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HERECT TAEL WHIS LIFC CMNERECY

AHE CCOE LWCK?

reader, not for long! To that, Tam and
eplied ‘Fairy-nough!’
Rod-Land is a litlle gem to play
at great gameplay doesn’t
$ Iose out to graphics in modern
ps. Simple platforms-and-
ohies take you on a nos
you e re fun K

N

| Programming: Steve Snake
- Graphics: Robert Whitaker

: | Sound: Steve Snake

I" Project Coordinator: Matthew

b2
PRESENTATION 89% hﬂ‘ﬁgh
Inevitable but well-structured multiload (8 =
levels plus end-baddie conflicts). Typically ==
excellent Storm presentation with scene- |
seiting screens before the game, confinue- |

plays, opfion to play either Tam or Rit.

Two different high score tables.

GRAPHICS 89%
Simple but effective platform layout
designs with some great weapons-effect
graphics. Good overlaid Tam/Rit sprites.

o SOUND 76%

Martin Walker provides an effective remix
of familiar FX with some cutesy tunes.

HOOKABILITY 92% |

The load at the start before you get going

detracts slightly but the gameplay’s
simplicity makes it as instantly plu'yl?l;le as
the best of the rest.

LASTABILITY 88%
32 screens are deviously designed, the
creatures sneaky and the superbaddies
formidable, and then there’s the end-of-

game Demon to worry about!

OVERALL
SO |

An obscure coin-op but with its first class
playability, endearingly cute nature and
great sense of FUNnﬂw conversion just
can’t be missed!

elivers in i yery cute style.
The creg 5 cute can

be wii and that




