as he can do literally thousands of points of damage to
up to four opponents per turn.

dangerous Bartaxos monsters in
one shot. DON'T split your party
up as is suggested. Keep
together and be ready to heal. In
the second cavern, kill Helius.

Part 10 - The Secret
Passage

Check to dial at the top right to P&
open the exit. In the second a
cavern kill the spider monster, then you can run
for the exit if you wish.

Part 11 - Battle Royale

Keep in

00000 000000000000000000000000000

Varéaas holds the key to the island passage.

In the throne room, send three people to fight
and three left to throw grenades. Archers take
three BALL+3 to kill so you can take eight in one
round. Work your way around the room picking
off the remaining archers. Thirdly, retreat to the

right. Galford's route through the maze at the end
. is UR, R, DL, D, R, U, R. Don't worry about leaving
good fighters behind to defend Mystaria. Take

your strongest to fight Bane.

Part 13 - The Road to Hell
' Move forward very, very slowly picking the

monsters off one at a time and fall back if you
have to. If all else fails, fall back on your dragon

and run for the top of the board.

Part 14 - The Demon Castle

As before, upstairs, work your way very slowly

around the board taking them one at a time from
long range, backed up with healers. Two
LIGHTNING BLASTS should kill Ciresa. In
the maze, have Aragon trace his
1 Mother’s route exactly. The final
showdown should be a breeze by this
point, as no characters are powerful
enough to threaten you any more. This
leaves you to run quickly for the
crystals (and we do mean QUICKLY)
)| before the castle disintigrates.

Part 15 - Invasion!

fl Take a turn at the start to equip new
items and techs. Find the fairy at the
top of the board to escape — use a
flying character if you're feeling cheap.

a bunch bottom of the room-and everyone mob Juza.
in the Finally pick your heaviest fighter (i.e. your dragon) ~ :
dungeon to fight Bane (who has a tendency to miss a lot) f*;er:g’;f:g e
and use and keep healing him. Fly to the middle of the
MEGA map and land in the hole in the clouds. Part 16 - The Final Battle
HEALING You're seriously outnumbered. Use high level
for the Part 12 - A Fool Rushes In (again) area effects like ROLLING THUNDER, METEOR
This section opats effects of Ingress forest is maze-like, so plan your route. STRIKE and HELLFIRE to clear a route. After you
up after you fight the gas. In Flying characters fly over the river and sneak into kil Ciresa, have two characters stand on the

Bane- oot the castle, head for the stairs on the cave early. Ins<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>