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BEYOND CDI
Games hardware and software designers from Britain, the
USA and Japan and give their version of the future of
‘computer entertainment.

R

-

ROLES
REJOICE
9!

Pixel Professor Brian Larkman gets his hands on some
state.oftheart animation packages and shows how you can
make your pictures really move it

We get down on some more hot and nasty coinop gameplay.
vith reviews of Fighting Fantasy and Helfire.

SCREEN TEST
Stacks of summer releases, including Microstyle's hot
bike sim RVF, Cinemaware’s Lords of the Rising Sun, US
Gold's Capcom licence Forgotten Worids and a couple of
corking PC Engine games

TRICKS 'N' TACTICS
Biggies this month include the second instalment in Mike
Singleton's guide to it War In Middle Earth, and for
AD&Ders the start of a two-part guide to Pool of Radiance
~ and our first tips for PC Engine games.

ADVENTURES

Investigating Magnetic Scrolls’ mail order Myth.

Fmawnme“’Ouehmmuwm
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competitions:
for a spin on page 31, Miebmhlmnam
airborne on page 25. Book early to avoid



to keeping it the leading magame for anyone interested in what's

ACE will continue o bring you state-ofthe-art features on stateof the-art

commited to doing hatever e need o ge you the est- st
USA.

liar names near the top; yes, folks, Pete Connor
, ensuring that ACE stays at the cutting edge of
ACE will be bringing you some really special

very different and very poy

SUBSGRIPTIONS




He’s used to getting what he wants ,

He's big. He's back. He's James Bond 007.....and now in a thrilling adaptation from the new movie Licence to Kill,

you can take his place.

Licence to Kill is a multi-level, multi-role game — you take the controls of helicopters, boats and tankers, perform some
death-defying parachute stunts and take to the seas for a spot of barefoot waterskiing. A steady aim and steady fire is needed —
shoot from the hip and take out the ‘baddies’.

It's action packed and closely follows the latest adventures of the
world's best kept Secret Agent in the brand new and most exciting
movie of them all.

James Bond in Licence to Kill
appearing shortly on
asmall screen near you.

ALBERT R. BROCCOLI
Presents

TIMOTHY DALTON

as IAN FLEMING'S
JAMES BOND 007"

Licenes o Kung




ts . . This time he wants revenge.




GERRY ANDERSON'S

©1989 ITC ENT. LTD. Licensed by ABP Ltd.

THUNDERBIRDS - THE COMPUTER GAME - You have joined the world
famous International Rescue. In four, ‘race against time’ graphic adventures,
you must prove your abilities to Mr. Jeff Tracey.
These include MINE MENACE, SUB CRASH, The BANK JOB and a final
climatic meeting with your arch-enemy ‘THE HOOD’ in ATOMIC TERROR.
Can you solve the puzzles in time? Can you help BRAINS, PARKER, LADY
PENELOPE and all the International Rescue teamin four dnngerou.s muslons"
The World is waiting for International Rescue, 5...4...3...2...1...
THUNDERBIRDS are GO!

L T o AVAILABLE ON:

SOOI

GRANDSLAM



Microprose's plans for the Birds..
Acorn’s new Archie...pricey power.
The real F15 flight sim...

IMMORTAL
PROSE?

Microprose’s purchase of Tele- | ed to have the oportuniy to give
comsoft, as revealed in a last | these labels our support and to
minute report in last month's | give the games greater coverage.
issue, has now made them one | Our instructions from the States are
of the largest UK-based soft- | not to release ANY product unti
ware companies. we're absolutely certain that it wil
The immediate effects of this | maintain our reputation for qualty
vl be the release of vast amounts | software.
of software onto the market that When it comes to the budget
was previously held up by Telecom- | range Sikerbird, however, Stuart
soft whil the sale was being nego- | isn' quite So forthcoming. ‘This is
tiated. Tiles coming onto the mar- | something of a problem for us," he
ket in the next couple of weeks | admits, Microprose are used to
include Weird Dreams, Rick Danger- | seling games in the top end of the
ous, C64 Star Trek, and Carrier | market, costing over £20. It a big
Command for Spectrum owners. jump from there down to the £1.99
The long term effects, howev- | category. Its early days at the

comsolft and rumours that the oper

er, are less certain. The three | moment and we'e st not sure | aon was runing at a heavy loss |

verbid - are each highly individual. | has it that Siverbird may well be | pas By The circumstances of

How wil Microprose handie them, | sold onto another company. Yo koot aa e M AD

and what sort of products wil they Rumour also has it that Micro- Wl S

be bringing out? prose paid oly £400,000 or he | Sebo s ctomtm auoune. | | S1at Bl the man bl
Stuart Bell, Microprose MD, is | entire Telecomsoft empite. If this is ey, 17 contraciaty bou, the head of ol

ol Confget tat Frbid and | cotect o see o b emar | S St el ot s g e | | 000 f the i -w:;

Rarbrd il coniue (0 ease | 0 ches. ACE s 1 the 1ot | e e o v o || 1S5aioastone it s i

topquty games. et deight | mestgaed e cconoic f 16 | o P By we. vy v | 10U MBIl o com

able to comment. P Gartes

Meanwhie, ST owners can heave a
sigh of elief: many Amercan com
panies give less support to the ST :
o o ey e v || GGietekies
(B = b R Bkl Qo Soec IS O | | ecause the ST has not yet token | | iqap i eletl Par'on
RT ok s, s CroyOiog 00 OO | | ot 1 e Us - and may belewe | | RS S IS
have expected...except for Magnetic Scrolls. that it never will. Microprose, how- | | o ha got a frea copy of

ACOrig I MS Mota Sicla, Scrols conract with B was 1L | | cver, are adamant that ey wil be | | el p S AER SR
[E R R N o LT Do S0, R RIS RSO | | i ot ST an Amiga owners in | | (oSS EEREREREERS
ableloget | | the UK complete, and equal, sup- weokend' " he - enthused.

s con 0 L I. E D LOOKING AHEAD "Ive gol an ST, an AMiga,

heir hands on the Magnetc Scrolls games? port. ”
i s of
g peam e aT Technofreaks il also be gad | [ el Pl iylighlon
ot the greatest respect for Start. We are ready to discuss to know that the ‘birds are in the

3 e S b s . s ot e 5008 hands of 2 company commitied to | | 1€ 20UON 16 COMBARY:
N e et v d B BOKD Sl DSBS | | new technology. Microprose are

‘glowing evidence of mutual admiration, nothing seems to be done ~and | | vesting heawly n conop hard
Magnetic Scrolls are known to have been canvassing software houses | | yare under the direction of exAtari
around the country ina bid to secure a new pubisher. founder Gene Lipkin and are aiso,

Meanwhile, Anita Sinclair s not a happy woman, ‘For the fast four | | occorging to Start Bell, ‘maintain
months,' she clams, ‘we've been in complete turmoil and have suffered | | 1. 5 ciose watch over the CD
e G wpem distributed | | crone
ted. As far as “The Microprose coinop system
el concered, the whoe S0y s one of compete MSMBNSEEMent | | . g v oo o July. Wil we see
by Telecomsoft. We never knew wat Was g0iNg on and we Were Never | | e firt ever Rainbird coinop game
consulted” in 19897
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ACE NEWS

TO WAR...

‘cheaper’ model.

Acorn have at long last announced
a lower cost Archimedes - but it
still going to cost you £649.00,
and that's without the monitor. The
A3000 actually bears the

that means it will run Zarch, 3D

tors are expected to be available
5000 to allow the machine to run

parer b R S PR o 0 kg =

and purposes  its is being aimed at
Archimedes and is fuly comDam i A e it
ble wih software for the | Acom's Michael Page describes

Archimedes 300 and 400 - and | as the ‘serious home user’. Page

CHEAP ARCHIE, CHEAPER MAC?

When is an Apple not an Apple? When its an Amiga fitled out with
A-Max, a Macintosh emulator from US-based software publisher
Readysoft, the team behind Dragon's Lair.

By utils (OMs (either 64K for a

or 128K fora
package, ‘many’
packages at full Mac speed.

It lives up to its manufacturer's ciaims, A-Max would allow.
Amiga users access to a range of powerful software products,

page 96).

e costs £134.95 ~ about £2000 cheaper than a low-
‘end Mac. Not surprisingly, Apple have put the affair ...in the hands
of our lawyers.

40 Advanced Conpute Entertanment

ARCHIE GOES

...against the Amiga and ST as Acorn announce

responded to questions on the
elies sl
than a Macintosh; its

e i i
Acom are unlikely to make
much of a dent in the Amiga/ST
market at the price tag they have
chosen. Rather, as Michael Page
says, they hope to ‘create a new
market, to encourage those who
B oot
computer  before.” He
o
the machine’s ‘flexibiity, with ts
tin sound facilties and power-

ful graphics.

SHOULD YOU MESS WITH
ARCHIE?

There's no doubt that the A3000
Archimedes machines)
spe:mcamns far outstrip iy
vaiable on ot
e Tt s swpet Gaphics
buitin stereo sound, and offers
MSDOS emulation (with a £99.00
software package).
if its sexier than an ST or
an Amiga, should you break the
pigey bank and rush down to your
local Acor dealer? Wel, hang on
just a minute.  The basic A3000
Costs £746.35 by the time youve
paid VAT, and on top of that
you'e got to get a decent moni-
tor (what's the point of 4096
colours if you can't see them?)
‘which could set you back another
few hundred quid. 50 we'e talking
an total price of getting on for
£1000.00, which aint chicken-
feed.

Then there's software -~
although there are, according to
Acom, approaching 1000 soft-
ware packages avaiable for the
Archimedes range, not many of
these fall n the area of entertain-
ment. Not to0 many problems if
you want to do graphics or music
or simply word processing, but if
you want a good, wide choice of
games there just isnt a lot
around. This situation may change
the 3000 ks of. ut gven

arket Acorn are aiming at
s
user' it seems unlikely that the
A3000 will ever have the range of
entertainment ttles of, 52y, the ST
Amiga,

ST SHOW
EXTRAS

This month's Atari Computer Show
~ opening at London's Alexandra
Palace on June 23rd - has special
events 1o cater for both the ded
cated tecchie and the hardened
games player.

On the tecchy side there'l be
seminrs on making music with the
ST, a DIP workshop and a pro-
grammers' workshop. For _the
games players there's the Games
Arcade, which will be the venue for
a GameAThon in which school
teams wil compete against one
another for a prize to be donated
to charity.

NEW GEOS

A new version of the Commodore
64/128 disk operating system
GEOS is now available in the UK
from Microdealer International,
GEOS (Graphics Environment
Operating System) offers 64 and
128 users the benefts of WIMPs
Gt
popup desk acces-

GEOS is endorsed by Com-
modore s the offiial disk operat-
ing system for 64 and 128
machines. Bundied with the operat-
ing system software are two uti-
ties, geoPaint and geoWrite

LOAD-IT?

Frustration over fauty tape loading
has been the bane of many a C64.
owner's lfe. The Loadit data
recorder aims to ease cat stress
by offering an eaytouse recorder
ot sl S micar ot
adjustable head alignment
We haven' tested one yet, so

we can't tell you i it realy s just
‘what the doctor orders But it's net
a cheap prescription — the LoadHt!
R L
should give up tape loading

v ~the K maret 1 S st
{aing from ks over dependrce on
tape software.

The Load-it! data recorder:
could it cure C64 headaches?
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1 Hmmmooking  at  Konix's
DI E R E T w E A P N plans for a home ydraulc unt

and Microprose's plans for dedi
In the first instalment of a new regular column featuring hot topics and person-

alities, ACE turns the spotlight this month on Dave Marshall — the man Who | draw back the cockpt cover in
designed Digital Integration’s 952-rated F16 Combat Pilot... your own fving room.

The F16C Fighting Falcon is very
much the flavour of the month
these days as far as fight simula-
tions go. . As the aircraft is an
American design, its ot really
surprising that most of these sim-
ulatons were origiated by Ameri-
can programmers... except, that
is,for our very own Digital Integra-
tion's F16 Combat Piot. With the
Amiga version due out in the later
Hal of June, we went to Camber
ley to find out how DI puled it
o,

What emerged there was that
DI have a secret weapon of their

F16 onboard software systems.

In_modem_fighters, ~these
onboard systems are awesomely
gonplex. By iess of opisca

e a piot is able to
— instantly any weapon, radar
system, or other indight opera-
tion. Ui recently, however, these:
systems suffered from the same
problems as home computer soft
ware — massive incompatibilties
of design and implementation.
Around ten years ago, the Ameri
can Department of Defence fell,
just like the Japanese did before
MSX came out, that it was unnec-
e

e A
Sl ke
R 1 e U
e g te
The  British Mlms(ly of
Defence nominated DI's Dave Mar-
shall as their chief YEDvesznla\we
within the 1750 working_group.
With a degree from iyl
ty in control systems engineering,
he worked at RAE Bedford for
three years desigring fiight simu-
lators - a natural outiet for some-
one who started flying at the ten-
der age of 13 and went solo on
His 16th birthday.

So the fight simulators we used
wereessentiallyelectromechan
cal, typically consisting of a cock-
pit mounted on hydrauic jacks in

fome with 2 TV in front. The TV
was linked to 2 computer<on-

e s
this was postoned over
M v R
area. As the piot flew his aircraft,
the camera moved over the ter
rain. We achieved a lot using this
system, simulating many different
types of aircraft, even imagiary

ones.’

“When home computers start
ed to emerge, | was intrigued by
the idea of how much of the sims

2X81 which really just consisted
of numbers, there were 0 graph
ics at al. But amazingly after we
had tweaked the program a bi,
we found it had a potential market
~ and that was how DI was born.
Of course the program
looked a lot better on the Spec-
trum and even today Fighter Piot

player could get looking on his TV.
gave a good idea as to what our
piots saw back in my days at
Bediord; the main _diference
being the actual cockpit - and we

still haven't come close to captur-
ing that yet!”

ACE NEWS

cated flight sim consoles, here at
ACE we're wondering just how
long it will before you can actually

gonner but US Gold are - in their own words -

w image designed
to further establish the brand through the 1990s.

Advanced Computer Enterainment 1 1




HIGH TREASON

1 have_recently moved into the

world of communications and find
ere s  big argument going on

about HACKING.

When the case about the
RUSSIANS  paying  some
teenagers thousands of pounds to
hack into the NASA computer hit
the headines people seemed to
be shocked. | even heard people
saying that the teenagers shoud
have been sent to prison for ife
as though it was murder. | get the
feeling that a lot of people think
that only the RUSSIANS attempt
o get information by ilegal forms.
and that they think that good old
BRITAN and AMERICA are so
sweet and innocent. When in fact
they are doing exactly the same.

ting, A, they wil aiays dg,

because any information held on
computer can never be safe
because passwords can always

12 Advanced Computer Entetainment

be found out. The chances are,
even the AMERICANS are hacking
into our computers and vice versa
because even though we seem to
be best of pals we have aways
g0t some secrets that wil never
be made known.

Ift had been the AMERICANS
doing the hacking to the RUS-
SIANS do you think there would
have been as much fuss? Of
course not. In fact everybody
would have clapped_their hands
and said it was a pity they were
caught

My conclusion is that hacking
will always carry on from the 1.
year old kid who tres 10 hack into
the odd bank to the professionals.
who hack into the supercomput
ers. As | said before, passwords
20,250 found.out, The.caly,
way o keep any private informa
tion safe is o store t in the brain.

J. Thornton,
Blackpool

If your brain's anything like the
ones around here, it's about the
last piace you shouid keep impor-
tant_information. Brainsecurity
aside, you seem to be just a tle
naive about what goes on in the
world of poltics and espionage.
And remember - if you go about
EED sensiie fomatin b
foreign powers (any foreign
w5, frson otk
could get you banged up for 40
years,

OVER THE TOP AGAIN

Daniel Holings' letter in your last
issue (saying that the Speccy was
better than the Archimedes) was
either a bad joke or the work of a
Junatic. How could anyone in their
right mind claim that the Speccy,

with its pathetic tinny sound and

around ~ and that includes the
Amiga and the ST.
OK, 50 it's a bit more expen-
sive, but just look what you're get-
ing ~ amazing colours, stunning
animation, brillant sound, and
some great software. And if Daniel
Hollngs can't understand it he
should stick to the dead flesh of
his rubber speccy keys.

Jo Smith,
Oswestry

In reply to Daniel Honmgs bwased
view of his Spect

start digging. into Ns Snectmm
but there is no point in more insult
to this already dying machine. The
Archimedes  specifications _are
above that on the Amiga, basically
meaning that there is no compari-
son between 16/32 bt games

insult the Speccy sometime!)
Games quality can't go on if

we stil have to cater for the stub-

born 8 bitters who want a version

specifically for them. OK, the

Archimedes hasnt got a_big

enough software market for us

coders to start coding for, but

f it ever opens up | wil

e use of the best hardware
available for games!

Daniel Clapson,
‘Shaftesbury

Some tough talking, but perhaps
it's merited - Daniel Holings was
just a it on the abusive side.
However, let's not dismiss the
Speccy's noble_contribution to
the creation of the computer
games market: there probably



wouldn't be an Archimedes today
if it hadn't been for Sir Clive's it-
te rubberkeyed baby. And it's all
very well for Daniel Clapson to
say hell start writing for the
Archimedes when people start
buying it - but what about the
eople who won't buy it until
coders start writing for it? It
could be a seriously ongoing
chicken and egg situation.

PERSON TO PER!
Scott Ramsay is barking up the
wrong tree in his letter about mul-
tileplayer games in the June
issue. As a gamelayer of many

J and years standing (Y81, Speccy, ST,
natch Amiga) | feel that computer gam-
wmed ing is mainly a soltary pursui
ow 1 play a lot of RPGs and
chie adventures and Ive tried mult
 the user games siich as MUD. They're
boring in comparison to the chal
xpen- lenge and excitement offered to
get the lone player
ming Games players fke me get
and their interactivty from the pages
el of magazines like ACE; its there
t he that we find oul vmevs Lo
h of wrong and c:

P tips
cpeions wih otrer s, \
don't want to play against other
people — | want to have the chal
lenge all for myself, just me
‘against the computer and the pro-
grammer.

sed

oud

nun James Tracy

st London

The

are Thanks to M. Ramsay for stum

aly bing on an interesting minefield of

par discussion. | own an Atari ST and

nes formerly owned a C64, which

you could also be used for dual player

g control. | only ever had one pro-

ito gram that did this on Commodore
that was Twin Tornado, an

n it excellent piece of 8 bit simulation

- progranming. Uforbnate, s
does not appear to be available

any more. However, the ST has

of more mutiplayer games  than

ay ever now and more planned for

its the near future, no doubt

ork What people really want is a

the cheap way of taking to anyone

bg with a computer. | know that if you

i use a modem or a phone ine

bt

i

e

there are many things that can
happen or go wrong which makes
you have to start all over again
Before you know where you are
you have a bill for £100 or so
because you have accumulated
several hours of user time on the
phone (unless someone. phones
you of course). I you'e a loadsa-
money type you could invest in a
pocket radio system. Unfortunate-
Iy, you have to do a Radio Ama-
teur exam to get a transmitting
licence. And then you need to get
planning permission to erect large
aerials in the back garden. Then
there's the radio equipment itself
- a shack full of the stuff could
set you back a few thousand. |
have had the thought using CB
radio to send data, which s pract-
cally free communication after the
initial cost of the rig. Unfortunately
there are are stil problems of
interference and people cutting in
or blotting out your transmission.

Abetter solution would be CB
system for computer users with a
relatively  interference-ree band
allocation would be a better solu
tion. Perhaps we could all moan at
Telecom 1o get then to create a
cheaper network. They do make
loadsa milions of quid profit a
year - 50 let's have some of it
back

S.P.

Warwick

e lone games player has cer-
tain satisfactions but | can't
believe as an RPG player that you
wouldn't find it every bit as satis-
fying, if not more o, to compete
againstanother human.

CB? | thought CB had
snuffed it years ago. | must say
your suggestions sound_ pretty
impracticable to me. What wouild
be the effect on the count

Falcon as they speeded down the
fast lane?

LEGAL, DECENT HONES'
As software retailers we should
like to express our concern that
certain software fouses seem to

be prepared to publish substan-
dard games to an unsuspecting
public. At Christmas 1987 we saw

short whie before Christmas
when it was too late for most
magazines to review it. Whether
this was planned or coincidental,
We shall never know. The result
however was a hugely disappoint
ing game.

We have recently taken into
stock the Amiga version of After
Burner from Activision. For any
body to charge £25 for this dis-
mal usage of the Amiga's capabi-
ties s, in our view, outrageous.

The point we are trying to
make is that it is not the software
house that the customer remem-
bers letting him down, but the
retaier - ie. us.

It surely must be time for the
advertising authorites to look into
the claims made by the games
publishers, as in many cases they
prove to be very misleading.

Stewart Farmer
SFA Computers,

Tricky topic for the Ad standards
people: how would you decide on
the truthfulness of a claim such

excitement, fear, pleasure etc.
you might get from books or
films and, as far as we know, no
publisher or fim maker has ever

games by reading reviews first -
and if they can't find a review
they should ry before they buy.

SUPREME BEING

1" am witing in protest at the

revolting blasphemic ‘game’ that

has_recently cursed computer

shops md magazie redews.
Unashamedly

itis the most blatantly .engmmsz

LETTERS

piece of software propaganda yet
to have disgraced the industry.

The program in question
(which | dare not name for fear of
being struck down by a bolt from
the heavens) positively encour-
ages the innocent youths who
play this game to go around sum

defenceless, peaceioving people.

et up an action group
called PO.PU.LO.USS. (Protection
Of  People Unhappy with
Lamentably  Obnoxious  Unholy
Software) and | would
Iy S
forward any spare copies of this
dire_monstrosity for our  ritual
burning ceremony.

David Greer
(Supreme leader and al
Sawheslil W asiy it ot

nodcav, Rt

Allknowing deities come in many
shapes and sizes but this is the

just t0o good and 100 popular to
succumb.

WILLI
Reading through the March edition
of ACE Letters | was outraged at
the pitiful amount of money being
awarded and | camnot see how the
editor has slept

rememdy this terrble  Situation
and sleepless nights, | feel tis my
duty as a regular ACE reader to
let you know that | am willng to
receive £25 worth of software.

Stephen Cook
Gloucestershire

I trust this isn't a serious attempt
to take advantage of our good.
will

Advanced Conpute Entertanment 13



PREVIEWS SPECIAL

ambridge is well known
for its computer connec:
tions but it great univer-
sty rival, Oxford, has never quite
managed to equal that success
until now. Oxford Digital Enterpris-

label, Empire, with an original and
wnicensed game on the ST and
Amiga: Sieeping Gods Lie.

total departure_from
their previous games, combining
roleplaying and adventuring with
rcade elements. It  mixes
Freescapestyle landscapes with

nary. Al the characters are an
mated, over five megabytes of
bitmapped graphics being used in
al. Their clam is that it “inaugtr
rates a new generation of reak
time fantasy”.

The code for the game, devel

Steve Green, places the
animated characters in 3D envi
ronment, chooses which angle to
display, and ‘dynamically squash
es the bitmapped image to the
correct size'. ODE claim that this
technique ‘creates a believable 3D
world which, for the first time, dis
plays realstcanimated charac:
ters in real time.

To get the character sprite
designs exactly right, they ended
wp by putting 2 small animated
model on a tumtable and viewing

14 Advanced Computer Entertanment

it from eight diferent angles
through a video camera.

SGL takes place in eight king-
doms full of characters to fight,
talk to and befriend. To save the
world of Tessera, its one remain-

o it's going to be a long
trip through all eight kingdoms.

already tak of an SGL 2, particu
larly f the first one does well. The
programming techniques wil cer
tainly be used again, probably first
in the gameaofthebook Team
Yankee by Harold Coyle. ODE
have already successfully convert
ed a novel by Tom Clancy, The
Hunt for Red October, so tackling
a second comes naturaly. Team
Yankee is concerned mostly with
tank warfare; which ODE think is
an “ideal starting point for a game
design’.

e aiming for a combi
oot strategy and tank simula:

tion, using much of the technical
detal and battle planing from the
novel. The prospect of bitmapped
animated tanks batting on a 3D
landscape s exciting, but Some

Let Sieeping Gods L
months.

n under development
reen devised new rout

CLAIMS TO FAME
ODE's first ever game
atvertre. Macbeth sitkshad by

game styles for various software
houses. There was RMS Titanic
and Sailing for Actvision, Trivial

Siam and Better Dead than Alien
for Enertaiment tematonl, I
are handing the Empire label
which wil nitially be solely ODE
games.

tines for the rapid d

and animation of bit.mapped images viewed from eight direc-

tions.

:
[

way off. This one will be available
on the Bbit machines as wel as
16bit
Before that will be the appear-
ance of two other games, Time
e
tue, on  the it
s i ity i
ter-generator allows over 200 ani
mated characters to interact. It
looks like offering the same sort
of graphic detai and presentation
as The Kristal but using icon con-

opment but the signs are good for
a very involving and challenging
game.

Persplex is being developed

than its 2D predecessor because
spinning three-dimensional shapes
around and fitting them into a grid
requires much more thought. Both
the Spectrum and Amstrad ver-
sions were progressing well, but
there is no release date as yet.
Later on in the year we will be
treated to Paul Gascoigne’s Soc-
cer Simulation on all formats: pre-
sumably a_mixture of Scoring
goals for England and stuffing

Mars bars in your face.

Their other claim to fame is
getting the White Elephant of Al
Time award in the Dec ‘88 issue

ROLL UP CHAPS

bt ol e may

as you ke ODE
R ot bt o
niques for animating charac
ters are ".very exciting
From a ibrary of about 100K
in size, we can create any
number of new characters
utlising only about 100 bytes

round the corner.

of ACE. It was for the develop-
ment work on Reach for the Moon
intended to be published by Rain-
bird. ODE claim the award is right-
fuly theirs and that the non-
appearing game certainly didn't
cost six figures. How about five,
then?
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“polished in every aspect — from gfie humorous
storyline to the end of the blasting".
The Games Machine Top Score.
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PREVIEWS

HOTTER THAN
THE SUN...

...and cooler
than ice-cream.
This month's
up-and-coming
titles are
already fighting
for space on
next month's
reviews pages.
Here's your
ringside seat...

0001350

| - D -

Harison Ford's digitised mug shot - doss
he get a royalty for this, we wonder.

U S Gold

Indiana Jones is about to leap back into

e o e o s Yo
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does

85

5383283 2335

BLOODWYCH
Mirrorsoft

Other hot tities in Mirrorsoft's Summer

e are a spiit screen, 3D rol

dBloodwych.

ot to li

being the home of the a\
winning Dungeonmaster.

=

P-47 Jaleco

riou
‘The PC Engine just pips
post. It looks protty spec
from these

skies in a fighter plane

Firebind s not 1o oxpect the home som:
puter versions of P47 until the Autumn.
Aw - what a shame.

P47: (below) Computer versions will
struggle to beat this PC Engine offering.

ithough Xybots can be played as
solo game it really comes into its own
2 two player challenge - exch player tak.
ing a of the maze, pick-
e Euliys’ Svceny pades e oS
and coins as you go.

The cash is used at the end of a level to purchase extra fire power for your Zapper.
Full reviews next issue.

MARS COPS Arcana

It's the year 2029 and there is trouble on the Earth colony of Mars. Apart from the gen-

oral lawlessness of there i UFO’ sightings.

These UFO's take to firing asteroids at planet Earth - which is where the Mars Cops

alias Charley Matthews and Monique Iscbel come into it In a series of missions it is
the Ul

June. The have not yet e it
be 8.bit versions of the game.
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MMMM! IT'S DANISH!

ACE ON THE ROAD TO

ee sitting in a dark
and dingy basement,
dominated by _an
advanced stereo, EEoa
couple of videos
important - an Amiga S0 Flnwy
disks and ashtrays liter every
available surface apart from the
chair, currently occupied by 2 17
year old Danish programmer.
‘As soon as Ive cracked a

‘It's the job of the

‘spreader’ to make
sure that we send
the disks to the
right people."

game,’ he_explains, I cal
“spreader. Hi job in the group is
e kol

by. He also keeps in contact with
other hacking growps because
there's always someone you owe

a favour to o want to develop
g00d relationships with.

“For example, if we hear that
a certain group has been cracking
a ot of games before everyone
else, we wil want to get in their
g00d books by sendingthem
early versions of software that e
have managed to break into. By
doing ths we ensure that they wil
put us high on their distribution
fsts. Its the job of the ‘spreader’
to make sure that we send the
disks o the ight people. He has a
huge list of people we. shouid
send disks ...

And what about the police?
We understand they ve been tak-
ing an interest in your activi
tes...?

Yes, but the laws in Denmark
against software piracy are

weak ~ certainly not enough to
stop people doing this sort of
(mn( Ive heard that later this
we should get some new

20 Advanced Computer Entetainment

ACE recently spent a sunny day in a darkened basement
in Denmark. We were there to meet a young programmer
who claimed intimate knowledge of the international
software piracy scene. After some ‘involvement’ with the

Danish police, our contact reckons that most hackers

‘would rather be writing games than cracking them...

laws o prevent us copying and
spreading the software, but lets
wakand e

Would you_personally sup-
port that legislation”

Now..yes. There was a time
when | supported what | regarded
as the individual right of the pro-
grammer in these cases, but in
the last six months it has been
clear that piracy has had a huge
effect on software sales. | under-
stand that some UK comparies,
for example, can sell only 100 or
50 units in this country, despite it
being one of the most computer
active (certainly in the Com
modore market) in Europe. Id pre
fer to be able to buy from a wider
range of games than to be able to
hack nto just a few!

England we have a group
called FAST - Federation against
Software Theft ~ who have been
very active against piracy and
achieved considerable success
D6 el i M it

Yes - its called SUS. They're
trying very hard to bring cases
against some of the smaller
offenders but the cases they bring
are often very weak. The hackers
may respect them, but they carry

on — and 5o far there hasn't been
any big piracy case.

Could price reduction make
a diftrence?

‘Absolutely. The most com-
mon pirate in Denmark today is
the person who wil not pay
be!ween 400 and 700 kroner for
agam

700 kronert
260!

That's about

Exactly, and most people
can't afford it. We read about

‘'We read about
these games in
English maga-
zines, but we will
never be able to
buy them!'

these games in English maga-
zines, but we wil never be able to
buy them. If games came duwn &
about 100 kroner most pec
o o by e ge(
the manuals!

What about concentratng
on copy protection

1t certainly heIDs to
discourage people. The fact
is, however, that it is only our
attitudes that need changing —
i e e
couple of years ago everyo
Vanted 1o heong 1o the best
crackergroup’ ~ now the real
glory goes to those who program
the best demos. Many cracker
groups would give anything o be
taken on as game development
teams instead.”

And they'd be able to put in
some good copy protection’

‘Perhaps. But the real impetus
for copy protection has to come
firstfrom the industry tself.

There are plans in the UK to
do that. lan Hetherington of Psyg:
nosis beleves that the future of
copy protection is to code-stamp
every disk, using new production
met

‘Sounds great. Meanwhie the
best system we've come across
are the ones that require you to
enter stuff from the manual. The

Rainbird games are very diffcult
to crac

Wouid you help in designng
such a system

of el s
one paid m

i prme
Sl i e
papers are from gam
overdevon ssan it UK et
How does this happen?

The large cracking groups in
the US, and some of the ones in

want to distribute
the game - they
t to advertise

Europe, often get hold of prero-
duction copies of software from
moles’ in the software companies
themselves. Ths tends to be easi-
er in the States — the Engiish
companies are more careful

Yes, but how do_they
distribute them so quick.
Wy

By modem.
good_hacker can
sometimes

break open
game’s protection and
transmit the file via his spread
er to his contacts in Europe, i a
single day. You must remember
that everyone wants to be seen to
be the first to crack a game. The
fact that pirated copies get dis
tributed so quickly isn't s0 much
because hackers want to dis
tribute the game, they want to
advertise their skill Most of them
insert their own names and cal

everyone who runs the. pirated
version wil immediately know who
was responsible.
And then they can be
arrested.
ot in this country they can':
Atleast...not yet.
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ARCADE ACE

first round monster: get too close to
that il and youll fect the pinch.

% il

(o e R e

with
1 bo riee

e that. drogen eid s1op
wings and let you get near
enough to hit it!
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Data East

In the H:pponmme Arena an annual con-
test to find the maddest, baddest
son-of-a-monster on_this side of the
Andromeda Galaxy. Guess what: you've
been picked to represent us in the contest.

This sid chop-em-up has you
i and slaying through a maximum
of inds in three legs, collecting

.

‘equipment at the end of the round such as
a mace or halberd. However, a porkier
weapon does have its drawbacks: a hal-
berd has greater hitting power, but t's also
shorter than a sword, 50 you have to get
closer to the baddie in order to use it
The various baddies get predictably
tougher with progress through the rounds:
for example, the first three nasties making
ks the first leg are all pretty simple and
only one main advantage - the
mnumnke creature has a sword and a

i
TIHE
2:a7

fong tail with which to attack you - while
the three in the next round have two main
advantages - there
breathes fire and can flap its wi
resulting wind ensuring you don't ot close
enough to hit it, and a wizard with a magic
shield who can call on acid rain and light-
ing to come from the heavens to give you
ashort, sharp shock.

As you might expect, the final three
contestants have three advantages, but
having got that far, you'l probably have
earned enough money to purchase extra
energy and better weapons.

ontests are decided in classic beat-
em-up style, with an energy bar for each
character at the top of the screen which
ek vy time that character takes
The first to hit his opponent enough
1o o redscs b s 2hcks e
Simple stuff with few frills and little to keep
you playing.

B Toor ok maoian o bt o
up some acid rain, so make ready

1o dodge the energy-sapping droplet

——rr




1 keep

sout to.
ready

nx

EXTENDED
PLAY

CRACK DOWN @ Scg:
Its a drty job, m~umne,guua au it As Special

ey
shoot first and ask questions later, but you'e armed
o0 Gt o, and 1w payr mode even et

GOLDEN AXE ®
W st the sticugs e it Mo nd
o et g Bt ietont

i
el
ply one of thvee characters, including an axewield

There are dragons 1o ride and magic 10 use, making
t game that keep you playi

H!EHISTORIC ISLE IN 1930

SN latest is a horizontalyscroling shootemn

R o e o
ing a good 30 img nd e et of ol
ocars s g Anoter vier o §

BATTLE RANGERS

@ Data East 30p

Folowmg fimy in th fotsteps of Commando and
b gy s st wo  ayr bes
and shoctemi bo fc

B o o e o

ur aon 50 you beter stat shootng and kckng
thoseenemy guards O, bt has it ne o offer.

BAY ROUTE @ Sega/Sunsoft 30p
A horzontayscroling_ simutaneous two_player
19 the Roling Thnder mou. Paform
s creep i 35 you R about shootng bad-
des,collctng exra weapons, and voding parts of
e Scenrytha 1y 160 you . Good, but.

SNIPPETS.

NK jump on the machinegun bandwagon with a

machine gun n your hands. At the time of going to
press we coudn' find the name of a coinop th
much i the Renegade, Vigiante and Double Dragon
moud but has some rather odd baddes: beside
punks with Moican hairtyles and bulwhipwielding
enin kb, e ate chaps o come
You i thrusts! Your energy
e ey ot oot

BONDEAL CHART

The Bondeal Gt s suppled by Bodea Linited,
Kong and is based on games operated in

Fashoac, o word arges oo ony arcac

The chart s reprinod here with kind permission

from Coin Siot International

TOP TEN VIDEOS

Turf Tough Sega,

Duironic SA, Fighting
Fantasy Dai ast Ace Attacker Soga
Vindicats

ToP FIVE pEDICATED AMES o

Loland, Apache
T, Champlon Spint A Sireet

Fighter Gapeon, Fines Lap Ao

into a level, and equipped
IR Ty o lrois oo

Toaplan/Taito

and Toaplan's latest hori-
ey smumg i

u fly a spaceship, viewed fi
side, hln Hn e
alien y. downing flying aliens and
ﬂesnoyinx ground installations. Controls
include two buttons: one is a fire button

You e game firing forwards, but
Nt smps Speer i g wiphace:

and back: taking the
ot ek e problem, but you sim-
ply can't hit the rear ones, so you have to

Those wall inst
switch your fi
The symbol in front is

's mean you're going to have to
irection to diagonals to get at them.

ith plenty of firepower. At this stage, the aliens are

ing is the intelligent move.

—_—

The start of Level One: blas
the front of that ‘lien ship and & power-up
will be ey

hit the selector and switch to either side or
backwards firing to get at them. Simple.
Why is it worth going to the trouble?
Why not just et them sail past
weapons, that's why. Some betatatons
release symbols which, when collected,
Jecrinte frs poiely coned el B o
ve a points bonu
(e s -

alight, but the fire direc-
tion cnmrnl is novel and
it's tough and
Sdcivs vt o koep
you pouring the coins in
for ‘one more go'
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IN CONJUNCTION WITH ACE, DIGITAL INTE-
GRATION ARE GIVING YOU THE CHANCE OF
THE FLIGHT OF A LIFETIME - ALL TO CELEBRATE
THE LAUNCH OF 952-RATED F16 COMBAT PILOT.

DS £24.99

Nene.
hampton,

134 310003

DI's F16 Combat Piot knocked up a 952 rating,
in our May issue. I's burning the shelves at
your local software shop right now, waiting for
takeaff on ST, C64, and PC formats. Thanks to
DI, you could be taking off as well this month —
weve managed o fix up a lastminute compo
to send a lucky ACE reader into space (well
into subsubspace) at the Biggin Hil airshow,
as wel as eyebaling the Red Arrows and 200
other aircraft that will be on parade at the
event,

There’s just one teensy problem here. The
Biggin Hil airshow takes off in the middle of
the month during which ths issue of ACE goes
on sale. We didn't want to pass up the opportu:
nity, however, o we've arranged a special tele-
phone hotine for entrants. All you have to do
is telephone the DI Competition Line on the
date indicated in the panel below and follow the
procedure described. The lucky winner will be
skyborme two days later.

If you'e unlucky enough to miss the dead
line and be unable to make your cal, you can

THREE previous Digital Integration itles. Just
jot down your name and address together with
the three tites, and pop it in the post to ACE.
DI COMPO, Priory Court, 30-32 Farring-
don Lane, London, ECIR 3AU.

Andif you miss out on all counts, don't for-
getyou can stl get hold of the game itself!

WHAT YOU
HAVE TO DO

tcouldn' be easier.
1. Use your mindboggling intuition, skl
and judgement to guess the exact num-
ber of bytes of data used by Digital Inte-
gration in their source file for F16 Com-
bat Pilot.

2. WAIT until FRIDAY, 15TH MAY. The
DI Compo Hotiine will not be avalable
before that date.

3. Telephone either 0273 553307 or

0273 675503 between the hours of
9.30am and 5.55pm ONLY. Those calling
outside these times will not be eligible.
for entry.

4. When asked, give your answer only.
You willbe asked for your telephone

imber.
5. Stand by the phone at 6pm that day. If
your answer was the nearest to the cor-
tect number s supplied by Digital Inte-
gration, or in the case of several correct
answers being received, it i the frst out
of the hat, you will be notified by phone.
at 6pm.

6. Keep Sunday 18th June (two days
later) free — just in case you're the lucky
winner!

SKY
HIGH!

Those of you with your fin-
ger on the button can win a
champagne flight for two at
Biggin Hill...And for latecom-
ers, we've got 20 F16 books
to give away in our great
Digital Integration competi-
tion.

display in F16 Combat Pilot - just one of many excellent
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BEYOND CDI

ast month we reported on the vision

of companies like Cinemaware and

Electronic Arts who envisage teams of
script wriers, animators, and video experts al
working under the direction of a ‘producer - as
fsractis erertnnent. skes on e scals
and grande wvie m

The systems that ese eractve moves

will un on are being kept strictly under wraps
by the hardware manufacturers and chip
designers. It is by no means clear what sys-
tems will be the standard for the ineties - but
at least the batti lines are now clear. Video
Disk nteractive, Compact Disk Interactive ( VDI
O o e CO Py (aiready here now)
EelEnde

T Srtmns o o o
s the plntl o provde weviovs >
which game designers can slot real fimed
action - be it Star Wars, Disney, Neighbours or
whatever else. This material can then be used
interactively to provide entertainment - as well
as training, education and business applica-
tions,

Meanwhile, Compact Disks are getting @

26 Advanced Computer Entertainment

The introduction of CDI and VDI technologies is current-
ly the subject of intense debate throughout the world's
computer entertainment fraternity. What's the message
for those of us who will be playing the games of the
future?

strong foothold in the games market in some
areas outside Europe, and in Japan in particu-
lar. CD has now aimost completely replaced
vinyl and tape for music - and games fanatics in
Japan can purchase the sound tracks from
their favourite computer and coin 0p games
alongside the latest from Madonna and Def
Leppard i their equivalent of the Virgin Megas-
tore. And even if the Japanese donit bring the
world its first genuine CDI game they are cer-
tainly streaking ahead in the CD sound and
music accompaniment stake:

Most machines can be linked to CD sound
systems. Take the latest RPG mega game for
the Sharp 68000 (see our MADE IN JAPAN
box. Not only does Death Bringer have amaz-
ing whiz bang game play and graphics as you
‘would expect from the Sharp 68000 but t also
has a CD story and music score that can be
used in conjunction with the game through an
interface.

UK NOT OK?
Activsion's top man in development in the UK -
Charles Cecil - is ot optimistic about the role

of Europe in these developments. ‘Europe wil
lag behind, he warns, ‘ts incredible to_think
that the floppy disk has ot even caught on
properly n the UK yet, never mind CDI. People

il prefer to buy their games on cassette

Cecil also expresses doubts about_the

when's , where's and how much of CDL. There |
is little doub that some form of CDI as a stor-
age and reproduction system for computer
code will be with us in the next decade. The
problem s that the processing power technolo-
y - the chips needed to handie the switching
around of these vast amounts of data is ot
moving nearly as fast. The storage medium is
e thing - the computing power reqired to

organise and use it is another. !
e problem is that the processor
industry itsel is in something of a confilt over
conventional and RISC technology. You can
read Flare Technology's view of this in the
Strength in Numbers box. Meanwhile, consider
the hottest coinop game of the moment to
ilustrate the point. Galaxy Force from Sega
(to be released later this year by Activision on
Speccy, C64,ST, Amiga, PC et al) uses the
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capacity of ODs to offer fully digitised
natural backgrounds.

muliprocessor approach advocated by Flare
(though the chips aren' RISC models). It fea-
tures two 32 bit processors and a 16 bit pro-
cessor handing its computer graphics. With
this degree of muscle being thrown at a ‘mere’
coinop, is rather daunting to realise that CDI
demands processing power several orders of
magnitude in advance greater.

GAME DESIGN

Clearly it we are going to have ten or a hun-
dred times the storage capacity for code
through hard disk or CD Rom then we are

this hardware justice - computer game design
needs to move forward too.

In tis area everything is in the melting pot.
For example, although the Japanese are defi-
nitely in a strong position 10 take alead in CDI,
that doesn't necessarily mean that Japan's soft-
ware houses wil also take a lead in CDI games.
‘\cou = developing CDI games in Chicago

Cmemawam anﬁ Electronic Arts in

Camuvma, says Akihiko
Its perhaps msmmmg that here in the UK
and Euope companies are fallng behind in
game design whie US companies move into
the lead. One of the reasons for this is that
there s aready a strong tradition of entertain-
ment design in America thanks to the the
movie industry, and it's no coincidence that

The firt and foremost problem is one of
cost. UK companies are used to paying
amances of amund £15.25000 for the produc

a lop rate game, with more in excep-
i mumstmes. Whatever the figure, how-
ever — and the figures vary enormously from
one company to another - it has to pay not
only for coding, but also for graphic design,
which is becoming more and more important
on 163it machines,

This doesn't leave an awful ot for the
games designer. What's more, most people
il have very primitive ideas as to what consti-
tutes a proper game ‘design’ — in the oid days

of action. Most games still do just
that. The alternative, now being explored in the
States, s very different

Take scriptwriting, for example. Hollywood
scriptguru Bob McKee is on record as saying

that it takes a professional scriptwriter at least
six months solid work simply to rk o the
St fr o standard featureJength m d
that's before he's even started wrmng  the di

logue.

Far from being simpler, the case with cy
puter games s even more campl. A fim
starts at A and moves through to Z, with the
‘audience sitting submissively in their seats. In a
computer game, the player interacts constantly
with the game and the scenario needs to adjust
accordingly.

With the advent of CDROM, ths situation is
£0ing to get even more critical. Even with stan-
dard RAMbased games, there is a rapidly
growing need to tackle the problem of games
design, including the associated activities
picture research, source material gathering,
and 5o on.

If computer games are to woo an audience

BEYOND CDI

large enough to pay for the costs involved in
their production using CD technology, then they
will have to invest more in design. To give you
some idea of the costs involved, to plan a com-
plete historical simulation to run on a 16bit
machine and provide extended gameplay, you
could be looking at up to four man years of

k. At the moment the UK industry just isn't
able to meet this sort of expense.

THE FUTUI
By now you should have got the idea that the
Mule of games using new technology - CD or
erwise s far from being clear<ut. There's
S danger that, far from entering a golden
age of advanced computer entertainment, we
may be entering a period of conflct between
different standards, viewpoints, and technolo-
gies. CD is certainly promising, but it could be
a long time before we can al afford it - and

MADE IN JAPAN

VDI and CDI,

Valley the only players in the field
often coming across as self appointed
spokesmen for the genre. ACE got onto its
Japanese correspondent for a rather different
Viewpoint on the next generation of gaming...
Akihiko Yabu is Editor of Japan'

magazi
Login outsells ACE, C+VG, and The One put
together. This doorstep-ike publication is the
bible of Japanese computer gaming — and
CDI and CD ROM have been a fertle ground
for the magazine in the last few issues.

“There are five games available for the PC
Engine CD Rom and NEC have sold about
ten thousand units,' reports Akihiko. ' guess

could call it a successful start but the
S e i R a0

PC E seems, may be

machine for most UK game dzyem mn itis not the stuff of which dreams are made in

by the Americans,
the Number One slotn future game technology ror are the game d'vsiopom of Silicon
despite.

CD-ROM works hand-in-g
Engine, but runour has
Nintendo 16-bit console will not have

Japan.
Faxsejegi e Enume s Fuitsu's FM Towns computer - wich has
CD ROM bit computer has a
pmumrzmsheam and has a CAD-qualty graph
capabilty, i
Sexio sl nd he ‘computer voted the Login readers' e, Sharp 68000.
It's not quite in the home market at a whacking £2,000 but that doesn't stop Login's readers

lusting affer it— easy to see why when you consider its super-fast 20 meg 16-bit processor
and an even more powerful graphics capabilty than the FM Towns. There's
of CD-backed software to go with . Like the FM Towns and PC Engine the Sharp 68,000
has its own CD Rom device. Interestingly, Akihiko confirms that the much talked about 16-bit
Nintendo games machine will ot have a CD Rom add-on.

a growing library




BEYOND CDI

use of digtised sound and graphics. We
‘asked programmer David Jones to give us
his view of the future of gaming.

"Most game scenarios consist of two
distinct elements, similar 10 a scene in a
film. There is the setting, or background,
and the characters and objects that may
move about against that background.

"Uniil now, animated characters in
games have been drawn by a graphic artist
using a normal paint package. This does not

ind there are

fem is lack of memory,
but as soon as machines start coming with 2
mbytes of RAM as standard we can look for-
ward to some very realistc acton in games
— and action is what ts all about. f you're in
any doub about how important good anima-
tion i in an arcade game, look back to the
original Impossible Mission, whose main
character did a ot for the feel of the pro-
gram by virtue of his ~ or the time — excel-
ent animation.

T econd seer of ¢ gama - 70
ry graphics can also

many games with poor graphics and rough
animations. It is in this area that we see one
1 bggee hange ki panes proron

Do 8 canchiate o dngmsmg Most games,
however, tend to have large areas over
‘which the action takes place, often running
ven thousands of screens.

quantum
leap in games grapmes quality. We're

“This requires far 00 much memory. One

speaking, of course,
[

*Frames from a video or cine fim of ive
models can be digtised one at a time unti a
life-ike set of animations e built up. This.
gives us a real figure to work with n a rela-
ety iort ol ! Tt o
then go over the mak-
ing changes or aﬂdlng Beires & suw ve

‘method, however, very
realistc and complex scenery is the use of
Fractal Landscapes. Fractals, as you may
Koo, ar aigorioms tha it naturaly
ocourtng patterns of almost everything from
your local shoreline to the Swiss alps. The
only drawback s the processor speed that's
requied to generate the graphics using this

game. Adbgmsed

method, but 3 with med RAM, s s an
obstacle the

o
sword in his hand and bo\( ‘on some armour
and you've got a mediaeval knightout for a
strol.

‘This sort of technique was employed in
the film Tron, where the computer graphics
were overlaid onto traditional cine

‘o produce a simiar efect. At
present, the same technique can be used in
games, but ony in a imited way. The frob-

price of \echna\ogy

'As a designer of good arcade software,
I'm convinced that the future of games tech-
nology lies nearer than we think. We need
only a few more megs of memory and pro-
cassors with a bit more 0omph — both
achievable and affordable within the next
five years. A new emphasis on realism will
give birth to the game of tomorrow.”

..says DMA Designs' David Jones, programmer of Psygnosis' Blood Money and Menace.

i =

Blood: simulated fractal land-
In solld 30 with
rate varied

mum-n Inciuding forssts, coastines,

?... intro ssquence -
sed graphics i action. ODE have

e s arsicis on pege 16

L i1
e JAMINEEAD

-Ex EX
are already throw
induetey money ot game develop.
this Lucasfilms. s a typical

mpl
possibly even longer before we
and buy 2 welksupported s

Right now, it seems that RISC technolo
(see Srngth n Nubers above) i the loset
o becoming a new highperformance standard

can all go out

for us gamesplayers. You can read more
about it in ACE next month, along with details
Phillps/Sony's secret CD weapon.

28 Advanced Computer Entertanment

used in the latest 16-bit games designs.

‘According to Randy Thier of
American company Accolade this
i "..already happening in the PC.
home market. We are seeing peo-
ple buying 20 meg hard drives just
for home use ~ pretty s00n games
designers are going to start taking
advantage of memory capacily that
would have been thought of as
totally outlandish just a couple of
years ago.” Thier agrees with
‘everyone else in the game business
that CDI wil be the storage medium
for the mid to late 1990's but sees a
‘medium term period when PC's will
become a world standard - even in
Japan.

e and aiso as "virtus
game data

There is undoubtedly going to be an interim stage before we make the full leap to CDI.
CD for sound enhancement will be part of t. More immediately we are likely to see the
use of hard disk for home machines - to store the vast amounts of graphic code that are

memory” for other




S~ EEAL L

!

!

ge 14.

BEYOND CDI

John Mathieson of Flare Technology, co-designer of the Konix Mu
games technology does not lie with more powerful processors, but with multiple processor designs...

“We are on the verge of a revolution in com-
puting. Within a year we wilnot ask how
many K a computer has, not how many bils
wide s i, not how fast s it locked, but how
many processors has it got? Games com-
puter architecture will leap ahead of the
business computer world in it use of sil-
con.

"The silcon chip industry consistently
achieves a quadrupling of density every two
years,but this has 5o far shown up mostly
as bigger memory chips and faster, wider
s. In the business computer world

with s milltone requirement of compatibi-
1y with the [BM PC, (dating from 1981), this
is al that can be done.

*Games computers are not so restricted.
Innovative computer architectures are wel-

The Konix

i-system, reckons that the future of

"You can, however, make further

y means
1o make their games faster and more realis-
tic. The Amiga goes some way towards ths,
but flaws n its design such s poor sound,
andits over-complex architecture, reduce its
capabiltes.

“The Konix Mult-System, however, con-
tains not one but three processors. With
both a graphics processor for fast and
smooth graphics, and a sound processor for
realstc and pleasant sound, the third pro-

5or, an 808, i left with purely a man-
agement role controlling the other two pro-
cessors. Because of this, the system com-
forably outperforms all ther 16-bit games

fers.

“The prototype system of ths, our own
Flare One, was based on a humble 280 in
place of the 8086, but could stil outperform
the Amiga! This system proved the power of
muliple processor architecture.

ugh your choice of proce-
sor design. Computer processors have tra-
ditionally been jacks of all trades. The evolu-
tion from the 6502/80 via the 8086/68000
era, to the current state-of-the-art of the

Konix Mult-System, which uses the Flare
technology) the abilty to emulate several
diferent, and powerful, sound synthesis
techniques.

*And what of the future? We've got a lot
of ideas, Clearly more are need-
ed. natural role for

of silicon, with ‘rich’ hese.

e hokon ) 5o e b5
as dinosaurs. The amazing speeds of RISC
processors such as the ARM, the 1860, and
the SPARC machines show the future.
“When we at Flare looked at how to

will allow real-time rendering, shading and

3D animation. The revolutions in storage

‘media will bring games based on tens or

hundreds of megabytes of data and code.
*In ten years time, 32 megabit RAM

design a better games computer, we soon  chips will be in producion. The same will
realised that specialised RISC processors,  apply to alsiicon. The Flare Ten system

graphics and. this basis!
sound, would always be able The

‘general purpose processors. This principle

was adopted in the Flare One and allows

HOTY sotul hmlmquuamym
a feature fim. Home computers wil

us, things,
high processor speeds for sound reproduc-
tion, giving the Flare (and the hence the

e el
ture films like Tron, which currently require
the power of a Cray computer.

PLAYING YOUR CARDS RIGHT
cards offer the

moment a
cost you as much as £300!

Advanced Computer Enertainment 20




thought and thought.

thought. . . and nothing came.
Anhh, well rm O really

a copy writer and there

are geezers getting paid ‘

thousands to come up with drivel
just like this. Let’s face it, it costs a
/Ot Of dOSh to produce an ad
and you don’twanna WaSte

Bag,
RVMCGUIGA N s
XING yOUI’ money do you? Most

Bif -
ey
mm,,w“,;‘;'gpc what the game is

Cr
e £2.99 like, I mean you could
hopn

shell out loadsamoney on
an €Xpensive

game only to find out it's
r Ubb/sh and the ad copy makes it

look like god’s gift to computer games. Inspiration

—let’s tell 'em the truth and show 'em pack shots.

[ X 1

MASTERTRONZC

Nohkody does it better!

AN




Anyone who considers themself an arcade con-

noisseur must rate System 3 one of the hottest

‘software houses around. Not content with their

first hit, Twister, they went ahead and pro-

duced Last MNinja, International Karate,

Bangkok Knights, and now... Vendetta.
Mark Cale's the man who makes System 3

tick - he's a self-confessed games addict and

spends most of his time popping 10p coins

into the machines at his local arcade. Ever

since International Karate headed for the top of

the charts in the US (one of the first UK games

ever 1o do so) Mark's had quite a few 10ps to

‘spend on his favourite hobby.
Now he's putting his experience to work

rorists and attempt to rescue your girlfriend. .
"The idea behind Vendetta," says Mark, ‘is e i

owe e o omesn e e 1o Mleet Mark Cale, the driving force

G o the sraphcs, o e A

wreay o winivocgea oo p@hind  System 3 Software, and
Vendetta will be reviewed in ACE as soon & o

=i apae cooy wan ot ot then experience some REAL driv-

5000 on Spectrum, Amstrad, Commodore 64,

il ing force as you zoom off in his
WHAT YOU Ferrari for a VIP meal and some

VRN [ great prizes.

scenario. You must drive your Ferrari F40 in a
mad chase from one exatic location to another
a5 you gather evidence against a gang of ter-

rk Cale and two of the fruits of his success in gamesmanship. Soon you could join
him in a spin to an undisclosed location and a VIP treat...

e mm mm mm e mm mm e e e e e Em
1 What was the name of System 35 NAME ... .AGE
st game?

ADDRESS

2 Which System 3 game features a
iy in Thadand?

TELEPHONE NUMBER

3 How many Ferra's does Mark Cale Gl
owl

R R R T T T




ISCRIPTION OFFER SUBSCRIPTION OFFER SUBSCRIPTIO

ACE
ISSUES

Get one extra 3 A - 13 issues from your
issue free —our N ., ERTA|NMENT newsagent would
last offer was for 12! cost £19.50

Get the quarterly
update of extra
special savings on
software from Ace —
"The Magazine of
the Year"

Don't queue for
your copy, receive it
through the post for
the next 13 months

It you aren't completely
satsfied with your
subscription, you may
cancel and receive a prompt

'S.v N
refund for all unmailed (* .t\

copies.

NSTEAD OF 12
FOR JUST £17.95

6 month subscription £9.95 @ 24 month subscription £31.95
Overseas subscriptions(12 months) Air Mail Europe £42.95- @ Surface Europe and World £27.95
SEE ORDER FORM ON PAGE 128 OR CALL 0733 555161




REEN TEST

Lie uses some novel
methods t genrate the
have

4 - find out what the

US Gold's latest Cap-
om conversion-features all manner M
ostile exotioa as you grab
hazooka and fhrow e e nto
iolent action on page 3

g e e
2

[eone! Shotencps e g atng  game il rotony ey bad tut e design 35 upte ot
eBa.  hovelobe very addcthebul | Was probadh flwed n e st
e v

et over 900 s
are vt mmmmm e
iclowng & 3 el e o
wht e a s

ing eve oe
en e worth havg
it e,

Ancape accus
s s  measureof e
R il s bambowerCok 1 aipecs e gime.
e oy Sde oy Bt ke e gl
o wel The Tar zone,
e becaus they are desgned e st b very g
o i Gares b1 mm«mm v the ations of e com-
e ety oo T s has per 5.1
teligent - heycan e b, mm o o e
re ceary 133 some foike. VERSION BOXES xperenced
& RATIN ames oumass, s word s
o nuw-mwiuw(m 1400499 Probiens wih

. o,
] st u...mmm
.

0 roducton.Formery edior
o e sy o ‘onis larned, il be covered of 2230 magazine, he's now



SCREEN TEST

all the babble and pseudy

drivel that Exxos games
come wrapped in, there's generally a wellcraft-
ed and ineligently constructed game. This one
— their third release - is no exception. A test
ing and entertaining icondriven arcade adven-
ture lurks beneath the almost indecipherable
manual, with its insistence on sixth form sci fi
scene setting.

To clrify things a ltle, you play the part of
Raven, a Tuner ~ which means you have spe-
cial powers. You have been set a task by some
unpleasant types called Protozorgs. Oh, and
there's the obligatory stop off somewhere to
rescue your abducted girfriend.

The task concerns retrieving five skulls
concealed in various rooms which run off a cir-
cular area known as The Ring. Not all of the
rooms contain skulls; sometimes they conceal
more unpleasant, but its

rooms contain objects which might come in
useful on your travels and many have some
kind of puzzle that you'l have to solve by exam-
ination and logical thinking.

n the room known as De Profundis there
is a pool of boiing sime which you can't get
round; to make matters worse the stone you'e
standing on starts to sink; a hook hanging from
the ceiling could be an escape route - but how.

= g
w—-«-—a._a.-—aru‘al_._..
e JGTNTA

L]

there’s a time limit, 50 you can't spend all day
sohing i...

To help you in your quest you have a nurm
ber of psi powers’. These include Solar Eyes,
to be used when you enter the darkened room,
sticky fingers which allow you to walk around
walls and ceiings, a Zone Scan which triggers
a horizontal bar that moves down the screen
highighting interesting things in a particuar
room, and EV, which stands for Extreme Vio-
lence.

‘The various powers, movement and action
are all controlled via the mouse either by
directing the cursor on the playing area or by
cicking on the icons which run down the side.

1Q FACTOR 8
FUN FACTOR 7

*Ash, an old gink' comes in useful.
The system is logical and efficient. When you
click on something in the playing area, a kind
of brain appears; clicking further on the pearly
nodules reveals possible actions at that time.

Kult has enough atmosphere and puzzle-
ment to absorb any hardened arcade adventur-
ist, and its also constructed imaginatively

nough to attract the less committed

‘graphics are, like Purple Saturn Day's, colourful
and finely detailed. The texturing of the
stonework and the brain are excellent and the
artwork has lots of typically Galic polish.
Sound to0 is good: sparingly used rather than
lavish, it includes some sold effects and unin-
teligile alien speech, digitised for effect.

Whether the appeal of Kuit will be limited
to ling up to its name wil depend on how
approachable people find it. Beneath the
expansive otherworld mysticism of the packag:
ing is a game of some qualty.

0 Mike Pattenden

PREDICTED INTEREST CURVE

Gameplay may suffer on

all the puzzles - but that willtake a whil

34 Advanced Computer Enterainment
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At a mere $230,000 it's a snip, isn't 7
Still, check out the 0-60 figures

‘The Highway Patrol have pulled
over. Look out - it could be you next.

Fill 'or up, Joe. and by the way, what's my score?

SCREEN TEST ‘

Will ACCOLADE burn off the opposition?

THE 0vs the folow w to Tet Dre,

2 game which aroused some of the
most mixed opinions _ever witnessed; “Yes, |
know the scroling’s siow but look at the cars
you get": “Well | tink the scroling’s OK, s the
view from the car that spoils it

Test Drive allowed you to choose from a
range of the world's top sports cars, including
Porsches and Ferraris, then go out and prang
them against a mountain, or bum off some
other boy racer's high performance vehicle.

The failigs of Test Drive became apparent
through the lack of variety in the scenery, and
a subsequent lack of speed ~ enough to pro-
voke sarcastic_comments about a “Reliant
Robin" simulator. Stil, it appealed to a few peo-
ple.

Meanwhie, back at the Bat Cave, those
clever iitle guys at Accolade where thinking to
themselves “ahh, the scroling’s too slow and
there's not enough variety in the scenery”. So
they set about their work and lo!, The Duel was
created.

The first apparent change is the lack of
cars ~ only two this time as opposed to five
before. But there are now two modes of play;
the traditional against the clock game, or head
to head against another car. The scenery has
been totally redesigned with fields, deserts,
mountain passes, tunnels and much more

Even the perspective view from the drivers
seat has been lowered a litte, which gives a
better feeling when you're weaving through
oncoming traffc. Speed is also an essentia in
any car game, and boy is it here — and the
road scrols far faster now.

Already on the Amiga people are trying to
find ways around memory restrictions and

AMIGA VERSION
A substantilimprovement over Test Drive, povid-
ing fast and snazzy graphics and all the excite-

12 FACTOR 7
3 FUNFACTOR 8
ACE RATING 800

ing simulation.

GRAPHICS 8 10 FACTOR 7
aubio 7 FUNFACTOR 8
ACE RATING 885

Accolade are more than a litle proud of their
new system, — ‘expansion packs’. Each pack
contains a disk and a manual, the first two
packs are available now, one containing the
scenery for a transCalfornia race, the other
with five super cars. Each pack wil retail at
£11.99, and according to the head honcho at
Accolade the next series of disks will contain
some really hot stuf.

The sound has been improved oo, with a
racey theme tune to start with and some really
‘meaty engine roars. Al trough there are loads
of extra touches, such as the cop who tries

you?) - when you keep going, check in the rear
View mirror and. you can watch him scrambling
into his car. The funniest thing has to be the
look of sheer panic as you blunder into the
oncoming traffic at twice the speed of sound.

e Duel is not quite a classic piece of
software, but it does come very close ~ climb
aboard and experience some highclass, high
speed revs.

@ Mark Patterson

RELEASE BOX |

AMIGA  £24.990k OUT NOW
IBMPC 19990k OUT NOW.
C64/128  £9.9505 £16.950K IMMINENT

PREDICTED INTEREST CURVE

Like Spectrum Holobyte's Falcon - it g
to be scenery disk city for The Duel. Al the
latest supercars and

that interest should be truly long-term.
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SCREEN TEST

THEY s you cant beat the od uns,
and once you've seen Datastorm,
youll have to agree. Datastorm is one of the
the best shoot-em-ups Ive ever played. Based
on a worn and torn idea, it falls somewhere
between Stargate, Dropzone and Defender, in
both gameplay and design.

Just to jog your memory, as if it needed it,
You are on a rescue mission. For each level
there are eight pods roling around on the sur

wants to get the pods. An attacking alien force
is also out to get them, and so you also have
to wipe them out

As you zip about the horizontally scrolling
lunar landscape, you come across many differ

t kinds of enemy. the regular
troops, not completely dissimilar to ye olde
Space Invaders. These hover about a bit, occa-
sionally taking a pot shot or two in your direc-
tion. Every now and then one will swoop down
and take a pod. These have to be shot - but
be careful ot to hit the pod. Other aliens
include small spacecraft that fire rapidly, clus-
ters that hang from the ceiling and small dia-
monds that, when shot, transform into three
homing missies.

Major problems appear in the form of large
mother ships. These can be either (a) a fleet of
very fast luminous ships that travel as one and
shoot a lot b) a large squid whose legs have to
be blown off piece by piece or (c) a huge skull
that takes quite a few hits, to say the least.

At frst glance, Datastorm is a game that
most people will find themselves saying ‘seen
it all before’ - even 5o, they'l get hooked. That
was the secret to all the classic games - they
were incredibly addictive and addictiveness is a
quality missing in s0 many games these days

36 Advanced Computer Entertainment

DATASTORM

VISIONARY DESIGN TECHNOLOGY whip up a storm

Datastorm is simple to play, easy to get
hooked on, and a damn sight harder to let go
o

©Tony Dilon

PREDICTED INTEREST CURVE

Instant gameplay and attractiveness get the
ball in motion - and then the bug bites

AMIGA VERSION
Supert It looks great, with wel designed graph-

GRAPHICS 8 10 FACTOR 3
DIo 8 FUN FACTOR 9

ACE RATING 870
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-
PENETRATE DOMINATE CONQUER -

.....



When the makers of Ninja 2 produce a
shoot 'em up you expect to get beaten ...
And graphics that really happen ... Hidden
depths of gameplay ... Fast and detailed
action ... Packaging worth collecting ...
You won't be disappointed. To find out
more phone us on 01 866 5692.

DOMINATOR. DESIGNED BY SYSTEM 3."NOT TO BE BEATEN.
Spectrum, ST, Amiga, C

imodor
(© 1989 System 3 Software

d disk (£14.99).
‘Atari, ST and Amiga (£19.99) loystick conrol only.
Mail order: System 3, Blenheim House, 1 Ash Hill Drive, Pinner,
Middlesex HAS 2AG. Tel. 01 866 5692. Cheques and Postal Orders made
pay: v Limited. FREE ing.




SCREEN TEST

Got 'im! Even in battle, you can st

£ ) lwst person perspective worlds have
seen and done before, which
ns that Sleeping Gods Lie s a wee
it dsppaining. Agont fhl s one of the
most realistic games of its kind around; by
using a clever mixture of vectors and filed vec-
tors where there have o be straight nes, and
some clever sprite expansion and movement
routines elsewhere, Electraware have come up
with something that is, at the very least, an
eyecatcher.

A crisis in the country of Tessera provides
the scenario for the fancy graphics. Harvests
are bad, terrble illness is sweeping the land
Only one thing can save the world ~ the sieep-
ing god NGnir, who is rumoured to be slumber-

of Weird Dreams here.
that you're only going to get

Remember

anywhere in

this game by co-operating with the in-game
act

GRAPHICS 9  1Q FACTOR 6
ubio 7 FUNFACTOR &
ACE RATING 691

40 Advanced Computer Enterainment

‘spot the clever combination of fi

ing somewhere ot in the suburbs. You have to
find him. this is not the easiest of jobs, given
that you don't know where he s and that, due
10 the bad times, a ot of folk are against you.

of pebbles and an earthenware bowl (better
get those pebbles - they're what you'l do your
fighting with). Of the two doors, the one 1o the
north is open but the one leading south is
locked. Al you know is that somewhere to the
north is  hermit who wil give you your first
clue to finding NGir

As already said, the graphics are pretty
realistic. All doors, rooms, paths, or in fact any-
thing that should be squared is composed of
vectors. Al other items are displayed as solid
st ¥t are eanied and i o ok
ven the paint-
o Bl v s 3
from different angles.

Unfortunately, the game is dul ~ some-
times unplayably so. Death comes auickly, and
more often than not there isn't a lot you can do
about it. Bandits run from every direction, and
for some reason are able to hit and damage
you long before you can ever see them; your
pebbles aren't much good aganst this lot. Its
ot fair, s it?

There are also too many stretches in
Sleeping Gods Lie where you

Something to happen or somebody to arrive.
This is a real shame, since with a little more
planning and a bias away form arcade toward
RPG, Sleeping Gods Lie could have been a real
corker. As it is , it falls uneasily between two
stools,

oy Dilon

vectors and sprites.

SLEEPING GODS LIE

Should ENTERTAINMENT INTERNATIONAL be left asleep?

1 think he's trying to tell me something...

PREDICTED INTEREST CURVE

a generates huge amounts
o stk lock o gamepiy soon hows




SCREEN TEST

FORGOTTEN
WORLDS

US GOLD go multi-directional

Forgotten Worlds is the control
prise to anyone when US | system. On the original coinop,
Gold amounced their latest | as wel as being able to move in
arcade sigring a short whil back, | eight directions, you could also
Forgotten Worlds had already | fire in eight directions, completely
made a name for itself in the | independentl of current direction
arcades all over the globe, and | of movement, a la lkari Warriors.|
quite rightly so. It had stuming | As far as hardware was con|
graphics, a simultaneous two play- | cerned, you were provided with a|
er option (and let's face it Si rotational joystick and a fire but
taneous player games do alright | ton. Now, no matter who US Goid
for themselves in the arcades) | got to do the conversion, there is
and a wnique control system. US | 1o way they could have success:
Gold, thankfuly, have not only | fully converted that idea, short of
managed to do the game justice, | supplying a special joystck.
they ve come up with a near per ere only seem o be twof
fect conversion ways of convertig it. The frs,
The idea betind Forgotten
Words (and isn't it always?) is to
fd the universe from some | this might have made the game a|

SO,
YOU THOUGHT
CHESS WAS DULL?

I st have come as o sur

ideous evil.. Wave after wave of | lttle too difficut. So, US Gold
attacking, swooping, dving aliens. | have opted to make the game
They'e insanely unfair odds. A fair joystick _ controlied.

maiden or two. Luverly scroling | Now, tapping the fire button fires|
backiops and loads of damage. | a siem of bulles (or whatever

Wakay

The most unusual thing about

‘Those spiders look a bit nasty. Be careful you don't shoot the
heads off, because that results in thei running

ELECTRONIC ARTS

1t's not exactly fair odds is it?

Advanced Conpute Enfertanment 41
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WICKED

ACTIVISION'S fast breeder

00-ER! | | con o me e (the =y

eoros fo hathg o musm) l\avmg Aoy

a problem with this one. Tk about dabbiing

in the occultt Wicked i just 50000 strange, it

even has an ouia board s a high score table

entry system!
o

, you were a soldier.  One of the

deceased. Now you are but a lost soul, drift
ing through the endiess void

at s this? The sun-god is summon-
ing you. The Zodiac is in chaos! Evil has
taken over the twelve signs. Thou must enter
the constellations of Pisces, Sagitarius and rid
them of the invading evil by spreading good
ness and kindness and all those other girly
things.

thing you must do is choose which
constelltion to ‘purify. To win the game, you
have to take the twelfth sign, Sagitarius.
are offered a choice of three signs, the three
immediately following the last sign you won.
Once done, you are presented with a map of
the constelation of the current sign. Three of
the stars are highiighted. ~These e the three
you have to redeem. ~Cick the pointer on one
of them, and away you go.

ey the. beat ey b0 cescrbel the
game itself is as a fast paced breeding race.
Both you (good) and a computer opponent
(bad) have a number of PORTALS,
red and his are blue.
come SPORES. s from the SPORES that the-
GROWTH grows.  You have to pick up the
SPORES and drop them on existing GROWTH
to create more GROWTH.  You then have to
shoot away his GROWTH to allow yours to
grow vith the final intention of growing over his
PORTALS to rid the star of him and his pres-
ence.._He has to do the same to you.

Once every day and night, a tarot card ail
appear and drop a token.  This can be either
g0od or bad depending on the card, and can
range from an extra life for you, or a spurt of
growth for him.  Hint. Examine the card
before you collect anything.

Acute, happy, friendly,fuffy des, yet origi-
nal. Yes, at last an original ideal This isn't
surprising, considering the game's from Binary
Vision, authors of Zoids and The Fourth Proto-
col.

Both graphically and sonicaly, Wicked lives
up to s name. The graphics are nothing short
of stumning in places. The intro sequence,
where the sun sets befind the word WICKED,
set out in stone letters, looks very similr to a
scene from Stonehenge.  Then there's the Eye
of Infinity, where you choose which constella-
tion to battle over. ~The eye is continually rov
ing, red veins pulsing, and occasionally t cries
a sient tear of blood.  The game over effect is
pretty amazing too, when blood runs down
from the top of the screen. Great stuf.
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A brillant game. ~ Origina, addictive, but,
most importantly, wierd. - Check it out
® Tony Dillon

PREDICTED INTEREST CURVE

ly simple gameplay gives way to
but, ke all simple ideas, the
fun wears off all oo quickly.

Told you it could all change. That's your
‘down the screer

GRAPHICS
aupio s

ACE RATING 837

1a FACTOR 7
FUN FACTOR 8

N it o

You're in the lead, judging by the large
o oF oo A ik i St

all t0o easily change. The moon is up.

hmdesof Gamio? Looks M R thee
to ge!

10 FACTOR 7
FUN FACTOR &

GRAPHICS 8
Aupio s

ACE RATING 837
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RELEASE BOX and moving left or right roates

your man. This sort of control a
50 causes
autofie joy- sticks are out. Sec
ondl, you have to be very careful
when moving about as its all too
easy o rotate by accident when
wiping out an approaching fiet.

At various points along. the
levels, shops wil enpt from the
floor. Fy nto these, and an aftrac
tive young lady wil ty to sell you
some weapons. The amount you
can afford depends on the amount

lasers to a muliple that flies
where you fly and fires where you
fire. Aren't ets lovely?

That's about the size of it
When it comes doen to i, Forgot
ten Worlds doesn't actually offer
anything new. But why should it?
After al, its great fun, and that
counts for an awful lot

© Tony Dilon

ef otatig when
. th acton i ast and furious and the game

GRAPHICS 8  1Q FACTOR 7
aupio 6 FUNFACTOR 2
ACE RATING 885

problems. For a start,

THIN