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C o 'y’ sickly and exira hot! The lorme Murns the Kidinto a weion of
[ loveliness, complete with long. culigeyelashes, allowingghim 10

" literally kill his enemies with kinde : by blowing lovehedls at

. them. The sacond allows him Lo higgally Dlow his 1op ang
" charge right through the minions afBonk, giving them

;I-Lan:.a_nl retaliation until the chilli " pars off,

2
W &

The first PC Kid game was

o i ' . . i . Pl b iy
T \ an absolute joy, both to look
FLOWER

S p : ) - at and play. So it comes as
. ’PW T ik - no real surprise to find that
S -:ui'r-u-'l-— i‘!’{ o y programmers Hudsonsoft

D.: picking the fiowers si l § w

i
atad soound and Giout PCE have hung on to the basic

i ; s Wonderboy/Marioesque
i":ld 5 'ﬁ'uﬂ'd. .ﬂ'l." haro 15 in- I l'l'.‘l-l'l"i'll.ltl 'Hhi-:h made ?h.t
stantly whisked off o ona ¢ x k;- ;u title such a HIT! and added
levels of U ..-..n}s. = .éf#d exira features around it

31 1 such as new baddies, secret rooms and bonus levels.
What we end up with is a cart which not only is a darn
sight larger than the original, but infinitely more en-
joyable inthe playability stakes. PC Kid is as agile as ever,
being able to jump, headbutt and even land flat on his

: bonce from a great height! All these actions, and those

L Slage in QUESTRN. 4 of the multitude of monsters to be tackled, are picked out

y Atthe end of the : | in beautifully animated, almost cartoon-like quality -
when the Kid is underwater, for example, and comes
across a fishing Eggosaurus, he jumps out of the water,
gals the fish and the line along with it! The sonic treats
are as maniacal as before, mixing old tunes and effects
from the original game with some greal new ones and
combining with the great graphics and superb playability
to create one of the best PC Engine games ol all time.
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Looks can be very deceiv-

ing, and at first glance this

appears forallthe world like

a8 bog-standard cutesie plat-

form game. In fact, it's a lot,

lot more. PC Kid is a huge

bundie of laffs from begin-

ning to end, combining

some well wicked gameplay

: - . with touches of humour

| guaranteed to keep you coming back for more. The play

area is vasl, which means you'll stay superglued to the

joypad for hours on end until you think you've discovered
everything - only to find a whole new region chock-a- \'41".—

block full of thrills 'n’ spills to conquer. You'll need to

keep your wits about you too: our Kid has to conlend with

a huge variety of obstacles and enemies - and those

critters just keep on coming. PC Kid 2 is one of those

games you'll quickly grow to love, and this bald little tyke

even manages lo give Mario a run for his money. For good

honest Engine-owning gameplay freaks, this is a dream

come true. The rest of you will just have to sit there and

ponder over all the goodies you're missing because you

don’t have a PC Engine - and PC Kid Il is another on the

list. It's terrific!

Thanks to Console Concepls "j
(0782 T12753) for the gama-
B card loaned for this r

Kid grabs the lift to the darkened depthsof =0




