il

raunifad - humah!

This generally involves lraversing seven eighl-way
scrolling lovels, coping with all manner of evil
creatures inlent on depriving you of your lile.
Howevar, Arthur is well-endowed in the offence
depariment and is capable of firing plenty of magic
weapons al the evil ones. He staris the game with an
infinile supply of magic lances, bul plenty of dilerent
psck-up items are available for use during the game.
Thi heroic knight also wears special protective
armaur which shatters afier contact with an enamy
(leaving him running around in his I:H:I:ETs'i
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Waell, averyone
knew this was
going to be the
hlg ane, and

Ghosts is
another fine

brilliance. First

H ICH of all, lel's start
by saying thal the graphics are
truly exceplional, Capcom have
even bettered UN Squadron in
the brilliant backdrop stakes by
producing some totally terrific
visuals. | dely you not to be
impressed by the ice level,
where tons of snow falls over
and behind the parallax
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ur Arihur is in frouble again! There he was, jusi

Erl]uwn-g the company” of his gorgegus, poubing
shapely. curvaceous royal girlinend when all of a
sudden a demon from the foul reaches of hell swoops
down and abducls her! Arthur iS5 0bvously a tad
annoyed. After all, this is the third lime a similar
siluation has occurred (firstly in he coin-op Ghosts o
Gobling and secondly in the follow-up Ghouls 'n
Ghosts). Once again, only a daring quest through
enemy berritory will result in ihe fairy ale couple being

COMMENT
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scrolling backgrounds! The
tower level too, where Arthur
runs around a rotating tower is
another fine example of
exceptional graphics. The
sound's awesome loo with a
kind ol orchestral remix of the
original Ghouls 'n’ Ghosls
theme. Capcom have also
supplied us with a game that's
high in the lastability stakes too.
Even compleling the first couple
of levels takes some effort, and
once you ve batiled your way o
the end of the game there's a
VERY nasty surprise waiting for
you! Capcom are cartainly
producing the goods as far as
Super Famicom games are
concerned - Super Ghouls 'n’
Ghosts is an essential purchasel

Messing about on the river turns deadly...
Sir Arthur finds all sorls of larga,
powaerful weapons dotied around
the Super Ghouls 'n” Ghosts
landscape. Lances and daggears
are standard fare. Later on in the
game there's the likes of deadly
meat cleavers and scythes to help
you cul a swathe through the
opposition. Keep well away from
the “napalm” flame brand and the
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Three different suils of armour ane available in Super
Ghouls 'n” Ghosts. The bog-standard suil of armour
has only shielding properties. but there are wo others
that boast your oftensive capabilities,

it
i.l_

Lovely backdropa, huh? Terrifying boss, #h?
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This has all the powers of the
grean ammour, bul also has its own powar-up waapon
budt-in

L

Don the grean armour and watch
your afansive weapon double in powar, gaining
myslical laser-like qualities!

The crossbow in action! |
This graen goblin-type Is quile nasiy!

"

aaw T T J".J-l

fiying magsc knives. Both weapons
aré the most useless piles ol losh
known to man|
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| was knocked out by this when |
saw It in the States back in June -

The programmers have utilised
many of the Super Famicom's
special features to produce some
of the most stunning graphical

the erupting ground, the sea

JULIAN S e

graphics themselves are stupendous! Gorgeous
multi-layer parallax-scrolling backdrops,
brillantly-animated sprites and axcellent
end-of-level baddies makes this a feast for the
eyeballs. It's an aural treat too, with a series of

speaker-rending orchestral pieces that add to the
atmosphera. On the playability side, this is tough.
Obviously not on easy level, which takes a day or

g0 to crack, but on the harder levels where the
going Is difficult enough 1o challenge aven the

maost skillful of Ghouls 'n’ Ghosts experis! For the

second time in as many months, Capcom have
come up with a blisteringly hot Super Famicom
game thal you just have to buy!

FAMICOM

in its finished form it's aven batter!

effects yet seen in a console game.
The sinking ship, the snow-storm,

HAZARDSAHOY!

The seven levels' woarth nl ferror
are made all the more horritying by
the sheer amount of hazards in
your way. Level ona may Iook
pretly simple, bul it's nol. When ha
gets to the middle of the level,
Arthur has 1o deal with massive
tidal waves that literally wash tha
scanary away! Things don'l gel
any easier, gither. Laval wo sees
Arthur aboard a Marie Celeste-like
ghost ship, which starts to sink as
s0on as our hero clambers aboard!
Can you keep the knight above
water ANMD deal with the masses
of ghosts oul 1o spook Arhur's
monkay ass?

THANKS TO...

Thanks 1o Advanced Consple

Enleriammant lor supphfing us
wilh a review copy of this gama I
yvou wani more information aboul
the game, call them on 071 383
0480

Arihur's power-up polental is
greally increased through the use
of special exira items. These are
either carried about in pots by tha
undead or hidden inside the chesis
that are occasionally exhumed
from the bowels of the earth, But
beware, bacause someaehimes
booby power-ups (like the useless
napalm fire weapon) are found
within. Other chest-related booby
traps include the appearance of a
wizard who fires shape-changing
magic bolts at you! Catch ang ol
these and you're fransformed for a
shart period of time info either a
delenseless woman or a tiny baby!

Plenty of options ta tweak the gamaplay and
a lengthy infro seéguence.

Some of the greatest backdrops and sprites
yet seen in a Super Famicom game, and it
doasn | siow down much EJ”‘FH‘J".

¥You Il be thinking that they 've crammed in a
whole orchesira into your Famicom!

Amazing gamepilay that'll have you addicted
within nanoa-seconas!

Seven levels lo complele, and plenty of
difficulty levels lo susiain interest.

OVERALL 34"

Another utterly amazing Capcom Super
Famicom coin-op conversion!
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