he Eanh Elemental Emparor Gralkor the Cruel (o

Grally-babés 1o his mares, ol which he has few).s
a bit miffed. Those pesky-humans, eves, gnomes and
dwarves have covered the lands with thes 1owns and
tarms.and they jusl won't go away, Howaever, the
smelly marlals have lost the Drb ol Power.and the
Talons thal hold il Without the Orb o pratect them,
the populalionis a1 Gralltr's mercy, 50 somagne has
lo gel-oul'there ang find it!

Might and Magic: Gates To Another Warkdis'a
lantasy Toesplaying game sét inaimystical land. The
lask is Ip lead 3 partywl brave advealurers itough

the cities, dungeons and wildernessesion their.guest - -
cweemonworaon e rione (rates To Another World
1o the party's.arsenal, and ighlers have the muscie - T 3 = : + :
nacessary 10 baal up mongters, Thieves pick locks,

delect and remove raps and ganarally aghin a

halphully sn@aky mannar ” # ‘. ' ’
The lacations are viewed through & 30D window in *

the display and when monsters are afound, ihey re )

shown hare, Killing lhese crealures ghves the party

expenence and the chance 10 gather booly. which

allows them to buy.goods in the shops and laverns of

therelim. Eventually the gues! leads to the Ofb itsell,

but along the way the pary laces monsiers, disease.

and @ hos! of olher repulsive lates. Tha currgnt game

can bé saved lo ballery-backed RAM s that the
adventure Can b continuad a8l a later date.

e e R e 8

A “Theamithy's. Gol yOUr weapons here.

COMMENT

What puts me off most APGs is the
long-winded combat-by-rounds
system which | find boring, and
unfortunately that's the system
used in Might and Magic. My first
battie was against two orcs and it
teok about five minutes of
command selection to defeat them
- five minutes of
not-much-excitemant, I'm afrald.
Making the game a little more
intarasting is the wide variety of
monsters, though some of them rather unlikely -
how about being attacked by a ravenous gang of
wilch's cats, or a couple of small dinosaurs who
were wandering the city streets. The game has a
lot of depth and there's wide scope for characler
development but anyone who isn’l already a keen
role-player won't appreciate it, and may well find
the lack of action and atmosphere make Might and
Magic a real drag.




| expected this to be somewhat
disappointing but | was surprised
to find that it's actually a lot better
. than Faery Tale Adveniure. The
& = - ' graphics are a lithe basic bul this
_ - . . sort of game needs playability
- . 1? ' rather than cosmetic touches - a
- lesson that FTA should have

o considered! The game is
- absolutely enormous, and the
- combat is sutficiently tough to
- - keep you happy. Be careful of
. wandering about at night! Overall, this is one of
- the best RPGs to appear on the Megadrive so far.
ik Wailchoul for niu.sp”‘”ng Trr nat 1o have a heart attack over thl pl'iﬁ.‘

BY: EA
wontymacic | PRICE: £49.99

Tha spall-casiers star-off with 3]
weedy migiadiince Mgy begle GAME DIFFICULTY: MEDIUM
i0°climb _in levels thay. have access I-lﬂ: -i"l
1o pawerful apefis, A firsl leval m .:fl

chasacher only uses lirst level SKILL LEVELS: N/A

magic bul'once he's peachsd the
sevenih leval of axperience e can
casiug o foudtihigvel spalls
Clericgadvanceithasame wiy,
and high-levelachers and
palading gel [bicy spells as wall
However kaeping these frail
people alive long enough 5 a
sarousproblem!

sivme Deasis!

A Even the plants arenf plégsed (0'sa@ you!

The basic but informative intros set (he siyle
for the rest of the game.

Hardly elaborate, but the monster graphics
are good, and the different displays give the
player all the information he needs.

63%

There's no way anyone could play this game
for hours listening to the insipid tune, but

thankfully it can be turned off,

M&MZ is instantly playable and the
old-fashioned combat, though long-winded,
isn’t too difficult to get to grips with.

hig will take a LONG time o complete, bul
ongidering the price it ought fo!

Wealthy RPG fans should enjoy this, but
baginnere may not be quite ee taken
with Might and Magic.



