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ﬁl#ﬂﬂ Machines Sega is ro4d to bring yoa thislavish in-depth

review of Konami's netv gfﬁqkbuﬂer, Castlevania: The New
Generation. This is probably the most eagerly awaitgl product
from Konami since they began rele ing Megadrive gamesearly
in 1993, Castlevania was massiyelysuicessful ¢n the Nintendo

L 4ormats, outsold only by Ind Zelda games. We're sure

our review will convince yod'o success gn.the Mgga}tﬁve.
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Welcome to the banquet, now enjoy the'feast..|
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* n the early years ot the Twentieth Century,
o E'l.:l"d'p-ﬂ w;:n cofﬁdtnnt, husiITin; cﬂnii;er:t,

much os it is now, But to the East, as the
forests thickeén ond darken, and the higher lands are
cloaked in @ thick fog, there is a darker side at the .
heéart of Europe. For many, the nume.n:i Trun.jrl'i'uniu'*\
i chill sound, as it rings of witcheralt, vampirism
“and other such abominations that come from the
*half-existence of the undead: créatures of avil
deniedthe peace of death. _ :

One such wretch is Elizabeth Bartley. Once o
Transylvanian witch-of the .15 she gorged on the
bleod of 1000 rural mdidens before dying in tor-
ment upon the stoke, torched by peasants and their
priest, Bartley's réstle$s soul was roised by Drotio
Tzewnt®s, o wifeh struggling to promote the dark
ways ot the brink of the bright, new Twentieth
Century, Bartley's limitless evil provided o focus for
the'Dark Side, to enslave all the people of Europe.

eanwhil@ evil had endured o setback. in the
form of Dracula’s demise. This monstrous creature
had fed off centuries of souls, and only the effort of
Quincy Morris, destendent of the Belmont family of
vampire killers was enough to destroy him. Sadly,
Quincy perished in the ottempt.

Enraged, Baglley prepares a Ceremony of Evil, to
revive Dracula. John Morris, son of Quincy is aware
of her plans, and once more the fote of
Belmonts moves into the realm of the r&fg‘in
joined in Romania by Eric Lecarde, a Spania '
whose fiancé was one of Bartley's victims: They take
their holy weapons and sgt out for Dgaicula’s decay-
ing fortress -
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SACRED
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These weapons

f" the new adventure, m-: not the
1 only omes our
a time. The “f’"’"" Ih‘ﬂﬁﬂﬂ'lrr

carry inte bat-
tle. There are

relics of holy

apon choice. John's wll: m

” ower that
pways, fﬂﬂ'ﬂ‘ yoa to b iath may han-
tactics for each of the dle in addi-
you ave controlli S,
. it boomerang and
in parts, again holy water
o have limited

charges, and

. may be pow-
J()HPJ .MGRRI:} i'l'il'-lflil_j!l.'ﬂti'ﬂ!-
lohn is the descendent of Quincy Morris, and in turn, Simon Belmont. '""“:"3
For centuries this family has fought with magical whips. John has also offoct.
learned whip combat. The whip is versatile, fast and may be extended _ :
in mid-air by holding the button. It starts as a short leather weapon, but e John's whip
2 extends in length and increases in power as a chain item. 2= has a hook

*WHIP FIRING UP
WHIP DOVWN ##++sssssssssssssccssssssanns
POWERED WHIP covvssenvens

ceiling.
Extend the
* whip

upwnrd5 and hold. If the ceil-
ing 15 within range you can
swing on the whip for a few
seconds. Move up or down to
lengthen or shorten the whip
This attack may be used to
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the heods ot enemies BOOMERANG

ERIC LECARDE

I
Eric was once a normal rural Spaniard, who had been trained in the ﬁFJL‘I‘!EH
way of the Alcorde Spear. He learned of his fate from a mysterious
nomad, and since has been embroiled in the war against evil. His spear _
is slower than the whip, but has the advantage of being longer and Eric has o
more versatile. With extra power, the spear attains a barb at its head, 4 sneak jump
and later a ring of holy fire. By holding the A button and switching move Wh_“:h
directions, Eric performs a neat spinning spear attack. pushes his

spear in o
swift vertical
attack. It's
activated by
holding down, and then
pressing B when Enc glows.
Eric has the odvantage of
being invulnerable while in
the air. The ottack may also
be used to reach higher plat-
forms.

SPINNING SPEAR ATTACK

SPEAR UPWARDS:+++++++

SPEAR BARB
++HOLY FIRE
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ST};TCEI DRACULA'S CASTLE

You start in the grounds of 1Ine ominous pile, with

crows picking on the carcosses of other unfortunate

victims. Inside the castle, skeletons assault you with

their own bones as you move from room to room. A

razor-sharp pendulum swings ocross your path, and
then you must run the gountlet of o massive collopsing bone bridge.
Your ascent takes you nimbly ocross spiked trap plotforms, mace-
swinging guards and out onto the roof to enjoy the full moon.
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A The sharp calamity of the pit and pendulam.
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STAGE 2 SHRINE OF
ATLANTIS

The ancient city rises from the
deep, another omen of
Bartley's odious intention. This
long section ftokes you ocross
the ruins of Atlantis, with
reflective waters lapping ogainst your platform path.
Inside the shrine, the tides rise inexorably at the
whim of on oquatic sorcerer. Medusa’s heods and
water monsters attack os you descend on some flot-
sam. Then you must cross long submerged ruins, Y
breaking the massive stone obstacles JNEG—_—G_G=. g Y -
n_f pi”nrf. ﬂnd pﬂ:‘ﬂ' monuments. 4 bR pE W L R RREEERRRRRIR RS
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A Still waters ran
deep.
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ING TOWEKR OF P1I1S
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The mysterious lop-sided tower
is @ magnet tor Bartley. In the
square around the tower, mino-
tours seize the stone supports to
use as weapons, and flying JJ

harpies attack from overhead. Then follows a

treacherous ascent on the long stairways and tilting

floors of the tower. The structure even rocks olarm-

inglyl The final confrontation is upon the very top,

after perilous leaps on stepping stone platforms

A The gloomy interior
of the French chateau.
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Evil makes its home in the dark satanic mills of the

German Industrial complex. Skeletons guards, com-

plete with army helmets attack with a variety of

weapons. The level leads through o network of

crushing pistons and into a maze of cogs and slowly
revolving wheels. There's a chasm to cross, on a precarious pulley, and
a series of giont rozor-sharp gears to negotiate,
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A The statues weep tears from cen-
_____ Re—  (uries of neglect.
N 4 Charging minotaurs.
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A Even the gardens A Stained glass - tint
are sown with evil. ed with your blood.

A It's easy to lose your footing on these.
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LEVEL THREE BOSS

The heroes get o shock at the top of the tower with

this flying demon. You are trapped on the pinnacle,
while he has complete mobility.

LEVEL ONE BOSS

A giant warnor with weapons in both hands. He even fights with
his feet.

Sl W B I F b
A LB Y L deEsE s aaEe

b N SEBEESER AR EREE

>
AR AR AR AR R R AR A AR A R AR AR AR A

LEVEL TWO BOSS

The massive rock monster, who towers above John and Eric, and brings
the ceiling croshing down

LEVEL FOUR BOSS

Cogs spring to life in the agile clockwork boss, one of the trickiest in the
entire gome
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A A shattering

A A mace-wielding A A pike-wielding
Hellhound.

A Some German
maniac. psychopath

rombie.
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PLAYERS

i

PRICE £44.99
BY COLTY

RELEASE

OPTIONS

CONTROL: JOY PAD
CONTINUES: 3-5
SKILL LEVELS: 2

RESPONSIVENESS: MEGA

GAME DIFFICULTY:

MEDIUM

FEBRUARY

15T DAY SCORE
36,000

ORIGIN

The latest Castlevania episode
features ancestors of the char-
acters featured in four
Nintendo games.

HOW TO CONTROL

The D-pad leh and right controls
movement, up and down directs
your weapon.

AHI.IH'IH

B ump

c SPECIAL

s PAUSE
HOW TO PLAY

Walk through each level, desiroying

the evil forces ond collecting the jew-

els protected by the bosses.

Personally, Castlevania has been the one I've
been waiting for from Konami. The SNE5 game
blew me away completely with its fast action and
stunning graphics. All in all, Castlevania on the
Megadrive is a worthy descendent in the family
line. Although there's nothing radically new in
the platform beat ‘em up action, the game is put
together in such slick fashion and is so damn
playable that | was hooked. Generally the graph-
ics are excellent, and feature some great special
effects, like the rocking tower of stage three, and
the heroes are well animated. The new character of Eric and his
spear is inspired: it's such a cool weapon te handle, and the
extra firepower and ultimate items are all good additions. The
bosses are imaginative, although a little
too easy to beat in places. However,
Castlevania has been tailored perfectly
as a challenge for the average games-
player, who'll have a hell of a lot of fun
completing it. I'm impressed.

LUC)Y

I'm not sure why | like
Castlevania so much since
there’s no one thing which
stands out and screams
Megagame. The idea isn’t original and the
graphics are good but not outstanding. But all the
elements slapped together in true Konami style
add up to one hell of o good game. It's slick and
as smooth as silk to control and the whole game
is really playable and draws you in right from the
word go — and such is the addictivity that it keeps you there
until the bitter end. The sound on Castlevania is really cool —
gothy classical music rings forth which really tickles your play-
buds. Some of the animation and special effects are spectacular
and the weapons are fab, especially the ultimate items. All in all
a great game and definitely one for everybody's collection.
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PAUL

Castlevania's gameplay is getting rather long in
the fangs now but this only serves to assert its
pedigree. In keeping with its heritage the game
presents a massive selection of innovative sprites
benefiting from slick animation. Though the
stages against which they enact these nightmares
seem insubstantial at times, the foreground
images always astound — take a glance at the
Leaning Tower of Pisa for proof of this! Music
plays a significant role in creating the eerie
atmosphere of Castlevania titles, and is another
area in which this cart excels — players who have the luxury of
connecting their console to a decent stereo are seriously advised
to do so! As the longest running saga in video-gome history
Castlevania obviously warrants its cult foellowing. Long may
Simon Belmont's bloodline continue!

"'EE E N EFEE EE R R NN RN EERENNENNNENNERENE®NRS®SHNNHELSR®SEHMNSEHMESHSE®;SH;EH;NHEHJ.EHEBEH;NBE®;NSE;RH;E;E;RH;J;E.

alfiEGy " o [ 1 [ 1
(LRt BB )
K BOCO0CC
BAOE OO0
DRGImICY B BRI 1L 1]

LONC TERM REPORT

R BOOCO0O
Oy EECO

Witik E@EOCO0O]
HawE - e
. f |mimimim

PRESENTATION

An intriguing
minture of poss-
word and continues

that doesn’t ruin
tha r_hl;|||1'|'u;_||"

L[] 'iH_:-I_.III'.I |i|..|'|':' |H‘1"I'I gﬂ!ﬂ‘ lo
hove hod o two-player mode.,

GRAPHICS

A vas! variety of
excellent bockdraps
ond chilling sprites,
oll copluring the
Costlevanian
almosphere. Some great effects.

SOUND

Fobulous music
that spurs you on,
but is only best
appreciated with o
pair of head-
phones tor the great stereo
elfects.

PLAYABILITY

Costlevania’s

itronges! feature is

its excellent game-

play. Every level is

action-pocked ond

the “feel’ of the control is perlect,

with immediote response.
Nathing strikingly original.

LASTABILITY

It gets horder alter
o couple of easy lev-
els. 17"y addictive
from beginning to
end.
You'll fimish it within a hew
weeks.

OVERALL

One of the most playable
actions gomes on the
Megadrive, and sitting o good
head and shoulders above
recent platform releases.

Blood curdlingly good fun!
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