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| you were gne of thase people who thought the

Turtles had disappeared simply because they were
unfashionable and nobody liked them anymong, harne
iz final proof of your mistakery. In fact, the four
amphibian assassing have been on a msadveniung
infough ime and Space and have only just returned o
present day Earth. Of course such popular characisrs
would never just duck oul of the limelight deliberately,
and responsibility for their absence resis solely on the
shoulders of the nelarious Shredder, Tha spiky
armourad one (remamber him®), in an obvious fit of
jealousy banished the team 1o the Prehistoric Era. The
only way our heroes can escape is by finding and
defeating the epitome of avil for thal ime penod
Should they do this they are warped a little closer 1o
their home time. Maturally, all the green-skinned
wonders' Minga prowess s pul io the tast in this
horizontally scrolling beal "em up, but with furtle powe=
on their side, how can thay fail?
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Do Krang's antics mean turtle soup for lea?!
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Fight for truth,
justice, and haif-
shells. 1
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if ine standard beal ‘'em up format loses its appeal for ¥ f ; |
you at any lima, TMNT IV has anofher two modas of e e .
play to rekindle your interest. The first, Time Triaks,

pits a single player not anly againsl tha might of tha

Fool clan bui also against the clock, Screens from

each level are played oul in turm, with The object baing

i complete the level in record lime. The second

alternative mode plays two human-controlled furtles

against each other in a sewer duel refereed by

Sphinter! The turtle who wins the best out of three here

s proclamed wiclonous.
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Although everyone knows the four turiles ans
inseparable, poypad par restrictions mean thal only
two turtles can verure out al a time on the SNES.
Shill, all four lurtles are there for selection 50 you need
never be withoul your fave amphibian (unless a
second player has already selecied him). The moves
for the furiles are all fairly similar, comprising of
regular altacks, throws, leaping kicks and “floating®
attacks, where the leaping descent af the lurlle is
slowed whilsl they perform a powerful atlack. Each
membear of the group also has their own spacial move
which varies from a leaping laral with tha Nunchalu
o a comparatively nommal jumpng snap kick, By tar
the most impressive move however is one which
causes your turtle 1o grab his opponent and fling him
seamingly oul of the screan, trealing you 1o a viaw of
the hapless Fool soldier flying in the direction of the
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& The Turties

teach an alien
how o surf,
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TMNT IV can be viewed in two colour modes, Carloon
and Comic. Carloon mode sees the warld of the
mmuuawnnmmmﬂawiﬂhnwﬂ.nlhﬁgm
and airy carnoon, The second mode uses the more
sombre paletie of the onginal comics, with sironger
ahadlngmdamwmnmhhamﬂaﬂ.

COMMENT

ROB

that it's damn good. What would
be classed as a regular beat "em

Thank God then

up has some dazzling fealures.

Immediately noticeable is the TMNT IV is one of the most
standard of the graphics which impressive looking games on the
capture the spirit of the cartoon SNES yet. The detail and animation

perfectly. So does the
animation, empala; .oy some
incredible etfects. including

on the sprites plus the amount of
attention put into the backgrounds
is stunning. What's more, the

highly entertaining moments SNES manages to animate tons of
when enemies are thrown sprites al a time with no signs of
beyond the screen. The action is slowdown. TMNT is also packed
delirlously fast, and moves both full of humourous details and
across and up the screen, and touches that make even being
there are no end of enemy HAD severely beaten up enjoyable (it
sprites attacking from all you like that sori of thing). On the gameplay front,
directions. And before SNES the programmers have thankfully only loosely

owners start worrying about the
possibility of slowdown, | can
say that | didn’t notice any. |
also liked the inclusion of the
time trial and one on one
options which give TMNT a bit
more depth. At the same time
though I'd agree with Rad that
because the beat ‘em up action
is much the same all the way
through, things can get a bil
routine even in two-player

based the game on the dismal coin-op of the same
name and have utterly revamped the gameplay,
making il a proper laugh, especially in two-player
mode. However, there are some clouds looming
over the daintily coloured horizon that is TMNT IV.
The main problem is that it's all pretty much the
same all the way through, so once you gel about
three quarters of the way through the game your
attention starts 10 wander. The other problem is
that it's easy, and experienced players should beat
it after a couple of days. However, the two bonus
games combat the problem of tedium slightly. If

maode. Bul this aside, TMNT you're likely 10 have a second player around all
makes one of the best beat em”  the time and fancy some groovy beal ‘'em up

ups around. Just don't expect thrills, this is definitely a title 1o seek oul. Sadly,
me to shout "Cowabunga® Ok?  lonesome players should think aboul renting it for

Aaaagggh! | just did! a weekend belore purchasing TMNT.

crocodile lears,
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T 4. BLANER- +Time TRIAL
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BY: KONAMI
PRICE: £339.93

oads of options, intros and inlermissions (o
Fup you interested when you re not actually
daing anything.

Perfectly delailed and superbly animated
spriftes and fab backgrounds,

| Cheesy cartoony iracks and muffled spaech,
| but the effects are okay.

Easy to control with a wealth of moves,
TMNT iz very enleriaining.

Howewver. after & while il's all much of 8
muchness and single players might find the
going dull after a couple of weeks.

| A top quality double-player game, bul

one which may nol hold serious lasting
appeal for solitaire players.




