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Not content with bringing you the first pics of Mortal Kombat Il for the
Megadrive, MEAN MACHINES SEGA is proud to present the first full
preview of what is surely the hottest game of the year...

t has been in develop-
ment for eighteen
menths, and MEAN
MACHINES SEGA has
been there every step of
the way. It is o conversion
everyone has been waiting for
— and one we know inside
out. It is, of course, Acclaim’s
forthcoming conversion of
Midway’'s Mortal Kombat Il
coin-op. Now, after sh

you the first screenshots last
issue, we go right behind the
scenes of this eagerly-antici-
pated conversion. We've seen
every character, Fatality,
Babality and Friendship, and
we've played it constantly. As
such, we’'re more than copable
of divulging the complete info
on the Megadrive and

Game Gear versions of

Mortal Kembat I, But

first: the scenario...

Having failed to

unleash chaos upon

the Earth by seizing /
control of the yearly

Shaolin tournament,

Shang Tsung has

returned from his T
humiliating defeat T
at Liv Kang's hands \

to the Outworld to ‘\ \

face the wrath of —

his Dark Lord, Shao

Kahn. Bargaining

for his life, Tsung

begs Kahn for for-

giveness. Kohn grants

him with a second

chance, realising

another tournament

would be an oppartune

chance for his opponents .

to wipe each other out, i e

Tsung, however, is aghast i
when Khan regenerates him J "B G[I.HSE SEPTEMBER |
into a younger form and I- 2 -
forces him to enter, too. With BY ACCLAIM 1
fighters from Khan's Outworld e r ' S
sizing up against the surviving ¥, rﬂlﬁ TEA 1
contenders from Earth, the i ‘ J o
tournament begins in a num- rEIﬂET'ﬂ'l ’ |
ber of Kahn's Outworld lairs. _\ -4 j
The same rules apply, but this ”~ '
time the champion will end up PERCENT COMPLETE

going face-to-face with Kahn

himself...




MEGADRIVE PREVIEW

FINISH HIM!

One of the reasons the original Mortal Kombat did so
well for itself wos becouse of the novelty of the death-
dealing special moves .For this sequel, however, in oddi-
tion to the assorted Fatalities each character has ot their

disposal, Midway also
4

used the sequel to intro-
duce two new ideas:
Babalities and
Friendships. Both are
effected using o sequence

COIN-BP DUALITY? FATALITIES

The one thing everybody wants to know As in the origi-
obout the conversion is HAS IT GOT EVERYTHING FROM THE nal, the victor walks towards their opponent ond per-
COIN-OP IN IT? Well, as near as dammit, yep. Probe have forms the Fatality moves. Depending on the proximity
manoged to cram every Fotality, Bability and Friendship into of the player to their opponent, the loser should then
the game, and every fighter has retained their full comple- be dispotched in o suitably enjoyable way! Each charoc-
ment of inybout moves — including Kitana's fan lifts, Kung ter has two Fatality moves

Loo's hat-reloted antics and the pit and spike fotalities. In

terms of appearance, the animation and moves are virtually fﬂff,’;’!”

identical to that of the coin-op with just the odd frome lost ‘Alle febe |

along the way, and a few post-Fatality blood splats dropped ;:stf::-rfm P
due to the Megadrive's relatively humble sprite system [uhhi;h: Despite
Similarly, the friendly over-
Probe have tone to this fin-
taken the orig- ishing move, it
inal samples basically 'lnf.;'l
used in the with the victor
coin-op, and being nice to his
recreated them opponent, and

in full, along

smugly offering them a token of friendship.

with the
ame s assort-
gd in-game l"‘t‘!’!’
funes. Ever wanted to
see Baroko in
nappies? Hmmm,
weird. Babalities
are a nice humor-
SECRET FIGHTERS o o e
see the loser
Hidden away deep within Khon's coin-op domain lurk reduced to infant
three secret fighters — all of whom have made it into the pon 'whilst the
Megodrive version. Shady replicas of existing fighters, vichor crows over
they masquerade under the nomes of Jade, Smoke (who their loss of years.
lives up to his
qame), and Noob | : PIT FATALITIES
Sk frie e Only applicable
ks why Vs within the pit
o su vt HON Ll level {funnily enough), the pit Fatalifies work in one of
the MK2 coin- ’ . two ways. The loser is either kocked into the green ooze
whilﬂﬁ-luﬂ:p' ' in the backdrop, or they drop from the screen and drop
- into 0 3D screen until they lond in a broken mess of the
was a new edi-
tion for V.3 ver- bottom.
sions of the cabi-
net.
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"IN THE RED CORNER...

The coin-op’s fighters have all survived the transition from the arcade to the Megadrive with no noticeable omissions.
Midway's programming team put together a series of scenarios for each character, all of which tie in with the on-
going theme of an Outworld invasion with keeps cropping up throughout the game. As such, whilst the likes of Liu

Kang and Raoiden fight for the forces of good, Shang Tsung is most definitely out to unleash chaos upon the Earth.
Others, however, have more dubious motives...

Following his cameo
appearances in the first
game, Reptile has now
been fleshed out into a
full-fledged combatant. A
mixture of everything
good about Sub-Zero and
Scorpion, he has a dis-
gusting line in mucus
snorting and a 'Power
Ball' moves which starts of
harmless enough, but
knocks opponents for six.

. DA 4 A resident of Shang Tsung's

! homeworld, Baraka is a
member of a nomadic band
of mutants constantly roam-
ing the planet’'s wastelands.
His reputation as an unpre-
dictable fighter prone to dev-
ostating fits of anger didn't
take long to reach Shao
Kahn who promptly enlisted
him in his demeonic ormy. He
is o master of knife-wielding
and jumping moves and is an
incredibly agile combatant.




Another refugee from the
first game, Kang proved
himself to be the ultimate
fighter in the first game
and was responsible for
defeating Shang Tsung in
the final battle. Once
again, he has been sum-
moned to defeat the evil
Outworldars — but has
vowed to make it perma-
nent this time...

05 HINS
ETlaka

Shao Kahn's personal
assassin has a background
shrouded in mystery.
Armed with razor-sharp
fans she has perfected a
series of multi-hit combi-
nation moves which can
halve an opponent’s ener-
gy almost immediately.
Kahn's implicit trust of his
beautiful assassin is now
strained, though, as she
was seen talking covertly
to one of the Earth-based
fighters.

KITANA U INS

<a

" If Reptile doesn't move, his outfit will include
the latest in hotpants!

' Kitana's fan skills see her through for anoth-

00 HIRS
er bout.

" Liv Kang doesnt stand a chance as Kitana's fan
spins towards him.

00 HINS
BITANA




00 WINS
ICORF0N

Killed many years ago by
Sub-Zero, Scorpion has
returned from the grave
having vowed to eradicote
his frosty sworm enemy
His spectral form hasn't
domoged his fighting
prowess in any way, and
once ogain he has bought
his spear ond teleporting
skills into the arena. His
breath’s pretty bad, too.

05 WINS | 00 WINS

Star of silver screen,
Johnny Cage, has
returned with a wider
range of moves ond par-
ticularly impressive fatoli-
ties. His specialities allow
him to troils o series of
spectral duplicates whilst
performing uppercuts and
kicks, and these effectively
double the power of soid
MOWves.




Sister and partner to
Kitana and told by Shao
Kahn to keep a close eye
on her sibling for any
signs of treachery. Armed

with two Sai swords, she is

also & strong kicker and
known as something of o
man-eater — literally!
Rumour has it she, too,
has found an ally among
the twelve fighters ond
plans to overthrow Tsung.

e

Master assassin, and ice
lord extraordinaire. Sub-
Zero entered the original
tournament with the
intention of killing Tsung.
His prowess saw him
recruited for the second
battle, but @ rumour has
reached Kahn's ears that
he is next on Sub-Zero's
hit list.

Jax leaps over one of Sub-Zero’s freezing 02 WINS 00 WINS

ice bolts. Seb-ZEROC 0000000 HAX

Sub-Zero con now freeze the ground, sending
his opponent’s slipping towards him.



The god of thunder
entered the tournament
after learning of Shoo
Khan's plon to throw the
Earth into choos. Having
survived the events of the
first game, he has
returned with his lightning
and telepart capabilities,
but now boasts two of the
game's most impressive
and gruesome Fatalities.

A one-time wrestler,
Jockson Briggs — AKA Jax
— is the most powerful
fighter of the lot. His pow-
erful frame ensures he has
the strongest punch of the
tournament and it is
believed he can rock the
foundations of any build-
ing simply by punching the
floor! His reasons for
entering the tournoment
are believed to be simple
vanity.

01 MINS
- RAWNF N

Jax's Ground Pound costs the opponent vaolu-
MFTRE able energy if they aren’t jumping.

" Reptile cops a dose look at Jax’s energy throw.



Having left the Shaolin
faith, Kung Lao is wise to
Khon's plans to upset the
balance between good
and avil. As such, he hos
taken it upon himself to
enter the fournament and
ensure normality prevails
His mission 15 also one of
revenge, as 500 years ogo
Tsung's right-hand man,
Goro, killed the Loo family
champion. His Mexicon-
style heodgear is 'brim-
ming’ with special
MOoves...

In disgrace and desperate
to reinstate himself as
Khon's right-hand man,
Shang Tsung has every-
thing to prove. Khan has
torced him to enter the
tournament, but has
regeneroted him info o
younger form. Tsung is by
tar the most adoptable
fighter, as his morphing
skills allow him to change
his form into any of the
other fighters.

00 HINS




- GAME GEAR PREVIEW

p, Probe and
Acclaim have
even managed
to get MK2 on
to the relative-
ly humble Game Gear!
Weighing in at a hefty
AMEG, Game Gear
Mortal Kombat Il con-
tains eight of the coin-
op's fighters, and pits
them against each
other against two back-
drops. Obviously, the
little handheld waos

never going o cope
with the coin-op’s 4. Shadow — one of the hidden foes.

many Fatalities and the — - -
like, but Probe have EEIZ-_-[ HI’IHL 8l —~ o
still managed to ensure 0 ' : -

that each of the charac-

ters has at least one :
death move. “‘ 2 v
The main complaints = 5
Acclaim received about ; 7
the first game on the

Game Gﬂnr was that it : I!| el l“

was a tad slow. This ; :

time, Probe have man-

aged to keep the game

as close as possible in

terms of animation, A Stopped in his tracks, Liv Kang is easy pickings.
AND ensured the fights

rip along at a fair old

wﬂm:k. Ign addition, the 4 Jax demonstrates his trusty foce pummel.
coin-op’s attract mode

and ‘Mountain Of

Warriors' has survived
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GAME GEAR PREVIEW - -

HIDE ANG SHEK

Detpite singd vemony afitations, the Gaaie Geagr canver-
siom of MKZ elso Tncudesdhe cou<ap's hiddenbightecs
wWheaever o sof fouting iLtolgwed, the playerrecaies o
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5 FEATURE
Not many people get to wander

into the world of Mortal Kombat |l

and live. Steve Merrett did, though,

as he ventured into Shepperton’s

newly-created Outworld to take a

look behind the scenes of Acclaim’s

forthcoming Mortal Il TV advert... .

I've ventured into Shao Khan's Outworld domain, you know. And |'ve run
through the living forest, shaken hands with Kitana (and lived) and been given
the thumbs up by Reptile. I've even had a go with Kitana's blade fan. No, real-
ly | have. However, rather than follow the route through qdimensicn gagte
vsed by Mileena, Johnny Coge and Co., | got there by "’
taking the train to Walton-On-Thames (the last place
you'd expect an evil deity to live), and took a cab the rest
of the way. And, to tell you the truth, as God domains go
it was a little disappointing — and my Mum would have
hod o fit ot the dust everywhere. Actually, I'm stretching
the truth a little. | did go to Walton-On-Thames, but only
to view the filming of Acclaim’s new Mortal Kombat Il TV
ad, set on a reconstruchion of Khan's Outworld den..
Shepperton’s Studio $ was the temporary location for
Outworld and the other two stoges Accloim are using In
the ad. As | sat in one of the nckety Director’s chairs
watching rough footage of Scorpion somersaulting
through the living forest it was hard to imagine that the
claustrophobic folioge
showing on the tiny mon
itor was in fact a hun- ‘
dred or so long poles %
4 nailed to a lottice formation slung from the
ceiling. Similarly, with the ‘living forest’
directly behind me, the studio also ployed
host to half @ dozen sharp-edged statues
and a section of metallic corndor within
which Kitana would be doing her stuff in
later. Likewise, sand covered the floor
which had spilled from the painted backdrop
and arid sandstone of the Outwoerld to my
left, which was host to Reptile’s emergence
trom the sand earlier. In fact, Reptile’s
rising was being ployed through in o
number ot takes on the monitor,
ond o colourful snoke was
being nudged Block Adder-
style to make it writhe
its way ocross o
tombstone bearing
the assorted fight-
ers’ nomes.

————

-




FEATURE

oAl WHAN

KAHN AND GET IT

Following the success of the original Mortal Kombat ad and the NBA Joam one of

a few months ago, Acclaim are now proposing TV advertising for all their major

titles. The job of transferring Shoo Kohn's cronies and the individual fighters into

real life fell to Acclaim’s American ad agency, RDA, and more directly Producer, Bash.,
With very litfle reference material available for each fighter, Bash and his eighty-strong
team have had their work cut out for them. ‘We've had two weeks for preparation for
this five-day shoot,’ Bash offers as the ‘living forest’ is being dismantled between
breaks, ‘during which we've had to construct prosthetic heads for the likes of Baraka,
Reptile and Khan, and cost and costume the individual fighters.’

For the ad, the team preferred to convey the ‘feel’ of MK2 as opposed to using game
shots. As such, the ad is a mixture of shots with six characters — Kitana, Sub-Zero,
Reptile, Scorpion, Baraka and Shoo Khan — making their way to the arena for the
fight ohead. During this time, we see Kitana performing impressive flying kicks to

the camera, Scorpion somersaulting through the forest and revealing his opaque

eyes, and are introduced to Khan in all his impressive glory. Similarly, Baraka is

shown within o flooded corridor, whilst Sub-Zero does what he does best and ices

up the camera. Whaot you won't see, however, is Kitana landing flat

on her backside mid-kick, Reptile body-popping in between scenes,

and the look of disappointment on my face when a Ronnie y

Corbett lockalike introduced himself as the beefy-looking P
Scorpion | had been watching o few minutes earlier — ooh, .
the wonders of television|




&5 FEATURE

FALE 10 FAGE WITH REPTILE

Despite such a short production time, the MK2 od is looking very impressive
indeed. For recreating the mutant characters, Bash enroled Bob Keen's Image
Imagination (the team behind the Hellraiser films), who slotted the od
between their preproduction duties on Hellraiser 4 and an adaptation of Clive
Barker's The Last lllusion from his Books Of Blood. In charge of the MK2

| duties, is effects supervisor, Dave Bonneywell: “The main problem we've had
with the shoot,” he starts, “was the time. Within two weeks we've hod to cast
face masks for Sub-Zero, Reptile, Scorpion and Shoo Khan, whilst putting
together prosthetic arms for Barako olong with a fully animatronic head.” Of
these, the lotter is by far the most impressive. The Baraka head is a fully mov-
able device which is worn by the actor and is controlled via remote control to
llow the effects team to open and close the mutant’s mouth and pump ooze
out from the sides. Similarly, the creature’s eyes can be made to roll and turn
which will be used for any close-up scenes

For the casting of the characters, RDA wanted a mixture of martial arts
experts and doncers so they could combine ogility with fighting moves. As
such, Scorpion and Kitana hove been drafted from o dance ogency, with
the actress donning the Kitana costume ftresh from Andrew Lloyd-
Webber’'s Cats. In addition, o short stocky guy keeps prowling the stu-
dio leasing off o series of kicks and roundhouses — and will be
pulling on the Sub-Zero outfit when his tuition duties to Kitana and
Reptile are over. However, whereas | was expecting o relatively short
day out to watch o few flying kicks performed, the actual filming is
rather dull. Kitana is left to her own devices as
smoke is pumped onto the metallic set or o caomera
realigned for a more distant view. Whilst all this 1s
going on, ond completely unlike her sprite-based
counterpart, Kitana is quiet and reserved — and try
as | might, | con never recall the coin-op Kitana
slobbing around in jogging bottoms! Whot's more,
just how many times does she have to walk along
a ten-foot-long corridor in order for the Director to
be happy? How does eleven or twelve grab you.,

}
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FEATURE

Ty

TAKE EIGHT...

The on-screen version of Kitana looks com-
pletely different from the petite girl pocing to
and fro for the cameras, and ofter a while the
Director seems happy and it's flying kick time.
Again. But not until the comeras are reposi-
tioned and more smoke has been pumped in.
Until then, we sit and watch the footage the
team have completed so far. Starting with the
aforementioned snake scuttling up the tomb-
stone, several takes of Reptile emerging from
the sand follow, as do more close-ups of his
reptilian contact lenses. Following this, it's
into the forest once more for a few more
somersaults with Scorpion, and a brilliant
Steadicom (mobile comera) sequence which
races through the forest until it literally bumps
into the imposing form of Shao Khan himself.
Tracking up his muscular body, the camera
then focuses on his glowing eyes. Five times.
Following this, Khan then raises his arms and
bellows the immortal worlds, ‘Mortal
Kombat', before cutting to a profile view of
Scorpion. All of o sudden, the yellow-masked
fighter faces the comera only to have a bun-
dle of lit rags thrust in his face. Spitting the
petrol stored in his mouth at the torch,
though, gives the perfect recreation of his
brilliant fire-breathing fatality move — and
looks absolutely stunning when the scene is
slowed down.

Three ods have been planned, running ot o
minute, thirty seconds and a fiteen-second
teaser. However, due to the nature of the
gome’s content, it seems unlikely that Khan
and his mates will be aired before 9pml
However, from what | have seen, it is quite
easily going to be for better thon anything the
Gold Blend couple or the people behind
Magnadoodle could ever hope for. However,
as | watch Kitana strut along the same plat-
form over and over again, I'm starting to get
a little bored. The 'living forest’ is now lying
in a pile of harmless-looking poles, and
Reptile is amusing himself by contorting his
body into unnatural shapes. All of a sudden,
though, things get exciting. Kitana performs o
stunning kick but loses her footing on the wet
tloor and lands smack on her backside.
Everybody winces whilst hiding a few smirks,
and now seems like an opportune time to go.
The televised ods may not have Kitana's new
bum-bounce fatality in them, but they're
going to be well worth keeping an eye out for
in September..
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MORTAL KOMBAT I, its characters and artwork are trademarks and licensed from Midway (R) Manufacturing
Company. Copyright 1993 All Rights Reserved — used by permission.



