h nol! & series of disasiers havs batalien a space
exploration colony and in a bizarre twist of
inaxplicable fate, the robots have lurned against their
masters and now rul@ the colony - impRsonmg any
humans they find

The Earth authorities are more than a bil annoyed
lo say the leasl. Previous attempls o hiberale (he
colony have ended in failure - the robotic defences are
just too strong for even the most highly irained men.
For a situation this dangerous, a superharo is required
- & superhuman being like Low-G Man for instance
He may not have superhuman strength, bul Low-G
Man makes a8 mockery of Newton's laws of physics by
being able o jump massive heights and land sofly, F- B
rather than being transformed rather violently into an
gmbarrassing red mess. He's also rained in the use
of super-eflective military hardwara - just the tickel for
blasting the seven shades oul of those mad robolic

'COMMENT

Low-G Man looked like rather a
pathatic effort when | first loaded It
up into our trusty NES. The sound
is rather grating and the graphics
look pretty gaudy. This lsn't made
any beiter owing to the |erky
scrolling. But for some strange
reason | found the low-gravity
action really enthralling. | think it's
perhaps because the game's
difficulty level is sal at just the
right level. It took me about three
quarters of an houwr to get onlo the second level,
but the time spent wasn'l frusiraling at all. It's also
& good laugh trying oul all of the difterant
weapons and purloining the armoured transporis
from the robols. Low-G Man isn't an essential buy,
but if you've got the cash spare, give it a whirll

scum|

SWITCHING
WEAPONS

: — — == Pressing START on the joypad
/ - ; N A R brings up the extra weapons select
L b, Regen b @ 2 screen. Provided you've stocked
M rx: oy W . — up on 1he appropriate weapons
! i 3 - e ; cons. it's possible to select any of
LEvEL AHCH.TECTUHE thesea weapons al any time lor usa
et againsi the robol menace. Deadly
Each level is made up three sub-levels The first two ' - o DUAMAEnGH, BORbS ari rsues
are expansive eighl-way scrolling landscapes with a : ¥ SR SN PRI IS N
mini-guardian at the end of each, who are just waiting o Bt - available for slapping those
for some low-gravity japery. The third sub-level pits. 1 A SMEDgN: TN abe. Y eor
the almost weightless wonder against a truly massive Bl 4 - N Spie E"'f“’-“’ hardware is also IJ”‘-"‘
: LRt . : - i = the tickei for damaging some @

guarcians
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A SPIKE UP THE
BOTTOM

Low-G Man’s usual form of taking oul rebotic scum
imvolves stunning them first with his massive zap gun
AMer this, Low-G's next priory is to jump alop the
disabled robol and pierce it with his massve spike
After a couple of well-placed prods, the robol
explodes, possibly releasing a bonus icon - hurrah!

Wl el il Bl il ke
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COMMENT

Although Low-G
Man fails to
dellver anything
decent in the
graphics and
sound stakes,
it's surprisingly
addictive and
kept me playing
far longer than |
had anticipated
J ULIAH (and now I've got
to work late to finish this review
= boo!). The action Is fast and
furious, and there's plenty of
challenge, particularly when you
start to take on the giant-sized
end-of-level baddies! If you're
after an enjoyable arcade-style

' game that'll keep you going for
a gund few weeks, check this

'
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Blasting soma of the robols causes a lasty icon fo
appear to boost Low-G Man's abilities. These range
from extra energy for Low-G Man's power bar to
power-ups for his zap gun. Also, look out for the
purpie liquid potions. Collect one of these and Low-G
Man's gravity-detying powers are boosied stil further,
enabling our hero 1o jJump even higher and further!
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THE LDMH GRAVITY AN

STHRHET

BY: TAXAN
PRICE: £TBA

RELEASE DATE: TBA
GAME DIFFICULTY: MEDIUM
LIVES: 3

/5
PRESENTATION ¢ I

A very strange story kicks off the action and
there are two skill levels and a password

feature.
1 k 1
PHILS Ml
Pretty badly drawn on the whole, with gaudy
colour schemes thrown in for good measure.

Tunes thal grate after a few minutes’ play
and sparse effects.

The game is immediately addictive, with a
well-judged difficulty level to keep you
playing.

Loads of levels fo conguer and getting to the
later ones is really trying.

A graphical travesty, but Low-G Man
delivers in the playabiiity department
{ﬂd offers plenty of thrills 'n’ spills.




