.2 CAR CHOICE
MALARKEY

Rather than lumbaering you with
just ona car, Test Drive 2 gives
you a choice of three top cars; the

hen it's a sunny day, mosl people think of
having a picnic of gaing oul for a day al the
seaside. Nol 50 you, who would much prefer to see
how fast you can drive your expensive sports car. The Ferrari F40, a four wheel-drive
Wn.mﬂﬂdﬂmﬁwmﬂ . — Porsche 858 or a Lamborghini
Ihm-h mﬂh‘hﬂu}“ s ; Diablo. To help you make up your
you er driver race full tilt mind each car has its own

along public roads attempting to be the first past ' information screen which details ab
mTﬂ e Eﬂ:::pﬁm. o its vital slatistics such as

updaled conversion : accalaration, braking times and so
mmmmw.ﬂla = | Oon. Aher you've chosen your
driving Simulalor (now a surprise], viewed from S | vahicle, you're given the choice of
the driver's seat with you, the player, flogging the car which of the other two cars you
unﬁ:ﬂ:mmmummmﬂm wish lo race againsi.
of the Year.
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Test Drive 2 i
X incorporales -

5] ﬂ some new and

kL . neal ideas, :
| «  which along with
™ the smart
%‘ ., preseniation
= - should have
hl’,’ made it a winner.
- " Sadly, this is as
far as Thie Duel's
HAD good points go.
Faor starlers, the collision
detection is ridiculous - you
musi have the widesi car ever
built. Even if you think you've
only jus! scraped your wing
mirror you can expect 1o see the
windscreen shatter signalling
the loss of a lite, The controls
are also wildly over-responsive,
resulling in much crashing and
general neediess doom. The
in-game sprites are poorly
drawn, the backgrounds are
bland and the 3D update is
some of the worst I've ever seen
on the Megadrive. The sound is
ol a similarly low quality with an
ever present graling engine
drone and a couple of lunes
obviously blagged from Qulrun
to assaull your eardrums. If it's
racing thrills you're after, Super
Monaco GP or Road Rash are
still the ones lo go for,
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g ;,, CAFI DIAC ARREST

e

In order (o juslify their salaries, highway police olten |
feel they must slop and arrest so-called “reckless Wy
drivers” such as yoursell. Obviously, il this |
happens the chances of you passing your rival are p
right up the spout. So, il you see flashing biue and red bt
lights im your mirnor, or even worse, heading siraight |
for you at a greal rate of knots, it's best 1o drive with |

much haste. Luckily, the police cars are comparatively
slow and i's easy 1o outrun them (o lure them off tha

edge of a mountain if you're particularly skillful).

drivié pasi these of you run out of
petrol way before the end of the
next stage. The petrol station is
also the place to check on your
game slals. Your average speed,
lop speed achieved, number of
lives left, time taken for the stage
and whether or not you are beating
your rival are just a few ol the
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BY: BALLISTIC
PRICE: £39.99

RELEASE DATE: MAY
GAME DIFFICULTY: EASY

LIVES: 4
CONTINUES: 0
SKILL LEVELS: 3
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RESPONSIVENESS: HYPER
The thought of

\ driving three of
JP  theworld's :
hotlest cars o aLe

their limits on y
public highways

' certainly had me |
kﬂ working mysell |5 |
'“1. up into a frenzy i'l.

ol anticipation, J
but sadly the end ﬁ - ~— Lots of nice intro screens, plenty of options

— JuLl AN"W" G and stacks of stats, but the in-game
anti-climax on a grand scale. it P8 ..- el (9 ¥ presentation is poor.

soems fun at first, but there are | "] )
two big Nlaws which eventually
spoil the game - the dodgy
collision delection and the awlul
graphics. You crash inlo things

The presentation screens for each car and
when they're miles in front
leaving you wilth the distinel

the car inleriors are greal.
impression lhal the bennal on

each car is about thirty feel The lunes are thin and ready and the effecta
long. The same crash problems . : don't inspire almosphare.

occur when you're nipping in v IL

and out of trallic - you're judged
io have side-swiped a car when —— :

it seems like you've given it ; The game objective is straightforward, but |
plenty of berth. On the graphics ] tive dodgy collision detection and m:{c of

side the presentation screens challenge make this stall on the starting grid.

are nicely drawn and the car us.l“ ILITY “‘h

inleriors are good, bul the
It's not very hard, the action isn't very

oncoming cars are laughably
badly drawn, the backgrounds | addictive and it doesn’t take fong before its

are simple and bland and, the : x p
i Bvar road, ht have noticed appeal wears off.,
TIPSR 1 you've ever been on & road, you mig

thal people lend to drive in the opposite direction on
lh“,: [: ':p;d“l: : . J:'::: '.',“’ ; the other side of it. This is something the u
Eu. p; " ?;‘:' h-" lh i programmers of Test Drive 2 have taken info account
rive £ cou ave Deen a Il'ﬂ ‘m - "'H ﬂ-ﬂ.l'l'lﬂ. Sm ?Eﬂ..l wish 1o

stunner, but sadly it falls far o
short ol its considerable mr:: :;'::IEE m;:r:!: ;?:r::m:"n gin A potentially superb product ruined b].-r
potential. If it's high-speed the opposite direction or it could be high speed impact poor collision detection, naff Qrﬂﬂhics
thrills and spills you're after, ahoy! Four crashes and it's game over, so always and a severe lack of long-term challenge
check out Road FRash. remember your Highway Code. :
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