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laying Marbles used 1o just inveive hitting some

other marbies out of a chalk circle in the
playground. However, those enlerprising folks at Alan
iook the marbles and made them battke it out in an all
of nothing race Sel across vaned isomelnc ap
gcroling landscapes.

The object of each race is simply 10 reach the
GOAL! flag posilioned al the end of the course. Bul
belore you can gel there, it's your job to negobale a
number of cunning traps positoned by the Marble
Madness authorities. Each level has ils own hazards
lo overcome, and there are also the likes of mutani
black marbles and moving acid pools trying (o slop
your altemps.

Controlling the marble is perhaps the stflest
chalienge. The orb-like object responds reakistically to
the landscape and owing 1o the inchned surfaces,
iends to roll aboul a bit, Later levels also boas
massive ramps that your marble usés 1o periorm nifty
JUImpsS.

Sounds like a bit of a challenge, huh? Lel's putil
thie way - Marble Madness is the ullimate test of your
bal controlling abilibes!

‘alis!

A Enter the lubes in order fo progress!

Atari’'s Marble Madness coin-op wenl down a storm

mn BALLS AHE with arcadesiers wihen it released in 1984, Jusi ke

BETTER THAN ONE ' | this conversion, the game fealures simullaneous

To add thal racy leeling, MB Games have included the - two-player acbon. Each player has their own trackball

arcm ﬂ-ﬂlﬂl"l ll'l'lli.ﬂlmt'ﬂus hllf.'l-|:||a'|'E|' mode Tha weith wehich e eanirol thelr marble This Mintendo
sovasion (courtesy of Rare) leatures all of the

gameplay is not signiicanily altered. bul extra ponis

are on oHer lof the player who gets 10 the finishing line : ;
first! ' - -~
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A Check out the intermediale Race!
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S e s S Wl Plenty of enemy sprites are oul to crush your poor
Yot % e Ml marble. Each level has ils own unique enemies, and in
Ll - W amongst them you'll find massive vacuum cleaners
thal iry 1o suck up your ball, mallets and all manner ol
fatiening equipment, along with strange cup-hke
aliens thal attempl to swallow up your marble in one
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Marble Madness is certainly 8
clagsic game concepl, and il's
good lo soe it resurfacing on the
Minlendo. The graphics and sound
] = - are both authentic to the original
! arcade machine, and the playabilily
is a5 good as ever it was. IU's the
best version of the game |"ve aver
played, knocking spols off the
Amiga version in the playability
H I C H department. The only slight

problam is the lack of levels. Six
isn’t really thal much, and | went through four on
my first attempt. What Marble Madness doas have
in its favour howewver, is the fact that it's so
enjoyable 1o play. even when you complele il, you
slill eome back lar mora, simply because it's such
a good laugh to play. Check out the game in your
local shop, and no doubt Marble Madness will
soon win you over,
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The marble finishes off level one and gets 1000 points!
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Cilose lo the arcade game in terms of
presentation. In other words, prelly average

Ilzsomeiric 30 backdrops of superh guality
along with decent sprites, perfectiy
converfed from the coin-0p.

|

Again, jusi ke the coin-op with good tunes
and average effects.
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I went bonkers over Marble
Madness when it first came oul in Easy to gel inlo and highly agdictive from

BALL-BOOSTINGLY Sttt ol | ik

superb conversion, with all - and |

: maan all- of the original machine's -
LY features, graphics and sounds. The Only six levels, bul the great gameplay and

The marble you control is capable IR\, gameplay Is replicated perfecily, iwo-player action are encugh to keep you
ol acceleraling al a much faster | and all the little tricks and moves coming back for more,
spead simply by holding down the : B/ hat work in the coin-op work here!
control pad's A bution. Allthough N The only questionable aspect is its
contrallng the marble at speed 15 a lasting appeal - it only has six
L R I Ll e levels, and it's not that difficull to complete them _
i BB Howaever, even lhough | finished il, | constantly -
B AR R oviv ockton t couaimrovery | || Aspoton comersir on oxcalent
for making some of the large gcore. And the two-player mode is always a laugh! coin-op that fea et q il
" So unless you've lost all your marbles, check oul sound and mega-addictive gamepiay'

jumps needed (o complele some
ol the later levels succassiully. Marble Madness.
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