How did the World’s greatest console
magazine ever come into existence?
Jazza Rignall reveals all (oo-er), from
the very messy birth in a seedy
Farringdon stable called Priory Court
to the naughty behind-the-scenes
happenings in this, the exclusive,
never-before-told true story. The
names have been kept to reveal the

guilty...

___IN THE BEGINNING ___

It was a brighi day in July 1990 when three
furtive-kooking individuals trooped into the Studio Cafe
in Farringdon to discuss top secret plans for a new
magazing launch, Julian Rignall, editor of C+VG, Gary
Harrod, a complete nobody who had design talenis
coming out ol his every orifice and EMAP Publisher
Graham Taylor ordered some coffee, sat down and
began (o pul fogether thedir plans. After some hours
(&nd the fact thal the cafe owner threatened to take
the lable away) the blueprints were finalised - MEAN
MACHINES was gol

_ WHY ISSUE ZERQ?

To launch MEAN MACHINES, we needed heaps o
cash. And since our money man, good old Lord
EMARP, has purse strings thal are marginally tighter
than a kipper's backside, we needed to show him
aexactly what a totally skill idea MEAN MACHINES
was. 50 Jaz and Gaz spent weeks producing the
legendary lssue 0, a one-off special 1o show whal the
magazing would roughly look like, A very imited
number of these weara printed, and wera shown (o
Lord EMAP and his cronies. They thought it was dead
brill {in their own words) and immedialely dispatched a
minion 1o the EMAP coffers to bring us a very larga
suitcase stulied with anough used fivers and lennans
to enable us (o launch MEAN MACHINESI

DROP THE PC ENGINE AND GX4000

JILLLLLLLEL LTS

When we originally came up with the MEAN
MACHINES concept, we included the PC
Engine/Turbogralx and the crappy Amstrad GX4000
consola in the line-up of machines il covearad.
However, once we bagan to put the magazing
logether, we realisad that we simply didn’t hava
enough room 1o cover avarything, and the PC
Engine/Turbografx and GX4000 were dropped,
making MEAN MACHINES a Sega and Nintendo only
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CH-CH-CH-CHANGES

When you read through Issue 0, which follows
Immediately after this feature, you'll see thal it's
almost the same as the MEAN MACHINES you read
now. Twaaks were made between finishing the
*dummy"” issue and the “real” Issue 1 to things thal we
didn’t like. Most noticeable ks the cover logo, which
was just 100 boring and straight. Also on the cover, we
decided include pictures of the machines the
magazine covered, rather than just write what they
were along the top. Inside, the logo for the news
pages was changed to make it bigger, the Megagame
logo was redrawn and the ratings box was tweaked 1o
make i look nicer.
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TEETHING TROUBLES

It normally takes four waeks to pul  exhausted! Then his PC
together MEAN MACHINES - but ~ Compatible (which is used to write
the first issue took sid Why? 'Cos  all the words you raad) bléw up.

== | ) the team were beset with a series uﬂnmkwmrdhaquu
T il of unbelievable disasters. Firstal ~ ordered, And then the hard disk on
all, Jazza's printer cable which his PC Compalible wen! screwy

connects his computer 1o the laser  and a specialist was rushed in
printer (which is used to output the  under emergency conditions 1o fix
text you read in the magazine) it balore nearly three quarters of
mysteriously stopped working - the magazine, which was stored
and ha couldn'l onrder a naw ong on the disk, was completely lost

for several days because the forever!

manulacturer's slocks were AL e S U T

MEAN MACHINES ORIGINS

MEAN MACHINES' roots go way back to the Oclober
1987 edition of Computer and Video Gamaes, whan &
naw two-page column was introduced into the
magazine especially o cover the new breed of
consoles thal were arriving in the UK, Like the rest of
C+VG al the time, it was horribly designed and was
absolutely packed full of laughably bad spelling
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mistakes and basic grammatical arfors (Since

entire stalf has changed and now it's fab and
grror-free), but it did contain plenty of hot console
news, The column gathered a cull following, and over
the next 30 months got bigger and battér until it
became so0-0-0 popular Jaz decided 1o turn it inlo its
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THE BEST

MEGAMAN I
(NINTENDO)

MACHINE: MINTENDO
REVIEWED: ISSUE 4
OVERALL MARK: 95%

JAZ: "One of the finest platform
games aver sean.”

MATT: "Ona of the greatles! NES
gamas.”

CHESSMASTER
(MINDSCAPE

MACHINE: GAMEBOY
REVIEWED: ISSUE 8
OVERALL MARK: 96%

JAZ: "More porfable and fexible
than dedscaled chess machines
costing five imes as much!”
MATT: Hooray!

EA ICE HOCKEY (EA)
MACHINE: MEGADRIVE
REVIEWED: ISSUE 11
OVERALL MARK: 95%

JAZ: "An utterly esseniial
purchase.*

RICH: "One of the greates! sports '

sima ever produced.”

JOHN MADDEN'S
FOOTBALL (EA)
MACHINE: MEGADRIVE
REVIEWED: ISSUE 3
OVERALL MARK: 95%

JAZ: “The basl Megadrive game
yel*

MATT: "This game siunned all of
us.*

SUPER MARIO 3
(NINTENDO)

MACHINE: NINTENDO
REVIEWED: ISSUE 13
OVERALL MARK: 98%

JAZ: "The finest videogame |'ve
ever played.”

RICH: "A truly brilliant gama,

combineng & massive amoun! of
dapth with olally superb
playability.*
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Recognise this cover? Of course you don - it never

appeared! it

was originally scheduled to appear on lssue 2, but at
the last moment we all decided the Strider ilustration
just wasn't strong enough and changed it for Robocop!

THE HARROD FACTOR

Gary Harrod over in the arl department also had a T
nighimare ime. Firsl of all he spent days drawing up a NINTENDO
special cusiom layoul sheel for MEAN MACHINES

and had 1000 of them printed... only 1o find he'd got ' .

the measurements wiong! It was wo
redrawn a second lime (correctly), bul unfortunately " A -

the priniers printed them all wrong and they had to be N
done a third time! And when the correct anes finally =
arrived, the boy Harrod suddenly realised he'd drawn GAMEBOY
up the basic page artwork (such as the review boxes v
and the lop rightleft hand corner fashes) using the -

first custom layout shaet - the one with the wrong - Iy
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measuremants - 0 he had o do them all again! And - J;'

finally, two rough draughis of the L
MEAN MACHINES logo were
drawn up, one with fal letters and
one with thin letters. it was
decided that the fal letler version
would be used, and Gary started

work with his airbrush. After a

! We've reviewed tons of games
weekand's work he suddenly since MEAN MACHINES started
realised that he'd been workingon _ gome of them brilllant, and

the thin version, and that he'd some of them plete
have lo starl all over again! Doh! of o
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THE HIGHS AND

MICKEY MOUSE (SEGA)
MACHINE: MEGADRIVE
REVIEWED: ISSUE 5
OVERALL MARK: 95%

JAZ: "Has an addiction that f.as
you eating your meals while you
play.”

MATT: “This game is of a quality
rately sean.”




THE WORST

. SHADOW GATE
s (NINTENDO)
MACHINE: NINTENDO
REVIEWED: ISSUE 11
OVERALL MARK: 26%
AN S B s WHEEEG AT 8 | JAZ: “Aaaaaaaaansaaggh! | hate
L SRR S this game. It's 50-0-0-0 frustrating |
i - (£ | want to smash it up.”
RICH: "A hideous attempt al
producing an NES adveniure.”

ACE OF ACES (SEGA
MACHINE: MASTER SYST
REVIEWED: ISSUE 12
OVERALL MARK: 29%

JAZ: “Poor quality, fuzzy graphics
and amazingly nalf sounds are the
nails in the coffin, and the
tediously slow gameplay hammers
them well and truly home®.

RICH: “A sad, shambling parody of
& Plight sim.”

A P B Y o
R i PAPERBOY

: sl (MINDSCAPE)
MACHINE: NINTENDOD
=M AEVIEWED: ISSUUE &
OVERALL MARK: 3%
JAZ: “A sick mockery. "
MATT: "Daar oh dear.”

BENENEINND §2%

Shost Oompelition | NINTENDO WORLD
CUP (NINTENDO)

MACHINE: NINTENDO
s, REVIEWED: ISSUE 6
By moe g-_ﬁ OVERALL MARK: 33%
= | JAZ: “There's nothing like a good

Ll_‘lﬁm ROKD JUAREZ | football game, and Nintendo World

Cup is nothing like a good lootball
gamea.*
Eg:b}?'gl&ﬁ?m MATT: "Nintendo World Cup lakes

foolball games 1o a new bow.”

ALLEYWAY (NINTENDO
MACHINE: GAMEBDY
REVIEWED: ISSUE 2

OVERALL MARK: 33%

JAT: "Whal a bore.”

MATT: "Bleugh!

S MACHINE: NINTENDO

ek OVERALL MARK: 33%
JAZ: "Goal is another Mintendo
lootballing debacle, a dire ravesty
purporting lo be a simulation of our
lop national sport.”
RICH: "Goal is a crippled, retarded
axcuse for an NES lootball game.”




