SUPER

A Mega blast action in

However, an unknown galactic
power has made a delermined bid
for conques! of Earth, destroying all
but one of the Space Fleel's
Megatorce crafi. In this game, you
ara casi as the lasi remaining pilot,
seeking to defend Earth by
desiroying the invasion
mathership. This perilous journey
takes you into the depths of space,
from where only the toughest pilots
redurn alive,

Super Aleste is one of the few
varkcally scrolling shool ‘em ups
on the SNES. Your crafi traverses
Ihe screen in its entirety, uilnwlnn
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confraonts evil alien
mdchancids,

Thera ar bwalve stages to blast
your way through. Cartain stages
ofler a departura from the standard
up the screen action, with the boss
following your ship around from the
beginning and requiring hits 1o
many different areas before biting
the dust. If all this sounds a bit
much for you, there is also a shori
game configuration for gunners
with no time 1o spare! You begin
iha garm with threa ives, and
once all these are lost it's game
over. Howewvar, there are unlimited
continues for thosa who think the

challenge is beyond them.

The Megabeam is a very polent
laser which bolis on o your single
barrel cannan. However, il neads
powering up for a lew seconds
belore its full fury is unleashed.
The megabeam is good against
bosses, bul not much good whera

\ rapid fire is needed.

The Megalorce weapons sysiem has eight
configurations, each being activated by collecting the
appropriate icon. Each weapon can also be swapped
between individual directional configurations, usually
fore, rear and homing fire. These weapons are
powered up to @ maomum of six levels, and this
power level remains the same even if you change
weapons, bul resels as soon as you lose a lile.
Weapon icons are coded by number and are colected
by shooling pod-carrying enemy ships, and are
poweared up through collecting red or green icons.
Green icons have an additional use - if they are shota
number of times, they tum inlo Mega Smarts, which
explode on contact, desiroying all the enemies an .
screan. Learning which weapons are best for certain
situations is essential for survival,

CLAYMORE

BOMBS

The Claymore bomb upgrade
launches large projecties lo the
front of the ship. Once these
bombs come inlo contact with an
enemy, they release deadly
shrapnel 1o their rear, disposing ol
any other haplass meanies in their
i pi'lh-
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"MISSILES <

The homing missiles are one of
the better armamenis in your
arsenal, Although the rockets
aren’l as poweriul as a laser, hey
are indispansable in siuatons
whera there is little room o
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CIRCULAR

The circular weapon surrounds the =l
ship with indestruclible sphares -
which rolate, acting as bath
weapon and partial shiald. The
higher the power level, the mare
spheres al your command, This
pod is good delensively, but poor

\ for attacking.
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G WITH YOUR WEAPO

SUPER

These gem-like smarl bombs drift
down the screen awaiting
collection. Once grabbed, they
remain in your arseénal aithar until
they are used or uniil you lose a
lite. Super Bombs are besi saved
up 1o use againsl the end-ol-level
guardians.

This is easdy the worst weapon of
the bunch. A blue bomb is fired in
whichever direclion your ship is
moving. This means to aim to the
fore. your ship must be travalling
up the screen! Not surprisingly,
this can lead ta a few crashes,

& The drone weapon can be very useful in tight
situations like this, bul the aptimum formaltion,
should ba locked on.

Drones move in the wake of your
ship and let loose with thair
cannons. Although their fire is not
particularly powerful ihe good
coverage ¥l provides makes up for
this. Drones can also be locked in
pasitiaon should you so wish

R

A vary high-power weapon which
suffers from being a litile slow and
having a narrow spread, The
special rebound configuration is
devasiating if used in the right
places.

.

The multli is a high-power variation
of your standard cannon, The
higher the level of multi-fire, the
widar the spread pattern and the
greater desiructive capabilities of
the projecties il spews lorth,
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Plenty nfdmnmmnrm:u in this shot, but it &
those little ships aren't shot soon they il

Super Alesie is one of the mosl
exciting shool 'em ups I've seen in
a long time. The graphics ara
superh. lrom the excellent sprites
and colourful, detailed
A Blasi aliens over weird 4 , backgrounds right thraugh o the
landscapes In space, = 3 * many special ellects, such as the
} warping boss who stretches and
TH E IMPORT : - distoris his merry way around the
gcreen. The sound compliments

ALIAS things perfectly, with some greatl

- ] tunes and booming effects. The
The game we've reviewed hera is mixiuwre af full-on blasting and simullaneously
Eupe-r Aleste. available now from g the manifald traps and barriers placed in
your favourite importer. We gol our th keeps the action al a manic level, and
copy from ACE Consoles (071 383 -
0480). However, the gama s
planned for an official release and
has a derent name, Space
Megalorce. No release dale has
been setlled upon as yal

COMMENT

BY: TOHO :
PRICE: £39.99

RELEASE DATE: OUT NOW
GAME DIFFICULTY: HARD
LIVES: 3
CONTINUES: INFINITE
SKILL LEVELS: 5
RESPONSIVENESS: TOPPER

& d &ven the
¢ level is guite a challenge. I il's apocalyplic
japes you're alter, Super Aleste is for you

if you'd asked me this morning

what my lavourite up-the-screen \
; : m, I . - .
E;T;Tn;:;i!; aﬁnlznﬁ.r;;'nn th: PC . o s : Oplions a!}rcr'llj.-' and superb ifi-gamea i
Engine. Now that's changed ‘cos M s e presentation. ]
I've played Super Aleste - the : '
fasiesl. loudes!. best looking. most EH“PHIBS az.;‘“ -
maniacal blastathon yel seen! It's g i _ : .
mayhem from the word go. with S Detailed and colourful sprites, varied
hyper destructive weapons, loads : = o backgrﬂurrda_ good animation, lop rofch |
ol allens and installations to shaol R—— scrolling and & host of grﬂpﬂf{'ﬂ‘r effecls.
JU LIAM.mmhmrcnnpn nent molecules, B, " ! I|
ois of incredibie special graphical effects and "

g o sound that' il shake the china shirg horse
oMl vour mantlepiece! It s tough too! Easy'll keep
You occupied lor & |'J|:1:|| or 50, bul crank il up 1o 1h
: fting and you're presenied with one of the
t rock hard challenges |'ve s&en in a shool
p! I you're 8 serious Blastaholic, this s 1thig

Suitably heavy effects accompany the
| destruction, as well ag some high quality
fungs.

Fast and slick, Super Aleste is manageably
ultra-responsive with pin-point collision
collision

setlings provide a formidable challenge for
anyone.

Although there are plenty of
power-ups revealed by shoating
aligns, some of the besl ones are
actually concealed in ihe scanery.
Destraying the nght bits of the
background, and soma of the
scenery-typé hazards which face
you may yiald gither a power-up
o, in especially beneficial cases,
smari bombs!

Whilst not overly original, Super Alesle
is great fun and deserving of a place in
your carfridge collection.




