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THREE action-packed

days for Atari owners!
The spectacular Alexandra Palace And that means you can enjoy unique
represents a new showcase for the hands-on experience of programs
fastest-growing range of computers everyone will soon be talking about.
on the market. You'll find some of the best prices
From the exciting games console to around for blank discs, disc boxes and
the ever-popular 8-bit Atari and the other accessories, learn about the many
sensational Mega ST, they'll all be opportunities to expand your computer
there at the Atari User Show! system, get helpful advice from some of
Some of the very latest software Britain’'s leading experts, and so much
will be on show for the first time. more!
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Dear Games Machine

1 used to read CAVG, until | read THE
GAMES MACHINE, to which | quickly
sulbscribed in Issue Three. | have now
found out that there is a competition to
win an Amiga, but to my dismay it said
that the answers were to be found in the
previous issues {one, two and three) of
which | anly have Three. | have racked my
beains and the stores trying to find where
copies are fo be found. Please tell me if
there are 1o be any back issues, if so how
do | obtain them and at what cost.

Carl Horland, Egham, Surrey
From TGMODE there will be 8 back

Dear Games Machine
I'weould like to take this opportunity as an
ST and Amiga owner to reply to Jonathan
Holloway's letter in TGMOO4 (March),

| am a games piayer and, like
Jonathan, | wanted to upgrade from
Spectrum to Atari 5T, How wrong | was,
because very soon | realised that the ST
was not so hot on the games side. What
| mean is that although the ST can have
nice graphics, it is not great at animating
them {eg Enduro Racen, aiso the sound
quality is very much like the 128K
Spectrum. The best sound it manages is

which eals up memory

EnormoLsly (even with compression
routines)

Now if, on the other hand, you saved
up for a bit longer and bought an Amiga
500 you would realise, as | have, that the
ST is 3 box of nothing! The Amiga has a
graphic system that puts the ST to shame
and a sound chip that is only equalled by
top quality synthesisers. There is a blifter
chip 1o speed up repeated graphic
functions and wait for this; the Amiga s
steren. Now don't let an ST owner or
salesman in a shop sway your mind by
saying, ‘there’s a biitter chip coming out
soon’ or *just wait till AMY comes along
{sound)’. That is what got me to blow all
my savings on an 5T, | bought mine in
May 1987 and | am still waiting for them.

| have since been tokd that the AMY is
oniy for “top of the range oh God look at
the price’ STs only, and the biitter will
mean the majority of all games released
will not work. To add to the argument,
Atari have recently upgraded their TOS
which has brought with it many maore

incompatibilities. (Just read recent
computer press o see how angry new
owners are). How often do you see Amiga
DWNErs writing in this much?

As to TGM being less formal . . .
DON'T YOU DARE! The bulk of readers like
# just the way it is.

A big cop out is the idea of a POKES
section; if we double precious space to
this then you'll soon notice that chunks of
the magazine will deteriorate and you'l
get fed up with the ST and Amiga games
that you paid £20-£30 for and all because
a cheat mode made it too easy for you.

Better to include a play by mail section.
There are some excellent PBM games out
there that many people don't know about.
I'd say that many people who have not got
a computer will buy this publication for
PBM reviews, previews and tips.
Jason Shipman, South Wirral,
Cheshire

Without wishing to convey bias on
efther 5T or Amiga, they both have
features which make them capable of
supporting outstanding software. TGM
feels that the two computers are good
for each other, competition never hurt
anybody and can only instil an urge to
mmﬂmnh

No comment on cheal modes, but a
PBM section is planned.

Dear Games Machine

MNow that TGM has been

launched | would like to comment on how

it could be improved (albeit only slightly).
| am happy to see the Adventure

Calumn (by Rob Steel), but where Is the

helpiine? | had always thought that the

two ran side by side. After all, competitor

mags have helplines, so how how about

one in the future?

Now to comic strips. Why doesn't TGM
start a comic strip such as Jetman and
King Grub in CRASH? (The totally un-
funmny Mercy Dash by Mel Croucher
doesn't count.)

Umquat the Alien (the ex-LM strip)
would be ideal for injecting a little humour
into the . Thimk about it. The
final suggestion is for a TGM binder.
CRASH has a blue one (a binder | mean’),
whilst ZZAF's is red and the one for
AMTIA! was green (ish). TGM's shouid be
white or black.

Phil Latham, Macclesfield, Cheshire

Our resident man of Steel would dearly
love to include a help line - he's
working out how to present it now. As

you will have the chance to send for a
brilliant binder (not white or biack, but
lavish leather-look) in which to safely
keep your copies.

Dear Games Maching

Software houses, please can we have

more programs that use MIDI ports and
aliow you 1o connect more than one ST
together. The only program/game | am
aware of that does this is Midi Maze by
Hybrid Arts. This program allows you 1o
connect up to 16 STs together.

Three friends and | recently bought a
MIDI lead each, they cost us £3 a piece.
The four of us got together with our 5Ts,
connected them and spent the whole
evening playing Midi Maze. We had a
brilliant time

The possibilities for games, whether
they be RPG, arcade, simulations,
strategy, or adventures must be endless.
The beauty of Midi Maze is that even if
you can't get any friends together you can
still play the computer on your own.
rﬂmmm

"ham

Flight Simulator Il from Sublogic
allows players to 'fly' by connecting
two Atari 5Ts together, we know of no
other st present. Perhaps software
houses look on if as a loss of potential
sales if one program can be played by
a number of users rather than them
having to buy a copy of the game each.
m;wm the price of Midi

Dear Games Machine

I must congratulate you on your excelient
and most interesting article on Rare in
TGMOO4 (March). | am the proud owner
of a Nintendo systemn and think that it is
the best thing to come over to Britain for
many years. After reading this article |
wondered if there was any way to get my
hands on one of those marvellous
Nintendo magazines, | also would like to
know if there are any plans o produce a

Nintendo magarine in Britain. Thank you
again for that wonderful article.
Paul Bedser, Ropley, Hants

You would be very lucky to gef your
hands on one of the Japanese
magarines! Perhaps Mattel could heig
put you in touch. As for a British
version, there is insufficient Nintendo
software backup at present to support
such a project. But perhaps not for
much longer.

Dear Games Machine

| loved your interview with Rare and
marvelied al some of the screenshots.
Having a Ninfendo myseif | thought
nothing could possibly surpass Super
Mario Bros but from the shot of Wizards
And Warriors | was wrong. Please could
you print some more screenshots. Will
mmmhum

| do have oné complaint, (a very minor
one), there just aren't enough Amstrad
TEVIEWS.

Apart from that small complaint you
have produced the best ever computer
magazine to hit Britain, blowing CAVG
right off the sheives.

W Matthews, Chichester, W Sussex

The games highlighted in the Rare
feature, along with many more, will
eventually become available fo the UK
market, although we have no precise
date as yel

Dear Games Machine

First, can | have a quick dig at John
Vincent (Readarpage TGMO03)? He says:
‘As one of your older readers (| am
chairl | may not be twice his age, but |
could count the difference between my
age, and twice his, without taking off my
shoes - and |'d still have my thumbs free
for twiddling. Still, I'm not going 1o claim
anything on that basis, because I'm sure
there are some oul there who could say

TGM TX 005:4-887/108




LEITERS‘

the same about me. moves, while the game draws a picture? ludicrous to suggest that white whose products we hope to be

Mare seripusly, there's Ron J Handy's | The people stuck with 300 baud modems | characters are used in preference to reviewing in forthcoming issues.
guestion: "Why can't we have pictures have to wail four times as long - makes | black characters. Some of the garbage However. even though the greal
with MUGs?" Maybe | should declare an | a typical cassette loader look good. Of spoken by Mel Croucher is reminiscentol | quester has left CRASH Towers, never
interest = | prefer text adventures myself, | course, you could always lease a speeches by Labour’s loony left - need | | fear, the adventure trail will continue.
with graphics restricted to arcade-ish MegaStream link from BT, But not on my make any more comparisons?
games — but the real answer to his salary . .. Concluding my letter, | must express | WIORE CONTROL
guestion ks more technical than one of Fexpect we will eventually see picture my sincerest wishes for the long-life of

. There are two basic MUGS since people seem to like them. Il | THE GAMES MACHINE. itis, in my opinion, | Dear Games Machine

problems: lack of a standard for be a few years, though, at least, beforeit | a better organised mag than the Being an avid games player |'m quite
transmitting high-resolution multi-colour | can be done at home prices. And, when | unfortunate LM, and | hope that it grows | worried where games programming is
computer graphics, and limitations of it happens, it may well involve some 1o the popularity of CRASH and ZZAP! going. As games are nearing arcade-
current (home-price) communications totally different technique. For example, | Scotl McGlashan, Glasgow quality with Amiga and 5T games getting
systems. Neither of these problems is how about special MUG playing software better and better all the lime, there is one
absolutely insurmountabile {we have the | for the home micro, which receives only major aspect of arcade games heing
technology) but at the present stateof the | a special code string ("show picture Thank you for your letier Scoii. We 're missed out - the games control. it's
art, the answers area bitoutoftherange | number 17485923°) and then displays delighted with the way sales of the alright if you're playing a shool-"em-up,
of the normal home budget (thousandsor | the picture taken from a video-disk bulk | magazine are going. Nothing official but if your piaying Ouf Run for example;
tens of thousands of pounds, not £1.95 | store attached to the home micro? You'd yet, but it's rapidly catching up with a joystick just won't do — when the game
on the budget shelves). be sent the disk (for a fee, of course) the other two. might be graphically sound, using

Each make of home computer usesa | when you signed up for the game - by anything efse but a steering wheel as
different form of video information — in then we’ll all have the CO-ROM drives, control doesn’t seem right. Non-arcade
some cases it also dependson typeof | won't we? WHO THE HELL IS MEL? conversions like Test Drive and Crazy
maonitor, etc. In what form should the Cheers . . . Cars, where the graphics are briliant,
MUG send you the picture? Well, thereare | Paul Smee, Bristol Dear Games Machine could also benefit from the steering wheel
two answers, One is for the MUG to ask TGMDO4 has to be the bestyet Whatwith | treatment.
what you are using, and 1o send a Er... cheers Paul! the Ulimate interview, excellent | hawe only heard of one peripheral for
machine-specific version; bad luck if thay previews and reviews, but one feature § better confrol and that's Gauntiet 2 with
don't know about your machine. The was particularly interested in was Mel the add-on for four players at a time. I'm
other is to invent a machine-independent | AVAST SUBJECT Croucher's Industrial Child Abuse article. | not implying that software companies
protocol for sending the pictures, and to A lot of heartache seems avoidable should shell out millions developing a
require each home micro 1o have a Dear Games Machine through common sense; whointheirright | new form of game control, but a neutral
program which will then display tasbest | On the subject of piracy: it concemns the mind would sign themselves away manufacturing company could develop it
itcan. Bothof these require alotof extra | subject of software lending libraries. that | without a writien guarantee of money S0 you won'l get one steering wheel
work on the part of the MUG writer (which | are freely advertised in many national being paid. But then | suppose the answer | made by US Gold not working on a game
would make MUGs more expensive); and | magazines. It strikes me that, as all to that would be: 'who's goingtoswindle | by Electronic Arts. | hope this has not
both would require thatthe playersgeta | software is sold under the condition that | innocent little me?' been a waste of time and soltware
specialised program to receive and it Is ‘not for resale, hire, all rights There seems 1o be plenty of sob stories | companies are taking note.
display the image. This has the side effect | reserved’, efc, then these libraries who flying around, but surely some young MJ Randall, Hounslow, Middx
that it drastically cuts down the potential | lend software to people are blatantly programmers have made it without being
market: right now the games canbe used | flouting the law. ripped off. You're right of course, and it wouldn't
by anyone with a terminal (emulator) and Three years ago, there were numerous Before| go could someone tellme who | swprise us fo see someone working
a modem. The second solution probably | libraries operating and advertising freely | (or what) Mel Croucher is. Where did he quietly away at that very problem now.
would also increase the amount of in the press, then came the new laws on arise from or is he just a figment of Let’s hope they, whoever ‘they” are,
information which has to be transmitted, | Software copyright, and the formation of | eéverybody’s imagination? doesn't take loo long about it.
which bears on the second problem. FAST. The Software for hire adverts Alistair Crichton, Irvine, Ayrshire
Device-independent forms are not disappeared overnight, as you would
usually the most compact or efficient. | expect. Yes, we've been wondering who the | USER FRIENDLY

Once that's all been solved, there is So why is it then, that over the past hell Mel Croucher is . . . and why?
still the transmission problem. Howmuch | year or two, they've all started Remember the software house Dear Games Machine
data is needed for a picture? Well, since | reappearing? | find the whole situation Automata? No? Neither do we, but Mel | As the Leeds area is lacking an Atan 5T
he mentioned t, lets consider the Atari | very irritating, as | presume that these had something to do with a character | user club, several fnends and | have
ST, it requires a little over 32000 bytes, | activities push up the price of software, called the PiMan . . . or decided to try and put one together
including colour info. Some 8-bits need | therefore those of us who choose 1o buy something . . . We have, at present, around 12 people
less; some machines, like the Amiga, can kai;“ﬂumm.mm definitety interested, but we shall need a
use more; but 32000 is probably a nice | subsidising the pirates’ activities. lot more to make it a viable proposition
sort of average number, for the sake of | A Regular Reader BAUD WITH DEFENDER This venture will not be for those who
doing some rough calculation. There are intend purely to rip-off software. It is for
various data-compression techniques; Software Libraries themselves arenot | Dear Games Maching those wha are dedicated 1o learning how
MMWHHHMMM againsi the law, possibly what theyde | |am considering purchasing a Compunet | to use their machine 1o the fullest. We
‘interesting’ an image is. For really is. If a library purchases software on | Modem for my Commodore 64 which hope to have guest programmers from
complex pictures, the simpler data- which it states {as it does on most seems to offer good value for money, development houses along to explain the
compression miay modern packaging) 'Any unauthorised | whatdo the experts at Newsfield think of ins and outs of programming. If it is also
increase the amount of data 1o be copying, hiring or lending is ilegal’ this package? possibie, we will offer a P/D service. As
shipped. The more complex techniques | and they go ahead and lend the game My main problem with using modems | the ST is an excellent music generator (ie
don't tend 10 do this, but they require out, they are liable to be prosecuted is the cosl. How much do the different MIDI), musicians who use the machine
absolutely perfect data transmission - a | under criminal law and sued for MUG's and biliboards elc, cost touse, and | are also welcome. | use my machine for
single bit error can turn the picture into | damages under the provisions of chvil | are there any cheap rates or free music as well as games and for writing
complete garbage. This means error law. services? these lefters
cormecting transmission, more cost, and All of Newsfizld's magazines are Anybody wha is inlerested, please ring
a lot more overhead. So, for the sake of brillkant (I now buy CRASH, ZZAP! 64 and me on (0532) 871329, after 6.00pm. any
argument, let's say that one way or THE INK IS BLACK THE GAMES MACHINE), although | hope | weekday evening or any time during the
another we have to ship about 32000 that the Adventure Trail will still continue weekend and let me know, If you don’t
bytes. Of course simple graphics, like Dear Games Machine in CRASH now that Derek Brewster has have a phone, write 10 the address below
ViewData, CeeFax, eic, need a lot less, As a rubber-keyed 48K Spectrum owner, | left (what's he doing now?) We will organise a meeting and take
but since Mr Handy is comparing against | aCRASH subscriber and an occasional YS | Richard Taylor, Rugby, Warks things from there.
Defender 0f The Crown | doubt that would | reader, | must congratulate the staff of We should be grateful for any support
make him happy. THE GAMES MACHINE. For more information about Compunet | you can give us.

Now, how are we shipping If? Why, TGMOO3 was the first time | bought it, and the excellen! services they Paul Crosby, 4 Station Close, Garforth,
down the phone line. fyou've gota 1200 | anditwon'tbe the last. The layoutcannot | prowide wity nof drop a line at; Leeds LS25 1PT
baud modem (not too unusual), youcan | befaulted, and as in CRASH, the reviews UNIT 26, SHERATON
grab about 120 bytes per second. So, our | are informative. The features were CENTRE, WADSWORTH ROAD, If there are any Atari 5T users in the
32000 bytes takes about 250 secondsto | generally good, although | mustvoicemy | PERIVALE, MIDDLESEX, UB6 7JB. Leeds area who would like to join a
transmit - a bit over four minutes, Doyou | strongest disapproval of Mel Croucher's | Derek Brewster is now running a new | new, up and coming user club, why nol
want to walt four minutes between Racism in Software article. It isabsolutely | soffware label called Zeppelin Games, | confact Paul.
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NEWS

HILL

DESTINY SOFTWARE is

running

ABOMINATION

a competition n

connection with the company’s first release, Yeti, in which
| the lucky winner could receive £30,000

Tha mpetition "-;".‘:\- Bean
rganised around thea much
Dk lirismd - ma I:]-d" t_‘I:H!'dIT 3

aéd by mountaineer/adventurer
gxplorer Chris Bonnington. For

3, BoNNINGgLon 15 Not out 10 De

first 1o the top of a mountain, he
i 1 fhimd the elusive
Abominable Snowman aka Big
F W gk '_..'-'.:.r
Witham Hill are offering very high
ids of 150 to 1 against success

ind Destiny Software has placed
bl ) that the Yati will ba

1. It they are proved right, the
B W . Cashne and tha
Winnings given away to a lucky

w have to do to enlar

gand a postcard to Destiny
Software, Lamerton House, 23
High Street, London W35 5DF,
with a of S0 words on
the back describing what you think

antrant. Al

maximiurm

the Yeli will look ke the best
description wins
Bonnington has expressed

great confidence in finding the
legendary beast, and claims that
100 many trustworny
eyawitnassas have sean it for them
not 1o ba beleved. His plan is
simple enough: chmb Into the
Himalayas and then sit quietly for
however long it takes until the Yeti
decides o put in an appearance
Believing it to be a creature of
some inteligence, Bonnington
argues that previous axpaditions
have failed to meet a Yeti face to
face because thay have been too
noisy and aggressive

Whatever Bonnington
discovers, Destiny is raleasing the
game Yell to coincide with this
expadition, available first for
Spectrum and Commodore 64

Software person Francis Lee meets his destiny in front of a very cold back drop

RARE

ENQUIRIES

FOLLOWING our article in TGM
004 on Rare Ltd, the company
ywned by the Stamper family, who
used 10 be Ultimate, numéarous
rogrammears and I,‘]!’_,J!\.'r'_!'H'JF:IrT'II;'!"Ir
have baan nnging tha offi
cés for Rara's number, all keen on
development for tha Nin
iarket or Rare's new high-
80 arcade board. It has {0
a matter of confidence for
the 3 being as to who, but soma
pratty hefty software names are
iNCluded among the anquirers

b

FOR FOX SAKE

GRANATH. a world in a parallal
universe, has been at the mercy of
dinosaurs for millania, Only a few
mammals survive and the human
race has been wiped out but for
ona powerful lone female. This
solitary hercina, Viken, was raised
by the wily foxes and is bestowed
with magical powers given 10 her
by the Fox Sages. With the ability
to matamorphose into a fox, and
armed with her magical whip, she
valiantly fights to rnd her world of
the prehistoric monsters. Vixen
will be released on all major
formats in Apnil

The chief whip = the picture of the barbaric beauty is not 8 screen shol of the
game

SUPER DAY

SUPERMANIz 50! Created by
Jerry Siegel and Joe Schuster, the
man of steel has bean delighting

f around the world with
superhuman feats. Action
Comics was tha first medium by
the Kryptoman was made
Known tothe public, although films
and eventually television soon saw
his potential and helped spread his
fame. As awareness of Superman
grew 50 did his powers: from the
very humble beginnings of baing
fast and jump esght
the modem red, yellow and

biue crusader can fly faster than

§7 Y ar
1 Ll

the spead of light, possesses
super-breath, has X-—ray wvision

and can magically change from his
alter ego Clark Kent into the
saviour ol the universe. Who
knowe what powers he willnead in
order 1o deal with the problems of
the world in another 50 years?

Up, up and away, faster than a

speading bullet - Happy Birthday
desr Superman




ALL

LAST ISSUE we reviewed version
updates of from
MicroProse and Tomahawk from
Digital Integration, both for the PC
Compatibles. If you have a look al
the Gunship review, you will, of
course, notice that the screen shot
is actually from Tomahawk and
vice wversa, THE GAMES
MACHINE humbly apologises for

SEEN ONE AH-64 APACHE
HELICOPTER, YOU’VE SEEN ’EM

this emor and assures all
concermnead ( Fiona from
MicroProse) that this will not
happen again - at least, not until
tha next time . | .

In this issue we include yet
another version wupdate for
Gunship, this time for the Atari ST
- have a look and see if we got it
right this time.

THE MANDARIN
MILLION

A MAJOR new software force was
launched in February with a
budget of £1 million at its disposal
to provide exclusive gamas for
the discriminating user’. Called
Mandarin, it combines the
Europress Group in a serias of joint
ventures with some of the UK s top
programming teams. First title for
relaase 8 a space shootl-"am-up
from Powerhouse Software
called icarus, only available for the
BBC B, B+ and Master. Lavel D
Computing has also joined forces
with Mandarnn, and at the end of
March will be réleasing the
adventure trilogy Time And Magik,
available for most 8- and 16-bit
machings

ANGLIAN FOR
AN AWARD

KNIGHTMARE, Anglia
Television's imeractive adventure
game, has won the Jean d Arcy
International Award for video
production in Paris against some
tough compealition from 19 entries
from around the world including
Japan, Wast Germany and the
United States. The international
jury praised Knightmare's ‘original
concaption and technical
innovations’ The production
company, ldeas Factory, is 1o
working on another 13-pan
Knightmare series for Anglia which
is 10 be screenad on children's TV
m the autumn.

"

COMMODORE 64
RESET SWITCHES

Serial Port Reset Switch for only £2.50
Cartridge Port Reset Swich for only £4.50

Send cheque or postal order 10

ROBSON ELECTRONICS
Newcastle House, High Spen, Rowlands Gill
Tyne and Wear, NE39 2BL

Prices include P & P
Please don’t forget to include your address

Tirm Chilld, deviser of Anglia TV's Knightmare, and director Sally Fresman on o
compuler generated sel, proudly displaying their award

DIAL-A-DEMO

MICROLINK is offering a ‘try
befora you buy' facility. Computer
users who haven't yet seen the
range of services Microlink has 1o
offer can now log on directly for a
free interactive demonstration. All
you need is a 120075 baud
modam and a telephone
connaction 1o (01) 583 1275. Once
onling, at the =PAD prompt, type
CALL 72 and press retum. When
asked to sign on, type ID MAG111
and press return again. The
password DATABASE, followed
by retumn, displays the menu. You
can browsa through four sactions
communication, information,
sarvices and leisure, each
descrbing a differant aspact of the
syslem

HUBBARD GOES
Us

ROB HUBBARD, one of the UK's
leading computer music artistes
who left our shores for the wider
spaces of the Untied States some
months ago, has joined
Electronic Arts. He is to be based
at the company's American
headquarters in San Mateo
Califormia and will be working on
the devalopmant of future titles
Hubbard's musical successes

o gate, mostly on the
Commodorne 64, includa the
award winning titles Sanxion
Monty On The Run and
Knucklebusters.

COMMODORE BUSINESS MALCHINES
has launched a personal computer

sysltem based on the Amiga
specifically for the small business
market NMamed the Amiga

System 500, it incorporates a

high—resolution colour or

mono
1200FP dot
Transformer
Works (a software
consisting o word
processor, spreadsheel and
database modules). Ratailing at
£699 plus VAT with the colour
monitor and £599 for mono, the
Amiga System 500 wil be
availlable from February 22
through authornsed dealers

SEGA CUTS
PRICE

THE RETAIL PRICE of the Saga
console system has been
reduced. £124 .95 will now buy. the
Sega Master systam, the Light
Phaser Gun and shooting game
plus efther Oul Aun, Space Harmer
or Rocky

the MPS
matrix printar, PC
and The
package

monitor,
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MINDFIGHTER is to ba tha first
adventure release from new
software company  Abstract
Concepts described as a
‘serous’ sgister to Delta 4
Programmed by Fergus McNeill
ol Boggit and Bored Of The Rings
fame, the game is based of the
book of the same name and has
been designed by its authoress,

Anna Popkess
Set for releasa in Apnl,
Minchighfer s set in a post-

nuciear holocaust world and the
story tells of the guest of a little
boy called Robin to help the
survivors. Robin, aithough only
gleven years, is a student of
parapsychology who possasses a
high degree of control over his

CONGEPTS

mind. He quickly discovers that
evil forces are al work on his
decaying world; what survivors are
laft are being cruelly suppressed
by The System - an extremely
fascist regime who have graspad
control. The only way to help these
peopie is for Robin to return to the
present day and pravent tha Warld
War [l from taking place.

The adventure uses a new
programming  system  called
SWAN and features digitised
graphics, icons and a parser lo
match any other on the market
today. A copy of the book will be
included in  the Mindfighter
packaging, and the game will be
available on most 8- and 16-bit
formats

Icannot see 'train* = Fergus McNeill and Anna Popkess wait for one on Ludiow
station - an adventure in itsalf |

ALL SYSTEMS
THREE GO!

JUST AS we were putting the
finishing toucheas 1o this 1Issue, whno
should ring the office long after
hours, but Mark Cale of
System 3, to tell us that from
Midnight on February 29,
System 3's contract with

Activision 1s officially ended and
they are on their own again. With
some very big hits under their belts
including the International
Karates, Knights Of Bangkok and
the monster C64 hit The Last Ninja,
System 3 can look forward to a
bright future. Plans are afoot for a
large promotional campaign sSo0on,
but Cale isn't saying about what
just yet

|
|
|
|
|
|
b i, _' - L N Y. 4 iy i, o

We require:

DESIGNS ON THE FUTURE

COMPUTER GAMES GRAPHIC DESIGNERS
VIDEO GAMES SOFTWARE PROGRAMMERS
A MUSICIAN PROGRAMMER

16 — BIT CENTRE |
COMPARE OUR PRICES

Amiga A500, modulator, mouse, Starglider, Deluxe
Paint, Goldrunner, Defender of the Crowns, 1 meg |
drive and 2 meg memory, workbench disk, Amiga
extras and basic disk/ manuals - £449

Atari Stem, 2 meg memory and 2 meg drive,
mouse, six public domain disks - £259

Sega Games Console, with free game - £94.95p
Sega Light Phaser, with free game - £44.95p

Commodore C64 Sports Pack, 1530 recorder,
Joystick, Commodore Sports Holdall, SIX GAMES

Needed to join our expanding design team to produce
top quality home-computer and arcade systems soft-
ware for overseas markets.

Please apply in writing to:

RARE LTD
Manor Farmhouse
Church Street
Twycroft
Warwickshire
Cvo13p]

(Barry McGuigan's Boxing, Great American Cross,
Country Road Race, Decathlon, On Field Football,
Star League Baseball) - £169.95p

COMMOPORE 1024- HiGH RECOLUTION

COLOUR MONTTOR FOR AMIGA [KTAR | €7-£229

PLEASE PHONE FOR SOFTWARE PRICES AND
ANY ITEMS NOT SHOWN
All prices include VAT & Postage. Courier extra
48 Bachelor Gardens, Harrogate
North Yorkshire HG1 3EE
TEL: 0423 526322

TGM TX
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Bowl or Bust! Fred and Barney want to go bowling but Wilma has other
and guess who's left holding the baby?

Join the Flintstones in this officially licensed arcade adventure based on
the famous Hanna Barbera cartoon characters.
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| PREVIEWS

SATURDAY

Cinemaware, whose Defender Of The Crown
set a 16-bit standard for others to beat, are
back in action with material that
affectionately dips into those Saturday
morning matinées so popular in the
cinemas of yesteryear. We take a look at
their two new games, marketed in the UK by
Mirrorsofi.

f you ask anyone who works for Cinemaware, they'll

tell you that they see themselves as the next

generation of computer entertainment producers—as

important to computers as the first talkies were to the
film industry. For the future the company is heading
towards interactive video and CD-ROM technology for
further products, but meanwhile they are enthusiastically
pursuing the task of putting the ultimate interactive movie
onto a home computer, with themes ranging from comedy
to tragedy and a fair bit of heroic fantasy in between to

keep everyone entertained .

After a flying start with the highly
acclaimed games Defender Of The
Crown, Sinbad And The Throne Of
The Falcon and SDI,
Cinemaware's current release is
another homage to film —wrapped
around the theme of the Thirties
gangster movies, King Of Chicago
isreviewed in this issue. And there
are two more cinematic products
ready for spring launches, first

made great claims for it. For a
start, he reckons it is the first
computer program which really
takes full advantage of its licenca,
and certainty when you sea the
animated graphics, you can see
what he means. Mo stick figures
here! The real life Stooges in
authentic monochrome flesh are
unmistakable. And there's over
800K of compressed, digitised

Cinemaware take film-style animation rurmner than ever befora with the
comedy game The Throe Stooges — Amiga screens

being The Three Stooges, based
ground the dublous exploits of
those daft American comedians,
Moe, Curly and Larry.

Prasident of the Cinemaware
Corporation, Bob Jacob, has

sound effects in the game,
including clear and recognisable
sampled speech from some of The
Three Stooges's classic films.
Who can ever forget Curly's
immortal ‘Nyuk, Nyuk, Nyuk!® or

MORNING
PICTURE SHOWS

Moe's strangled cry of frustrated
rage: ‘You idiot!'7?

If that isn‘t sufficient to get
worked up about, then Bob and
the Cinemaware team are
authentic to their Hollywood
inspiration, even to producing
interesting statistics and items of
production information such as
you get in those lavish, colour
brochuras they sell at big movie
premiéres to help recover the
money lost making the film. Did
you know, for instance, that the
guy whowrote The Three Stooges
is the same man who wrote the
navigation program for the Space

sighs and appropriate groans of
anguish) and attempt to raise
money for Ma's Orphanage. This
venerable institution is threatened
with closure by the avil banker,
leaving Ma and her three
delectable daughters homeless
{ahhhh).

To rake in the finance the boys
take on a sanes of odd jobs
including prize fighting (except
Curly can't fight unless he hears
Pop Goes The Weaseland Larry's
violin is broken); becoming waiters
at a top restaurant (how good are
you at throwing custard pies?):
and tackling medical matters at

I

i 1

A
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Shuttle? At least the custard pie

trajectories should be accurate.
The game itself, programmed by
incredible Technologies, is in a
similar vein to Defender Of The
Crown in as much as it is an
interactive movie. In every other
respeact it is completaly different!
Controlling The Three Stooges,
your objective is to guide them
through a movie (packed with the
sort of situations matinée
audiences loved to participate in
by giving forth with suitably soppy

the Stoogeville Hospital (smacks
of the Marx Brothers' Day At The
Races)

From the Amiga screen shots, it
is obvious that the standard of
graphics are high, and when
combined with computer
animation, the whole game works
to stunning effect. Amiga and ST
versions will be available in March,
retailing at £24.99, and the
Commodore 64/128 version is
expacted in April — but on disk only
~which should retail at £14.99,




| LOAN RANGER

@ brought up on
y marning picture shows
3 real heroes saved real

gamseals with real dramatic
ndings — not the kKind of cissy stuff
you get now on TV, such shows as

| Kissyfuror Gobots -
Cinemaware's early summer

nterest

Those matinée shows
contamea WE‘E‘HI*,- adventure

ssodes which always left the
enca with a cliff-hanger
enging - will the hero's flr:-ger naus
hokd out 7 Cinemaware’'s
ocket Ranger, inspired by heroes
such as Flash Gordon and Rocket
Man, is the title of tha new and
minguingly cinematc gama, and it
foliows in the matinéa footsteps
being split into different episodes
pach with a cliff-hanging situation
at the end. Sat in the Forties, the
war is raging and the Nazis are
advancing into the rest of Europe
But meanwhila in the future 3
yroup of 215t century scientists,

D ;

.

The nasty Nazxi rocket! awails launch, but can Rochet Ranger

step in and save the day r

who have backseen that the Nazis
will/did win the war, will'have
ambitiously send(t) a rocketsuit
raygun and a secret decoder
wheal back through time as aloan
to you, in the hope that you can
save mankind (forgive the mixed
tensas, but life gets difficult in this
sCcanaro |

Rocket Ranger is packed full of
atmospheric and highly stylistic
graphics, reminiscent of Fritz
Lang's Metropolis — the film that
for the Thirties and Forties
embodied the future — and

A large pirship is in danger = Rocket Ranger
hdn!';.rrr' Can he do it? Tune in next week Kids

features two megabytes of
sampled speech. The animated
graphics, needless to say, are
superb, and there are some nice
touches of typically aver the top
humour, such as the flying bird
that gets knocked dizzily off
course by Rocket Ranger's
affortless leap into space. Planned |
for release on the Amiga in May
and the Commaodora 64/128 in
June, Rocket Ranger should also
be available for tha Atari ST, PC
and Apple lIGS in the near future
Roll on CD-ROM
O the resciue = 's 8 reaal chiff
Amiga sCreens

AFTER

AFTERBURNER

PROGRAMMERS have been trying to write the perfect
16-bit flight simulator since before the machines hit the
shops. The real trick is to find some way of satisfying the
serious simulation fan and yet attract the mass of
gamesplayers who want something a bit more exciting

| than watching dials and reading vast manuals. Well

| Electronic Arts may just have done it. The simulation is
called Interceptor, and it is for the Amiga. ‘It has to be seen
to be believed’ is a well-worn cliché, but in Interceptor's
case itis true. Sorry our two still screen shots convey only
a twentieth part of the visual excitement this program
generates, but you do need to see it moving.

| Congratulations also to Electronic Arts for providing just
about the most cleverly engaging preview demo we have

| ever seen
Two jet aircraft are at the centre of
this ultra-realistic simulation, the
F-18 Hornet and the F-16 Fighting
Falcon—you can select either, The
flights all take place in the vicinity
f San Francisco Bay, and featura

16/108TGM  TX
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SixX missions; interception of
incoming cruise missiles, saving a
pilot from drowning, preventing
the escape of two stolen F-16s, a
training mission, a top sacret
mission for advanced pilots and a

e e e o

free-flight mode.

What makes interceptor so
differant and exciting are the solid
3-D graphics. Not content with
sitting the pilot in his cockpit at the
controls, Interceptor has various
viewing modes which can be freely
flicked between as you please. Of
course there is the usual cockpit
point of view, but it is possible to
look sideways and backwards

over the tail as well, Additionally
you can set the viewing position
outside the aircraft from what
appears 10 De aight directions,
from above it looking down o
below it looking up-and thereis a
Zoom facility too. Flicking between
all thesa oplions can provide both
the player and any onlookers with
what looks just like a film; rapid
cutting togethear of the "scenes

Stunning, high-speed flying action from all an gles in the Electronic Aris
5T Interceptor
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cancreate as much excitement as
the best aerial sequences from the
movie Top Gun, especially when
your fighter is heeling over in an
eight-gee turn, chasing after a
missile flying in low over the
ground.

The ground detail is well realised
{though necessarily simplified),
but the Golden Gate Bridge is
completely convincing whether
you fly over or under it. A typical
flight simulation problem is the
pilot’s inability to distinguish sea
from sky when performing fast
twists and tums; in Interceptor
apart from the colours used, there
are tiny details in the sea, and
actually asuninthe sky — useful for
orientation.

Your fighters are equipped with
twosorts of missiles, Sparrow and
Sidewinder, with full attack radar
control, and a 6,000 rpm Vulcan
cannon. You are protected by
defensive radar and attack alarms,
because the simulation does have
enamy aircraft in the skies. The
cockpit controis look clean, but we
thought the HUD neads soma
added datail

Two takeoff/landing areas are
supplied, an airstrip nearthe sea’s
edge, which both planes can use,
and an aircraft carrier, which only
the F-18 can use. Landing on the
camier is alarmingly realistic, aven

to the grab wires violantly catching
the hook. There are innumerable
other details in the game, 100 many
to go into hera, suffice it to say you
can aject from the jet and watch
the pilot parachute down, and the
best gimmick is definitaly the
presance in your airspace of

Alrforce One - the President's

plane. You can shoot it down too,

but understandably, that makes
you a terronst!

intarceptor includes a wide
variety of digitised jet and
weapons sound FX. In keeping
with the simulation’s realism, the

level of engine volume alters
dramatically depending on
whether you are inside or outside
the aircraft and whether you are on
afterburner or not

Would-be passengers please
fasten their seatbelts by May when
Interceptor takes off

AAARGH!

NO, it is not a cry of horror, but the
sound a couple of monsters make
in a forthcoming release from
Melbourne House - and the
game's called Aaargh! as well

Aaargh! is another coin-op
conversion from Mastertronic's
Amiga board Arcadia system. You
can play either of the disgusting
heroes — an ogre or a dinosaur —
depending on how you feel, with
your main aim in life being to
collect golden eggs. When five are
safely hoarded away, it is time to
go to a voicano where,
presumably, a nice hot lava bath is

waiting. The action takes place
amidst 12 cities, and there are
plenty of opportunitias to do
suitably monstrous things such as
knocking down buildings,
trampling on people and battling
against killer homets. And with
your ogreish appetite, you will no

doubt nosh through countless
hamburgers — just like in real life.

Naturally, the cities’ inhabitants
ara struck with neither your beauty
nor your trampling habits and
gtrike back using all the forces
available to them, which include
catapults and cannon.

Aaargh! goes on general release
in April, first for the Amiga, STand
Commodore 64128

RENEGADE Nl

NOT so much an official sequel,
more of an inspired original game,
Imagine’s Aenagade is back,
meanér, toughear and generally a
whole lot more unpleasant than

before. Matt, the (unofficial)
brother Renegade is out
investigating Mr Big's dodgy
dealings, and in a similar manner
to the official original coin-op

conversion, Matt battles through
level upon level fighting Mr Big's
army of brainless thugs
Though the game is relatively

early stages of development, the
graphics are already looking good
=and in the majority of cases, very
cartoon-like. Enemy thick-heads

EMDURANCE

include a skinhead, a Baastia Boy
with his “pet’ and the inevitabla
‘ladies’. Oh, and the name? It's
called Target Renagade, and will
be out for Easter

THE HAT STRIKES
BACK

IN A very nice shade of moming
dew on fresh grass too, Green
Beret returns to the action this
summer with a new adveniure as
yet to be named. Plans for the
gama suggest it will ba spiit into

saveral sactions, each requinng
the player to utilise different
arcade skills. Our screen shol
shows the first element — the fly-
over, with Green Beret in his trusty
aircraft bombing enamy land. This
is really just a taster, wa will bring
the full story behind the game
within the next few months.

TGM TX 005:4-8817/108
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SPILL YER GUTZ!

AFTER a great launch for Special
FX this month with Ocean's

Firefly, the programming team are
back at work developing their next
game with the unappealing title of
Gutz. The game takes placa in, of

you got in there none of us are
quite sure yet, but obviously tha
task is to emerge from it
unharmed.

Much of the game time is spent
in parts of the body running around
trying to find an exit. There are five

areas to axplore, aach with five
sub-areas, all connected by tubes.
The viscera are infested with
odious bodily pasts, and you have
to select different weapons to deal
with this vicious assortment of
intarnal fauna.

At the end of each bodily
saction, battle takes place with a
major organ - such as a kidnay or
heart — displayed in gross
graphical detail. From what wa've
sean so far, Gulz appears
impressive, with some marvelous
graphics and wonderful sound FX,
Qut soon for Spectrum and
Commaodore.

ST and Amiga ownears who want
a faw Special FX, should look out
for Vertigo, currently under
development — all THE GAMES
MACHINE has baen shown is a
small part of the game with the
hero running down a tunnel
swarming with aliens coming in for
the kill, More naws on that one
whean we gat it . . .

SHACKLED UP WITH
UusS GOLD
SHACKLED is the tithe of the latest

all-formats release from US Gold.
A thinly disguised Gauntlef style

e —————

game, the player's problem is to
search and fight through alien-

infested mazes in order to
discover and free a saries of
shackled prisioners. At the end of
aach maze stands a large
opponent which, as usual, must be
destroyed before you can move
onto the naxt level. And so it goes
onuntil all the prisioners hava baen
freed. Out soon for the Spectrum
48/128, Commodore 64/128,
Amstrad, Atari ST and with the
possibility of an MSX version to
follow.

And another US Gold release on
Spectrum 48/128, Commodore
64/128, Amstrad and ST formats
is Desolator, a maze axploration
shoot-'am-up game. Wa have only
seen somathing of the Spectrum
Desolator, and pretty nifty it istoo.

PSYGNOSIS READY

FOLLOWING the success of
Taerrorpods and Barbarian, 16-bit
software house Psygnosis is
almost ready to launch Obilfterator;
sadly not quite ready anough to
make areview in this issue of THE
GAMES MACHINE. As we go to
prass, they tell us they need
another ten days to get the final
touches sorted out.

Playing Drak the last of the
Obiiterators, you are up against
some terifying foes inside a

-

monstrous and sinister alien
cruiser that has matenalised in

Look out for a review of
Obliterator next month, it will be
available only for the Atari ST and
Amiga, price £24.95.

ST STOOD STILL

OCEAN'S epic arcada adventure
Where Time Stood Still, developed
by Denton Design, is nearly
completed. The game was fully
praviewed in TGMD02, but just to
racap it is similar in appearance to
The Great Escape using four-
directional scrolling. Set in the
mysterious country of Tibet
several million years BC, the
player stask is to rescue a party of
explorers who have flown through
a time-warp and subsequently
crashed their aircraft.

But the point of repaating this is
s0 we can show you the ST

version, which is looking quite
incradible - the main graphics are
all displayed in shades of grey,
making the adventure superbly
atmospheric. You can try your
hand at saving the explorers in
April on the ST, Spectrum 128,
Amstrad and Commaodora 84/
128,

THEY HAVE
REBUILTHIM . ..

FOLLOWING Side Arms, the naxt
release from Gol through the coin-
op licance deal with Capcom is
Bionic Commandos. The deal
originally stated that Capcom

A T T e g P

would provide Commodore 64/
128 conversions of all games
released; however, as Gol's new
product manager David Baxter
informed us, they are developing a
British Commaodore 64/128
varsion of each game as well,
Should the US game, in their
opinion, be substandard, this will
ensure therae is a British version to
use instaad. At tha moment Gao!
are unsurg how to release tham,
biut it is likely that Bionic
Commandos will have a British
version onone sideand the US on
tha other.

Back to the game . . . Bionic
Commandos — if you have not
played the coin-op - features two
soldiers equipped with blasters

and bionic arms. The objective is
to fight your way through five
lavels of enamy-held territory to
stop a nuclear bomb beaing
detonated. Starting in a forest, the
commandos ' adventure takes
tham through towesrs, sawers,
rockfaces and other danger-

packed scenary.

Bionic arms comea into thelr own
with the climbing; pressing fira
shoots out an arm axtension to
grab anything secure. The
extension can then be used to
swing on, or, by retracting it, to pull
the commando upwards.

Both Commodore 64/128 and
Spectrum formats ars wall
underway, with Software
Creations, the people who
converied Bubbile Bobbie for tha
64, looking after the Commodore
side of things, The graphics have
not been finalised, but they look
promising and tha game plays very
well indeed, which must be good
news for Go! as they have not
really anjoyed a critical hit yet

THEREBY HANGS A
TAIL

GREMLIN GRAPHICS have taken
over responsibility for the Magic
Bytes label which Arnclasoft
marketed bafore its recent
withdrawal from tha UK. First
releasa due out in April is a licence
that has been waiting for somaona
to pick it up for a long time = Tha
Pink Panther.

The cerise-colourad animal has
been employed as a butler, but in
keaping with his devious

personality, attempts to relieve tha
householder of his valuables.
MNever fear, Clouseau is near, and
on his tail, searching all the reums
(reums7?) for “im. And that is not all,
because the householder has a
tendency 1o sleepwalk, 5o things
could get a little tricky and the
panther may not find himsalf in the
pink for long

Written by Rolf and Betina
Lakamper (Wastern Games and
Mission Elevator), The Pink
Panther will be released for the
Atari 5T, Amiga, Commodora 64/
128, Spectrum, and Amstrad.
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c . game in which you must reluctantly Inauu ﬂ‘ll' Mmll
8 behind and go and fight the monstrous Sfax.
'  an evil spell .

t sorcerer from the Red Planet who has cas

av shing companion, who is now dying aslow and rue m
@but to go beyond the portals of space and time in order
sorcerer, Iha phvslcal of Sfax, and to destroy
& .
£ no more. Take charge of your super vessel .-. .

TR oF g

‘areade Might/fight sequences
Superb voice simulation and soundtrack
@ Stunning graphics with different levels of scenario
“The graphics and sound are great! Solid colourful sprites with very
pretty backgrounds in a realistic manner. MACH 3 is great fun and
very addictive from the start This is a fast shoof-‘em-up in the best
tradition. ” -~ GAMES MACHINE

Tl S AVAILABLE ON: \
SYSTEM FORMAT | PRICE , ) .

Amstrad/Schneider |Cassette £9.99 _ gt/ %

Amstrad/Schneider Disc £14.99 / : "
’ Atari ST 51999 | I A |
e Amiga £19.99 £ i
i / u - 4

ATARI ST SCREENSHOTS IBM PC + Compatibles £24.99 g, AR el h\\“ ) ‘,If

\

LORICIELS LTD.
Elite Systems Limited, Eastern Avenue, Lichfield, Statfs WS13 6RX
Telex: 336130 ELITE G
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ARE NO LIMITS
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Buy the Sega Master System and get
one of these fantastic GAMES FREE.

o> Ty e

Watchout for your favourite game
FREE when you buy the Sega Master System

"
’ﬂl*b{;ﬁl o
bega Master System + Light Phaser Light Phasit:

A

with games cartridge

onv£124.995

Sega Master System R.R.P. £99.95:
Light Phaser R.R.P. £44.95

H EEEEERENE NN N N |

vYyy
v VvYY

g ® Bothoffersend30thJune 1988 A A A A A A A




-

—d_-
]
-

OPINION

HYPE

HYPE

HOORAY

nce upon a time, there was a

man who had a software housa.

Now this software house had a

product which wasnt wvery

good, but then again neither
was it very bad. The product didn't do
fantastically well, but on the other
hand it didn't do too badly. And that's
the end of the story. Except for one
thing, the product gotintothe Top Ten
Software Chart of a certain magazine
without a single copy having been
sold. The magazine was called
Popular Computing Weekly, the
product was called The Bible and the
man who had the software house? It
was me, of course. And that's no fairy
story.

Once upon another time there was
another man who claimed to have
written the greatest computer game
ever, He did this so that a certain
magazine would buy him lunch and
he was flat broke, even though he
made up the story on the spur of the
moment. Imaging his surprise when
the magazine was S0 impressad with
the man’s porky pies that they not only
bought him lunch, but offered him the
fromt page to launch the product
without seeing any evidence atall. The
magazine was called Computer &
Video Games, the product was called
PiMania and the man who hyped the
non-axistent product was, as if you
didn't know, also me. (Mind you
PiMania did end up winning Game Of
The Year)

Maybe that was all a long time ago,
but ever since then, | have ragarded
the software chartls with an
understandable suspicion, In fact |
frust them about as much as a
trouserful of ferrets. And as for the
claims that software housas make,
the stanch of hype is never far from
my nostrils. But | am a reasonable
man, 5o in this month's Investigation |
sat out to discover il the charts were a
frua reflection of who sells what, or a
load of old cobblers. And if anyone
thinks that this month's episode of
Mercy Dash is a bit far fetched, let's
see if you will change your mind by
reading HYPE HYPE HOORAY

Tha bast place 1o start was totalk 1o

Mad Mel,
Media Mole,
presents the

fifth of his
industrial cans
of worms - the
software
charts.

MEL - Why did you dream up the idea
of a Gallup Chart for home computer
software, Paul?

PAUL - We chose Gallup because of
their name, very prestigious, even
though it was costing us an arm and a
leg. In the early days | knew several
software houses who were dead

against any charts, but they were ke
King Canute trying to hold back the

No markeats for handlelass frying pans — merchant of hype Simon Harvey

waves. The charts were going to
happen in a big way whatever they
thought about it, and Gallup seemead
the best idea

MEL - Were the charts ever hyped?
PAUL - The software industry is so

if they don’t cover certain outlets. But
just look at the other charts! They
contain somea incredible anomales
My view is that out of all of them
Gallup is ftrying
accurate

MEL - You're producing Software
Choice these days. Has it got a best-
seller chart in it?

PAUL - No. Personally, I'd love to
publish a chart, but t's an exclusive
publication to WH Smith, so it's
simply not ethical to doil. it's aiso the
largest circulation mag in the UK
MEL - Well, it would be, wouldn't il
It’s a flaming freebie. Do you think the
charts are being hyped, Paul?

PALUL - Hyping probably still does
happen, | know you've done it, but I've
got no evidence. Anyway, I'va got
other things to occupy my mind
MEL - Ah, yes! Congratulations on
your new marrage, and give my
regards to King Canute !

[ 5T g Fate o
hardest o be

Well, no really juicy maat to chew on
thl.'*rl".'_ S0 how about a chat with one o i
the men responsible for hyping, er, |
SOmy responsible for promoting |
software houses and thelr products

Headlines Pubilic Relations |
rT1r'.-r__]._||

MEL - What's up with your voice,
Simon. Started puberty, have you®?
SIMON - Yes, I've got one hair on my
&g now, but the voice is mona 10 :]a.:
with my sore throat. What can | do for
you'!

MEL - | hear that you've called a hait
io taking on new software housas,
things must be going well

SIMON - We reprasent Microprose
Martech, CCS, Excocet and two
meaga mystery. outfits. So sure, I've

the man who commissionad the very bloody disorganised | wonder if they called a halt now, otherwise there
first Gallup Chart before the days of could ever get their act together to would be a conflict of interest what
budget software. Former Home organisa a dacent hype! Look, | know with everyone being in the same
Computer Weekly superstar that Gallup isn't exactly fair, it can't be rmarkat
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MEL - Is "Al
Publicity'?
SIMON - Oh Gawd, here we go, |
know exactly whal you are trying 1o
get me to say

MEL - Alright then, was Jack The
Ripper an amazingly successtul
hype? | just happen to have the Daily
Mirror  headline here, 'PORNO
outrage at Ripper game’,

SIMON - Okay, so a few million
people heard about Jack The Ripper
through this, but what resemblance
does it have 1o the game? Absolutely
nothing! The Mirmor totally ignored
what we were saying, but that's the
tabloids for you: they think with their
hormones and not their brains. The
MP who wanted it ‘confiscated’ is

‘Publicity Good

Women
Tory MP. The game, Jack
ceflificate by (be British M% oy

The game, which sb
pictare of & near-asked
L ]

“Jack The

thlf-ﬂﬂlhm IR ™

probably another rent-a-quote Peter
Bruinvells, looking for publicity.

MEL - All publicity is good publicity?
SIMON - Over twelve million people
heard about that product, from Radio
One listeners to Guardian readers,
and | reckon that CRL got damn good
value for their fee. The power of the
press is huge.

MEL - So you use the press to hype
products?

SIMON - There's no market for a
frying pan without a handie! You have
to sell what people want. Jack The
Ripper was a good adventure.

MEL - Bicody good, if | may say so.
Weill, bloody anyway. The Advertising
Standards Authority have been giving
certain outfits a lot of stick recently.
Any comment about your role in
promoting product that might not
actually exist?

SIMON - It's a general problem.
Magazines nead loony lead-in timas,
at least six weeks, people like Boots
make buying decisions every
fortnight, and sure, programmers Can
let you down. The play-testing and
debugging is a real pain in the arse,
but yes, you've got a good point.
When product is late, and the adveris
are running, that's bad news.

MEL - Do you know of any products,
and let me put this diplomatically, that
have reached positions in the chars
which do not accurately reflect the
fact that they are selling abominably
crap numbears?

SIMON - Yes. | know of one right now
On the other hand a lot of people who

But last might Clement  talls J;r
Chambery, dimension 7-'“-|:r.:

“Gallup isn’t

exactly fair, it
can’t be if they

don’t cover
certain out-
lets ... ”

‘Porno’ outrage

at Ripper game

A BEST-SELLING hom
which features plctures ﬂ'mmr:tﬁ:n'
¥ my ted
hat beep to the police by o
wvim an “|i"

lm ClassiNestis
_Bul MP Gt atlon,
conoid tmmediately be ¥ of Ealisg North says:

"mnt..n“t,‘ fAme, was

r-FI'.I_"c' are gied Lo

be-
de-

“The MP who
wanted it ‘con-
fiscated’ is
probably
another rent-a-
quote Peter
Bruinvelis,
looking for
publicity.”

don't make the charts do sell a lot of
product. Either they're in the wrong
shops, or the product has a long shelf
life, selling steady quantities. If paople
really believe that Code Masters are
the biggest in the market with a
turnover of £2 million, that damages
us all. This market is not served very
well by PR or hype. We must stop
bickering among ourselves and try to
promota tha industry.

MEL - How?

SIMON - Don't waste journalists'
time, don't mail out thousands of
press releases every five minutes to
idiots like you. The magazines get
pissed off with loads of garbage, it just
has a negative effect. And that’s why
I'm not going to say any more. By the
way, what am | doing in Mercy Dash
this month?

MEL - Nothing compared to what
she'll be doing to you in Jersey next
month. *

SIMON - Great. See you in Jersay, I'm
looking forward to it

| think that it is worth looking at the
state of a single title in vanous charts
at the moment. But to compare, say,
a ‘Readers Favourites Charl’ in a
monthly specialist magazine like
CRASH with "Europe’s No 1 Weekly
Software Chart like the Microdealer
Top 30, is a pointless exercise. The
former is obviously idiosyncratic to a
particular machine, and must be at
least a month out of date due to
publication deadiines, whereas the
latter is based on current sales figures
in certain shops.

...was voted a CRASH Smash
recently, so it seams as good a title as
any to look al. As | write this, Garfield
is in tha Top Ten of the Gallup Chart,

Thea reference 1o Jersey is with regard to
Computer Arena B8, an industry confarance
organisad by Newslisld Publcations, which
took place in St Haber March 13-15, and at
which chars may or may not have been a
matter for discussion . . ,

it does not featura at all in the Top
Thirty of the Microdealer Chart, and
neither does it show in Popular
Computing Weekly's chart; which is
vary peculiar indeed, as PCW s chart
is compiled by Gallup!? However all of
the charts agree that Platoon and Out
Run are the two best selling games at
the moment. Garfield's stepfather,
The Edge's boss Tim Langdell has

The sales are there but Gal-
lup is not - The Edge's Tim
Langdeil

been quoted in the publication
Computer Trade Weekly as saying the
following:

‘We've had a 25,000 ship out on
Garfield, and in many cases it's
outselling Out Run. For some reason,
our sales aren’'t baeing picked up by
Gallup. This would appear to be more
to do with their sampling methods
than with our sales.’

But what | want to know is not
numbers of product shipped, but the
number that is actually sold in any
given week. In computer software
there’s not so much a grapevine of
rumour - and gossip as a tropical rain
forest of the stuff, and like the rain
forest it gets tangled, steamy, it stinks
a bit and the creek you're up will
probably be blocked by twisted
garbage. So it really is good to talk to
someone who s prepared 1o quote
facts and figures from first-hand
experience. Such a man is the force
behind a modestly successful
software house called DAH Games,
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MEL - Congratulations! | sea that you
were at Number 23 in last week's
Gallup Chart with Football Direclor,
and you'ra up to Mumber 16 this week,
JOHN - Yeah, funny that, seeing that
our sales of the game are going down,
MEL - Er, down? Don’t you mean up?
JOHN - No, you heard me right,
they're going down! Football Director
is our first game, it's bean out since
last summer, and wa've sold about
the same quantity every week for the
past 30 weeks. But the funny thing is,
we've never been in the charts until
now

MEL - | don't suppose there is any
remote chance of you telling how
many copies you've sold of your
program, is there?

JOHN - Why not, I've got nothing to
hide. In fact I'd be pleased for you 1o
tell the world. Since its release in
August 1987, we've sold an average
of 600 copies a week. We sold a few
more over Christmas and sales have
baan dropping a bit since then.

MEL - How many copies have you
sold in the week where you've gona
up the charts?

JOHMN - Not the ‘charts’, we don't
show in the Top 30 or whatever of any
other chart, it's just Gallup that I'm
talking about. Current sales? Last
week we sold 400 copies, so that's
two-thirds of what we were doing
before Christmas.

MEL - Thank you. Is there anything
élse you've noticed that is peculiar
about the Gallup Best-Seller Chart?
JOHN - The whole thing is peculiar!
There's US Gold claiming to have
fiogged 250,000 copies of Out Run,

and they've been in the Gallup Chart
for & couple of months. | make that
something over 30,000 copies a

week, right? And there we are,
cimbing up towards the Top Ten, and
| swear 10 you we are selling 400 to
600 coples a week. Makes you
wonder, doesn't it. Thera's something
glse I'd like you to explain to me.

MEL - I'll try.

JOHN - How come Paperboy was in
that chart for 68 weeks without any
advertising? That's what | want to
know. You answer me that and I'll be
able 1o sleep at night.

MEL - Sorry, you'll have to stick to
Horlicks 1o get you to sleep, bacause
I haven't got the faintest idea.

didn’t thase

Mind you, | leave

‘“How come
Paperboy was in
that chart for
68 weeks with-
out any adver-
tising?”’

A L LY LY

AL LYY v

& * 1%
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“If Gallup dis-
appeared,
you’d be left
with misinfor-
mation . ..
You’d be in the
bloody Dark
Agesl "

questions unanswered for long. The
obwvious thing to do was to talk to the
Man from Gallup himsalf

MEL - Out Run, Paperboy and
Gauntiet, what are the real sales
figures, Simon? And how does a title
salling less than 600 copies a week
and falling manage to be climbing up
your Top 207

SIMON - Out Run? 150,000 to
175,000 sold so far. Gaunfiet a quarter

of a million. Paperboy 230,000 sales
in the UK. 600 copies a week and in
our Top 207 Sure, why not? It isn't a
very big market you know. The vast
majority of chart titles achiave
somewhera between 15,000 and
30,000 units sold. if you hit over
50,000 you can strap on your laughing
tackle.

MEL - So it's ke the music business.
The top five or so titles sell squillions,
and the rest can chart with far lower
sales.

SIMON - Right! It's more like the LP
market, the way the sales curve drops
off below the top five or ten. Yes, you
can certainly get into the Top 20 with
sales of 600 a week, no problem.
MEL - What about the other charts,
let's take an example of a particular
title, how about Garfield?

SIMON - There ARE no other charts!
Il you mean Microdealer's chart, it's
purely a distributor chart, don't make
me laugh. And Garfield can be at
Number One three weeks beforae
Smiths stock it

MEL - How easy is it to hype a title into
your chart?

SIMON - I'm not going to dodge that
question. f you want to, it is
conceivably possible. They call it
‘aggressive marketing’ don't they?
But | don't think that sales are large
enough to justify the massive expense
that a hype would take. But it's easy
to monitor hype attempts. For
axample i we start seeing 20 kids
buying ten copies each of a particular
game, say, in North Yorkshire, we can
spot that pretty soon. | have no
evidence of coordinated hyping, not
now

MEL - Fair enough. Mayba | nead to
understand exactly how you compile
the Gallup Top 50 Chart

SIMON - | wish everyone understood!
We'va identified 24 different
categories of software outlet. Some
are obvious, like Smiths, Boots,
Woolies, Menzies and so on. At the

moment | am satisfied that we have
acceptable levels of information from
18 of them.

MEL - Making unacceptable levels
from six of them. That's 25% still to
go

SIMON - Gallup are vesting i a lot
of new hardware plus six months of
programming to cover the

indepandants and manipulate the
chan

MEL - ‘Manipulate'! You don't meaan
that, do you?

SIMON - No, | should have said to
‘understand’ the chart, to handle all
the input.

MEL - Of the four or five hundred
independent software shops in the
country, how many do you cover?
SIMON - 40 to B0 of them every week
MEL - Why don't you include the
massive sales that Boots handle in
your Chart?

SIMON - A fair guestion. We don't
sample Boots becausa we can't work
out a way of not using their store
manager's time. Bools just won't
agree. It took them an amazing 15
YEARS to join the music charts! We
are working on Centresoft as Boots
exclusive suppliers.

MEL - What would you say if | stated
that the charts are useless, and
nobody would suffer if they all
disappeared.

SIMON - Most of them are useless,
but Gallup is different. I've been
charting software since May 1983. |
was the first parson 1o supply a proper
chart. |am telling you that even though
the games industry is very small, and
there are less than ten senous
characters, there are a lot of smaller
outfits. f Gallup disappeared, you'd
be left with multiple distnbutor charts,
full of misinformation and falss
information. You'd be in the bloody
Dark Ages.

MEL - You are saying thal smaller
companes need your char 10 give
them cradibility?

SIMON - Right. They need it to prove
that they are part of a real market, and
that they are a real company

MEL - Final question. Firabird, Code
Masters, Alternative. How can you

montor tham n the present
circumstances?
SIMON - We havent gol the

IrﬂU!I‘HHIIL’JH fr{rrT‘l !hl‘!‘l"!'!_ 80 We ﬂUH'I
know how they stand, so we make
assumptions. This is not satisfactory
MEL - Thank you

| still think that the so-called Best
Seller Charts are a load of old
cobblers, bul | can see the undeniable
use of a well-regulated, well-
respected software chart, and it
seams to me that Gallup are getting
their act together. The publishers of
this magazine do not support Gallup
and have never put money into it,
prefemring to publish what ZZAP! 64
or CRASH readers vote for in terms of
a games’ popularity, broken down
into logical categories like Strategy,
Hotline and Adventure. These charts
may well be a load of old cobblers oo,
but are intended 10 reflect who s
playing what game, as opposad 1o
how many are being bought. All | am
going to say is that f anyone tells me
that today's chars cannot be hyped,
| get a crinkly mouth. They can be
And | know a man who's doneit. Tobe
quite honest with you, | know several
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COMPETITION

WIN AN AMIGA |
A500 AND GOLO
MONITOR COUR
OF THE GAMES

MACHINE!

| As we announced in the last issue, THE GAMES MACHINE
I has three Amiga AS00 Computers and three 1081 Colour
| Monitors to give away as prizes. One set has already gone
| to the lucky winner of last month's competition, but here’'s

a second chance for readers, and there will be a third go

next month. As it's a well-known fact that all Amiga owners
| are highly intelligent (and generally quite wealthy too) this
| competition presents you with a marvellous opportunity to
| become richer and cleverer all at the same time. You know

| it makes sense . ..

You probably know all about the

Amiga already, but if you're a bit

hazy on exactly why it is the most
i sophisticated home compuler
| around, thera's a full run down in
| TGMOD1 on its features. Now s
definitaly the time to have an
Amiga too - the initially sluggish
software base is a thing of the past
and apart from all the axcitemant
of graphics, text-handling and
music utilties, there are some of
excellent games available., and
many more being released over

the next few months — just check
out the previews . . .

Amyway, 10 prove you are claver
enough to deserve an Amiga,
answer the following questions
comectly — then it's down 10 a
matter of luck! First correct entry
pulled from Oliver Frey's airbrush
compressor box wins!

Write the answers down on a
postcard, or back of a sealed
anvelope, together with your name
and address, and send it lo:
AMIGA COMP Ili, THE GAMES

MACHINE, PO Box 10, Ludiow,
Shropshire 8Y8 1DB o arrive
no later than April 21 — which just
happens to be the date TGMO0S&
goes on sale with your third and
final chance to win an Amiga. Our
usual competition rules apply,
check the masthead for details.
1. Add the Spectrum review
ages of PREDATOR and
CYBERNOID to those of the
Commodore  FRIGHTMARE
and TASK Ill, then divide the

result by the percentage for

.The Amiga

Sega GLOBAL DEFENSE and
add the price of the Atari ST
DUNGEON MASTER. What's
the answer (comact to five
decimal places)?

. How many games featurad in

TGMODO4 were licensad from
one company 10 another?
version of
Mercanary from N
software is reviewad this issua,
name all the other computer
formats for which it has been
available
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GENIUS

La créme de la créme
of the games world.
Now cleverly implemented
The Great Detective Game \ for YOUR computer.

Ask for Leisure Genius
l at your favourite store
v - NOW!

AVAILABLE FROM ALL
GOOD SOFTWARE STOCKISTS
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|FEATURE

ON BEING AN
ELITIST

British entertainment software is coming of
age; last month we featured Rare Ltd on a
recruiting drive, this month we turn our beady
eye on Elite Systems who have been, and still
are, looking for talented games designers. The
West Midlands software house has gone into
overdrive, and somewhere in its future there
could be Nintendo too. Roger Kean took a look,
Cameron Pound took the pictures.

Elite has been around for a long time by games software
standards, though not quite as long as ‘those guys down the
road’, as Elite's boss Steve Wilcox refers to the brothers
Stamper, featured in last month's articles on the old Ultimate
and the new Rare; and though coming from a very different
background, Steve now considers the two companies may have
something in common — an interest in things Japanese.

he Elite story really starts early

in 1984 when adverts for a

Spactrum game called Blue

Thunder appeared, plugging

the name of Richard Wilcox.
The artwork was decidedly slick by
the standards of those days, and
when the game ammived, so wera is
graphics. It earmed its young teenage
programmer the accolade of a
CRASH Smash. It also set a course
for 8 company that did not yet exist -
the path of big-name licenses.

. « « Organised

software
development
was beginning,
and the family
saw a viable
market just

opening up.

Richard Wilcox Software never
reappeared, but his big brother Steve
and father Brian, did. The age of
organisad games software
deveiopment was beginning, and the
family saw a wviable market just
opening up. Capitalising on Richard's
programming knowledge - he
designed some of the first games for
the new company before daveloping
a greater interest in playing music -
they formed Elite Systems Ltd

Kokotoni Wilf, a Spectrum title, was

first, and had the distinction of being
one of the first to be consciously and
specifically designed for an audienca
who were being perceived to like
playing a particular type of game. The
type was personified by Jat Sat Willy,
and in a disarmingly frank manner,
Eiite's advertising copy literally
claimed that Kokotory Wilf was out to
match, or beat, Matthew Smith's giant
Spectrum hit. That it failed to do so
critically — it received 84% in CRASH,
no mean rating — was not to deter the
fieggeling software house, because
the Wilcoxes were not thinking like so
many of their competitors - all or
nothing on ong success — they were
looking much more to the long-term
and wanted a formula which would
create SuCCesses

Neither Steve nor Brian would ever
claim to be computer programmers,
and they certainty had not coma from
the "back bedroom’ school of games
developers — Brian's background was
firmly set in the Midlands metal
foundry business — so thay came to
antartainment software as publishers,
traating it as a business. This led to a
totally differant approach from what
was mostly happening at the time;
instead of saying, oh here’s a great
gama idea, they looked at the market,
the magazines, the reviews, decided
what seemad popular, and then set
out to create a game to satisfy the
demand, marketing the product
aggressively to create the sales
Kokotorn Wil was a very successtul
experment, it just wasn't guite right.

TYING UP

So Elite can take credit for baing first
to see the advantages in licensing
popular film or TV titles; Richard's
Biue Thunder had been loosely based
around the theme of the big featura
film of the same name, but for thair
naxt three titles, Elite left nothing to
chance, tying up firm deals to licensa
some of the most popular American
series on British television at the time
The first two, The Fall Guy and Dukes
Of Hazzard were hardly rated as greal
hits, but with the third, Elite hit tha
crntical jackpotl and Awrwoll was a
CRASH Smash

In the field, only one other software
house was really beginning o
compete in the race for licensing
deals, and that was Ocean — of whom
Steve ruefully says: ‘They are always
typically three months ahead of
everyona sise’ — another company
that saw itself in the role of publisher
The hcensing game Nas Come in fora
ot of criticism from a public who

TGM TX 005 4-8B27/108

i



began to feel they were getting
second-rate games and having to pay
top prices to account for the cost of
the licence deal, Itis a criticism that so
often fails 10 take account of the really
excellent product that has appeared
i as aresult of licensing, but if the public

would soon bacome weary of tie-ins,
the software houses wouldn't. Two
factors were in their favour — and still
are - first, it makes the most of
advertising opportunities; Elite could
capitaliise on Airwolf being atop-rated
weekly TV show: second, whatever
complaints were made, and however
poorly a game may have rated in
reviews, sales showed a different
pattern — thay were big

This situation quickly taught Elite
that magazine reviews werg not
avarything — they might have reflected
on the company's public media
profile, but not necessanly on s
sales. And so, over the years, Elite
Systems has been almost
synonymous with licensed games.
They have licensed big TV senes, big
names; Frank Bruno - big events; Tha
Grand MNational - big coin-ops;
Ghosis And Goblins, Buggy Boy, you
| name it — aven racing tyres: Dunlop

All this product brought Elite into
thair first real phase of growing up as
a company. Licensing brand-names
can be a louchy business. The
product owner does not want 1o be
made a fool of, and the sort of control
the publisher then has to exercise
over the game development, militates
against sub-contracting the
| programming. In 1985 Elite recruited
| programmers and graphic artists, but

il was not a perfect arrangement, as
Steve says: 'When we did have in-
house programmerns we expenenced
all the problems that everybody else
axpananced at those timas. And we
made the decision that we would use
contract development sources.'

Thus the company entered a
| second phase characterised by long
| perods of quiet punctuated by some

very powerful releases, the likes of
| Ghosts And Goblins and Paper Boy.
| The use of freelance teams is best

llustrated by two games which

conveniently come at the start of the
| period and at the end — Scooby Doo
| and Thundercais, both developed for
| Elite by neighbouring Gargoyle
Games. Scooby had eluded Elite’s in-
house team for months, but Gargoyle
knocked the idea into a very differant,
but reasonably successful shape - at

3

least Elite was able 1o recoup the
maney spent on the icence

But as the hugely successful
Thundarcals hit the 8-bit
marketplace, Elite was already well
into a third phase, a retransformation
into a company with heavy staffing on
the development side. Which brings
us to today

DOWN MEMORY
ARCADE

The modern Elite is a very much more
confident outfit than the one that
produced Kokotoni Wilf, or even the
one that struggled over, and nearly
lost, Scooby Doo. Steve Wilcox thinks
they have Ilearmt from their
management mistakes, and that
despite making those, because all
through they maintained a powerful
presence when it came to snapping
up decent licences, the company is
now ready 1o tackie a new era of
axpansion. Most importantly, they
have learned that there is a massive
worldwide market for Elite ideas,

TIHE e Thee Thee TFee

N Lttt
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“We’'re looking
to provide a
career path for
those lads,
rather than
them being in
the business of
conversions..”

— e —

whether it be through selling the
product direct, or by lhcensing it to
third-party publishers. However, thal
means developing original games, not
someathing Elite has been noted for of
late with all the coin-op conversions
But as Steve axplains, the potential
for a coin-op is limited to the UK
market genarally

‘The coin-op publishers are
t;ecnn‘ung inteérasted n pursumng the
market themseives,” he claims
‘some of them have alreacdy set up
ihair own consumer divisions in the
LS. Capcom are already wnting
Commodore versions of their coin-op
games, | don't think i1 will be {oo g
before they're bringing their own
conversions into  the European
market, and in that case the best we
get out of it is the sales and
distribution deais

'S0 we took the view twelve months
ago that there was no long-term future
for us In coin-0p licances, that we
would have 10 begin developing our
own sources. Now having identified
that as an objective what we had to
think about next was how do we do
it?’

LOOKING FOR TALENT

The method decded upon meant
créeatng a pool of rellable in-house
software designers - the ideal
situation wheare averyona can fesd off
the excitement of each other's ideas
But first timé round this véry situalion
created problems. Tha solution was
simpila: tighter management control of
both the programmers and of
production. Step one was (o increass
Elite’s managemen! structure and 50
Geolf Grimes was apponted as
marketing MANAQEeT Geolf's
background n tha pop musc
busingss, and later marketing withan
the growing wvideo industry, meaant
that though he knew [ittle about
computer games, he was able to bring
an outsider's valuable attitude to a
business he saw as being very similar
to both music and video. Geolf's
primary task was to help Steve and
Brian reshape Elite, streamline its
activities, identify market areas, and
set up an internal structure ready for
the new staff

Step two was to employ George
Yapp as software development
manager. George’'s axperience was
with Kalamazoo, a company
producing computensed otfice
systems, whera he managed a team
of 50, experience that equips him well
to deal with Elite’s large development
team. Together, the expanded
managemeant team began 10 select
suitable candidates for the top
software jobs., the positions of
software supervisors, It meant, about
a year ago, that they were in the odd
position where, as Stave says: "We
had, | think, about ten people in
management Or supervisory positions
and virtually no programmars!’

But that situation has changed with
a strong recruitment drive — ane that
has nol quite finished, Elife is still on
the lookout for talented designers
programmers and computer graphic
artists

So how does
operate?

the new satup
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A BUSY YEAR AHEAD

Anyone who joins Elite is facing a

Dusy year as the companys
emphasis swilches to producing
:t.-r'..:_;i-':-f*_;.rr.".']! onginal games

for 16-bit machines and with
n the Nintendo too. They
release no ess than 18
multi-fTormat titles and a dozen
single-format games. For those
.1Ifr-'.'14:1. in place at the devalopmeant
th ll'l.g"kl'hl'll,';

mastly
an eye

reckon to

tables and

department, the next few weeks will
be hectic. lkan Warriors 15 ready —
the Spectrum version amved for
review as this article was being
completed — complete with a brand
new large-size box, which Elite will
be using from now on, enabling
them to add more alements to the
packaging

The there is the compilation Top
10 Coflection, ten back catalogue

H this i not enough the
development téams are working on
numerous other projects. One
includes the Spectrum Buggy Boy,
still in its early stages, the graphics
are looking amazingly good with a
real fesl for movement, hills and
cormenng. Hills séam to be a current
obsession on the top floor at
Aldricige Three simultaneous

axpenments are laking place uSing

hidden honzons 1o create an entirely
new form of road racing game. The
primary machine is Commodore 64,
and the development is an
extension of technigques leamed
during the design of Buggy Boy -
tha echoes are on Amstrad and ST
It looks very clever, but Elite will not
commit to any dates yet

Several other Commodore 64

onginal titles are in develor
oo, but again, it s too far
hard infarmation

One really fasc

n real 3-D. Calle 1 Lse
high-speed y Ak

duphcated in red and Whar
wiawed throuwgh 1hes supphied

ocpposing 3-D glasses, the result
truly spatial. The guys
delighted with it, nol only because it
is the first true representatior
on a home computer, but also
because it really works

Wanderar was written in
or, of all things
converted to the ST
done some redesigning and Elite’s
programmers have now converted
it for the Spectrum and Amstrad
where the effect is jJust as good. The
object of tha game is 1o baat aliens
in the centre of the galaxy, and to do
that you have 1o construct a
weapon, and to consiruct a weapor

have 10 fly around diffarent parts
of the galaxy and collect differant
bils of machinery. it does not rely on
the gimmickry of the 3-D. but uses
the technique 1o wrap around a truly
compiex and mnvolhving sirategy
shoot-"am-up.One to watch out Tor

Another multi-format game being
developed on the ST is Agquabilast. It
IS a nver racing shool- em-up = boat
games seem 1o have been out of
fashion recently — and all we saw of
it was some very aarly static screan
designs, and of course tha gigantic
work document detailing how it will
ook and play. The release of that
onea is still somea way off

Fr I
the CL. ther

lan Upton has

.|'...

WARTPIRDIRDARD
’ T ”'H:-“;

SR ﬂ

Eiite games for £9.95 another
compilation — Six-Pak 3, which
features: Enduro Racer, Dragon’s
Lair, Singe’s Castle, Ghosts And
Goblins, Paper Boy and Living
Dayiights - all for £9.95 as well. The
muilti-format Bayond
The ice Palace an onginal titla

will be available for Commodore
Amstrad, Spectrum and ST. Tha ST
Buggy Boy is all but completed, so
. s Space Harmer and Thundercats
licen ces, we The latler is baing twaaked bacause

1 t has proved too difficult in the
had tﬂ .hﬁgll"l garher levels. And of coursa, thare is
developing our |

release

“ ... there
was no long-
term future for
us in coin-op

maxl

its Mintendo counterpart; the game

17 | has been considerably reshaped
n sources. " | !
oW and rewrtten for the Nintendo .
debut |

The way we've split things up at probably something in the order of
iha olfice,” Steve explaing, "we have 35
groups of people responsible for
yarous lunctions: wea've got a design
daparimeant and a design supervisor
a8 graphics department, a graphics
suparvisor, each of the machines we
wrte for — Spectrum, Commodore
Amsirad, ST elc — has a supervisor
] Most. but not all, of those supervisory
posstions have been filled
And then wa've got the hands-on
guys, the designers, graphic artists
1 @ng the programmers themselves. |
think currantly we have 26-28 people

on, We ang wWorking with a numbser of
devaelopment houses, which meaans |
there are probably another 30 to 40

ﬂ“lGIHﬁL DES'G" people who are working on a sub |
“We have to contract basis

GI‘BEIIE pruduct .Tr“.H IS quite a lot of people I’jl-\.r'.r'
that sort of figure. how much product
we can SE'" ON does he see Elite achieving?
a WﬂrldWidﬂ This yaar | think we should achieve
hHSiS and not 15, but we're aiming for 18 mu
format releasas they won'i
iust a “K or single-format games, Wa will sea ten
or twelve single-format releases, and
Eurupean then tha balance will be compiations
hasis_ " or wvanous conversions o back

Elite is spiit into two offices
administration distribution and
accounts at their new Lichfield base
some 20 miles north of Birmingham
and the program development al their
old base in Aldridge, not far from
Walsall. Between the two, Sleve
axpects the company to be employing
about 50 people when the last ten or
so0 software appointments hava been

4 and we'ra getting close the the limit made. catalogue onto new machineas
Wwe can accommodate, which Is ‘And in addition to that,” he goes But for the future, Elite will be
TGM T 5 4 29/1




FEATURE

concentrating on developing original
games {although Steve is at pains to
point out that coin-op conversions are
still good business, and Elite is looking
{o secure titles, but not on a package
deal basis as other companies still
do). and it is in this area that Elite is
banking on its new structure to
produce good results. First they
looked first at doing multi-format
products simultaneously — something
Gramiin Graphics have done for three
years, very successfully - but rejected
the notion because, as Steve says:
'One of tha problems with that is whan
the designers are sitting down and
considenng how they should design
something, they are constantly
considering the limitations of each
individual machine. So either the
coding is compromised or the design
is compromised, because you don't
design up to the top machine but take
the lowest common denominator.’

CREATIVE PROCESS

They reached the conclusion that for
orginal games a single format should
be produced, ideally 16-bit to give the
best implementation of any design;
and then go to the next stage — the
convarsion.

Steve wants to keep this originating
single-format development in-house
because the first version is the most
difficuit to produce, and it is a creative
process rather than an industrial one,
which doing conversions tends to be.
This in tum gives their own
programmers more interesting work
to look forward too — only one of the
incentives Steve sees in working for
Elita.

How does the in-house team
operate when developing a new

?

‘The single-format developments
will be done by a team of three: the
developer (who also needs to be a
capable programmer = the sort of
person who has been involved in
doing conversions, or maybe original
games on his own or with somebody
else’s design). a designer, who Is
really responsible for formalising
what’s going on at various stages in
tha game's development, throwing
ideas in, discussing it with the
programmer and the graphic artist,
and then producing a development
document; and the third guy is the
graphic artist.’

The development document Steve
refers to, is one of the vital
management tools Elite has
instigated. Sometimes a document
can be inches thick, Like a film script,
esach one details avery aspact of tha
game from the packaging scenario to
printer dumps of screen action,
identifying potential problem areas for
the team to consider. It also offers the
opportunity to  other format
programmers to see what is
happening, commant on problems
and maybe come up with a solution
that the primary team had failed to
S8,

CAREER PATHS

Under George Yapp, two people
coordinate all the teams, Simon Cook
and lan Upton, both experienced
games designers and programmers.

“There's no
question of us
changing the

emphasis of
the business

from full-

price . . . ”

Thaeir function is to produce designs
from scratch, or work with the single-
format developers and formalise what
is actually going into the design with

tha aid of
documents.

Through structures like these, Elite
is ensuring that the programming
teams are fully supported all the way
through the process. There is another
benefit to the hierarchical structure
too: 'By bringing people in, initially as
trainees,” Steve says, 'subsequently
as conversion programmers and
ultimately as senior product
development programmers, wa're
looking to provide a career path for
those lads, rather than them being in
the business of conversion after
conversion after conversion, which is
what a lol programmers spend thair
time doing. And when the guys make
it up 1 the stage of being
development programmers, they're
then in the situation of having a strong
influence over what they're
producing, which | think is an
important consideration as far as
giving them opportunities i5
concerned.’

But Steve points oul that there is
still more to the supervisory capacity
than organising and chasing. 'One
thing which most software publishers
in the country experience is that most
developers, especially the
programmers — but it's true of other
disciplines too - are self-taught,
Something we're actively working on
at the moment is training, The
supervisors are used, if you like, as a
library and a reference point; a
Spectrum programmer working on a
conversion of a 16-bit game would be
expected to sit down with his
supervisor at the start of the project
and plan all the work, and that would
include looking at the design and
writing vanous documents which
would suggest how they intend the
game should be produced. This also
helps us produce a schedule, which
the supervisors themselves can use
to check progress.’

the development

GOING WORLDWIDE

i Steve Wicox sees the main
advantages of single-format
developmaeant i cost-atfective

and helpful to the programmers, he is
also aware of the major advantage it
also offers when it comes o the ever-
axpanding worldwide market — and in
turn, again, to the programmears, who
get a share in royalties. 'The benefits
as far as the single-format developers
are concemed are the ways in which
that product can subsequently be
exploited, not only in the number of
territories we can sell it, but also the

number of machines it can be
comnverted for, including tha Nintendo,
which clearly we have 1o be aware of
because it s the biggest single
maching on a worldwide basis. And n
some cases we will produce PC
versions.'

Doas he see the PC market
axpanding in tha LK?
‘We woukdn't speculativaly

produce PC product — we're looking
at producing PC product when the 64
or 16-bit version has been sold 10
potential US sources, because the PC
markat is very much driven by the US."

But one speculative project Elite
has wundertaken 15 0o conver
Thundercats for the Nintendo
machine.

‘Now although that's not relevant
as far as the UK is concermned, the
reason we produced that - and we are
producing moré Nintendo games — Is
that we've taken the long-term view
that we have 1o create product we can
sell on a woridwide basis and not just
a UK or European basis. This was
really a speculative development
which started by reverse-enginearing
the machine just the same as the
Stamper guys did it.

‘it would be nonsensa 10 suggest
that this is a viable development for
UK only, and it's not intended to be
s0. Our decision to do this was basad
on the success of the machine in
Japan back in 1985, which was tha
first time | went there, and | brought
some of the machines back with ma
But it does fit in with what we want 1o
do - and have baen doing for the past
twelve months - which is moving
away from the complete dependence
that wa have had on coin-op gamas.

And what about Elite's sally into the
budget market with the Classic
Range? Peter Kury, an ex-Twang
man, was recently apponted to look
after Elite’s budget sales. But Steve
insists his job is to make the most of
existing back catalogue titles while at
the same time organise the wvery
successiul compilations the company
has been doing recently

"There's still a very strong market
out there,” Steve insists. ‘There's no
question of us changing the amphasis
of the business from full-price, we're
still very much involved in producing
full-price games. Neither are we
taking the Rare route, which is we're
not getting oul of this market to go
somewhera which is apparently more
lucrative and perhaps lerss
compeatitive. What we're looking to do
is actually add on thal business. | do
expect this year to ba a very strong
year, and we have lots of reasons to
be very opltimistic, especially with a
view to the new formals and new
territories  which previously we
haven't been able 10 access.’
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COMPETITION

NYUK, NYUK, NYUK!
WHAT’S THIS

YOU IDIOTS!

IT’S THE THREE STOOGES COMP!

nd rather an exclusive kinda competition it is too. To

celebrate the launch of Cinemaware's latest Computer

Movie, The Three Stooges, THE GAMES MACHINE has

joined forces with Mirrorsoft, who are marketing
Cinemaware's product in the UK, to bring you the chance of
winning the ultimate in Stoogemania souvenirs.

The prizas on offer here are rare,
normally only obtainable from the
Stoogestore, Philadelphia, US of A -
but seeing as how you lot are the top-
notch in computer magazine readers,
we've amranged for them to be
specially imported.

For the first prize winner there is a
huge goodie-bag stuffed full with an
assortment of Stooges stuff: there's a
He-Man Shirt featuring scenes from
past Stooges films, a T-shirt with the
Stooges' faces on them, a Stooges
poster, a Stooges keyring, a Three
Stooges mug, Sticker packs and a set
of The Three Stooges stand-ups. And
there's more . .. 25 runners up will
each receive a Stooge Memo-board

-

and door-knob hanger and a 3-D
comic book staring well guess
who.

With such rare, cult prizes, just think
what winning this comp would do for
your street-cred (we'drathernot . . . )

So get the noodles in your brainbox
chuming over, and answer these three
guestions, all of them Stooges
orientated. Having answered them to
the best of your ability, jot the answers
down on a postcard or the back of a
sealed custard pie = not forgetting
your name and address, you idiot -
and post it off to: STOOGE COMP,
THE GAMES MACHINE, PO Box 10,
Ludliow, Shropshire SY8 1DB to
arrive no later than April 21, Anyone

MOE?

found not following the competition
rules listed in the masthead will be
forced to eat the freebie popcomn that
Cinemaware has been sending out
racently

1. MName FOUR of the Three Stooges
~it's not a trick gueastion, there have
been six in all

2. Apart from The Three Stooges,

name two other Cinemaware
products

3. What is Larry's favourite activity?
a) computer programming
b} bareback horse nding
c) stamp collecting
d) playing the fiddle

Please note that as the prizes are all baing
spacially imported, naither Murorsoft nor
THE GAMES MACHINE can fully guaraniee
the items mantionad will ba obtainable as
listad
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Delivery of the 4 pyramids is easy but activating them before you hand them over is a
different story!

In this arcade adventure, guide your robotic spheroid around 128 screens of mind-bendingly
convoluted landscape, avoiding the many hidden dangerous obstacles and activate all the
power points in the pyramids.

A DIVISION OF GRANDSLAM ENTERTAINMENTS LTD.
12-18 PAUL STREET, LONDON. EC2A 4JS.




both on and off cue.

espite all the reflective bravado

it was, again, the electronic toys

that caused controversy. They

create more realistic forms of

entertainment every year and it
is this reality factor which causes
worried debate in Pariament and
among those who think they have to
guide the fragile minds of children
away from nasty influences.

One such nasty, recently identified
by an increasing number of MPs,
psychologists, and British television
programme buyers, is Mattel's
Captain Power And The Soldiers Of
The Futura. It was on show at Earls
Court and seemed innocuous ancugh
on first inspection.

The package contains one of two
types of plastic gun, an instruction
bookiet couched in American bravura,
and a video tape. The tape introduces
you to Captain Power through
interactive video entertainment and
gives you an opportunity to put your
gun through its paces.

Captain Jonathan Power, for those
of you who won't see the TV ads about
him in coming months, is a rebel from
the future. He lives on Earth of the
22nd century. The metal wars
betwean humankind and robots have
just ended and Earth is ruled by an evil
mechanical monstrosity, Lord Dread,
from his foriress palace called
Volcania.

The dark lord s aided by four
Commanders and a legion of Bio-
mech robotic soldiers. Winged
Sauron leads the attack from the air,
Blastarr battles away on the ground,
Tritor goes to it at sea and Dread
Commander controls his evil master's
land troops.

Captain Power has five assistants,
all experts in a particular field of
combat. There's Tank Ellis who leads
the ground assault, air ace Hawk
Mastarson, intalligence officar Scout
Baker, technical expert — and the only
female member — Pilot Chase, and
Colonal Stingray Jonas who is
guardian of the oceans.
Notwithstanding the fact that these
humans are tha stars, the main feature
of the package, and tha one which tha

in the first of two reports, John Gilbert tells why
some of 1988’s toys are in for a rough ride.

Electronic games are out and furry things are in. That's the
attitude | got from many of the manufacturers parading their
wares at this year's recently-held British International Toy and
Hobby Fair. The show, crammed to capacity on both floors of
Earls Court, harked back to the so-called good old days with
electric train sets, cuddly Pound Puppies and some incredibly
lifelike dolls - of both sexes — who cried and wet their nappies

kids will no doubt beg for at
Christmas, is tha interactive gun —and
here begins the controversy.

Thera are two types of gun: you play
on the Power side with one and on the
Dread side with the other — both are
supplied with standard features -
each weapon interacting with cenain
sections of the video tape broadcasts
Light signals are ancoded into the on-
screan targets and you score points
by locking onto them and pressing
fire. f you are on target, the light signal
from the screen travels back to the
gun which then beeps and your score
s increased.

HUMAN TARGETS

The Captain Powerintroductory video
I8 live action, so0 the targets on the
screen are not computer animations
but real humanoid figures — dressad
as Dread robots. They will respond 1o
your attacks if your gun catches the
light signals from their laser fire, and
your score is decreased. When it
reaches zero a tiny cockpit is spat out
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TV mock bat-
ties are a lot
less damaging
to children
than one-to-
one cowbhoy
batties . ..

The toy sensaltion of 1088,

ALL’S FAIR IN
TOYS AND WAR

of the gun to signal the gama's over
and you have lost.

Critics are womed about the
influence of the gun on young children
because of the 'live’ targets. They
argue that Mattel's toy is introducing
kids to aggression at an early age,
which could have a datimantal effact
on their reactions to acts of violence.

Theeir is further strengthened
by the recent introduction 1o this
countlry ol the Captain Power
television seres by the Super Channel
satellite television network,
broadcasting from Europe. Each
show lasts 30 minutes and, during a
recent survey done by Channel Four
television, two episodes contained
130 individual acts of violence in
which the viewers could use their
guns,

Parants of children who use the gun
in the United States admit that the toy
is vary addictive, and thera seams 10
be no saturation effect as with
computer gameas, but they say that it
is no different from the cap guns used
in games cowboys and indians. And
the guns’' supporters believe that the
TV mock battles are a lot less
damaging to children than one-to-one
cowboy battles or wars. Mattel's
opponents, however, say that the
distancing effect of a child firing a gun
and the violent results of that action
on a television screen may also
insulate a child from tha real nature of
violence and make aggression more
acceptable.

If the opponents lobby power is
sufficient to get their concems taken
up in Parliament, Mattel could find its
support from Super Channel through
the Captain Power TV saeries taken




TECHNOFUN

The other three 'bots are more for which you can put a tape of

The government is currently looking fun than utility. Crackbot stands programmed movement instructions

at measures fto control saven inches tall and moves aroundin  or music to be played through his
entertainment within Britain and one «««the kids 5 manic dance of hands and head. m.mwmumw
of the problems it is debating s  wyill no doubt  There's noremote control consolefor Omni 2000, also has a built
viclence and its effects on children. this one, but a clap of your hands cassette recorder but Is more
The addition of interaction with that beg for the makes him perform. is similar than Omnibot. He can

sophisticated
violence may make them think twice jnteractive gun to Crackbot, but acts as if he is tell you the time, fetch a drink for you
B o e e — and hnrgn '

a
early moming time siot. If, because of  hegins the con- q_
1o be moved to a later slot Super troversy. in plastic cheek that he would be quite  late spring, are powered by calculator

MMHMMMm
that the Captain stays at the top of the

ratings and doesn’t ba seen to smack
of commercialism. Network bosses

fo those in the Lazer Tag and Photon mechanical dog and is just the sort of

obedient pet | need. Spotbot can carry
THE POWER RANGE b e U
it

to release a ofinteractive  Carry small :
mwmm , the first ,uhlm“mu“d have hand-heid remote control sets

luﬂ-cm and do doggy  their arms and heads move.
figure and can be activated manually  things such as Each Omni has a set of individual

the
on the yap ... ﬂ?mﬂtlmm

'
:
l
E
:
g

]
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RADICAL ROBOTS

Another form of interactive,
less controversial, toy at the Toy Fair
was the miniature robot.

Tomy's were the most useful and
diverse in appearance. The "bot family
e as at home in the office as they are

. at home. Chatbot, for instance, is a
radio controlled robot who wheels
~ #round moving his arms. A unigue

- mecording system allows you to leave set, an upgradable chess computer,
messages with him which he can play and games which cross boards with
Iback to amaze your family and friends. electronics.

| TGM TX 005:4-8835/108



PR IV
gi‘ﬂﬁ: gt
',ﬁﬂxj,"-‘
R TI

GREATEST EVER

SPORTS PACK
FEATURING

. WEIGHT LIFTING
BASKETDALL - SOCCER - VALLT « 5WisMMING
GILAMT SLALDM - SPRING BOARD DIVING
FiNG-PONG - PISTOL SHOOTING - CYCLING lT
EXCITING stoOTMG - ARCHERY - TRIPLE JUMP - ROWING H
PEMALTIES - SHi JUMP - TUG OF Wil - TEMMIS
E V E N Ts BASERALL - BOXING - SOUASH - SHDOXER/P

-1 % N

A FeEERS

AMSTRAD COMMODORE
SPEEEUH

CASSETTE sf‘ 1
el S Y )
LT PR

r‘}’ﬁ&ll“ F.f %
= - - Wy pebiy =,
= 1 [ CEe
‘h\j’:;l_.}? j{? o~

f‘_:.f ok ('-I: Frr

-4 -

e

A :
g
g
>
\'::
L
\‘:
t -
L
[\ V)
E=-—=11

All these hit games in a special

packforthepriceofoneﬂﬂg l'_a,h"'ﬁ',;.'.llm PI.I.IS oI fﬁn

= A NN AL “Tﬂ;‘

INFAR I =i S S

f 47/, | ey /< 5 B 4 A= URES e )
Bl S e B f *' Sl n by LI P _-'-":il‘ L e Wt
Mo Sy A <

A ey ,
A P LA

4

G A e N
~
RAMBO FIRST BLOOD PART |1 % TOP GUN #

DONT MISS!... . FSAllack

EAREAE B ASRS™

W s Bk TR el y
AMSTRAD - - i iy O Y R R P e L T o T )
COMMOBORE .5 2 14.95 : oY S MNP N TUN SAENIINRT 2R AL
SPEITRI M Sk e LAY SOHOWRIE LETIRED 'O RO cRTREC] " NOATICIESI T R, O T ERCONONa LD 1 Bds U000 - ol DU T LA




Not only has a lot of software been
released these past four weeks,
but an inconvenient number of
games have appeared for only one
or another format, which makes it
hard for us to fit them all in!
However, we have squeezed as
much as we could into the issue;
31 games reviews in all, but that
sill lsaves more than 25 we could
not review. Sorry if we missed out
something you wanted to read
about. BUT just look at Ih&
selection we have

speciglities of the house !hts
manth come on both 8- and 16-bit
formats, with Ferran Formula One
on the Amiga, Firefly on the trusty

featured this month, giving you a
taste of fight, racing, military and
mountain climbing. Shoot-'em-up
addicts need hardly worry though,

there's planty of mainstream
arcade action as we lift the lids on
Firefly, Xenon, XA35, Predator,
Magnetron and Cybermoid. This
month's breakout game, as
promised last month, is Revenge
Of Doh. It's not as stodgy as the
name may sound, but you can
always wash it down with a drop of
arcade adventure from Dexter and
Scooter in Get Dexter Il or Golden
Path.

LEAD
REVIEWS

DUNGEON
MASTER

The Americans have been working
wonders with the Atari ST recently.
As we saw last month, the highest
rating in this issue goes to a US
software house; FTL's the name,

REVIEWS

and the name of the game's
Dungecn Master — the ultimate in
computer role-playing. It grabs a
94 % rating.

PAGE 64

FERRARI
FORMULA ONE

For Amiga owners we have
reviewed the most elite of racing
simulations, a fascnatingly
detailed experience both on and
off the world's leading circuits.
Ferrari Formula One comes from
Electronic Arts and features
everything you could want from
such a game.

PAGE 60

FIREFLY

The highest rated B-bit game this
issue is from Special Effects/
Ocean. Firefly is a great shoot-
‘sm-up, packed with excitement

and adrenalin-pumping action
that should do any Spectrum or
Commodore 64/12B owner's col-
lection a power of good.

PAGE 72

BEYOND ZORK

The Zork Trilogy has sold nearly
one million copies — and now
adventurers can go Beyond Jork
with Infocom's latest addition to
the range. A bit of a change in
style, loo, both in presentation and
in the inclusion of role-playing ele-
ments,

ADVENTURE PAGES

XENON

Arcade-perfect! came the cry from
the drooling mouths of our review-
ers. Melbourne House's straight
download from the Arcadia coin-
op ends up superbly on the Amiga
and ST, proving itself as the bast
16-bit blaster so far.

PAGE 38
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XENON
Meibourne House

he second of Melbourne House's conversions of
Arcadia coin-ops, Xenon is yet another game in the
vertically scrolling shoot-'em-up mould. The Amiga
technology in the boards of the Arcadia machines
makes for quality conversions to the Amiga and other
68000 machines. Perfect (or near perfect) coin-op
conversions are the result, with arcade quality graphics,

sound and gameplay.

Tha time is the future and after five
centuries of peace following the
howrific Arachnid battles, war again
breaks out. The aggressors, an
alien race known as the Xenites,
are ravaging the colonised
systems of tha Faderation.
Captain Xod of the Federation has
run into a Xenite ambush and has
bean captured by the alien horde
The only person in range is ace
pilot Daman, and when it comes
down to it, that maans you!

the crafl goes into Mying mode

l- rllil
Lilll‘

The rescue mission would ba no
problem were it not for tha fact that
the Captain is stranded deep in
enamy termitory; 16 saclors away
to be precise, with aach zone
crammed full of warring Xenites
The foul aliens come in all shapes
and sires, from small, dumb,
ground-roaming ladybird Xenite
guards to large, very fast, highly
armoured, laser-firing, mother
Xenite spaceships, all intent on
stopping Darrian dead! Any hits

Arcade guality graphics on your Amiga or 5T - in this case the ST version - as

COIN-OP PER

As you can see, there is nothing to choose befween the graphics - this is an

Amiga screen

taken are absorbed by the shields,
with a life lost if the ship is hit with
its shields at zero strength.

TRANSMOGRIFYING

To combat both the flying and
ground roaming Xenites, Darrian's
ship can transform into a ground
tank and back at will, though
choosing the wrong craft in later
zones can prove fatal. To give
Darrian a better fighting chanca,
power pills may be collected,
adding extra features to the
currently selected craft. Power
pills include various weapons,
from lasers to homing missiles
armour, smart bombs and balls
which performing the same
functions as the mulbiples n

Al the haltway point and at tha
end of each sector a sentinel
Xenite makes an appearance. As
is usual in this type of game, the
mother aliens require several hits
in a single vulnerable place bafore
exploding. Destroy the end-of-
level alien and it is on to the nesxt
sector with faster, deadlier, more
heavily armoured, laser-firing
Xenres.

Xanon will almost cartainly be a
hit, with its arcade-perfect
graphics, great gameplay and
quality presentation. With its
release, the demands for arcade-
quality conversions will be even
greater, so Rockford and other
Amiga board conversions should
be worth waiting for. Melbourne
House are a company to watch for
in "B8 if they continue 10 rélease
games of this calibre.
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“Coin-op players
will be hard pushed
to find any differ-
ences between this
and the original . .”

MIDI MAZE

Hybrid Arts

n the 1970s the in-thing was to wear a Smiley Face
badge encouraging all and sundry to ‘have a nice
day' - quite sickening really. Now American software
house Mybrid Arts have incorporated Smileys in a
game with a musical theme. Written by Xanith F/X,
authors of many graphic demos, it is their first game to be
published commercially. Although Midi Maze can be
played alone, by linking up a maximum of 16 Atari STs
through their Midi ports, up to 16 players can compete in

the battle.

The game takes place in a 3-D
maze, displayed in first-person
perspective where the solo player
takes control of a Smiley in conflict
with up to 16 other Smileys. The
musical ink s rather tenuous as
each Smiley represents a note
attemnpting to reach the top of tha
music score saen top nght-hand
of the screen.

The action is displayed in a
relatively small window, the
objective being to eliminate the
other Smileys by lining each up in
your sights and scoring three
direct hits. When ten Smileys have
been busted the round ends. Thus
Midi Maze is an incredibly simple
game, but the addition of masses
of options give its playability factor
saemingly endless
possibilities .

T
L1
e

esrniaeedl B E |

Bafore a round begins a mouse-
controlled option screen s
displayed, from this players select
the power of their Smileys (speed
of movement, the length of time
the Smiley takes to recover from a
hit and the number of lives). In
addition, the viciousnass of
opposing Smileys can be chosen
from three settings: Dumb Drones
(do nothing apart from wander
around the maze waiting to be
shot), Plain Dumb Dronas (wander
around the maze but fire if they
coma in contact with you), and Not
S50 Dumb Drones who actively
seek you out in an attempt to
dastroy you.

Midi Maze is an amusir.g game
for one player, but with a couple of
STs linked together it becomes
more challenging.

E. .2 2 2 2 2 2R B B 1

- . L . T L . .

Using the ST Midi connection,
up to 16 machines can be
linked together, enabling
players fo be in direct control
of a Smiley sach, but you do
need a Midi-cable for each ST
By forming a Midi-Ring using
the Mid-in and Out pors,
one machine becomes the
master while the others remain
slaves. The masler machine
player is the only one who can
empioy

Ancther facility the Midi
connection offers is that of

much more enjoyable played
this way as long as you have
Midi-cables (costing around
£4.50 dach), but whether thase
options make tha vary high £35
tag worthwhile for
individual players is a matter

open to question.

g

ATARI ST
Diskette: £34.95

i
i

;
i
i

“...an amusing
game for one player,
with a couple of STs

linked together it

becomes more
challenging.”
e RS s
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SPANNERIN THE
WORKS

CHAMPIONSHIP SPRINT

icensed from the Atari coin-op, Championship Sprint

- for those of you who can still stand the pace after

the recent plethora of Sprint clones — has one main

advantage of over Super Sprint (also published by
Electric Dreams) and that is the ability to design your own
courses using the track editor. Catalyst Coders are the
programming force behind the game, and they have
improved it considerably over Super Sprint.

The game of Championship Sprint
5 just as you would axpect l'l':__]r!"u
differant tracks to race around
Sach with whiriwings, gravel, ol
and water hazards. The objacltive

simply 1o race four circuils
agains! three other cars on each of
the aight tracks and emerge the
W rher Collecting the
casionally appeanng spanners

may later improve thea car's
performance, giving it aither super
turbo, turbo acceleration, a score
increasa or higher top speead. It is
advisable 1o use a joyslick
becausa the car is less easily
controlled via keys

Losing a race maans the end of
that particular game, but should
first place be acheved you Qo onto

L,

Better graphics and improved playability on the Spectrum version

competa in the next race, ang sc
on untll all aght tracks are
completed. Two players can also
race simultanecusly against two

‘& F P FEFETE VT
P A R P Tl

For once the cars actually look ke cars rather than blobs of colour - Amstrad

SCrean

-.".flrnputr_!r conmirogled Cars

SCALE TRICKS

Championship Sprint's attractior
is the track editor which allowsyou
to create and race on your o
coursas :’JE":H_'_;'.‘IH-"', from L)
different pieces of track. It is like
building a Scalexiric track the
piece of track desired (whether it

be a ramp, a straight, a corner or |
whatever) is selected and the |

cursor moved to the locatior
whare you want it to be placed
press fire to positior

Along the top of the screen are

pull down menus (these appear as |

icons along the nght-hand side on
the Spectrum), split into four
groups which actvate more
options — hazards, ability, Screens
and options. Through hazards you
can decide whether you want
whirlwinds, gravel, water or oil
and in what quantity on tha track
Ability has two sub-options
Spanners, lets you put up to seven
spanners on the track, and Drone
Speed determines how fast the
opposition travels, ranging from
zero (slowest) up to five (fastest)

AMSTRAD CPC
Cassette: £9.99
Diskette: £14.99

OVERALL 72%

Championship Sprint is probably the best of the genre that has
been plaguing our screens in recent months. For once the cars
actually look like cars rather than blobs of colour. The playability
has been increased, leaving none of the frustration which spoilt
Super Sprint. Through its implementation, the track editor is far
easier to use on the Amstrad than other versions. So
Championship Sprint is a commendable rendition on the Amstrad
and should be popular with its arcade followers.




Screens accesses three sub-
options: MNext shows you the next
track Clear erases the track on the
current screen and Set Course lets
vou mnput the direction the cars
ca around tha track The final

1]

choice n the Options menu
from this you can save or load
fracks, set the playing keys or 5ee
3il 30 differant track segments
Without the track editor
Championship SBprint would rate
as merely a good randition of the
Sprint theme, but with its
nclusion, the package proves an

nieresting addition 1o the range

&

| SPECTRUM 48/128
Cassette: £9.99

mwmmﬁ

HHHRIH

igggéﬁhéig
g'aaii irag gifi;a
THIH R

I
3

H
it
1*

'OVERALL 72%

Championship  Sprint
| | wall but the editor is fiddly to
use. One definite advantage
|| over the others, though, is
[| the ability to play the game
straight from the track editor
| | rather than saving out atrack
and then having to load it
back into the main game
program, which makes the
whole process quicker.
|| Despite the ageing theme
Championship Sprint Is the
best of the current selection.

OVERALL 70%

:

“Championship Sprint

proves an interest-

ing addition to the
range.”

——

FAST ’N FURIOUS
XR 35 FIGHTER MISSION |Entaterdtn

nco are rapidly asserting themselves as major | @n even harder time, should be |

producers of budget-priced software for the ST and

Amiga although not without failures such as the Even though XA 35 makes no

disappointing Karting Grand Prix (receiving 40% in | atempticbeonginal, it gets good
Issue Four of THE GAMES MACHINE). XR 35 Fighter | s for showing that there's still
Mission is a standard horizomtally scrolling shoot-"em-up, | seem like redressing an old
but one that sports some very impressive graphics and | but when the results are this good
fast, difficult, non-stop action. Who Gires {

l Sﬂ_ﬁ _{' -

_;m_

LREVIEWS

=1l e il oA mE S |47 -

One of twalve hazard-lilled seclors

of basic shoot-"em-up action on
the Amiga

Anco score no points for originality
and no points either for the
SCEnano behind the game

becausa there isn't onea, All you

do

is fly the XR 35 space ship through
twalve sactors filled with all types
of hazards fireball-spitting
spheres, rotating cubes, snakes

made up of revolving balls, al
ships moving In formations

an
at

ferocious speads and mother

ships lie in wait. The anamy
follow set patterns,

all
S0

remembering their movements is

the key to success

The whola screan is usad, with
the playing area set in batween
walls and rock faces at the top and
bottom of the screen, contact with
which is, naturally enough, fatal
As the space ship progresses

through each sector, aliens

Ty

- -

around in ncraasingly complax

your cran
Towards the end of aach sactor
the mother ships, which provide

destroyved 1o move onlo tha naxt |

sector

life in the old shoot-"em-up. It may

g

1F15 vy~

OB LA IOE g1 1 80

-, e
L 4

ANRGA |
Diskette: £9.95 |
I

What makes XA 35 Fighter Mission special is the highly
professional presentation of the game. Everything from the alien
graphics, and the multi-layer scrolling right through to the
smallest explosions have been designed and implemented with
considerable thought and attention to detail. The appeal lies in
its simplistic gameplay, although each sector is a highly
demanding challenge in itself, requiring a good memory (to ||
remember each attack pattern), a sturdy joystick and an awiul lot
of skill (or luck) to succead. The spaceships are so fast there is
very little margin for error, which can makae it a bit frustrating at
first. Nothing new then, but & gem of a game nonetheless, and
with its quality presentation, highly recommended.

OVERALL 76%

“ . ..an old idea, but when the results are
this good who cares?”

3
£ of LA



TASK i
Databyte

team of German programmers, Peter Hemmer,

Volker Roth and Frank Endler, has recently been

snapped up by Databyte and commissioned to write

a number of games for release in this country during
1988. Task /Il is their very first step into the games market
and if the standard of software at least remains consistent
they should soon become the proverbial household
names.

Ten years after the Cappin wars
an evil emperor has selfishly
invaded the once paaceful galaxy
of Cybemetica. You, Prince
Troma, son of Colon (does that
maka you a semi-colon?), as the
last survivor of the Cappin wars
rebal star fleet, must seek out and
destroy this malefic conqueror,
Task I is a vertically scrolling
shoot-'em-up. It consists of 16
levels of mayhem in which you
attempt to survive long enough to
blast any and all enemy ships,
avoid traps and natural hazards
and pick up those necessary aextra
weapons

The weapons available are
depicted as square platforms
closea to which fly support
balloons. Each time a balloon I1s
shot the weapon available
(indicated by a pattern on the
platform) changes. The choice
usually bagins with Speed and
flips through Front-lasers, Smart-
bombs and Dimension Warps until
t reaches the Emergency
Package, which gives your ship all
the weapons it can carry for a
limited time period, Staying close
to a platform for 100 long soon
becomes hazardous, as the
deadly balloons attack with ever
greater ferocity. Implementing the

CAPPIN HAND

COMMODORE 64

Cassette: £9.95
Diskette: £14.95

Just when you thought you had had enough of the shoot-"em-up
genre, hera comes one to thoroughly revitalise interest. Task |l is
a highly proficient blasting game, consisting of all those
necessary ingredients required by the scroll-vertically-and-
pummel-anything-that-moves fans; speed, addiction, smooth
action, great sound FX/music and plenty to go for. Task lll is
initially very frustrating due to its toughness but perseverance is
rewarded, and progress, although difficult, is both achievable
and satisfying. Task ||l is a game only to be tackled by hardened

shoot-"em-up players.

OVERALL 84%

weapon salected I8 achieved
simply by flying over the platform

KAMIKAZE
CAPERS

One or two players may induige in
Task Nl and control of the ships is
via joystick. Should your courage
run out there is a quit game opticn
and a pause function to allow for
breathing now and again. There is
also a small score awarded if you
decide to commit suicide — this is
done by colliding with a backdrop
without shooting your weapons
High scores are saved to disk for
postarity

OTHER FORMATS

Looks like this one is for the
Commodore 64 only, and
there are no plans for
conversions.

“ . ...Tasklllis a
highly proficient
blastinggame ... ”

42108 TGM TX 005:4-88




ow many coin-ops are left for Sega to convert onto jerful backdrops (getting even better on the later levels)
arcade machine S.0./ has | |which really show what the Sega is capable of when the
undertaken the conversion and changed its name in |  programmers put their minds to it. Much of the coin-op's
the process. Global Defense is based on Ronald | [Playabilty has been captured and each level is faithfully

console? Now the

Reagan’'s concept of space-based defensive weapons | | game loses out is in the sound (which is nothing special) and the
destroying incoming enemy nuclear missiles. A subject lack of twin-player action. It's mystifying that Sega should have
| not without controversy, but nevertheless a fitting subject | | problems with converting dual player games. This aside, Global

for an arcade game.

The time is the future, the Earth is
protectad by orbiting stations, and
someona has pushed the button
MNuciaar MISsies nave DEen
ad and it 15 now do-or-ge

ime. Giohal Defense is split into

ALNCHE
iwo stages, the offensive and
jefensive half. Starting on the
affence, the screen scrolls from
to left as your Dattle sateline
ams through space. Enemy

ar missileas &nler |.1'|__|_.:“ .-:.;:Ilr-'|

on the first screen and, unless
destroyed, camy on to re-anter tne
e and fry your country's
ator along the bottom
{ the screen shows the damage
caused by warheads getting
through: if the indicator fills up

complately, it s goodbya Ameanca

atmosphe

Cihies. A i

Apart from tha missilas
thamselves, the opposition takes
the fTorm of Eamikaze Killesr
around in various formations and
gnemy battle bases hoverng in
space finng laser bolts at your lone

craft. The missiles pass through

satelfiites, space fighters rooming

the player without causing

| aamage, but contact with anything

@ise is 1atal. Help is provided in the
foom of allied satellites which
when coflected, offer up extras
such as a faster-moving I'}u"'l!illi:]":[
faster rate of fire and a futuristic
first-aid kit which neutralises any
damage caused by the nukes
Make it through the offensive

| half and a shuttle comes inta view

o retneve WO satellite,
whneraupon D':.'II!'ItE are allocated
based on the percentage of
messiles, aliens, bases and fighters
destroyed (with bonus points
awarded for achieving 1009
gestruction). After this, t's on to
iné defensive stage where the
Mothariand lies thousands of

| miles below and the enemy

missiles are coming over the
honzon. The warheads start as
dots and grow larger with their
heat shields glowing as thay re-
anter the ;11ﬁ=ut-|.’:'ﬁ:*t.* Destroy

OP RAY

GLOBAL DEFENSE

I REVIEWS ‘

SEGA '
Mega Cartridge: £19.95

On a single One Mega Cartridge, Global Dafense manages to put |
big name coin-op conversions like Aflerburmer on Two Mega |
cartridges to shame. A very close version indeed with some

recreated both graphically and in general gameplay. Where the

Defense is a great game, one of the closest coin-op conversions
them before they hit their targets yet, hoy b the f of e ]
and. as their .'i.q.r'1 time is only a Mm‘_ 81%

matter of seconds, each shot must
count. Not the easiest of tasks

when they fly over en masse, and

on later levels il 1S even worse as
they split up Into smaller, just as
lethal, re-antry vehiclas I h bootenml

A
1"1':.1—';'(-
&

total percentage of hits (including

Survive this, and once agair S e e T
" : . Dix ) L 7
points are awarded based on the .r::-i" SR T e TSRO Y ¥
aal . ;

a defence rating based n -
number of warheads which

through) before the next offen

half begins As the player

progreésses through he aler

levels, the missiles change ther
flight pattarns (changing between
horizontal and vertical Might), tha

enamy hghters bDe

§ =8
D N N e

ome more

.1(;(]“"‘-1'.“."' mOre M
in the defensive hall and the
backdrops get [t e
imprassive graphically

SSes appear

Like the coin-op, the console The very effective cily destruction I control the satellite. Une button to
game uses two fire buttons (0 | screen fire deflaction shots at targets and
move the gunsight (as AMissio

Command) and the othar 1 .

Coin-op conversion from 5.0.1. in the arcades, Global Delense pits the tiny | the satelite around the scroes
satellite (cenire under the big rock) against asteroids, missiles and enemy | What makes it tricky is that bott
craft actions can t be parformead at the
cama timé. Unlike the n-0p
M na player 15 alowead on tha
SCreen al any o time i
omission  that plagued Aber
Syndrome (sea 1ssue Four of THE
GAMES MACHIMNE). As a result
without the dual player faciity the
console version is shgr Uy tougher
| than the coin-op, but the appea
and playability of the o Agina 15 st

thare

““Much of the coin-
op’s playability has
RE pr e e e e e e e e S P P T been captured . . . ”
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THRUSTOID

0IDS |

FTL Games/Mirrorsoft n \

=8 s not Faster Than Light, the offshoot of Gargoyle
| d Games, who have created Oids, but FTL Games from
| "'fy San Diego in sunny California. Two other games from
" ¥ them include the Elite-style game SunDog, and more

cently Dungeon Master, which, as it happens, is also
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Az you can see from the attractive travel between planats screen, the Bipcrete worids are barren looking places - 5T screen
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=
o ind they run argund 1sn 1 anough, a construction kit is
Wi FARTCAIlY ittract l '-..||l;.|||'|1-..'.':1||H'| game Using the
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For the smallest graphics ever, fake a look at Ovds

1986 =@ AA ++

ATARI ST
Diskette: £19.99

For the smallest graphics ever, take a look at Cids. The little
robots running around are wonderfully animated, and they're all
the more impressive when you realise they are all of two pixels in
height on the screen. There's something disturbingly satistying
about shooting helpless Oids, the animation when they burst into
flames is incredible. Even with five galaxies of planets to explore,
they can only provide so much lasting appeal, which is why FTL
Games have included the easy to use and highly flexible
construction kit. Oids is a great game, so take a look at it (if only
to see the sickeningly amazing animated effect of Qids going up
in smokae).

OVERALL 82%

—m

OTHER FORMATS

The next logical step would be an Amiga version, and the game's
simplicity and basic idea means 8-bil conversions would be
entirely feasible. However, there are no plans to do so yet.

“ ... highly detailed graphics, subtle use
of colours and fiendishly addictive gamep-
lay.”

. ﬂc l"l

The reactor wants to live, its automatic defense
mechanisms may not ... only you are the
difference between continuing calm or almighty

destruction.

A drama and challenge of chilling realism and
awesome consequences.

CBM 64/128
£9.99 CASSETTE
£11.99 DISK

U.S. Gold Ltd., Units 2/3 Holford Way, Holford,
Birmingham Bé TAX. Tel: 021 354 3388

cosm
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NORTHSIDE STORY|

THE KING OF CHICAGO

Mirrorsoft/Cinemaware

inemaware now have a healthy collection of releases

for the Amiga, numbering amongst them Defender Of

The Crown and Sinbad. Indeed our cover this issue is

dedicated

to two more

forthcoming releases

previewed on page 15. The King Of Chicago continues
their homage to movie classics, focusing on the legends
of the Thirties gangster era. To animate the computer
characters and give them a semblance of emotion Doug
Sharp's Dramaton system was used; but, as usual, the
| finished product is a collective effort from the Cinemaware

leam

| Scarface Al Capone has baen
ramoved for an extended vacation
1 Alcatraz, leaving his Southside
n the hands of the devious
dangerous Tony Santucci
Callahan (your character) is
af mug in the Northside
ywganisation, sick of Chicago's
bloody civil wars and second in
3 for the Northside leadership
of m are the discredited
Oid Man and his chief advisor,
Ben: both of whom can be
| parsuaded to stand down
| The action begins in 1931 and
ends in 1934, the year leaders of
| arganised crime held a maeting in
Mew York 10 form the national
Syndicate. This was set up to

entralise violence and remove it

gang
and
Pinky

s ]

Ahaad

from the hands of ndividual
Ncago was considered
join, Pinky thus has
years to astablish such a
commanding position in Chicago
that gang wars are a thing of the
past and an invitation to the
Syndicate will be duly forwarded
The program takes the form of
vanous ‘scenes’, genarally divided
by still shots containing a hint as to

Sl ot o Mo
| gar J"" I
o0 baroandc 10

three

| bubblas

what is to come or what you have
to do. More often than not, thesa
contain a tinge of irony or black
comedy: 'What are friands for but
to step on as you head for the top'
The scenes themselves always
involve Pinky and include one of
more of the other characters to
whom he can talk, For single disk
drive usars, this strucluré can
prove annoying because of the
constant disk access required

As a meeting unfolds the
characters talk ;Lu'T-:'um.'m{:.!Iry until
a moment of dacision is reachad
At this point, the scene switches
1o Pinky and two or more thought
appear by his head
choosing one transiates it into
appropriate comments and tha
game runs aulomatically again

Interaction  involves strateqy
chowcas alact oulcomes which
have L'l.r-rr'r'.ir_:run(_] of immediata
consequences. Tha parsonality of
your character and thosa with
whom he interacts change slightly
with every decision. Being cool
with Lola raises your toughness
and makes threats more effective
but it could force her into the arms

- Amiga screen

of your rival, indeed, a cool
deviousness pays far greater
rawards than cowardice or rash
gun-toting does.

The game’'s major advantage is
its random element: it can start at
one of several points, and (So it is
claimed) results in any one of a
billion solutions. Though scenes
may reappear, different actions
required in them do not
necessanly lead you down a
wrong or right path: it is all a case
of adapting to your situation
React too slowly, however, and
the computer will make an
arbitrary choice for you. As with all
multiple choice type programs, the
repatition of acenes and choices
can grow a little similar, but thera
arg 50 many options that it renders
it a minor irk

At any point the gama can ba
exited or paused by pressing the
nght mouse button; this brings up
a ‘projector’ line, from which there
is achoica ol "intermission’ or "and
the movie', The package comes
complate with a reference card
and booklet, detailing historias of
gangsters and ther fims and
ncluding mug-shots of the main
characters involved

Pinky Callahan's busy desk, complete with girifriend's photo, accounts ledger and map of Chicago, acts as a
selechon Scroen

Thare will now be a disk intermission: one of the Baautifully drawn backdrops

I

AMIGA

Diskette: £29.95
Graphically, The King ©Of
Chicago is excellent,
combining gor

geously
evocative still shots with
detailed and appropriately
grim characters. The only
detraction is the contrast
between the faces, which are
all beautifully drawn, and the
suits, which are always

simple, giving the
impression of cardboard
cut-outs. The sound
complements this general

high standard to create a
fully convincing Thirties feel
and without exception the
musical backing is superb.
There is black humour
throughout, which really
appeals to the air of
deviousness and suspicion
which the game creates. The
only serious gripe is the
constant disk access: it does
impinge significantly on the
atmosphere if you only have
one drive. if you have two
then, despite the high price,

the game's depth and
playability make it highly
recommended.

OVERALL 80%

OTHER FORMATS

As with other Cinemaware
games, expect to see The
King Of Cricago released on
the Commodore 64 and Atari

ST with some adjustment in
the graphics on the 64 |
version. As with the Amiga,
constant disk accessing may
be irksome for single drive
owners of these machines.

AT e PR I T >
“ ... black humour
appeals to the air of
deviousness which
the game creates.”

 —



VERSION UPDATE

No-man’sell’s

Amstrad Cassette: £9.99
Diskette: £14.99

DJL SOFTWARE have been
around for guite a few years, but
eany on geciged 10 S10p marketing
thair own product in favour of
developing other people’s. Very
early programs included Froggy
on the Spectrum (1983 under their
own label) and the official Atarisoft
Spectrum version of Pac-Man to
name but two., MNow Nigel
Mansall's Grand Prix has made the
conversion pit stop to be
franslated onto the Amstrad
Recaiving 73% on the Spectrum

in TGMOO4, the game uses the
race elements of Formula One
Grand Prix and adds strategy, with
the player deciding when 10 make
pit stops, when to apply the fual
consuming Turbo Boost and when
to make the final winning burst
past the leader, all in the style ol
Migel Mansell himsell (Complate
with gear box faillures, wom oul
tyres and seized up angines)
David Looker worked on the
programming and John Looker
produced the graphics

Not guite first ye!f — Nige! Mansell on the Amstrad

AMSTRAD
OVERALL 74%

Apart from the improvement in graphics and colour there's very
litle extra to Migel Mansel's Grand Prix on the Amstrad. The
sensation of speed doesn't quite work and you only know you're
doing 180mph by looking at the speedo in the cockpit. Like the
Spectrum wersion, the cockpit is packed with too much
information, and it can all get very tricky when you're trying to
find the information you want on the display and keep the car on
the track at the same time. In play, the game is highly enjoyable,
racing around each of the 16 tracks in the Grand Prix season is
good fun, and the inclusion of strategy lifts it above the ranks of
the average road race game, though not enough, unfortunatety,
to capture the realism of a simulation. Consequently, it finds
itself in a no-man's land in between the two groups.

.+ from this fast moving authentic drag racing

simulation.

Jump to the smell of burni
“burn-in” your tyres. Recoil

rubber as you
m the heat of

your turbos as you gun your engine. Feel the

snap of the G Force as you release your clutch.

This is the world of drag racing as recreated by
Shirley Muldowney, 3 times world championin
Professional Top Fuel Druﬁ:shr:. Tensely wait
for the Christmas tree lights, then poru.vour
throttle and power your way down 440
yards in head-to-head challenge with Shirley
in one of her best championship races.

But be careful. Don’t red "?l‘lf, smoke your
tyres or blow your engine ... there’s
a long season ahead.

CBM 64/128
£9.99 CASSETTE

£11.99 DISK cosmi

U.S. Gold Ltd., Units 2/3 Holford Way, Holford,
Birmingham Bé 7AX. Tel: 021 356 3388




PREPARE FOR A TOTALLY NEW PINBALL S TYLE GAME,
PREPARE TO BE INSTANTLY AOOKED, PREPARE FOR FRANTIC GAMEPLAY

— = 3 ight from the word GO/, Jinks will test your reflexes,
=y / Rwr“ﬂﬂmmmmhﬂ. mm
" By controlling o vnigue friongular space over extroordinary
landscapes you must atfempt to guide o wild bouncing alien probe

y through countless harards. Avoid the magnetic fields, dodge the air-
vacvum shafts, bounce over the bouncing marshes, steer clear of the
e ST AFe=—* rofating disks that cut info your space glider and - Phew! — you're ready for m‘ Am
e the next level! Look out for Jinks - a completely new angle in computer fun.
CBM 64/128 £9.99:, £11.994 AMIGA £24.994.
AMSTRAD £9.991, £14.994

GOV Mgz Holdings L 10, Linits &7, Holforo Wiew Holora Sirmingliam 88 7Rk, TEL O 756 7758




REVIEWS

WEAR A
ROBOCAP

laygon was written using a utility called GFA Basic.
The authors of the game, John Conely and James
Oxley, defend their decision to use this low-level
language by stating that: ‘GFA Basic is easy to
understand and simple to use...
have to be confusing to be powerful, and GFA should
enable you to do anything that your imagination can dream

a language doesn't

| up ... . GFA Basic was created by GFA Systemtechnik
and is distributed by MichTron Inc.

The Cybordynamics laboratory is
working on a strain of toxic virus
capable of annihilating all human
ife from the face of the planet. This
sinister plan must be thwarted at
any cost, and only you have the
answer Your creaton, the
Slaygon, is the most sophisticated
military robot ever built and the
uitimate infiltration device. As
such, it is ideal for the task of
entering the Cybordynamics lab
and destroying the place.
Slaygon is controlled from
| within its frame by a highly trained
specialist, and as it possesses the
strength of a hundred men, the
armoury and weapons of a small
| tank and the intefligence of its

operator (7)., it s purportedly
unaffected by conventional
Weapons

After acquiring a low-level

securnty pass, you gain entry to the
lab. It is now up 10 you 1o accass
the five security levels, explore the
500 rooms and ultimately destroy
the Cybordynamics complex by
finding five override codes to enter
into the computer noom's system
console

SYSTEMS CHECK

The screen display for Slaygon is
vary attractive, ncorporating
inventory boxes, energy level,
systems status icons, directicnal
arrows, an overhead map of the
complex (which updates as you
move around, pinpointing objects
and places of importance) and a
window depicting the front view
from the machine. The Slaygon's
in-built systems include laser gun,

Aesthetically pleasing, the intricate and colourful layout of the screen makes

you wani to play Slaygon - 8T screens

scanner, plotter (for mapping)
directional indicator shields
message display screen, cloaking
device, battle sensors and storage
areas. Most of these systems drain
your gnargy in use, as do some of
the objects picked up, although
energy pods are dotted around the
compiex which restore lost power
Controlled Dy mouse. you choose
the particular function required
move the cursor to it and click
Objects found along the way -
such as keycards, power pods and
extra weaponry may be
examined by the on-board
computer, picked up and used as
and when necessary

 ATARI ST
Diskette: £19.95

First impressions are
aesthetically pleasing. The
appealing screen layout is
full of colour and easy to
understand. Exploration of
the Cybordynamics lab is
interesting at first, there
being a number of things to
find, see and do. However,
the urge to continue playing,
until the eventual destruction
of the lab, soon palls. The
locations to visit and tasks to

perform are wvery similar
throughout Slaygon, so
tedium sets in quickly.

Perhaps this is a game to
play for a while, save your
position and go back to it
after a few weeks to have
another go.

OVERALL 54%

AMIGA
Diskette: £19.95

An Amiga version of Stygon
should be available by the
beginning of March. If there
are any substantial
differences to the Atari ST
version (Microdeal don't
think there will be) we shall
review it, version update
style, in a forthcoming issue.

1]

. . - aesthetically

pleasing, the urge to

continue playing
soon palils.”
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FALCON

Spectrum Holobyte/Mirrorsoft)

continues with the

he trans-Atlantic surge of American programs
import of

Falcon through

Mirrorsoft, who also distribute CinemaWare and

Mindscape products. Falcon is a simulator based on

the USAF multi-role jet fighter, the General Dynamics F-16

| Fighting Falcon. The F-16 is a popular subject for

simulations at the moment as Digital Integration also

intend to release a game based around this remarkably

| agile, lightweight aircraft, and Electronic Arts are including
it in their game Interceptor (see previews this issue).

Before mission begins, the
aircraft must be loaded up from
armament screen. At the
owest rank the F-18 has unlimited
armament and fuel, but at higher
ranks the weapons space on the
jet is limited and weight/drag
r*'L ences come into effect. Stores
for the Falcon include fall and
; denal bombs, air-lo-
Mavenck
'd‘r"l'f inder heat-seaking missilaes
E' M pods and extra fuel pods
provide a passive but vital role and
are essential stores for missions

any

tho

irr\

mMissSues

against long range SAM-
protectad targets. The
ombination of arms loaded

affects performance and the jet's
) pull high Gs. The crew
hiaf in charge of weapons loading
warns of any unstable and
:‘-u!E""I: aily dangerous loads on the
) MEad his adgwice!

*"- omparatively clean cockpit
:-1'."J-._+ distinguishes Falcon from
previous simulations, with every
dial and display serving a purpose
Rear and side views allow you to
keep track of targets passing by,
the rear view being most critical as
enamy Migs and
missiles sneaking up from behind.
To keep track of damage there iz a
display on the right of the cockpit,
while on the left are back-up
displays for all of the aircrafi's
major instruments. There is even a
black box’ fiight recorder, useful
for replaying events after being
blasted from the skies!
Once booted up, the standard
options for selecting the control
method and the sound level are
displayed. A twin-player option
allows for two PCs to be linked,
flying one against the other in
combat. Once registerad on the
duty roster, the pilot’'s rank can be
chosen (from the lowest skill level
of First Lisutenant through to the
advanced level of Colonel), the

wf =

5{} T r‘ ( ,-|__':l"*_ 4

2T A
g 1M

—_— s

R m——

number of enemy Migs to be
encountered (up to three on
screen at any one time) and any
ong of twelve missions. These
range from a milk run — a practice
bombing mission — to the grand
slam mission with four Migs to
intercept The rank ssalected
determinas the skill level of the

anemy Migs and the accuracy of |

missilas as wall as the lavel of thght
realism and the effects on the pilot
ind the F-16

Fiying the plane is a demanding
task and the PC copes admirably
in reproducing the flight sensation
above a world split into friendly

and hostile temtones, complete
with bridges, SAM batteries,
natural and man-made landmarks,

runways, rivers and roads. As in
reality, takeoits and landings are
as hazardous as actual combat, if
you are unsura of the aircralt and
its performance, although to halp,
there is an ILS (Instrument Landing

:_’.L.... Ll

iﬁﬂn- .

System). The 132 page manual
suppled with the game oetals
everything about flying the Falcon
from the first take off and basic

fiight manpoeuvres through to
i combat procedures, the cockpit
layout, advanced fhight

manoeuvres and what aach of the
twelye missions entails

“h-'---"-__-

|
|
]|
|
i
|
]
]
=
|3

Combat is exciting, fast and
enjoyable but hmited, with only
two types of enemy. Whila 1||-_;r-_1
enthusiasts iy find Faic
doesn't have the depth of Chuck
Yeager AFS, it is a good game and
wall worth a look
OTHER FORMATS

Falcon is already on the Apple

Macintosh at £34.99 and
plans are afoot to bring out
Amiga, 5T, Commodore 64/
128 versions and possibly
Spectrum and Amstrad
conversions too.

iy
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| | Cassette: £9.95

to avoid THE GAMES | | Diskette: £14.95

arcade platform-and-ladders romp, | COMMODORE 64/128

1 REVIEWS

the oldest formats for computer games. To be anything special |
a game of this ilk needs to stand head and shoulders above

|

ish them more success | Platforms-and-ladders games are ten-a-penny, and are among
|
! anything that has gone before, Frightn

ire doesn't quite get there

| but is very close. The opening tune is suitably atmospheric, as |
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OTHER FORMATS

Conversions of Frightmare are forthcoming for Amstrad CPC and
Spectrum - £9.95 Cassette, £14.95 Diskette, and the

Spectrum-+ 3 for which no price had been decided upon at time |
of going to print. It will also be available for PC compatibles at |

£19.95. All releases are imminent. More 16-bit conversions are
on the way, but Cascade could not give us precise details on
availability.

The layout of the screan is tidy | | @re the sound FX during gameplay. Character control is finely
showing the dreame mbilk | tuned, and animation of all the characters is'effective. Colourful |
gaping at nciel fing backdrops add ambience to the strange world of dreams, and
m T r ar with lots of screens to fight through, it should keep you interested
wolding or killing monste Lo for hours to come . . . eight and a half to be precisa.
ihera W tomorrow shict
s ot e i your ey ko | nvEnm.L 71% |
ip! |




REVIEWS

PSYCOPATHWAY TO
THE STARS

Reactors are shut down by gphere icons display currant

manmou reducing or overioading their reactor status, which satellite the

| power. Each has four containers | player is at (1-8), and grid

m holding aither a positive fuel rod cr coordinates of the currant sactor

| a negative inhibitor. Replacing droid icons display KLP-2's
. T them with rods KLP-2 is carmrying currant status, and if in replica |
agnetron is Firebird’s first SDFtctrum reiease oM | .. us them down if the overall | form. its various Darts can be sesn |
Graftgold since that company's founder-members, charge goes below one, or | il the security class is beloy '

| Steve Turner and Andrew Braybrook moved their | overioads it if it goes over five. | equal to that of the current replica

When all four containers have | box icons = if a sufficient security

licensing from Hewson. Itis written by Steve Turner, | /=" ©
long-standing Spectrum developer, using his previous | teleport 1o the next sateliite

Quazatron as a departure point. | KLP-2's movement is affected
Eight orbiting satellites are by his own weight and the amount
| currently threatening the planet he cames — climbing and steenng

KLP-2 is free to | pass is held — display available
weapons and devices that can ba

acquired

SPECTRUM 48/

of the droid you are controlling is

Cuartech. KLP-2, a psychopathic

displayed at the top of the screen

becomes more sluggish it he s 1oo

128

little engineering droid, whose | If the replica is destroyed, KLP-2 | heavy-and by magnets, indicated
favourite pastime is dismantling | retumns to his previous chassis by armows, which either aid or Cassette: £7.95

| fellow robots, has been sent to This is a straightforward hlr]r_'h'g' ;‘;rcgrurl_:.c.s; t:eser‘_r.*m] an Greatefforthas g ino the
disable the four reactors on each | reworking of the transfer sub- | whether the droid is positively or p——

. i : : e detailed graphics in an
of the satellites — easier said than | game Andrew Braybrook first | negatively charged Tt 7 Mgl
done, since they are guarded by used in his Commodore 64 hit, With every action, energy is s - of

| 16 different types of droid. The | Paradroid, followed through in | drained and can only be regained m"n:gm" "I“:'“"wm |
| main } tation iCk- = & | I liry th roidds 3 e, orks
| main game presentation i5 in flick Sleva's Spectrum rewrta Dy grapphng Wi Qroig quite pll, with up to

| screen, sometric 3-D, showing Ouaratron, and which since has | containing good power units - | ! on -
| vanous levels connected by become a programmaer’s standard usually lower numbered droids - | the screen at one .
ramps library technique for besafing up but beware, these are the most I .,llihinll t"". 'nqm 't'"'l; {
Fi " 2 - % 3 a2 1 I
| There are several options when | games. It is, however, rarely used | difficult to deleat : QDH IW the f this |

Computer access points on al

it comes to tackling enemy droids |
displays: |

they may be destroyed by the use
of ‘frisby” power disks, mortars
and boomerangs, or by grappling
with them at close quarters, and
then using the dismantied parns to

as elegantly in plot terms as in

il |
Magnetron really a wvery close

reworking of Ouazatron. The |
grapple sequence, however,

is novel, using icons to battle | |
for control instead of a circuit | |
board. It is an old idea, but

levels provide

.1I.|.1|.|_; =

build a replica of KLF"-.E’ Magnetron is s
INCorporating the anemy's Iﬁli‘!hh. ned
ahilities

OVERALL 80%

Tha risk in grappling is that
target groids are protected oy a
self-destruct sequence  that
counts down when the enemy
droid is grabbed. Enter the sub-
game: a grid of nine squares
appears, and three types of icon
bomb, diamond and box-shaped
To prevent detonation the three
bomb shapes must be placed
along the bottom row of the grid
before time runs out. To purioin the
salvaged pars, the other lwo rows

COMMODORE 64/ |
128

Cassette: £8.95 |
Diskette: £14.95

It's a curious fact, that
although the sound and

graphics are understandably | |
better on the Commodore,

also have to be compileted in

far s | | Magnetron is a much better |
grder. When the main game L oneplronic pits |
resumes after a successful | gamae, ar i

long-standing C84 owners, it .
offers little over Paradiod [
apart from its reorientation || & |
into isometric 3-D. As one
has come to expect from
Graftgold, the presentation
is excellent, with great .

| grapple, the identification number

result is a fine, -
game, butlikely tobe ofmore || |
value to players who do not |
have Paradrod, [

|

OVERALL 73% I}

N e = T

‘“Intricately woven ||

gameplay elements
cover up a very
close rework-

ing..."
Y ]
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| SHOPPING

SPRING SALE!
NEWANDREGENT

TOP GAMES AT
BARGAIN PRICGES!

Yes, it's Spring Sale time at THE GAMES MACHINE, a special service from us to you. This is nota

Newsfield Mail Order offer, but a feature we've worked out for you so you can save money on some

brand new and recent top games — as much as £81 if you feel so inclined! It's easy to do, just cut
out the coupon(s) and send off to the respective companies.

When you cut out the coupons, the front tells you what's on offer, and the reverse side acts as the
form to fill out, and each one has the address to which it must be sent. If you're worried about
availability justring and check. And please allow 28 days for delivery. All the prices include postage
and packaging — so wotcha waiting for? Get snipping!

INFOGRAMES INFOGRAMES INFOGRAMES
8-BIT OFFERS PAST 16-Bit OFFERS NEW 16-Bit OFFERS

SAVE £3.00 SAVE £3.00 SAVE £3.00
on all product!

Climb every mountain on the Amstrad
CPC and Commodore 64/128 with
Chamonix Challenge or gat r TGM
T-shirt soggy in Water
Skiing for the Amstrad CPC. Again for

Brand new and still damp from the dup-
licators! Here's your first chance to get
Crash Garrettor Captain Blood - Infog-
rames's two big Spring releases. For infor-
mation about both products, take a look at
last month's issue where they were both
previewed - or even Rob Steel’s assess-
ment of Crash Garreftt in the Adventure
section this month, re on offer hera at
£16.95 for the Atari version of Crash
Garreitt or £21.985 for the PC version. Cap-
hﬂﬂ_&uimmmmsmrm
at £21.95.

Rise from the ashes with Infogrames’s

ﬂﬂl‘ﬂf‘hﬂﬁﬂ-wn‘rplmg hand-to
Phoenix - reviewad in W
received 71% on the Atari ST and PC, or

L]

|

|

| ]

| ]

|

]

|

|

.

. ﬁ some great pinball action with
Amstrad CPC owners you can attempt to : and PC. If m.""-""m" .“jmlf“tm““"m
Get Dexter! Il too, or blow up most of the : SRR A ITHOMRRCR R

galaxy with Lee Enfield in Spece L} Pkmd-thwsly_ taste, go for TNT, a
Ace for the Spectrum (cassette only). & ‘Commando’inspired game, or Trauma,
Commodore 64/128 or Amstrad CPC. All 8 8 vertically scroling shoot-em-up in
games retall for £9.95 on cassette and B

14.95 on disk but cut out the coupon and B
get esach game for only £6.95 on cassette 1§
or £11.95 on disketta! :

L |
|
|
[ |
[ |
|
g

classic tradition — both these for the Atari
ST only. And of course there's the piste
me, Chamonix Challenge on ST and
. They all retail at £19.95, but use the
coupon, make your choice, and they're
yours for only £16.95 each!

SAVEUP TO £2.00

Become a great British hero on tha cheap!
Virgin's Dan Dare Nl sequel hit marks
%:‘llm&bmﬂm brtﬁingm! special

coupon the game can be yours even
cheaper now — Virgin are offering it through
TGM for £1.50 cassette versions and
£2.00 off disks for the Spectrum, Commo-
dore 64/128 or Amstrad CPC. That brings
the prices down to £6.45 for Spectrum or
Amstrad cassettes; £12.95 for Spectrum or
Amstrad disks and E7.45 for Commo-

Wotcha waiting for — there's the human
race o be saved!

ELECTRONIC ARTS

RARE ASSORTED GOODIES DRILLER and G.A.C.

SAVE £3.50 OFF

[ |
[ ]
(]
[ |
[ |
Not so much a money-off offer here, buta 8
rare chance 1o kit yourself out withan Elec- #§
tronic Arts T-shirt (Small Medium or B
Large) for only £5.50, and then, once over W
the shock of being the proud owner of such B
super clobber, can sattle down toa p
nicehotcuppa;:auhanmm g ‘ture Creator for Spectrum, Commo-
Mug only available through this offer at g dore 64/128 or Amstrad CPC. Driller,
£3.00 (one size fits all mouths). But rare g reviewed in TGMO0O02, received 95% for its
]
|
[
|
[
[ |
[ |
[ |
[
e
L ]
[ |

BOTH

Save £3.50 on Incentive's two t od-
ucis: Driller and The Graphic

want ;‘eal smﬁm?: the lmm? bogql-ng‘ :;ugizﬁ-tmf i m,gg
Arts Wristwatch (classy analogue too), BOOOE o ersions
That will set you back £29.95, but it's well only £11.45 on tape and £14.45 on disk.
worth it. And to create, rather than solve, your own
puzzles, what better than to write an adven-
ture using The Graphics Adventure Creator
GAC). Get in here at £19.45 on tape and
.45 on disk for the Spectrum, Commo-
dore 64/128 or Amstrad CPC,

TGM TX 005:4-8853/108
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INFOGRAMES
NEW 16-Bit OFFERS
SAVE £3.00
Please send me:
GAME Disx PRICE
Crash Garrett O £
Captain Blood [] £
TOTAL COST 3
For Computer:

Make your

e
TGM R, INFOGRAMES UK LTD,
Mitre House, Abbey Road, Enfield,

or postal order payabie
K Ltd and send direct to:

DON'T FORGET TO ENCLOSE YOUR

TGM
2DX

NAME AND ADDRESS!!

VIRGIN GAMES
DAN DARE Nl
SAVE UP TO £2.00

Plaase sand me:
GAME DISK CASS PRICE
Dan Darell 15 R
TOTAL COST £
For Gomputer:

Make your cheque or postal order payable
to o Games Ltd, and send direct to:

VIRGIN GAMES, 2/4 Ver-
non Yard, Portobello Road, London W11

DON'T FORGET TO ENCLOSE YOUR

r----------------------.--.-‘.-‘-.-.----.

SAVE £2.00!

in CRL's latest gruesome adventure you
take the role of a man horribly cursed to be
a werewoll by night. With animal blood
flowing through your veins, your appitite for
fresh human flesh is unnerving. you
break the curse by playing through the adv-
enture without kiling anyone? But, amid
the blood there is love — Nadia, a young girl,
t5 the apple of your eye— but should you fail
in your quest, she could end up being the
admle in your flesh salad. Check out

olfman’s siriking screenshols in the
adventure saction.

Get your teeth into this one and save
£2.00 if you'ra a Commodore B4/128,
Spectrum, or Amstrad CPC owner, Nor-
mally £9.95 on cassette and £14.95 on disk
for all three formals, use this coupon and
the game’s yours for only £7.95 on cassette
and £12.95 on disk.

INFOGRAMES
PAST 16-Bit OFFERS
SAVE £3.00
Please send me:
GAME DISK PRICE
Chamonix Challenge [ E
Trauma [ 3
Phoenix ] £
TNT | £
Macadam Bumper ] £
TOTAL COST £
For Computer:
Make your cheque or postal order payabla

1o Infogrames UK Ltd and send direct to:
TGM OFFER, INFOGRAMES UK LTD,
Mitre House, Abbey Road, Enfield,
Middlesex EN1 2RQ

DON'T FORGET TO ENCLOSE YOUR
NAME AND ADDRESS!!

INCENTIVE SOFTWARE
DRILLER and G.A.C.

SAVE £3.50 OFF
BOTH

Please send me:
TM.E DISX CASS PRICE

Drilier L1 5 £
GAC. R
TOTAL COST £
For Computer;

Make your cheques or postal orders pay-
abila to Incentive Ltd and send tham direct
to: TGM OFFER, INCENTIVELTD, 2
Minerva House, Calleva Park, Aldermas-
ton, Berkshire RG7 4QW

DON'T FORGET TO ENCLOSE YOUR
NAME AND ADDRESS!!

Please send me:

INFOGRAMES

8-BIT OFFERS

SAVE £3.00
Please send me:
SAME DISK CASS PRICE
ChamonixChallenge [ [] £
Get Dexter i =3t i
Water Skiing G368
Space Ace i e
TOTAL GOST £
For Computer;

Make your ue or postal order payable
to Infogrames UK Ltd and send direct to:
TGM OFFER, INFOGRAMES UK LTD,
Mitre House, Abbey Road, Enfield,
Middiesex ENT2RQ

DON'T FORGET TO ENCLOSE YOUR
NAME AND ADDRESS!!

ELECTRONIC ARTS
RARE ASSORTED

Plaasa sand me:

TEM any PRICE
EAT-shirt (L) " £
EAT-shirt (M) J £
EAT-shirt (S) CJ £
EAMug O] £

EA Wristwatch Ol 3
TOTAL COST £

Make your cheques or postal orders pay-
able to Electronic Arts Ltd, and send
direct 1o: TGM OFFER, ELECTRONIC
ARTS, CUSTOMER SERVICES, Langley
Business Centre, 11-49 Station Road,

54/108TGM TX 005:4-88
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THALAMUS
PAST C64/128 TITLES

SAVE £3.50
on all product!

Calling all Commodore 64 owners! Stav-
ros Fasoulas hasn't had a miss yet — three
games — three hits in a row. Now Thalamus
is making this special offer to TGM readers,
a chance to get all three and save £10.50.
But you can also buy Sanxion, Delta or
Quedex indi for only £6.49 on cas-
satte or £9.49 on disk and save £3.50 per
title into the bargain. And it's all for a good
cause too - helps pay Stavros to get out of
the Finnish army s0's he can program some
more games . . .

SAVE £1.50

Namco's arcade machine comeas inlo your
own home! But get it through this special
TGM reader's o and save yoursell a
wacking £1.50 off all the versions - that's
Spectrum, Commodore 64/128,
Amstrad CPC, Atari ST and Amiga. The
prices are as follows: Spectrum £7.49 cas-
sette; Commodore 64/128 £8.49 casselie
or £10.49 on disk; Amstrad CPC £8.49 cas-
sette or £13.49 on disk; Atari ST £18.49
and Amiga £23.49. Rolling Thunder was
in TGMOODA4.

RAINBIRD
CARRIER

SAVE £5.00!

Rainbird's 16-bit simulation thriller Carrier
Command flies in very soon, with solid
3-D graphics and effects that will make
your eyes pop out and probably do some-
rsaults too! For further information look
back into TGMO002 where we previewed the
gama — it's on offer here for the Atarl ST
and Amiga. You would have to pay £24.95
in the shops for this beauty but by the mira-
cles of TGM readers’ coupons, Rainbird are
letting us give it to at a saving of £5.00
- 50 all you pay is £19.95 for either format.

THALAMUS
HUNTER'S MOON

SAVE £3.50

Far from home, far from £9.99 — well, £3.50
away actually. Yes, save £350 on
Thalamus's latest hit game on the Commo-
dore 64/128, Hunter's Moon by ace
games designer Martin Walker. Reviewed
in TGMO03, Hunter's Moon was rated at
90%, and by our critical standards, that's
high! So go grab yourself a piece of mega-
blasting in psychedelic space at only £6.49
on cassette or £9.49 on diskette — but don’t
forget, Commodore 64/128 owners only
nead apply!

SAVE £1.50

Hut! Hut! Hut! Probably the best American
Football simulation come across the fish
pond is the brand new Forth And Inches
= and for an explanation of the title, you'll
just have to wait. Sorry it's only for the
Commodore 64/128 at the moment, but
it's on offer here at £1.50 off the normal
price, bring i;?thapﬂ'cadawnlum.ﬂm
cassette or £13.49 on disk.

SAVE UP TO £4.00!

Magnetron s thae follow up to Steve
Tumer's Quazatron, the story of a cute

robot chappie. And considering Steve's
gru‘n?'ndm rapula}i-nnTtGh;:m a spectacu-
offer, spew or Spectrum or
Commodore 64/128 readers. Normally
priced at £14.95 on disk and £8.95 on cas-
sette for Commodore 64/128 or £7.95 for
the Spectrum cassette, using this
you can gel at £4.00 off
disk, making it £10.95; or £2.00 off either
Commodore

Spectrum or cassatte, mak-
ing it £5.95 Spectrum and £6.95 Commao-
dora 64/128.

SAVE £2.50
On a couple of sequels

Amstrad CPC cassettes or £12.49 on disk,

SAVE UP TO £4.00!

fingers to the limit. Out soon in the shops,
it will set you back £8.95 on cassette and
£14.95 on disk, 50 why not take this chance
to claim £2 off cassette and £4 off the disk
version? That makes lo with this coupon a
mara £6.95 for cassette and £10.95 on disk
- can't say fairer than, that can we guv?

TGM TX 005:4-88556/108
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SHOPPING

GREMLIN GRAPHICS THALAMUS THALAMUS
SAVE £2.50 HUNTER'S MOON et e b
On a couple of sequels SAVE £3.50 SAVE £3.50
on all product!
Pleasa send me: .
GAME DISK CASS  PRICE ;ﬁ’“mm‘-‘- o i it Please send me:
Jack The Nipper 11 o T - GAME DISK CASS  PRICE
MASKII TG TR Nunier's Mosn 0 0% Sanxion o0 ¢
e gt ¢ TOTALCOST £ it 00 e
Make cheques or postal orders pay- —
For Computer: ameigﬂmngﬁdmdm:mh Quedex e
Make your cheque or al order payable THALAMUS OFFER, NEWSFIELD, PO TOTAL COST £

to Gremlin Graphics Ltd, and send direct
to: TGM OFFER, GREMLIN GRAPHICS,
A?:vluﬂm, 10 Carver Street, Sheffield
S14FS

BOX 20, Ludlow, Shropshire SY81DB

DON'T FORGET TO ENCLOSE YOUR
NAME AND ADDRESS!!

Make your cheques or poslal orders -
abhtn:ﬂmﬂddLﬁmdsmd!u:‘?a{u
THALAMUS OFFER, NEWSFIELD, PO
BOX 20, Ludlow, Shropshire SY8 1DB

DON'T FORGET TO ENCLOSE YOUR
NAME AND ADDRESS!!

DON'T FORGET TO ENCLOSE YOUR
NAME AND ADDRESS!!

RAINBIRD US GOLD US GOLD
MORPHEUS FORTH AND INCHES ROLLING THUNDER
SAVE £4.00! SAVE £1.50 SAVE £1.50
Please send me: Please send me: Please send me:
GAME DISK CASS  PRICE GAME DISK CASS PRICE GAME DISK CASS  PRICE
Morpheus mfli= [ Forth & Inches F]0 Iad £ Rolling Thunder 1= ] £
TOTAL COST E TOTAL COST £ TOTAL COST £
Make your cheques or postal orders Make your cheques or postal orders pay- For Computer:

able to US Gold Ltd, and send direct to:
TGM OFFER, US GOLD MAIL ORDER,
US GOLD, Units 2 & 3, Holford Way,
Birmingham BT 6AX

f-
able to Newsfield Ltd, and send to: ?Em
RAINBIRD OFFER, NEWSFIELD, PO Box

20, Ludlow, Shropshire, SY8 1DB

Make your cheques or postal orders pay-
able 1o US Gold Ltd, and send direct to:
TGM OFFER, US GOLD MAIL ORDER,
US GOLD, Units 2 & 3, Holford Way,

DON'T FORGET TO ENCLOSE YOUR Birmingham B7 6AX
NAME AND ADDRESS!! DON'T FORGET TO ENCLOSE YOUR
NAME AND ADDRESS!! DON'T FORGET TO ENCLOSE YOUR
NAME AND ADDRESS!!

FIREBIRD FIREBIRD RAINBIRD
0 MAGNETRON CARRIER COMMAND

SAVE UP TO £4.00! SAVE UP TO £4.00! SAVE £5.00!
Please send me: Pleasa send ma: Pleasa send ma:
GAME DISK CASS  PRICE GAME DISK CASS  PRICE GAME DISK PRICE
o o B £ Magnetron AN i € carrier Command ) £
TOTALCOST £ TOTAL COST ' £ TOTAL COST 3
Maka cheques al orders - For Computer:
am&tg’uﬂl:wlﬁﬂd L‘ud'.ﬁﬁﬂ?.diﬂm me rrrrrr Ha“ erama'M -4

Make your cheques or postal orders pay-
able to Newsfield Ltd, and send to: TG
FIREBIRD OFFER, NEWSFIELD, PO Box

20, Ludiow, Shropshire, SY8 1DB

DON'T FORGET TO ENCLOSE YOUR
NAME AND ADDRESS!!

FIREBIRD OFFER, NEWSFIELD, PO Box

20, Ludlow, Shropshire, SY8 1D8B able to Newsfield Ltd, and send to: TG

RAINBIRD OFFER, NEWSFIELD, PO Box
20, Ludiow, Shropshire, SY8 1DB

DON'T FORGET TO ENCLOSE YOUR
NAME AND ADDRESS!!

DON'T FORGET TO ENCLOSE YOUR
MNAME AND ADDRESS!!

56/108TGM TX 005:4-88
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‘ REVIEWS

DOH STRIKES BAT
ARKANOID, REVENGE OF DOH

reakout style games, with their quirky insistence on
disguising the simple bat and ball theme by providing
intricately woven scenarios, turned into a veritable
second-flood of titles after the success of Imagine’s
Arkanoid. Now the company is cashing in again on its own

success with an Arkanoid

. Revenge Of Doh is a

conversion from Taito's coin-op sequel.

At the end of Arkanoid the evil
dimension controller, Doh, was
finally beaten into submission and
banished from the universe. All
was peaceful but as the
conquering space craft cruised
homeward little did the occupants
know that 40,000 years later

history would repaat itself. During
that time Doh nursed his wounds
and learmed avil arts, evolving imto
more powerful

a mich and

rﬁﬁ’?

vindictive form,
unleash his
unvarsa,

A vast alien spaceship, Zarg,
has entered the universe. Failing
lo answer any communications
signals it is scanned using radar
xenographic equipment, révealng
the presence of Doh. Deploying
the space craft Vaus |l you must
destroy Zarg's protective barriers
and so0 prevent Doh from

ready at last to
revenge on the

exterminating tha universe — s0
more interesting than a mere bat
and ball

The player controls the left/right
and fire movements of Vaus Il and
must deflect the bouncing energy
bolt into the barrier, The barmer
consists of different coloured
bricks. The colour of the brick
determines how easily it is
gliminated. Some require a
number of hits while others are
completely indestructible. This
would all be too easy, of coursa,
so varied alien lifeforms descend
randomly towards you to hinder
progress. Energy capsules are
hidden beneath some bricks
which are rmeleased when the
bricks are destroyed. Capsules
can be collected by manoeuvring
Vaus Il into them before they drop
off the edge of the screen. The
energy effect they have on Vaus Il
is denoted by a letter within the
capsule. These include extra lives
and lmited-fire laser guns;
however, not all the effects are
desirable.

implementations
distinguish Revenge
Of Doh from the rest |

7 J— b ol ) of the genre . . .
*@‘ﬁ‘@' s 4 =SS == =N
MULTI-COLOURED | 555 iweiec, e more | [AMSTRAD CPE
i is displayed In .gl:jm‘_';-ug Cassette: £9.95
SWAPPI SH OP -suanem:: perspective, all in full Diskette: £14.95

GET DEXTER

infogrames/ERE Informatique

T

he original, Get Dexter, released through PSS in April
1986, was one of the first games to really exploit the
Amstrad’s sound and graphics capabilities properly.

Now Infogrames have released the sequel, retitled
from its French counterpart L'Ange de Cristal, with
excellent graphics, quality sound and deeply puzzling

gameplay.

The android Dexter and his
monoped sidekick Scooter, find
themsealves on the planet Kef, Kel
is inhabited by three races: the
animals, the Swappis and the

Stiffens. Once a peaceful land, Kef
took a tumn for the worse when a
group of Stiffens broke away,
forming a secret religious sect,
and slowly began killing off
Swappis.

Dexter has offerad to help the

Swappis by discovering the Stiffen
sect's whereabouts and hopetully
destroying it, but the Swappis
want him to prove that he is
capable of doing the job properly.

To do so0 Dexter is asked to
complete three tasks listed on wall
plaques in the Swappi houses.
Additional clues are found on
information boards scattered
around Kef. Detailing the tasks
would give too much away . but

colour, many fantastic and
humorgus creatures roaming s
lawns and houses. One idea rarely
used is that any animated objecls
in the game can move from screen
to screen — whereas normally (say,
Head Over Heels) crealures are
rastricted to oné room only

As in the prequel, there are loads
of objects scattered around the
rooms maost of which can either be
picked up and dropped, thrown,
or pushed around. A useful way to
use objects is to present themtoa
Swappi who, by its very name and
nature, swaps it for the object it is
carrying — the advantage to this
becomeas apparent when solving
some of the puzzles. Scooter is
also a bit more useful this time
around — Dexter can call him back
and tell him to fetch an object,
though the objects are restricted
1o those in the current room.

Get Dexter Il is packed full of
little features which add more fun
to what is essentially a puzzle/
exploration game — and the end is
great, but you will have to work out
how to get there yourselves .

ATARI ST

The Atari version is coming
soon, watch out for a version
mﬂhmm

higher cetmon,

Get Dexter Il is a superb
sequel and one which will
hold your interest for a long

time. A ﬂrﬂiﬂuﬂl

complex series of puzzles to
keep any ardent, and
e v arcade

xperienced

adventurer glued to their
monitors for a long while, Gt
Dexter |l is definitely not for
the novice; practice in map
making and knowing where
to look for clues are essential
if you're going to really get
into the game. The cassette

everything into 64K, One plus
is that the original Get Dexter

is included in the package
free.

OVERALL 87%

“ ...asuperb
sequel and one
which will hold your
interest for a long
time.”

TGM TX 005:4-8857/108




GOLDEN PATH

long time ago, when the people of Amtix ruled the
#\ land of CPC, there came to them from the Amsoft
P dynasty a tale of the mysterious East, drawn from
" Chinese mythology. The story was looked upon by
the revered ones of Amtix with troubled brows and much
disdain, for it was a tale not of the standard with which they
had become accustomed. It gained no favour and so
became lost and all-but forgotten in the mists of time. And
t came to pass that the mighty Firebird heard of this,
considered the story’s plight and concluded that it would
orthy of resurrection if it were to be told by a storyteller

bew

| of greater memory than the original mythologist. So it was
| that the Firebird raised The Golden Path from the ashes
and commissioned Amiga and Atari to portray the legend
to the land

diad at tha brutal
in Kuai when that
Palace by storm

naturally the lad, now a monik,
wants revenge To end the
tyranical rule of Ch'un Kuei he
i the Goldan Path to tha

wystery and legend, thera

Y'in Hei's father
hands of Ir

wvarond 100K his

el il

10 battle w th the solder of war

and in 80 -.1- wig bécoma the most
wrt Emperor in China's
ke

Path s a graphical

[t
oche

! ¥want ure wharain vou lake the

| r f Y'in Hsi as he undertakes

| his penilous journay 1o meet ( ‘r un

| W Th is split into four

NooOWS the primany one

jepicting the current '-'_l"I!["""':.'H.'
58/108TGM TX 005:4-88

{
ocanon ang avents I.:'n'r'lq pace graphecal aprasentalion il
tharain. Bottom left is the Book Ol ~urrent yeation wing  the
Law which gives text descrniptions Golden Path: click on it to display
ol locahons and avents wher vour score. A vine encircles the

clickad on. To its nght is the inventory window portraying Y'in

inventory, and far right s a small Hsi's strength which lowly |
withears ang ies as tirme |
| progresses fYinH i




| REVIEWS

¥'in Hsi is mouse-controlled: a
cursor in the guise of a Chinese
symbol adoms the screen, and
moving it to the left or right of the
picture and pressing the left hand
button determines s direction
Clicking above or below his head
dictates whether he will take the
high path out of a location (if one

exists) or the low path. Rasting the
cursor on ¥'in Hsi and pressing the
laft button enables him to pick up
obyjects in his immediate proximity,
or drop anything he may be
carrying. Clicking the right button
whilst the cursor is over the monk
allows him to use the particular
ftern he has in his hands to perform
a particular task (give the flowers
o the pretty girl for example); a
guestion mark appears over his
head if no use is found and an

exclamation mark if the object may
be used in SOMe way.

Moving the cursor away from
Y'in Hsi and clicking the right
button while has s carying an
object makes him throw that
object at the cursor's position
Should he be empty handad, the
cursor placed on him and tha right
button clicked, he kicks out,
martial arts style, with his feet. In
the same way moving the cursor
away from him and clicking the

button makes him punch anything
within reach, This control system
may scund complex but Is
simplicity itselt once grasped.

Graphically the locations and
characters in Golden Path
attractive and in most cases the
animation is entertaining. Sound
effects accompany the action and
there is a shightly tedious music
track which plays egg fried rice
music for far too long and much
100 often.

* ... theinclination to have one more go is
very strong.”

PLAYIT

AGAIN

SHAM

oftware Invasion is the programming team who
brought us the dubious delights of Plasmatron and
Lifeforce. Here they squeeze the last ounce from that
omnipresent computer game topic, time travel.

Mot to be confused with an
attempt on that fine coin-op Time
Soidiers, Time Fighter does share
similar subject matter. You play

the next

The primary play area shows the
action, depicting both you and the
enemy as matchstalk men against

the part of @ man who has been la suitably perniodic backdrop

given the ability to travel through
time. This may sound like a stroke
of luck but it has its drawbacks
Eﬂch Timea YOou armve i a new
timezone the problems of that era
are yours to contend with. Armed
with weapons suitable to each
period, you fight off stone-age
men, cowboys, medieval soldiers
and space men as you run and
jump from one end of the screen to

Cassette: £9.95
Diskette: £14.95

The animation of the people
in Time Fighter isimplemented
quite well, it is a shame the
same cannot be said of the
game. Movement is painfully
slow with the odds

seems unable to react fast
enough to contend with
them. The horizontal
scrolling is jerky and the
backdrops are drab. Any
challenge this sham of a
game may have at the outset
soon dissolves into nothing,
and holding the joystick
rapidly becomes not worth
the affort.

OVERALL 31%

this Is
showing enargy, lives remaining,
the current score, high scora and
the waapons available to you. The
main aim of the game is to travel

Below a status paneal

through @&ach timezone in
sequence from the stone-age to
the future, kiling everyone you
maet on the way and surviving
long enough to reach the end of
the level. However, pressing the
space bar allows you 1O wisi
forthcoming levels and play them
up to a point without fear of losing
a life, although no score Iis
awarded

SPECTRUM 48/
128

Cassette: £9.95
AMSTRAD CPC

Cassette: £9.95
Diskette: £14.95

Versions for these machines

mmmmmm

Spectrum. It will certainly
have to try hard though . . .

‘““Any challenge
soon dissolves into
nothing,”

TGM TX 005:4-8859/108




ith the backing of the Italian motor company Ferrari,
Electronic Arts have devised a car racing game with
a difference. In Ferrari Formula One the entire racing

team is under the player's control,

from the

engineers and pit crew through to the driver himself.
Successful group co-ordination is essential, not just good
| driving.

| Starting at Fiorano, Ferrari’s home I

| SuUsSpenson

base and test cwrcult, the Famran
team can use the facilities present
o sal up the car ready lor the
World Championship Grand Prix
gseason, The Fiorano wind tunnel
allows the team to exparimeant with
differant wing settings on the car
o achieve maximum downforca
while keeping drag to a minimum

In the dyno room the Ferrari
angmneé 15 tested and s horse
OWEF, tarque and fuel
consumption ratings are altered to
suit each track. The wind tunnel
and dyno room are not presant al
the tracks, the team has to return
10 F'.u.r.;nr.- Howewver, a !,f.ﬂ.-:l‘l;ll_' on |
site allows for complete overhauls. |
Each of the car's sysiems [
e !'_‘r'l':]HH" the
gearbox, wings and the tyres with
thair various compounds for weat
and dry surfaces — can undergo

mayor rafits and atterations. In both

garage and pins a Dirg s eye view
of the car s offerad and 1o alter
any system just chick on 1he
relevant part of the car and use the
mouse to change the control panel
settings

If the player neads help in the
garage, Mauro the computerised
craw chiel can be consulted to
make suggestions on what
adjustments are bast for the car.
Any suggestions made are marked
in red, although the player has the
final decision on what settings are
put into effect. Once the car is set
up, its performance can be
measurad on the Fiorano test
circuit. Cameras are set up along
the track 1o measure the car's
progress and, using the collated
data, problemm areas i s
performance can be identified and
ractilied. It is far batter to find faults
dunng the test circuit runs than
during tha Grand Prix season!

General view of one of the circuits, showing the garage, pits and track

facilities - all Amiga screens

4-88

The most vital track specifications can only be lested in the Fiorano wind

funnal

ON THE TRACK

Once the Ferrari has been made
ready, all that remains is to enter
the Grand Prix. Using the race
control icon, any track can be
selected, any session of each
circurt can be attempted (aither a
practice session, qualification
laps, 8 warm up or the race itself)
and the length of the race altered
to suit the player. The date can
also be changed as well as the
driver's name, and at any time the
season’s standings can be
displayed showing the player’s
total points accumulated and the
other drivers’ points so far

A slight departure from reality s
possible in that the player can

8171386 13:15

- e A i
- —— -

| player

define the Formula level of any
race Formula Thres I8
recommended for novices as all
gear changes are automatc and
the car is leds prone to mechanical
and alectrical failures than with the
higher the Formula levals, where
rival drivers bacoma mora skillful
and more demands arée made on
the driver in fuel managemeant and
track handling. A passenger level
allows the player 1o take a back
seal while the car is driven around
the course by the computer and
maraction | imited 1o
requasting pit stops

The racing season takes place
over five continents at 16 differant
circuits, starting with tha Brazilian
Grand Prix and working through to
the final race at Adelaide in South
Australia. Praclice runs are used
lo learn the layout of each track
and identify trouble spots before
attempting the gualification runs
Depending on the qualification
tirme attained aunng the
preliminary runs, the Ferran will
start the race in anything from first
to last (eighth) place. Strategy
comeas into play when the player

has to choose the right tyre
compounds, wing settings and
suspension before the race

begins. The weather, the course
its route and the overall length all
play a decsive part in setting up
the car ready for the race and a
Wrong dacision during set up can
cost the drniver the race

THE PITS

On the track., the view i from
inside the car as it negotiates the
circuit Race information s
displayed in the top right comer
The layout of the Ferrari itsell is
fairly standard showing steering
whael turbo boost level, oil
pressure, fual percentage, engine
temperature and the current RPM
rating. Side mirrors offer a view of
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Lo
suffer

| n: 1 G

| tricky when

o

any cars approaching from behind
and the tyres display the amount
af L:I-‘I'I'IZt:;F-‘ taken so far (and will

eventually explode if left
u..ﬂu:-"-ar:gﬂd na race)

Where Ferran Formula One
differs from most racing car
simulations is in the viewpoint
adopted for the race. Using the

mouse, the driver can look around

to the left and nght and judge
approaching comers from a

vanety of angles rather than from
the standard fixed position of
straighl ahead. This makes it alittle

the car is driving one
way and viewpoint s of
anather, but once over the control
problems it becomes very easy to

the

<Y J.'1-r'"
¥

weanng away
almost certainly

tely  will

end the race for the Ferrari driver
50 regular maintenance and
careful engne wusage 5 a

necessity. Stop at the pits and the
can be requested to change
{and

yTES their compounds)
repair any damage sustained to
the car and aller any System
sattings which are not achieving
:p!""“';-..'"' performance. Al these

precious time and
drivers aren t
the circuit
physical damage from
ns and tha team could miss
several races in the season
the in hospital so
don't take risks on the track
The majority of racing games
such as Pole Position and Nigel
Manssll's Grand Prix rely on the
basic idea of dnving around the

tasks lake up
mearnwhile the other
hanging around on

OUL O
while

driver 15
Oriver 15

| Owverhead view inside the garage,
| with the engine specifications

| the standard
| simulation

of incredible complaxity and truly

Driver's view of the track with the detalled wing mirror rear views
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LITERS

BARS []
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ABCDEF |
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being altered

course 10 makea
Formula One is

a game. Ferran
a departure from
and uses the
alement together with
strategic thought to create a game

remarkable realism

AMIGA
Diskette: £24.95

The only similarity Ferran Formuia One has with Pole Position is that
it's a car driving game. At heart it's pure simulation and as a
result, it probably won't find favour with nrcada gurne players,
but simulation fans should lap it up. Fen One is
graphically and atmospherically very good md-ﬂﬁ-d when the
green light flashes you can almost feel the tension as the cars
surge forward vying for a good race position. Sound is also used
well, the noise of drills in the pits/garage scenes is particularly
good and the engine growls of the other cars as they draw near
during the race is a neat effect. It's nice to see a game in which
the other cars aren't perfect in their driving, they too slow down
to take corners, spin off the road, bump into each other and make
mistakes in the fight for first place. The game has gone a long
way towards recreating the atmosphere of Grand Prix racing and
as aresult, it's undoubtedly the most realistic yet. In short, Femran
Formula One is a masterpiece of a program which no Amiga owner
should be without.

OVERALL 93%

OTHER FORMATS

Electronic Arts say they are converting for every format known
to man except the Dragon and Oric! This certainly includes the
ST, Commodore 84/128, Amstrad CPC, Spectrum (should be
interesting) and PC machines. Prices and timings unknown at
the moment, but some way off yet. THE GAMES MACHINE will
keep you informed.

— a departure from the

and truly remarkable realism.”

standard -a 'IZ]d me of incredible cnmui?xl!y
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affaele Cecco, author, among other games, of
Hewson's B-bit big shoot-'em-up hit Exolon, teams
up with Nick Jones to provide yet another orgy of
. death and destruction — initially on the Spectrum 48/
| 128 and +3 and Amstrad. This is Nick Jones's first original

game. His pedigree is more ‘backroom’ - he used to be
| with Mikro-Gen, designing music packages and
| background game graphics. He was also responsible for
| the Commodore 64 conversion of Exolon and is doing the
same for Cybernoid.

Once agam the Galactic | activated. The planet in quastion
Federation is in dire straits. This | is a maze-like structure ol

time the pirates have hit themright | interlocking rooms leading to a

gre it hurts, in the storage depot where any recoverad items
depots can be deposited. Each room
The solar system's surreptitious | contains some sort of defence

gevice which hazs 1o be
mmobilised or avoided for that
SCrean to be negotiated
successfully, and once a room has
been entered the only way out is
through the exit leading to the next

courges have raided the depots
and mitked them for all they are
Valuable minerals, jewels, |
ammunition and the very latest in
art weaponry nave

besn stolen. Now theair

WO

stale-of-1ne-

with

-

b
planet’s
pirates

ships

addition to the
defences, there are the
themselves. Some pirate
contain an item of the
supplies, or additional weaponry

| which can be picked up once the

stolen

| sh 15 been destroyed, but a
| cc 1t stream of deadly plasma
| 00 ust be avoided while trying
| to accomplish this. Ta

| SPECTRUM 48/ 128
| SPECTRUM +3

| Cassette: £7.99

| Diskette: £14.99

Just like Raffaele’'s Exolon, the graphics are high quality u_u-ith
plenty of attention paid to detail; colourful and smooth-moving,
they put many other Spectrum games to shame. The 128 version
features a great music score which runs right though the game,
but if it gets annoying it can be switched off. Though little mought
is needed to play Cybemod, as the problems are more a question
of good timing than lateral thinking, it maintains interest because
there is always the desire to see just one more screen or get
past a particular section without losing a life. Classic shoot-
| "mam-ups are always fun to play and this is no exception.

| OVERALL 84%
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Pirates ahoy! And always another screen you want to see on the Spectrum

ARMED TO THE ng the effect of gray
TEETH s
Your ship 15 armmed with Six t o
weaapons systems. Laser bolls are zess] G
unlimited out are ine east Jepot
effective weapon in that they are
only able to destroy pirate ships, ]
otherwise glancing off planetary it
defences. The other five weapons
- accessed through keys 1-0—are
used by keeping the fire button 'y
depressed. Thess systems have a ol kesn
imited supply and can k r IMICHE
replenished Dy picking d the r
canisters sometimes deposite § 5«
a destroyed prate. Bombs can withir i AT
destroy large emplacements hard as to put the player off
which are immune 1o laser fire the Spectrum wversion probat
Impact Mines can be place
strategic positions on the sC Amst T
to halt pirate craft. The Defer MEAL [
Shield temporaril tand: Q
ship invincible dimension to the gen !
ncochet around sblems r ¢
destroying NEAD N S,

LMnar e E

Precis .

:}r-ﬂ".'ﬂ W

AMSTRAD CPC

Cassette: £9.99
Diskette: £14.99

Noticeably more colourful than on the Spectrum, the Amstrad
animation tends to slow down when there are a lot of elements
moving on screen at once. Nevertheless this hardly spoils the
enjoyment. Sound is a continuous music score which can
become a bit grating after a while but can be switched off to leave
just the spot FX running. Certainly one of the better shoot-'em-
ups to appear for the Amstrad, and well worth looking at.

OVERALL 80%

COMMODORE 64/128

Cassette: £9.99
Diskette: £14.99

should be an accurate representation, will be available by the
time you read this review.

The conversion of Exclon, which, since itis in Nick Jones's hands,

T L SO = ; !

“From the word go it is compelling and
keeps the player coming back for
more ... "
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C_A +VAT=£299
SO MUCH FOR SO LITTLE'

There is nothing that can compans with the incredible value for money offered by Atar’'s
S520ST-FM. For only E260 (+VAT=£299), you can purchiise a powerful 512K RAM computer,
with a 95 key keyboard (including numarnc keypad), MIDI imerface, GEM, a palatte of 512
colours, mouse controlier, and a 512K buili-in disk drive. The 5205T-FM has a TV moduiator
built-in, and comes with a lead o allow you to plug it straight into any domestic colour
teievision sel. The mains transformer is also buili-in to the keyboard, so there are no messy
external boxes You couldn't wish for a more compact, powerful and stylish unit. Atari ST
computars are now firmly satablished in the UK, there are nearly S00 software titles already
available for a wide vanely of applications and the list is growing all the time. And that's not
all, When you buy your new S205T-FM (or any Atari ST computer) from Silica Shop, you will
get a lot more, including a FREE Silica ST Starter Kit worth over £100 Read the ONLY FROM
SILICA section on the lefl, to see why you should buy your new high power, low price 5205T-
FM from Silica Shop, the UK's Mo1 Alari Specialists. For further details of the range of Atar
5T computers and the FREE Silica ST Starter Kit, complete and return the reply coupon below

ATARI 520ST-FM NOW ONLY £260 (+VAT=£299)

S205T-FM with 512K RAM & mono monitor £389 (nc VAT) Upgrade from 512K RAM to 924K RAM £100 [ VAT
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MEN DOWN U

sideways or back and the

character can turn laft or nght
through 90

FTL Games/Mirrorsoft

MOUTH, EYES AND

fter two years of playtesting, Dungeon Master has HANDS '
arrived on the ST, boasting “at least 800K’ of data. It | . champion is distinguished |
(5 L L ALY 1S J 11 SLFEL L

is courtesy of FTL Games, whose Oids is also | by the physical attributes of
- reviewed in this issue). Future projects include Sun | stealth, stamina and Mans
» :3_:' — The Frozen Legacy (programmed before Dungeon | {nagical energy). Additonaly

- ey may have davenpaed sEills

ster) and additional dungeons for this game. At a lower | g,ch as fighter, wizard, ninja or

price, these will require the original and involve character | priest, and have additional
nteraction attributes such as strength, |
dextenty, wisgom, witality, ant-

-

The laboratory of your master, f-'“-.'- | main areas: information about magic and anti-fire. Whatever thair
v L gEp DEneath sacrad | vour champions, menus Tor qualities, they all learn from [
M where ’.".f_ controlling the game, and a large expernence and recover by resting
f Wi G s | area showing either the 3-D first- An inventory for each sho
o bDe C fast perspective dungeon of pOSsSessions as picluras nsige
Atternpoting to capture it he was nventory/status light grey boxes: they can only |
t ysunder and his good half o as required. The .'_x"srr*_, as much as their maximum
ptaced into limbo; the evil pan on moves in blocks of a few weight potantial allows. |

urks in the dungeons, waiting to | 'metres’ at a time, and the icons Characters can acquire objects | At tha antrance to the second, deapar
sl et "h- warld: neither | allow virtual freedom of movement | and stronger clothesfarmour for | duﬂgmn,l"_“"mrsa5:rrcrﬂnnaawarer
a ar the domain of the other within this created environment. | defence: if they are wounded, the | e ot s b
Now knowing the '_ -_,---*.«'.:ell'.u gain | Movement can be forwards, injured body part registers red on Useful objects can be colle
: their status screen until a healing

potion is found. Mouth and eye
icons allow eating/drinking ar
closea exammation of \':-t.lji'i'-t:‘;

Each characier has two hands
one for holding objects, and an |
Faapaui® Kl s usually best f Cl yOu 1ignored could have |
using weapons, By pressing the | proved very handy
mouse button against the
appropriate character's weapon, a |

sanes of sub-menus can be . FDWEH HASTEH"{

accessed which detall what to do

along the way, such as b

or

with these implements |'.'-‘|;-'rg~:.':.v-' naster 18 played in real
ISVERE Tk Jnce the four champions are | time, so it is wise 10 keep your |
‘I'i‘._-:lr,ii'li selected, a leader is nominated WAarTOrs praparad fowr any |
£ and proves Theron's direct link surprises spells should b
with the dungeon world. Ha/shea prepared in advant f 1 and
c 1I'LI'C3\"l_'lD!"hr"‘l'-"I'[‘l'!":.T‘:'-.| waler are ess al, aver I
t‘:u':nl.ﬂrld;h..lre virs. The means eating the monster y
may easily be swapped for another have just killed. Mapping could
at any time. prove invaluable, but is sometimes |
The selection Scroen If you don't cast & spell to ight a torch, it can get pretty dark! |

your master needs his
nst in the dungeons. As
his servant, you must
3 that the gem can be
-.r.h-' restored
warmors have tried and
4 bafo ou, 24 of whomwere
yzen in the |-1 all of Champions
Reincamating fTour of these
M juide them through
to retrieve the

3 title screen displays a view
{ the dungeon anilrance, with a
ar': the
| o load a
| saved game. Pressing ‘enter’
| loads in the Hall of Champions.

This is the first dungeon, which

both acclimatises the player to the
Wsiam and acls as a

}

| sglection screen. It

W mirrors which,

wher reveal

chz within them

Thase ined and freed
11 0in your group as desmrad

The screen is divided into three
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SPEEDY
SEQUEL

ZILLION 2 - THE
s'lﬂ'ﬂﬂl FORMATION

eviewed only last issue, and already there is a sequel,
which must make Zillion 2 the fastest follow up in |
history. Continuing where the original left off, Zillion 2 |
is biased more towards arcade action compared with
the arcade adventure/Impossible Mission overtones of
Zillion. Often, sequels are dire to say the least, but with this |
one Sega seem to have got it right.
JJ returns for part two and yel
again, his friends have wandered
oft and got themselves captured
by the Norsa. JJ is the only one
around who can rescue them and

— .

UNDER

SO UDE

in the process destroy the Norsa

l deceptive. Above all, the game Spells require the corect | once and for all (very unlikely
| requires practice, Since combination of at least two froma | considering there are strong
characters strengthen through series of 24 icons. Power isalways | rumours of Zilion 3 coming to the

for a hald torch

trial

After the action commands, the
most important aspect is spell
casting. Spells need Mana and
expenance to create and direct, so
the more powerful spelis are
usually beyond your band until
continual usage proves fruitful
However, simple (but necessary)
spelis — such as creating the light
can be created

the starting point, followed by any
from elemental influance, form and
class/alignment. Fortunately, the
package fully details the nature
and result of these incantations
Bearing all these elements in
mind, long, tense and very
challenging games can provide
great enjoyment. It will take a long
time to complete, but (mMore
importantly) it will prove constantly

by anvone compelling

generated is superb. The wholly
world

wmmummmmmw

OTHER FORMATS

An Amiga version is due for release in a couple of months. No
other format plans at this time.

‘. ..aroleplayer's dream, but capable of
providing a good deal of enjoyment for any

ST owner.”

Sega later this year.

Zilion 2 is split into three
separate action stages; in the first,
JJ rides his jet bike along a
horizontally scrolling comdor,
firing a laser at the space station
defenders. Enemy guards on the
passageway return his fire, while
jet-pac  guards fly around
unleashing laser bolts. JJ has 1o
be careful that his bike doas not
fall down a hole in the cormidor floor
or run over floor lasers. It can jump
to avoid these hazards and fire al
any aerial station defenders. If JJ
gets hit by a laser bolt or runs over
fioor lasers, energy is lost, but
falling down a hole loses him alife.

When collected from the

cormdor, power capsules provige |

JJ with axtra energy. greater laser
power and even the ability to
change Transformer-style into a
flying robot — handy for avaiding
floor hazards. Good coordination
in jumping, firng and moving is
essantial f you are to get through
this stage without dying

In the second stage (more like

on), JJ leaves the bike and runs
along, blasting enemy guards and
other futuristic guardians, using
lifts and jumping from platfiorm 1o
platform in the search for his loslt
comrades. Oneis held prisoner on
each level. By rescuing them, the
third level is accessed, where the
now-familiar extra-powarful
opponent has to be destroyed in
order to progress (o the next. Later
levels bring in more guards, large,
powerful killer robots, ever more
complex space station layouls
and even more vicious end of level
foes to defaat

original Jikon, and i
mhhﬂi'l“mlm
's

Oblteralor (see  Previews).
Sega have a winner with the
Jilkon series and let's hope
the successful game
formulae used in parts one
and two can be incorporated
into part threa (whenever it's
released).

OVERALL 83%

R A < < e
# . ..Zillion 2 is great ... Sega have a

winner with the series . . .




SOKO-BAN

Mirrorsoft

! ome years ago, there was a spate of puzzlie games,
! mostly for the Spectrum; a few very good ones, but
i most little more than hurried rehashes of ideas in the
common domain looking for a quick buck. But with
| Tetris, Mirrorsoft seems to have tapped into a new vein of
| interest in puzzies exclusively designed to take advantage
of a computer's capabilities; Soko-Ban is another such.
Programmed by Spectrum HoloByte, an American
company, its overall marketing is handled by Cinemaware,

| and therefore in the UK by Mirrorsoft.

comprising four basic elements,
your mechanical warehouseman,
walls, boxes, and a storage area
Boxes must ba moved lo the
storage area; however, they can
only be pushed individually, since
the warghouseman cannot pull
and cannot move more than one
at a tima — a simple combination of
factors which defines the
excruciating complexity and
playability of the game

If a wrong move is made it can
be retneved. But the mistake
doesn't always e in the action
performed immediately belfore,
and i the situation proves
hopeless at any time the current
maze can be reset, or ended in
order to select a new one. Lipon

AR L]

I

o I

"

T B S e By L ST A B 1 1

-

Aforeman’s lot is notahappyone. | one, a time limit from one to 20
Designated the cleaner ol a | minutes can be defined. At the
warahouse comprising 50 untidy | level selection screen any one of
| levels full of boxes, your task is to | the first 50 levels, each saparataly
move them into preassigned | loaded, can be chosen—thereafler
siorage areas on each floor the mazes which you create
Fortunately, you don't have 1o yoursall are accessed
move, sinca the tidying up is done The pseudo 3-D warehouse
by proxy: you control a machanical levels are viewed from above,
warehouseman and direct m 1o
push the boxes around, one block
at a me

The title screen displays the
warehouse lobby, from which the
players own torfuous levels can
be designed and saved 10 Oisk.
| Alternatively, pressing the fire
button accesses the player
selection screen

The program allows up to four
players to participate and their
names to be entered. If only one
player takes part, there is no time
limit on the action; if more than

66/108TGM TX 005:4-88

successful completion of a level, a
tune announces the fact and the
next, more devious, maze s
loaded in

An information panel at the foot
of the screen shows the level, the
number of pushes and moves
taken, and the amount of time
elapsed. Scoring is based on the

LITTLE BOXES,
LITTLE BOXES . ..

combined quantity ol these
glements required 1o finish the pob
Pausing the game displays the

present high scores and also
allows the current position o be
saved

Diskette: £19.99

The idea behind Soko-Ban is
so0 deviously simple that it
persuades you into actions
without anticipating their
unfortunate ConsSaquences;
a lapse of concentration
leads to a fatal mistake and a
hasty fumble for the lavel
reset switch. The greatest
danger is thinking that the
solution is easy, or that the
innocent combination of
boxes couldn't possibly
cause so much trouble. This
kind of thinking leads to
unbelievable frustration, and
also proves the game's
appealing playability.
Fortunataely, the
programmers have included
afew features to assuage the
agony: the free level
selaction system, and the
‘'undo’ a move, ‘reset’ a level
and save game options, A
strong sense of strategy and
a good chess brain is
required - idle arcade
adventurers looking for
action need not apply! lgnore
the functional, simplistic,
blocky graphics and
utilitarian tapping noises, the
game demands excessive
mental stics, and
should appeal to anyone who
wants a real challenge. If
you're into puzzies that will
extract every last ounce of

frustrated concentration,
Soko-Ban will keep you
happy.

OVERALL 83%

No news on it yel, but a
Commodore 64 version is to
be released soon - Toins

tans, you are warned . . . |

A e i e
“ . ..asimple com-
bination of factors
defines the
excruciating com-
plexity and playabil-
ity of the game.”
A N S T e S
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TIME BANDIT

Microdeal

Amiga £19.95

and has at
the

ago
| converted 10

TIME BANDIT was first released
for the Atari ST nearly two years

VERSION UPDATE
The game time

forgot

Timothy Purves. It's essentially a
Gauntlet clone and features 16

different landscapes of wvaned
themes.
last been The player takes control of the
Amiga by | Time Bandit, who starts the game

in the ‘Timegates’, a landscape
where all the other levels may be
accessed. A nice feature is that
any landscape may be tackled at
any time - the player isn't
restricted to tackle things in a set
order. The primary objective is 1o
complete each level by finding the
key and unlocking the exit door 16
times. Whan the sixteanth door is
uniocked, an icon is awarded and
the landscape is "closed’. Making
the job even harder are hordes of
marauding hostiles who waylay
the hero and, if not shot or
avoided, reduce his lives on
contact. There are also plenty of

including solving a minl text
adventure, navigating a space
ship, getling a sheep and

destroying a giant snake. As the
Bandit progresses further into the
game, more tasks and new areas
are openad up, making the going

very tough indeed

A nice feature s the
simultaneous two-player option
Each player has a separate
viewing SCreen, allowing
independent exploration
(afthough working together is

advisable). When one player dies,
his game doasn't end - he haunts
the other player as a shadow and

sub-tasks for the player to tackle, | helps (or hinders) his partner

The Atari ST version of Time Bandit is
is considered to be a classic. The Amiga

{‘ = ontl'ur-:l'l.bu'l
s A N e

PRAOYLOPD

Amiga games of the moment — playability and depth.

is fast and furious, with a host of hostiles to blow into oblivion.
Wﬁmmmulmmw-
PacMan game. are also puzzies to solve, objects to collect,
signs to read, tasks to complete . . . The depthis incredible. Time
Bandit is a tough and challenging gama, but offers tha player
great rewards if he's willing to persevere, kook it up if you think
you can take the pace.

C N
Jﬁ"ﬁf@ﬂﬁ‘

N N N o
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| Major Career Programmmg Opportumtzes

Sub-Contract Opportunities

—————— . -

In-House Opportunities
Designer Programmer To £25,000 OTE

This 1= an exciting new role for high achievers. liaising
with GraphicsMusic and design support functions to
develop original (16 bit' products for subsequent
onversion to other formats for world wide sale

Trainee Programmers, Designers,

Graphic Artists, Musicians

Opportunities exist for the rght people to laise
with in-house development staff to develop vour
skills and techniques prior to appointment in one
of the above disciplines. You will combine aca-
demic excellence with a creative and effective
outlook. some proven experience in vour selected
discipline would be beneficial or alternatively an
ahihitv to demaonstrate vour work or potential

Development Teams OTE £100,000
Liaising with in-house, supervision and support
lunctions on |:.r.~;5|.'|;|| multi-format entertamment
software product development for world wide sali

£25.000 OTE
ion and support

]'li 1

Designer Programmers

Liaising with in-house supervis
functions on original single format
tainment software product development. for sub-
sequent converswn (oo her f id wide

Senior Programmers,
Prugr&mrnen To £15,000 OTE
1 We ve opportunilies at Varous levels for ExXpen-

I enced professionals to work on the 11|".1'|--;I|:'|y1‘.'_ ol

Enler

! Fmais lor wor
sinele | -1'.|_.ﬁ conversions for world wide sale. hasing

zale

with graphic music and design. You will be able to
ical ability in 280,
h ,u"r=!--'.'-.-|'=

mstrate a high degree of techn

hailr) Bl lar _".u-":'n.l r-:!--. axisl 1ol i':I-_:

Senior Designers, Designers,

Senior Graphic Artists, Graphic Artists,

Senior Musicians, Musicians  To £15,000 OTE
thur commitment to producing software of the highest
1|u---|}'-!-r_- gtandards 15 the ]w_k 10 our success. We need
people who can work closely with in-house, sub-
contract program developers in the development of
multi-format  establishment sofiware products for
worldwide =ale. You will be either L'|i|'1'|".1'.|_1. invalved
n this capacity of will have formal qualifications to
U lor ":.i‘h

BOuip vi et ol 1..-:r-=

Contact George Yapp, Software Development Manager,
Software Development Centre, Anchor House,
Anchor Road, Aldridge, West Midlands WS9 8PW.,

Tel: 0922 55852 Telex 336130 ELITE G Fax: 0543 414842,

Format Supervisors

This role requires highlv developed and proven
skills in planning. resourcing and managing in-
house and sub-contract }lhh!rdf'll developers in
the development of specific format software pro-
ducts for world wide sale. Exacting qualitv stan-
dards and ability to meet commercial deadlines
will be more important than specific technical
knowledpe

The development of new products combined with our success in the market place will

NINTENDO DEVELOFMENT
OPPORTUNITIES AVAILABLE
(FULL SUPPORT GIVEN)

excellent opportunities for challenging work and further career development. In consideration

with this campaign we have produced a Com

any Opportunily Brochure. If vou would like to be

a part of one of the most exciting software Hﬂtrpmmu of the future and how vou malch up,
write or phone for the free brochure. Alternatively write or phone with details of vour experience
fo date and ambitions and we will fix a time for a chal.

Elite Systems Limited

rovide
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| VERSION UPDATE

Benson

rul_es
twice

The Second City lurks in tha
eerie red dust of the southern
hamisphera, With no clues or
records you crash-land again,

As a 21st century soldier of | every underhand trick conspiring
fortune you have crash-landed in | to hinder your escape.
the central city of the planet Targ, | Fortunately, in both games the
a world beset by war between the | current position can be saved/
Palyars and Mechanoids. Your | loaded as required.
inter-galactic craft, Prestinium, is The complete package
beyond repair, but your trusty in- | comprises the games plus the
haimet PC, Benson, still remains | Targ Survival Kit — a collection of
for assistance. Planning cne of | city and underground maps,
saveral routes to escape is only | technical specifications of craft
ane concern, however; optimising | available, a hint sheet and a shon
the spoils of war can bring high | story, Interiude On Targ

Commodore 64 way back in 1885,
Marcanary and its devious saquel
The Second City have now been
converted for the Amiga.

w
|
Amiga £24.95 rewards. By exploring the city
network and its Series of |
LAUNCHED o universal | underground complexes both can
anthusiasm an the | be achieved.

The graphical speed of the Amiga Mercenary is immediately
impressive, from the gorgeous opening starfield sequence to the
incredibly fast-moving in-game vectors. The presentation is

precarious atmosphere. However, it's the gameplay that really
sels it apart from most other programs: the total freedom of
movement within the city, a wealth of puzzies to solve and
objects to trade, the precise acts required to balance Mechanoid
and Palyar interests; in short, it's a game with incredible depth.
Though something of a literal translation from the Atari 5T - the
mnm“mmmm':"m“ .
it murmthrmof
Amiga owner's attention. -

SAUVE MUMBER O-9

il

| VERSION UPDATE

A it
of
!peak

| CHAMONIX CHALLENGE
infogrames

move your character. All climbs

PC £19.95 comprise three stages: a level
FIRST reviewed in TGMO03 | glacier pitted with crevasses, a
| (February), Chamonix Chalfenge | snowy slope where rhythm and a

was awarded a worthy 75% on the
ST. The PC version is also multi-

sure grip are essential, and (the
most difficult stage), the rockface.

load, and involves identical Throughout the gamea
gameplay elemenis: a choice of | hindrances other than the climb
five routes to climb (graded | are encountered: the elements

conspire to freeze you, and
tiradness and hunger can soon set
in if the correct equipment hasn't
been packed.

accordingly), a selection of items
with which to fill your backpack
and assist progress, and a
riythmic control method used to

This gama has transiated reasonably well to the PC. The graphics
are passable enough, with some neatly cute touches, typical of

-perfect precision is required to leap relatively
mmhmmmhmmmmdm

annoyance. The presentation impressive: the options
virtually identical to the ST, mm--mmmﬂ

mmu-md-dﬂuwnuunmumm
conquering a peak.

68/108TGM TX 005:4-88



'hec:ain-opsmashrithum
Konami now for your home-
micro. This fantastic
conversion with all the
original play features takes
you into a thriling alien world
..... negotiate force fields
and take on fanatica
guerillas as you infiltrate their
headquarters.

Sph second timing and
nerves of steel are a must for
this fun packed program
where addiction will always

e
|
'ﬂ\ ‘\ A - __‘."'f .
; ) t -y FLal g ors s
r o 3

Jooduinilhan

penalty stage and if you don't—
you're out!

EACH AVAILABLE ON DISK AND CASSETTE :
_SPECTRUM COVMODORE _AMSTRAD o o sVAILABLE

57-9% 08-85 £3-8) ciBrmc
\ IR DK DISK AND ATARI ST
g f14-% DI2-95 614-35

Ocean Software Limited - 6 Central Street - Manchester - M2 SNS - Telephone 061 832 6633 - Telex 669977 OCEANS G .\
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VERSION UPDATE

Torqueing choppers
GUNSHIP
MicroProse

Atari ST
Diskette: £24.95

GUNSHIP on the ST, like the
Apache helicopter itself, is a
product long overdue. Since its
Commodore 64 debut there have
been rumours as 1o just how good
the ST version could be. Totally
rewritten to take advantage of the
16-bit machine’s capabilities and
power, Gunship has finally arrived,

=

Jnﬂm.mwmmm.mmmm

and the result is what ST owners
have been waiting for. Across all
the formats, worldwide sales of the
simulator have been in axcess of
290,000 units, and neediess to say
MicroProse can expect continued
success with what is the greatest
helicopter combat simulator yet
released

i
i
i
23

|
!

T
;
|

i
|

VERSION UPDATE

Up In

UNIVERSAL MILITARY SIMULATOR
Rainbird

IBM PC: £24.95

I o

THE IBM PC has had a long-
standing as a more upmarket
machine when it comes to s
leisure wuse., Strategy games,
simulations and games requiring
extensive use of the player's brain
were the order of the day, but over
the last couple of years there has
bean a marked increase in the
number of PC arcade games
MNow, tha PC goes back toits grass
roots with the release of the

Universal Military Simulator by Ed
Isenberg and D Ezra Sidran (the
game's designer) through
Rainbird, UMS, raviewed in detail
in TGMOO3, is the first of a new
generation of wargame
construction kits using 3-D
battlefields combined with
immense flaxibilty to generate any
battle of any time past, present or
future, from fact or fiction

UMS looks set to revolutionise the computer wargame and on the
PC it is a glant leap from the standard two-dimensional maps of
previous wargames. The on-screen command selection system
works much better than the drop

commands as used in the Atari ST version. At a single glance, all
of the required commands are displayed on screen giving the
program a very user-friendly air about it (more so than on the ST).
Where it is let down is in the PC's graphics handling. Movement
markers, combat units and ground features tend to merge into
one large black mass if grouped closely

still be a problem if the wargamer wants to look at the battlefield
as a whole. Apart from this problem, and other slight graphical
differences, the program is still as flexible and powerful in its use
as the ST version was. If you're looking for the ultimate wargame

on the PC then look no further.

down menus for issuing

together, this problem is
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Hear The

Force,

Luke

Amiga £19.95

The Amiga version of this ageing
arcade game has arrived at last
the other formats have been
with us for a couple of months.

The basic objective is to
destroy a sequence of Death
Stars; the difficulty of the task
differs according to the level
tackled. Initially there are three:
easy (wave one), medium (threa)
or hard (five): starting on wave
one results in a struggle against
TIE-fighters followed by a
hazardous trench sequence on
the Death Star, where enemy
lasers must be avoided. Hitting
the exhaust port at the end of
the trench causes the Death

Star to explode.
The higher levels incorporate
a laser towers sequence: bonus

points are awarded for
destroying their peaks.
Similarly, the difficulty and

number of enemy shots against
you increases, and the trench
section is littered with
obstacles.

Shields are lost on contact
with any object, be it enemy
fighters, missiles, gun
emplacements or ground
features; if a level is successfully
completed, an extra shield is
awarded. When all shields are
lost, the game is over.

ft's the nature of the game, but the Amiga graphics look just like the others

Evesham Micros

All prices Include VAT & dellvery

Fi

Apart from the sound, the Amiga version of the great arcade
vector graphic classic is virtually identical to the ST. The sound
is put to greater use, incorporating some powerfully explosive
effects and gorgeous staccato laser fire. Speech is very clear
and atmospheric (if moribund in parts) and includes some extra

front pansl operation, PLUS 2 extra ribbons free of charge!

® All ST prices include mouse aic. PLUS 5 disks

)k ATARI of software including wordprocessor, ulilities,
graphics, gar'ne and demos.

520 STFM special price, only

£269.00

520 STFM with memory upgraded 1o 1 me Q9 £345.00
520 STFM mamary upgrade kit {frequires soldaring) £60.0

1040 STF £429.00
1040 STF with SM125 mono monitlor £540.00

F.-*:l";.l ST2 with mono montor

Mega ST4 with mono monitor

Alan SLMa04 laser printer, graat value at
Afard SM1285 mono Mmonitor

Alari SC1224 colour monitor

Atari SH205 hard disk, new style

Atari DTP syatem lI udes Mega ST2 Mono Monior

SLMBOM lasor panter, Fleal Streot Publthor & 90 day 0n S0 manis

ﬁ' iFi |]”‘ Systom £ s abowve, but with Mega S04

& in 20mb Hard Disk Drive £3775.00
Ca A2 .-""‘F R"'E"-“l*l‘_ withh ST interlaca £ 1188 00
Cumana "_'-IJA.'*‘SE 2 meg (dual) drive

L3
Pace Linnet Modem Pack inc.cable & software £
Phillips CMBA33 colour monitor ciw ST la 1:r:l 3
Phillips CMBBS2 as above, h -';“1-' resolution 1

Extra £10.00 ducount on Philips monzors il bouw

Dlsector ST |

A POWERFUL set of Disk Utilities

FEATURES INCLUDE:

r PROTECTED SOFTWARE BACKUP - very powerful
features Auto-Verily, single/double drive backup
and Fast Backup options

vr DISK ORGANISER ACCESSORY - extremely useful
provides essential disk managemenl commands
including FORMAT, RENAME, DELETE elc

“r EXTRA FORMAT lo maximise space on your disks
provides over 15% additional user storage per disk!

vr UNDELETE to recover accidentally lost files

w RAMDISK and SET DATE/TIME Accessories

Yt DISK ANALYSIS £2

vt DIRECTORY PRINTOUT

1 DISK SPEED CHECK Only £24.95
Regulor upgrades wil be ovailable in the futwe to

handle latest disk protection schemes efc

For all Atari ST Models

Y .9\ | [e]: W # Slimline styling

e # Colour keyed to
2nd drives computery

Outstanding value, # Top quality Citizen
top quality drives at drive mechanism

a sensible price. # Long cable for easy
positioning

Only £99.95 P% meg unformatted
PRINTERS

All prices include VAT, delivery and cable
“lhc’ ihié Sdnsible decision - ﬂ{"l i Figh il

Star LC10 replaces the NL-10, leatures 4 NLO lonts, paper parieng

‘Iﬂl‘ll use and recommend Star priniors since
da alter an unbeatlable combinastion of
ures, prm gualily, relisbibity and value

£199.00

Star NB24-10 high 24pin quakty, inc_2 extra nbbons lree of charge £4569.00
Star MX-15 budget wide camiage prntes £319.00
Star NB24-15 wide carmiage version of NB24-10 £509 00
Star Laser, wery high spec. lof cosl, prce nc.1 year on S8 mant £1795.00
NEC P2200 budge! 24pin, great value 168/560pe £345.00
Amsirad DMPI160 good value 107 E18G.00
Amstrad LOAS00 24pin at low prce £329.00
Amatrad DMP4000 last wics Carnage £3209.00
Panasonic KXP1081 rellable budgel 107 printes £179.00
Panasonic KXP1082 faster versson, inc IBM proprnier emulaton £219.00
Panasonic KXP3131 dais C269.00

All prices VAT/delivery Inclusive
Haxt day dallvery £5.00 sxtra

Send cheque. P.O. or ACCESSASA detads
Prone with ACCESSAVISA detads
Gow., sduc, & PLC offcial orders welooma

Ml goods subject o svailabdity E.8O.E Worcs WR11 4SF
pan o calers 8 days, 9.30-5.30

Teles: 337204 Fax: 0386 765354 Tel: 0386 765500
Also at: 1756 Pemhore Rd., Comendge, Birmingham, B30 3BH Tel: 021 458 4564

63 Bridge Sitreet
Evesham

TGM TX 005:4-8871/108



WHEN YOU WISH
UPON A STAR

I IHEL Firefty moves; pressing fire on a mechancids. A sector i claarsd
thumbs-up clears the -i-—'ﬂ;rnuar'.' by destroying the mechar

Special FX/Ocean allowing Firefly to progress, buta | generators which show up on the
thumbs-down retums thea ['|| ert SCANNes mucdle botton ye
the beginning 1o start the game flashung dols

pecial FX was founded last year by former Ocean | ;.
director Paul Finnegan together with Jonathon | Segments witha circle (whiteon |
Smith, a long-time Ocean programmer. After ashort | the r':ar.ec:rh.mn are safe, atowing | CRRACKING YOKAS
P E ~ refly to cross them without |

spell with LIVEFDDDF_KJBEEG ,E]Gﬁware PFQ]ECTS, for gambling or entering into battle, | Having ated a generator Firedly
whom '.hﬂ':u" wrole H}foerl'ﬁ. th'E!"'_.-' ve returned EIDHQ the | which happens whan an empty must collect four amoeba-like
| H:ar**nes*e-*Ship Canal to old haunts at Ocean under their | square is activated. Battles take | forms called Yokas; the generator

place in a mulli-diracliona can  thed b énterad and

vn label. Firefly is the first of a proposed six releases for scroling sector of space which | deactivated. Deacti

‘-"'!S',-E;'-lr. forms a maze inhabited by |.1 heved in a similar way |

For the crew of the F'H_:!F:'-, there is
no home — just Firefty itself. Their

flashing alternately hitting fire

;I‘-.ar the thumbs-up = it destr

under the player's the generator. Landing a thumbs
s to destroy an army of | J_ur means another four Yokas

yids which has colonised
,3 solar system. The system is
displayed as a 9x 5 grid of 45
:E-gﬁ ants. The objective is 1o get
from the far left-hand side, where
| Firefly starts, to a switch situated
| on the far nght-hand side
Bafora the game starts some
segments are already filled, while
those which are just ampty black
| spaces are parts of the solar
still under mechanoid
There are always eight
ants which cannot be

| have 10 De f",---F'.'.'l': Detor

entenng the generator or anothar
i

: thia v 'r.-p--_,_a'- il
camage maicator, wmcl

starts at full and empties

[ e ann
Uy g

C ed by the player and eight

gamble segments. The latter
consist of a vartical ing of two
huMmDS-up signs and three
thumbs 1..,.” along which the
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through teleports. Whey |
| TREr : it
Jspda H f | |
Jree on t
ILAres T i ¥ |
Firi L [0 rE NS i I
() | gt | rM2ss tr
fi
| gradually, maxkas it 1
| *h-- rCie
Having
generators the screan reverts t
the grid map of the solar systen

where Firaf v CEN activate anolhneTr |

segment. This continues [
switch is reached or all three lives |
are iosl |
Firafly is an impressive ne [
|
launch, and a mghly adgd
due 1o the rele
to reach tr witch | :
Fres 484 "
| gamt yat
arg mastered, bul Succass largefy
||
- - :':I'"i,'l-l:'l'l':". Wl rx.;_..‘. _'.|-:' t s _’.. ] it
- = | e x " |
= = ad out at the beginMmNg 1
L ] - =1 ~F e Y virms Firafl s
5 3 =4 hanges every iime Firrafly played
] s = somelimeas an easy
- -
--:- = = | provided, al othar timeas i car
M = E prova downright impossible. But |
: i = tha random avout of the solar
2 - systam givas i"r'-".", a 101 O vanaty
n )
50 that 1 remains an increcibly |
playabde and anoyable game |

h it aing Firefly one ofthree | raindrops to fall, and for avery drop = e P 'ﬁ
when zera s reached. Alfeis | collected damage s restored and [ SPECTRUM 48/128 |

'.|.l'|' DDy INCreas 3]

-:- WEVE -I |. ...n | ".-:-l-.l-.- areas of the maze are | | Cassette: £7.95 |
| ] pace fish causes | sealed but may be raached | DiSkEﬂEE“‘.% |

The Spectrum version is highly playable because control is
simple and movement is smooth, making objects easy to
manipulate. Graphically it's magnificent; although the playing
area is mainly monochromatic this doesn’t spoll the effect at all.
The scenery scrolls well as do the many mechanoids infesting
the segments. A classy shoot-'em-up combined with elements
of chance and the need for parfect timing makes Firefly a great
start to a new label.

e

OVERALL 90% |

COMMODORE 64/128

Cassette: £8.95
Diskette: £12.95 |

Mot quite as playable as its Spectrum counterpart, it is, however,
significantly more challenging. Tii# mazes are much more
complex, so the route you take is going to involve more planning
than in the Spectrum version. The graphics are effective, well
defined and the imagery of the scrolling backdrops don't detract | |
from the action itself. The Commodore version, naturally, is
packed full of great sound FX and music, and what it loses in
| playability it certainly gains in presentation.

OVERALL 90% ]

OTHER VERSIONS SR

to consider some other format releases before long

[

: [

| | This seems to be it for the time being, but Ocean may well want ‘
1

S T S
“Firefly is an impressive new label launch, |
and a highly addictiveone ... "

PRESS
REY
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Activision

COURAGE

PREDATOR

DUTCH

t is a shame that everyone under 18 won't have seen
the film of Predator, the blockbuster, all-action, box-

| office hit movie starring Armold (The Terminator,

You take the role of Major Alan
Dutch' Schaefer, the leader of a
crack combat team sant in on a
fop secrat mission 0 rescue
white-collar survivors of a
helicopter crash deep behind
gnemy lines. The team finds the
survivors murdered by guerillas,
and following a fire fight with the
gueriilas at their basa, the team is
lorced to retreat back into the
jungle. Then, one by one, each
mamber is killed by a new thraat,
an alien pradator from another
world. Extremely agile, the alien is
seemingly invulnerable 1o the most
powerful of firepower

Predator is a powerful movie
and it is difficult to see how any
computer game could capture the
suspense and excessive violence
that has made the film such a
success. Almost predictably, the
basic idea behind the game is
nothing new, which may
disappoint some readers who
have seen the film, but System 3
have managed remarkably well to
capture the film's flavour, and for
onca, stick quite well to the plot

The game begins with the team
leaving their helicopter, running
into the jungle with the Dutch
prowviding the rearguard in what
quickly becomes a battle for
survival, The game takes the
player through the film's main
scenes, from the jungle itself to the
| guenilla base, on over (rees

Commando) Schwarzenegger—and of course, caring
parents won't let you see it when it comes out on video
gither, unless you have turned 18 in the meantime. So for
the underprivileged underagers, the next best thing is to
play the computer game, which Activision has kindly
prepared for you. The storyboard was designed by
System 3 (Bangkok Knights, The Last Ninja and IK series)
with coding, music and graphics by Source Software.
For the 64 version, Hugh Riley provided the graphics.

spanning chasms and mud pools
and on to the final encounter with
the predator itself, all by way of
scrolling landscapes. This is done,
in all versions, by the use of multi-
loads, so if you are not on disk, be
prepared for a wait between
sechons.

At the outset, Dutch is armed
with a machine-gun and three
grenades, and as the jungle is
overflowing with guerillas, enemy
soldiers, low flying vultures and
the predator itself, there is no
shortage of targets

BODY SNATCHER

At each stage mutilated bodies of
Dutch’s team lie strewn around the
jungle clearings. Searching their
corpsas reveals extra weapons
and ammunition for use against
the enemy. Dutch can be wounded
by ememy bullets, machine-gun
fire, or claw wounds from passing
vultures. As he is, however, made
of sterner stuff, he can take several
wounds before losing a life.
Frequently the predator’s
gunsight tracks in on Dutch as he
runs through the jungle, and a life
is lost if it catches up with him. In
the final two levels the predator
itself joins in the action, using all of
its skills to try and kill Dutch. The
whole mission is played against
the clock — a timer attached to a

| The colourful Amstrad graphics help lift the game’s feel, but it still remains
foo basic to realfy thrill

Disappointingly, only 8 simplistic shoot-"am-up, on the Spectrum the lack of
colour is a disadvantage to Amie’s brave efforts

Cassette: £9.99
Diskette: £14.99

Superb

character works particularly well, right down to changing facial
mmuwmmmmwm

too when you are targetted by the alien. Sound FX
mmﬂummmmmhm and a
suitable gurgling noise as the alien in hiding watches Best
of the three versions, Predator is a creditable film licence, and an
interesting reworking of the scrolling shoot-"em-up.

OVERALL 84%

nuclear device primed to explode

As is often the case with film tie- AMSTRAD CPC
ins, the computer version is better 5
appreciated after sesing the film - Cassette: £9.99
the instructions do not go into Diskette: £14.99
much detail about the game's Colour has been put to good
objectives, so if you have not seen use in Predalor. The dark
the film first, you may find some of browns and greens work well

it bewildering. Though we have
seen game scenarios like this one
done in countless forms before,

from the opening sequence || around the edges and the
onwards — as Earth looms into graphics, (like
view - the game is very | | the Spectrum version), tend
professional looking, and, to obscure enemy

depending on which format you and the alien but
have, can be effectively | | the game itself is polished in

atmospheric. It i3 only the limited
gameplay of each level that makes
Predator somathing of a let down,

aﬂhm}gh C‘ﬂﬂp‘te this, it manages ﬁw are restricted to gun
tobe a very aﬂjﬂ'l'ﬂbiﬂ‘ shoot-"em- m' the W of the
up alien's gunsight and the
infrequent caw of vultures
OVERALL 76%
HEANENINE Vo T

* .« . Trom the open-
ing sequence, the
game is profes-
sional and atmos-
pheric.”
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A breathtaking galaxy on the outer rim of lﬁn:lnlw:tsh Worlds with astonishing creatures and animaled3D
graphi¢s. a thrilling scenario burfting with Rifnour, the like & which you've néver seen. Everything about
CAPTAIN BLOOD makes it the type of game You just HAVE to play

.
Hours and hours of discovery, exploration, dialogue, (hyperspace wapts) and hotshot low-level flying

through rugged mountain ranges and dizzyipg canyons " .

New sensations are guaranteed in this tragic, moving, funny and thrilling adventure. CAPTAIN BL{}DD isa
game for everyone, breaking new ground in the universe of computer entertainment. Welcome to the age of
theé bio-game -

DISTRIBUTED BY INFOLRAMES UK

MITRE HOUSE, ABBEY ROAD, ENFIELD, MIDDSX. EN1 2RQTEL 01-364 0123 FAX 0®3609119




NATIONA

Organised by Newsfield Publications Limited on behalf of US Gold, i)

OMPUTER

BIGPRIZESANDTHE CHANCETO COMPETEINTHE FINALSATTHE

NEWSFIELD PUBLICATIONS is proud to announce
the first ever British National Computer Games
Championships open to all-comers. Six regional
heats with contestants competing in two categories
- Spectrum and Commodore 64/128 — will be
followed by two semi-finals with the qualifying
contestants going forward to compete against each
other on a stand built specially for the finals at the

new PERSONAL COMPUTER SHOW (formerly The
Personal Computer World Show) at London’s Earls
Court. By filling out the entry form on these pages
you could be among the 324 first-round contestants
selected to play arcade games provided by
competition sponsors US GOLD and put yourself on
the road to fame and a big prize worth £1,000.

From May 14, a custom-designed travelling roadshow will take
banks of Spectrum and Commodore computers to selected
boys' clubs in six locations around Great Britain for the regional
heats. The qualifying competitors will aim to raise the highest
scores playing games specially selected from among the latest
US Gold releases.

The event — the first of its kind — is being organised by
Newsfield's magazines CRASH, ZZAP! 64 and THE GAMES
MACHINE. US Gold, market leaders in computer software, are
sponsoring the whole competition and providing all the prizes.
The National Association of Boys' Clubs, with over 2,000
affiliated clubs 200,000 members throughout the UK, is helping
to promote this exciting championship as well as providing
venues for the regional heats and the semi-finals.

So what do you need to do to get yourself selected for the
competition that could prove you to be Britain's best arcade
game high-scorer? For a start off you don’t have to be a Spectrum
or Commodore owner, but to have a chance of qualifying you will
need to be able to achieve the best possible scores on the listed
games in the coupon - and remember, if you do qualify, not only
you will be playing in public but also in front of the British press,
so cheating now on the entry form will not stand you in good
stead later!

HOW THE CHAMPIONSHIP WILL RUN

Six towns throughout the UK have been chosen for the regional
heats, so there should be a venue not too far from you (see the
saeparate list). The National Association of Boys' Clubs is already
running a qualifying competition among its own membership,
and they will be supplying three Spectrum and three Commodore
entrants to each of the regional heats. We will be selecting a

further 27 Spectrum and 27 Commodore entrants, from the
forms you send in, to attend each of the regional heats. This
means that in the first round a total of 360 contestants will fight
to go through to the semi-finals. The five best high scorers in
each format per regional heat will qualify for the semi-finals,
making a total of 60 contestants. And from there, the three top
scorers in each format will go through to the prestigious finals to
be held at the Earls Court Personal Computer Show.

THE PRIZES

Apart from the thrill of displaying your joystick prowess to the
world at large, there ara some exciting prizes and mementoes to
be won. Every qualified entrant will receive a specially designed
certificate scroll to prove that they are at least considered among
the 360 best arcade games players in the country. Special
medals have been struck bearing the National Computer Games
Championship logo on one side and the Boys' Club logo and
year on the reverse; the 60 semi-finalists will each receive a
bronze version of the medallion, while those who qualify for the
finals will receive a silver medal. For the two outright winners, one
on the Spectrum and one on the Commodore, there will be gold
medals mounted in wooden display plaques.

US Gold are providing a mixture of hardware and software
prizes for both winners to the value of £1,000, with valuable
runner-up prizes for other finalists. On top of that, there will be
free software and other gifts for finalists and semi-finalists and
the chance to meet several famous personalities who will be
attending the events. But perhaps the most thrilling aspect will
be the chance to prove yourself the very best British computer
games player in front of the vast audience attending the Personal
Computer Show. And of course you will be featured in
Newsfield's magazines as such.

COMPETITION RULES, ENTRY
DETAILS AND VENUE DATES

The six regional heats, each comprising 30 Spectrum and 30
Commodore contestants drawn from the National Association of
Boys' Clubs (three per machine) and from Newsfield magazines’
entry forms will take place in the following towns:

May 14 - Birmingham June 4 - Edinburgh
May 21 - Gloucester June 11 - Leeds
May 28 - Belfast June 18 - London

All days are Saturdays. Heats will be held in the mornings. The
towns listed are comect at time of going to press, but the
organisers reserve the right to make last-minute alterations.
Qualifying entrants will be informed of necessary attendance
details in good time,




The semi-finals will be held in Leeds on August 16, and in
London on August 18; finals at the Personal Computer Show
over the three public days, September 16-18.

Friends and relatives wishing to attend the first round and
semi-finals will be welcome, but the NABC will be making a very
modest entry charge to non-contestants. Readers wishing to
attend will also be welcome - details will be published in future
issues, or you can ring the organisers’ office for details no sooner
than one week before these dates.

If you wish to put your name forward to qualify for Britain's first
National Computer Games Championship, fill out the form as
soon as possible and send it to the listed address. The high
scores you give will be checked by experts both at Newsfield and

FOR ENTRIES IS APRIL 23.

# Please write clearly, using block capitals
L

1

1 | wish to put my name forward to qualify as a competitor. If
j selected to compete, | agree to abide by the championship
y regulations.

1
| Name

D podress

e e Postcode
Telephone

1 Please tick the appropriate box
§ | wish to compete on the Spactrum:;
B | wishto compete on the Commodore:

:lmargec: 1Borover: [ ]

g | am aged under 18 ] if you are under 18, your parent or legal
g Quardian must sign here and print their name below
§ Parent's Signature
® Parent’'s Name ...
I* Please tick the reglﬂnai heat venue yl::u would like 1o attend
s [ | Birmingham
: Gloucester
. : Beltast
Edinburgh
' | | Leads

MES CHAMP

Association of Boys’ Clubs & the Personal Computer Show
COMPUTER SHOW AT EARLS COURT SEPTEMBER 16-18 1988 -

IF YOU THINK YOU ARE BRITAIN’S
BEST HIGH-SCORING COMPUTER

GAMES PLAYER GET YOUR ENTRY
FORM IN TODAY! CLOSING DATE

NSHIPS

at US Gold. Entrants under 18 must ensure their form is
countersigned by a parent or legal guardian. All qualifying
entrants must be prepared 1o attend the venues they select on
the due dates. You may select to enter at any one of the above
listed venues, The organisers will accept no claims for travel or
subsistence expenses for contestants in the regional heats. All
contestants qualifying for the semi-finals can claim up to a
maximum of £10 for travelling expenses and will receive free
software from US Gold. Finalists will be given a free weekend at
the Personal Computer Show in London. During contests, the
decision of the appointed judges and stewards will be final and
no correspondence concerning administration can be entered
into.

THE

PERSONAL
COMPUTER
SHOW

i 11"
In case for any reason you are asked to attend a venua
oneé you have already -5|!I1_~-.':To-r.‘_ plaase
fur YOu

| Birmingham

Gloucester

| Balfast
| | Edinburgh
| |Leads
| ] London

thar than the

hck the naxt bast altern atrve

in order to halp us determiing whether you should ¢
please give your high scores on two
Games

OUTRUN high score is
INDIANA JONES high score |s
720 high score is
GAUNTLETH high score is

RYGAR high score is
And your best score on two of
machines

1 CoiN-0p NBMIG IB: ... anssinsnsasasesss IGH SCOME |4
2 Coin-op name is: .......c..cccciriccesniceneee. high scOrE

i || ;i ty 1O anter

._' H fic il WIng |,-| us (a0l

your favourite arcade

Complate the form and send it to THE ORGANISER, NATIONAL
COMPUTER GAMES CHAMPIONSHIP, NEWSFIELD LIMITED,
PO BOX 20, LUDLOW, SHROPSHIRE SY8 1DB. Succeasful app
cants will be contacted in plenty of time. Please do not ring or write 1o
ask, it only blocks up the phone lines! And good luck!

1 IIATIQHAL COMPUTER GAMES CHAMPIONSHIP ENTRY FORM
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INFORMATION
DESK

Iinformation Desk is a new monthly column
devoted to answering your queries concerning
the world of computers and electronic
' entertainment. We will do our best to answer

Panasonic WV-1410 black and
white video camera from, and
what prnice would it ba?

Your local dealers may be able to
help you Mark. In the Middlesex

' your questions, but if we can’t (even almighty o
oracles don’t know everything) we will put the Alternatively get in touch with

consoles, would probably be best
suited as a complementary system
to a home computer (whether
Amiga or 5T). As to whether it's
worth waiting for, it's too early to

Middlesex, has written asking
about Amiga monitors, the Xerox
4020 printer and a Panasonic video
camera.

1. As | need very clear output,
which monitor would ba my
best choice out of the
Commodore 1801, the new
1084 or one from the Phillips

range?

Phillips are particularly good at
producing high quality monitors at
reasonable prices and the 8833/
8852 series monitors are worth a
look. If however, you've got a little
extra cash then consider the 1804
or the Amiga 1901C - dedicated
monitors are safe bets and save a
lot on time and installation.
Incidentally, THE GAMES
MACHINE's monitor is the standard

question to you, the readers.

“Where can |

Shorrock's Security at Unit 2F,
Goddington Way Industrial Estate,
Ashford (0233-22466), otherwise

First off, M Westwood of Barnsley, Amiga 1801, so take a look at the ‘ii1s the PC contact Panasonic themselves al
South Yorkshire, is enquiring about  Amiga screen shots in this issue if Panasonic (UK), 280-290 Bath
Nintendo's new machine, the PC  you want to judge for yourself. Enginﬂ dan Road, Siough, Berkshire, SL1 6JG.
Engine (as featured in Ihc_utanslu antlralv new {0?53-?31E1|_ The camera itsell is
Ultimate/Rare interview in 2. Can the Xerox 4020 Colour oy priced at a modest £179.00.
TGMO04). Printer (or another of equal machine? The final letter in this month's
quality) be printed to directly lpfprmntiun Desk comes from

1. Is the PC Engine an entirely within software? Stephen Brook of Yeovil, Somerset,
new machine or a hardware whose father has just bought an
add-on/extra for the existing Afraid we can’t help you there Mark, Amstrad PCW 9512,

Nintendo range? but most nrthpnnka‘:‘nt :lrlul:;i Trurd s Jeie e
processors have nter drivers m paricularly interested in
The machine is a complete system which can be redefined and simulations of aircraft and
in itself and is fully compatible with customised to suit the user, so you halicopters; could you please
all existing MNintendo cartridge shouldn't have a problem with the tell me il any are available for
software, Xerox. Perhaps an Amiga/Xerox the 95127
owning reader out there can help. :

2. How does it compare with the s As far as we know, Tomahawk by
ST or Amiga? Is it worth waiting 3. Where can | obtain a ;;;/f Digital Integration priced at £19.95
for the PC Engine? Za is the only simulator on the PCW to

7 date, with nothing eise in the
From what we already know, the pipeline, Unfortunately,
machine represents a considerable - MicroProse, one of the leading
advance over the existing UK % software companies producing
Nintendo system and, like most o simulations, have no plans to

produce software for the PCW
saries. Contact Digital Integration
on 0276-684959 or write to them at:
Watchmoor Trade Centre,
Watchmoor Road, Camberiey,

for definite as the machine - Surrey, GU1S5 3AJ.
amight ot be released at all In the obtain a
UK (or Europe for that matter). Panasonic WV- 2 ﬁ:mi;“ L:S-_::e‘ikc F;jl'éi w;iw I:;::m
Moving on, Commodore 64 i : ad C or other
owner and potential Amiga 1410b/w “IﬂEﬂ PCW's?
purchaser, Mark Healy of Enfield, camera?

Sorry Stephen, but CPC software
won't run on the PCW, period. You
shouldn't have any problems with
software from other PCW machines
though. Unless any PCW owning
readers know differant!

And that's it for this first
appearance of The Information
Desk. The Desk is open for
business every month so if you've
got any sensible answers fo
questions posed, hints, tips and
cheats for the |atest computer
games or any questions,
suggestions, grievances, genaral
queries about computers and
aelectronic entertainment, dropus a
line at INFORMATION DESK, THE
GAMES MACHINE, PO Box 10,
Ludliow, Shropshire, SY8 1DB,
On-line readers can MBX us by
using our 1-D (TGM).

78/10BTGM TX 005:4-88




Screen shots from arcade version

LI D : : |
® ~Those who like their action fast and
furious should enjoy 720 LLAP 64!
® A faithful and enjoyable conversion™
L1AP 64!

® “Uneof USG's best conversions to date”™
COMMODORE USER

® “for my money this is not just as
playabie as the coin-op it is infact much
more playable” COMMODORE USER

® “Fans of the arcade original and novices
ailke should love this playable and
addictive game - one of the most
original to amerge this year™ GAMES
MACHINE

® “U5 Gold has set 2 superb standard™
CRASH

® 720" isthe epitome of a classic. Its got

every element of 2 great game™
SINCLAIR USER

SIS o “Didwe flipover it? You bet/"SINCLAIR
2 A USER (Nominated a Sinclair User Classic)
& “Virtually Mawless arcade game.

2 Addictive smooth and siick. easily U.S.

P Gold's finest hour. Don't miss this one™

‘ SINCLAIR USER (Nominated a Sinclair
User Classic)

AMSTRAD

£9.99:, £14.99q

CBM 64/128

£9.99:.£11.99¢

e A

ANDEUVRE!

1.
"1 U.S God Ltd., Units 273 Holford Way. Holford, Bin .f TAX. Tel: 021 356 3388,




SUBSCRI
AFREET

WHY YOU SHOULD |
SUBSCRIBE TO |
THE GAMES MACHINE ...

B Because it'sthe complete guide to buyingcom- N Because we don't treat you like a 2-bit 8-year-
puter software . .. covering all the major home old . .. ortrytoover-impress you by looking like
computers a Sunday supplement ... In THE GAMES

MACHINE you'll find the HARD FACTS

' Because wedon't assume your entertainmentis

limited to playing computer games ... THE B Because we won't baffle you with science ...

GAMES MACHINE features information on you'll find plenty of light entertainment within

RPGs, FRPs, video technology, sound and the pages of THE GAMES MACHINE :
music, graphics, boardgames, electronic F
gadgets and more ... B Because we explore and investigate the issues

everyone’s talking about . ..

B Because we've got the best writers in entertain-

ment technology here, people who KNOW what
they're talking about . ..




B Because every issue, every month you’'ll find
top-prize competitions . . . thisissue we've got
an Amiga and Colour Monitor, a Compact Disc
player, an original Wakelin painting,
boardgames and more ...

B And especially, because it saves you walking
down to the newsagents ... 12 issues of THE
GAMES MACHINE delivered straight to your
door usually a few days before it hits the

3 G, NAEEECS

SUBSCRIBE NOW!

Yes, subscribe thisverymoment . . . Asifthe above
reasons are not enough to entice you into parting
with your £18 (mainland UK) we're going to give a
FREE TGM T-shirt to everyone who takes out a sub-
scription this month.

The T-shirts are made from 50/50 cotton-polyes-
ter in white and have a full-colour THE GAMES
MACHINE logo printed on the front. They're availa-
ble in two sizes, medium and XX-large, and normally
cost £5.50 - you're getting one FREE.

'THE GAMES MACHINE T-
:SHIHT SUBSCRIPTION
1 OFFER

| want to subscribe to 12 issues of THE GAMES MACHINE and
receive my free T-shirt.

g Payment must be made by cheque or posta

I Ltd, or via Acc

o Newsfield

ess/Visa card

E£18.00 Years subscription mainland UK
£25.00 Years subscription outside mainland UK - surface

mail
| £38.00 Years subscription outside Europe — Air mail
With all of the above, you get a free TGM T-shirt, please tick what size y
want

| Medium

| XXLarge

EE T-shirt w
W P 1

PLEASE DEBIT MY VISA/ACCESS ACCOUNT t

| wizh to pay by Visa/Access [duhlu as !pplll:dhlu:l

EJl.rllll'-,' Date

Ploase Charge My Account No

4 e O O 1 O R O ]"l_l [ ]

' THE GAMES MACHINE T-SHIRT SUBSCRIP-
' TION OFFER, THE GAMES MACHINE, PO BOX
:20, LUDLOW, SHROPSHIRE SY8 1DB

Signature

[ B & & B N N B N B B N B |

il

I--L'-__



ADVENTUHE'

ROB STEEL’S

GETTING

ADVENTUROUS

LEISURE SUIT

LARRY

Sierra On-line Inc
ATARI ST Diskette: £19.99
AMIGA Diskette: £19.99
PC Diskette: £19.99

uthors of the very playable King's Quest series, Al
Lowe and Mark Crowe, have once again joined
forces to produce another 3-D animated adventure
for your delight and delectation. Leisure Suit Larry In
The Land Of The Lounge Lizards is the latest offering from

Sierra On-Line Inc.

Larry is a jerk! The wrong side of
40, he has realised life is passing
him by. A final walk on the wild side
is what he neads bafore it is too
late. His existence to date has
hardly been a flurry of excitemant,
living with his mother until the age
of 38, when shea threw him out, he

_ ScoreiS8 of J2U7

has lad a very sheltered life, which,
in this context, may be read as "still
a virgin

Under your guidance he has one
night to overcome his ‘jerkisms’
and lose his virginity. Leisure Suit
Larry contains some explicit
scenes and language, therafore it
ts unsuitable for players under age

18

You begin your quest outside
Lafty’'s bar, armed with a watch,
monay, breath spray and dressed
in his highest quality, 100% man-
made, permanent-press suit.
There i5 a Taxi rank in this location,
aithough a trip into the bar is

1171 Lii T/

required before Larry can hit the
outside the toilet may not look like
it, but ha needs you to get him a
drink. Fulfilling this dubiously
friendly act will reward you with a
TV remote control unit. This may
seem obscure at first (even
remote?), but who knows what
one may find in the pockets of a

Scorell OF Z44 Houndlien |

Leisure Suit Larry on the 5T = a game unsuitable for players under the age of

18 (no looking at the pictures either)!

drunk, and the unit's function is
town proper. The drunk found
obvious and soon required.

You can sit down at the bar and
get blown out of your brain if that's
whal takes your fancy, although
this will only hamper game
progress and, as in real life, is
pointless (but somelimes a
necassity). You can play the
jukebox, talk to the other peopile in
the bar and even chat up the one
and only girl there. However, the
main purpose inside Lefty's is to
find the password to the locked
door, get past the pimp and,
refraining from indulging in what
might (to some) come naturally
with the whore = VD is rife in thesea
circles — steal her chocolates andg
ascape.

Suitably armed with all the
cliché gifts that girls are supposed
to like; chocolates, flowers and a
ring, you may now head for the
Casino to try and make your
fortune (girls like money tool). The
gambiling — ba it Blackjack or the
giot machines - is wvery
realistic . . . | kept losing. Three of
THE GAMES MACHINE reviewers
were seated around the Atari ST
for the duration of an afternoon,
biting our nails in trepidation as the
dealer dealt hands designed to
keep us on the edge of our seats.
Thankfully the gambling elements
in Leisure Suit Lary by no means
detract from the adventure, they
simply add to an already wvery
enjoyable game.

DISCOS HERE AN’
DISCOS THERE

Control of Larry’s movemeant as he
jerks his way around the many
screens is via keyboard, joystick
or mouse, with actions such as
EXAMINE and TALK TO cared
out using text input. Tha parser is
more than adequate to deal with
amost anything logical you may

wish to input. The graphics
themselves are fairly blocky
although colourful and often

amusing. The sound is basic 1o
such an éxtent that | wonder why
they bothered at all, and
gamespeed can be a littie slow,
accessing the disk for each
location visited. Howeaver, soma of
the situations Lary finds himsalf in
(his Disco dancing makes John
Travolta look like Patrick Moore
doing the Mashed Potato) and the
interaction with other characters is
often hilanous. The quest 1o lose
Larry's virginity, without catching
anything unspeakable, 5 an
entertaining one, wholeheartedly
sexist, but nonetheless a |olly
good romp (can | say that?)

ATMOSPHERE 78%
INTERACTION 84%
OVERALL 83%

B2/10BTGM

TX 005:4-88




. BORGREL MASHERS. HE 5008 HadGS Uﬂ
9 CRASH_ & STEEL BAR IR HIS MARD.

ICRASH . ﬂ“n“‘ﬂ THED FEELS SOMCTAIRG HORD

GARRETT
Infogrames

| ATARI ST Diskette: £19.95
| PC Diskette: £19.95
AMIGA Diskette: £19.95 |

| he year is 1938 and !

Crash Garrett, once a

full time adventurer
- and ace pilot, has
gecided to settledown toa
quieter life-style. No more
derring-do escapades for
Crash, he has found the girl
of his dreams and is putting
the days of bootlegging,
gun running and gang wars

_
—

behind him: Crash Garrett | An adventurs that tends to play with itself rather than with Cynthia Sleeze LACK OF |
| has gone legit. The events | INTERACTION |
in Crash Garrett the The screen layout of five interaction with 1 SBeMms |
adventure take place over windows and all graphics therein impossible. This predicament | Crash Garreft is tough. It comes |
are effectively implemented. The anses with many situations and | with avery shim instruction booklet
a two-day period inthe Year | ~rimary window is taken up with objects throughout the game and | which gives little idea of how the |
1938, Garrett is taking | Crash's immediate area or the eventually becomes tiresome game works and therefore leaves
Cynthia Sleeze, the famous | current event taking place, and f);_.'r&: '_G.:?rr:‘!.' is an -'tn‘.l'.--.:ﬁ[;:r;.i you floundering as you struggle fi
any characters present are which has a tendency to play wit 3 and  the adventura
gossip columnist, to the depicted graphically, complete itsell. The story .m.')-;!ua without Many a
town of Lone Pine, where | with fitting expressions and | muchinteraction fromyouuntilthe | found | flyir 1
she hopes to interview 1Oop | speech D ubbles. Top left of the going gels tough. As soon as | airstrip w another due I
film star Shucks | screen is a window to show a Crash q,E”‘-. into a pickle the game | innocently inputting CLIMB INTO
reservoir of super power available very kindly allows ,._u to take the PLANE r GO P Many
Shattaway. The game | 1o Crash, which asset gives our reins and attempt to get out of the | frustrations await the player as the
opens onboard Crash's | hero extrastrength—however, the | situation. f you haven't been | game isunwillingtoallow the usua
plane in mld-fhght; Ck_.:'nthna doses are imited to only eight per paying attention you "'--a._ find adventure options 1o beused, and |
e I game and must De used wisely To ,'_l:':-,stc-ﬂ in deep trouble. Crash avent gescrnption 1 e
looks more than a little the right of this is the location Garreftf is interasting to play for ar primary window is balow this, witf
womed . . . offers no reason why. The cracked hour or 0 but the novelty soon | the inventory window at the far
stoné vase on the well d s wears off, as brick wall after brick | right. And at the bottom there is a
particularty anngying. It rests on wall 15 encounterad and progress single lingé for your text input [
pon loading the first disk you are | the metal lid covering the well just hampered for the umpteenth time e ——
presented with a very scralchy waiting to be manoeuvred, bul can This is a shame as the game
nong-100 musical rendition of | you getit, examine it, move it, look appeared to r.we great potential ATMOSPHERE 58%
what | presume to be a typical | inside it or anything eise remotely from the eardy sequences, | INTERACTION 47%
1930s tune. Thankfully this theme | logical? No you can't! The vase however, for those of you who are
can be avoided with the stabof a | just sits there being infurating willing to fight every inch ol the quHALI— 52%
key and the game proper bagun with no reason given as to why way it may hold some interast L T leeattan - NE S

BEYOND ZOR

Infocom
ATARI ST Diskette: £29.99

| AMIGA Diskette: £29.99

| PC Diskette: £29.99

| COMMODORE 128 Diskette: £24.99

i he success of the Zork Trilogy is renowned
- throughout the adventuring world; selling nearly three

million copies, it is one of the most popular

entertainment software products ever. Infocom has
decided to cash in on this success and recreate the
Zorkian universe, and in so doing make it 'bigger and
better' than before. Beyond Zork combines the puzzies

and prose that have become Infocom'’s trademark with 't isadarktime for the Kingdomof  abandoned. The streets and

h h 1 build | t f role- Cuendor, the Wizards have a wasteland: {  CQuendor e

the combat and character unamng siements o Ole disappeared, the Enchanters haunted by vicious monsters and

playing games. Guild is in ruins and the villages lie  because you have loaded up the E
TGGM T 83/ 1



|

;ADVENTURE‘

t s up to you to unravel the
g behind these ominous

g the existence of a very attractive
san; unusual for Infocom, it
the sun nsing behind a
wonument of tha name Zork
ere are many more
famiianse yoursel
scraen display is
defaulted to show a window, top
eft, which either offers location
ions, yowr characters
possessions or attributes. Right of
s is an updating-map feature
Showing the immediate
sunding area plus exits from
current location. The bottom
of the screen allows for text input

| and ent descriptions. Should
| this new format not appeal to
I hardened Infocom fans, the “old

ways' can be called up by
inputting the Mode command to

n fact Beyond Zork includas a

nber of useful commands
changes
WIIE MName allows you

rename objects and characters,
Undo takes you one step back
should a wrong move be made
(not on the Commodore 128
though). The power of tha Infocom
parser does not suffer from these
extras, and the text descriptions
are as screen-filling as ever

ROLE’S CHOICE

Once you are used to the strange
new layout, the enhancements
therein actually add 1o the
gameplay. You may either play a
preset character or create one of
your own and decide the
characteristics — strength, luck elc

yourself, The scenario is a little
strange — subtitlted The Coconut
Of Quandor - and is full of unusual
creatures all of whom seem bent
on your gestruction

Movement around the land is
fairly @asy at first, although there
area many deaths awaiting the
unwary adventurer., One small
drawback: the fact that you have a
table of characteristics requiring

on-screen | constant vigilance keeps pulling

you back from this land of magic

and mystery 1o something more
akin to the real world. It is hard Ic
stay mentally in Quendor when a
bar chart has to be
monitorad to ensure survival
Having said that, | like this new
style of game, the changes made
to the Infocom format are neat and
work very wall, The inclusion of the
:'::IEH'-L'.HH:,'II"‘!(J glaments add just a
itthe more spice to the standard

|'.'?|n4|_. Iy

ATMOSPHERE 85%
INTERACTION 89%
OVERALL 87%

CRL

COMMODORE 64 Cassette: £9.95

| Diskette: £14.95

od Pike has been one of my favourite adventure
| authors since the days of Pilgnm, and as | find
! lycanthropy a most interesting subject, you may well

imagine the slavering interest with which | loaded his
| latest offering. This adventure comes in three parts, during
| which you get the chance to play both the haunted anti-
| heroof the title and the light of his life, the beautiful Nadia.

arns the dawning
realisation by the mamn character

|
I Part ona con
|

l He wakes

a a warawoll

| one moming with blood on his
|

|k nped clothe andg
| T w of a homific night of

m and deaath. As the full
| horror of his situation becomes
3in, the man decioes to hght his
affliction. He sets off on a trail of
earning, during which he must
resist the awful temptations of the
flesh he encounters, or be foraver
cursad and lose the love of Nadia.
Part two, set inthe mountains, is
nteresting in that you get to play
the part of Nadia as she falls for
the Wolfman and takes him home
to i make friends. She
knows his dread secret and must
very careful not to allow the
within the man to
if you see what |
N Unfortunately MNadia is
kidnapped by wolf hunters and,
obsessed with revenge, the
Woltman vows to find and rescue
the girl.

three is entitied The
Of Fi Shan and
i the ftracking of the
hunters and the ultimate discovery
of a monastery which may hold the

answer to the Werewaolf's curse

THE CRYPT FACTOR

Mr Pike uses his obvious writing
talents to craate a suitably moody
atmosphere throughout Wolfman
However, there are oné or two

glitches within the program whict
should have bDeen
belfora the Wwas released
Insida the tiny Crypt there is a boo
sately locked within a glass
panellad display case, inputting
GET BOOK results in the answer
YOU CANNOT SEE THAT. Cant
Werawolves sea through glass
Also once the book is safely in your
hairy hand if you EXAMINE CASI
viou Tind that the D K5 st (
it! Veary lax. Tr
attention 1o deta it
flew ocations of par
hopefully they are not a preceden
for the rest of tha game

Due to tight deadlines and the
urge 1o include Wolfman in this
issue | did not have time to get as

far into the adventure

inmneg out

}
as | would

1 & 1§ . W § i
| Téx bl i i T
! LArae o af THE A1 Wl J
| el § . i
' - | ] |
|
| ¥ Wima i 1 e T 1r
1
A it =W 1 o F [}
3 e FiresE arts 1k i g
s Ting i
LI f £y
e aAre ¥ i -
[ yseo ! aach f 1 - |

|

ATMOSPHERE 69%
INTERACTION 61%

have liked. However, what little |
di o the | BUEHnLL Bﬁupfﬂ

10 seé was nol guite up 1
standard of Rod's previous work

and although thare was plenty of

|

it's okay if they're still, but if they move, you have got to be over 18 to see them - a yukky screen shol of someone who
met the Woltman - Commodore 54 screen

GM TX
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DAMBUSTEHS CBM 64 e AMSTRAD CPC e SPECTRUM
BC’s QUEST FOR TIRES — CBM 64 |
FIGHT NIGHT - CBM 64 -
DERVISH - SPECTRUM e AMSTRAD
STREET MACHINE - CBM 64 «AMSTRAD

LOOKQUT FOR DOUBLE GAME CBM 64 DISKS AT ONLY £4:99

MAIL ORDER TO:-
POWERHOUSE PUBLISHING LIMITED, 204 WORPLE ROAD, LONDON, SW20 8PN.
4 Telephone: 01-879 7266 Telex: 928889 USDG Fax; 01-947 2439
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BURN UP THE.GALAXY WITH
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AND WIN BOB
WAKELIN’S ORIGINAL
25 FIREFLY

“o ARTWORK

of

FI R E F LY FIREFLY is a shining example of the power of 8-bit to run top-

for notch games. Special FX/Ocean are the combined forces

behind Firefly, the masterpiece of arcade mayhem that scored

FLNNE@rsS acool90% for both the Spectrum and Commodore 64 versions
up!

in this issue of THE GAMES MACHINE. And not only does it
have 'mazing gameplay, but the packaging artwork is another
piece of fantasy illustration by Ocean's most famous artist, Bob

Wakelin.

Bob has been painting illustrations for
Ocean's packaging and advertising
ever since the company’s birth, and
although he does lots of other work as
well, he has managed to illustrate
nearly every game Ocean has
published. Now here's your chance fo
own an ORIGINAL Wakelin, and star
that collection which one day you will
leave to the nation in your bequest. i
you are the winner of this competition,
the painting he did for Firelfly, signed
by Bob and the Special FX team, is

yours, plus a copy of the game. But it
you are a touch less lucky, there's still
a chance to a win a copy of Firefiy for

because we've got 25 to give away.
To be in with a chance you're going
to have to cast your eyes back over
the review. Below are seven lines
taken from the review with words
missing (? means one letter). Find the
missing words and fit them into the
puzzie around the letters of FIREFLY.
First correct entry out of the bag wins
the painting. Solve the puzzie, fill out
tha coupon and send it to: FIREFLY
COMPETITION, THE GAMES
MACHINE, PO Box 10, Ludiow,
Shropshire SY8 1DB to arrive no later
than April 21. Our usual competition
rules apply — see the masthead for

either the Spectrum or Commodore, | details.
r-----------------------------------1
' .. It's not unreasonably 772777777 1
' i [ oncethe. .. '
: E] 1 [ l [ ] I I ] ...prmsmgﬁmunathumbsun : :
Hussslls i tosorea ad 7YY supplyis 8
increased . ;
. [JELLLTI T T T 1], fehcauseminaopstoreer... 8}
¥ [(TOFCITIIII]  -formerOceanDirectorPaul 3
! Cisiaiad '
ogeather . . . i
A ME SR : .mmmﬂﬁﬁ?ﬂ ' !
A b 4 I 7 .. means another four 72277 have
: : to be collected . . . :
w5 1 INRTYIE .ot it mia o i R i b B R P T e 1
S P RS T R SRS I
i 1
e 1 i
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Licersed om  Teio Corp | 1986
SPECTRUM LCASS £T.95 AMSTRAD CASS £8.95 COMMODORE CASS £8.95
SPEL +3£14.98 [64 DISK £12.95 AMS DISK £14.95
Adding to the fun and excitement of Arkanoid... Al new Features include exit

choices to vastly increase the screen options, many extra " VAUS " effects, multiple shots and a secret additional alien ta contend with. This
adds up to the mast Ehrilling reaction game since ARKANDID but with so many improvement s you just won't be able to stap playging

Ta—— PR . —

6 CENTRAL STREET - MANCHESTER - M2 5NS - TELEQOI:JE 061 834 3939 TELEX 669977 - FAX 061 834 0650




GOING
OVERBOARD

Boardgames go electronic with Tankattack

| from IQ Games — a strategic board game

| played with a Commodore 64/128 keeping
| the running totals. And for espionage

; lovers, there’s Spycatcher.

GAMES NEWS

oling a six to star, new

boardgames company

Henry Games, launches

with four original products

all designed, they say, to be

efficient, long-lasting and with a
high level of presentation

The first, WVultures, dumps

participants in a desert landscape

playing vuftures who roam the

Challenge (TGM0D03) on a board -
and Lateral Thinking, a cerebral
spree to lest your powaers of
strategy in the same way chess
does, but with fewer piaces and
simplar rules

Paradigm (pronounced °para-
dime’) have run into a bit of trouble
with their celebrnty gossip game
Who's Had Who. The Independent

I barren wastes in the hope of
| scavenging a few morsaels of food
| Catching prey and returning with it
to the nest without being attacked
is the objective. There's a balance
to be maintained betweaen keeping
up the bird's strength but not
overteading your pet or it becomeas
too fat to fiy. Vulfures comes in a
chic box which wouldn't look out
of place on anyoné's side board
We'll be taking a close look at
Vultures next month

Megalomania is a (true to life?)
simulation of politics. Honasty is
never the best policy for a
candidate raising  campaign
money to halp win an alaction;
from stnking deals to bnbing
newspaper edtors, dishonest
tactics are the order of the game,
and if the state is parlous, you can
aven hire assassins. As Henry
Games says, Megalomania will tell
you who your friends were.

The third and fourth titles are
Ascent — a sort of Chamonix

Broadcasting Authority (IBA) has
refused TV advertising because of
the game’'s suggestion of sexual
promiscuity. PFaradigm reckon
they lost £500,000 worth of sales
through not being allowed to
advertise. The game is due 10 be
repackaged and renamed
Celebrity GOSSIiD — The Who's Had Who
¥ Games. It'S good 100, wall worth
checking oul next ime you See i
in tha shops.

Waddingtons obviously think
they have a winner on their hands
with their nEw release
Cops'n'Robbers. With the aid of
cards, dice and roadblocks, all but
one of the players begin to track
down the robber Slippery Sid. The
other gets to play Sid More
neéws on that one soon

And while on the subject of
solving mystenes and fracking
down crnimes, MB Games have
Mysteries Of Old Peking on the
way. The player becomes a
celabraled detective from Baijing
(to give the city its modern namsa)
You can play several in fact, all
with authentically Chinese names
Mr Wotsup, Mr Cloo, Mr Kwik or
Mr Smartee — roll over Charlia
Chan

Crimes to be solved are
salected from a casebook, the
idea, of course, is to discover the
culprit's  identity. For those
pOsSsSessing an inguisitive mind,
good powers of detection and a
decent Chinese accent, Mysteries
Of Oid Peking might be light up
your hon lable stieat

TANKATTACK

10 Games
2-4 players, Cassette: £17.95
Diskette: £19.95

From Eire-basad 10 Gamaes,
another bid for alusive success in
placing a computer strategy game
on a board, this tima with the Com-
modore 64/128. Players actually
move their piaceas - an assortment
of tanks and armourad cars on
the board, rather than walching

| them being moved on the screen

The computer keeps track of
scores and military equipmeant

The board is divided up into four
fictitious countries, each with a
capital city, miltary headquarers
and repair depots. The players
divide control of the countnes
equally amongs! themselves. The
objactive is for one country Lo
gverthrow all others by gaining
possession of the other's head-
quarters

Bulletins are provided through
the computer, informing players of
thair success or failure In Moves
giving strategic reports (which
player controls which country),
political news and weaathar repors
= the important because cond
tions influences the day's fighting
Despite thaese functions, the com-
puter acts as little more than dice
determining how far players can
move across the board towards
the opposition's HO

The wvehicles wvary in power
armourad cars arg ether light or
madium i power and tha tanks are
aithar ight, madium or a main bat-
fle tank. The computer program
takes these facls inlo consider-
ation when deciding the outcome
of a battie betwean two opposing
forces. Battles are fought whan

88/108TGM TX 005:4-88




|BOARD GAMES

two players face each other no
less than four squares apart. Los-
ers remove their vehicle from play
while the winner can continue his
journey

And so the game progres-
ses until one player has wiped
out the opposition and taken con-
trol of all HU's

THE VERDICT
Unfortunately Tankattack doesn't

succeed in grabbing the players’
attention as most moves are slow

and the computer program wastes
alot of time in refaying unimportant
information. The battles, whan two
vehicles launch an attack, are a bit
of a farce — it is not unusual for a
light car to win over a main battle
tank. The game may have some
appeal for ardent strategistsbut for
the everyday board games player,
Tankattack holds little long term
enjoyment = which is a pity as the
game's concept is good. it seems
we must still wait for the first ideal
computar-moderated
boardgame.

SPYCATCHER

colour segment you can apply for
permission

Il the Permission Card allows
you 1o publish, you keep it; get a
card from each section and you

Paul Lamond Games
2-6 players, £11.95

Spycaicher — the plot has nothing
to do with the famous Peter Wright
novel = originally to be published
by Playtwice Games, has now
baan handed over to Paul Lamond
for release.

The objective —which, however,
takes as its theme, the kind of
problems an author following in
Pater Wright's steps might
encounter —is to move around the
board visiting four sections to
attemnpt to get your risqué book
published. The sections comprise
Press, Government, The Courts
and your Publisher; from all of
whom you attempt to win a
Permission Card. To gain the
cards, players collect a series of
Influence Cards, all of which have
a number on them ranging from 1
to 12. The idea is to collect a run of
three cards (eg 5, 6, 7or9, 10, 11),
and then when you land on a solid

have won the game. When
applying for permission you may
be challenged by another player
who also has a run of cards of the

same suit but with higher
numbers, if the challenge is
successful, they keep the

permission card and you lose out

It’s quite a palava to go through
to get your card but there are a few
lucky squares which give free
Parmission Cards. The board tells
you to ‘Give a permission card to
the player of your choice’, we
usually gave it to ourselves. Waell,
there's nothing in the rules to say
youcan't. ..

To publish
or not to
publish . ..

THE VERDICT

Spycatcher is, In essence, a very
good game if you bhave the
patience - games tend 1o go on for
hours; we found ourselves cutting
out a few rules to speed it up. The
biggest problem lies in the fact that
when the game gets going, each
player has four or five things to do
each turn, and because most
actions have to be kept secret
other players can begin to lose
interest. The board and ils
associated playing pieces are all
well designed; the canocon
iustrations are amusing and help
spice up the action. Spycatcher is
bettar suited to methodical
playars, who can keep control of
their moves and actions, but who
do not axpect anything oo racy

WIN SPYCATCHER —

Vultures is in our talons to be
evaluated, we'll be asking

Egyptian Ent ges and

THE BOARDGAME!

pycatcher the boardgame

has been doing the rounds

of the office, and preventing

anyonea from the serious

business of playing
computer games! And no wonder,
because we have no less than 20
boxed games to give away in this
spacial competition.

Spycatcher is only just now
appearing in the shops as you read
this, so if you want to get your
hands on it hot from the press, all
you have to do to be in with a
chance is answer the four
guestions below. They are related
to the four sections from which
Permission Cards have to be
gained - the courts, the
government, press and your
publisher. Write your answers on a
posteard or the back of a sealed
envelope, together with your name

and address, and send it to

SPYCATCHER COMP, THE

GAMES MACHINE, PO Box 10,

Ludiow, Shropshire SY9 1DB

and make sure your antries arrive

by April 21. First 20 comect
answers drawn win. Make sure
you abide by the competition rules
listed in the masthaad or we'll have
you slammed up against MIS for
interrogation — of even worse,
make you publsh your book in

Australia!

1. Which is the highest court in
Britain?

2. Within the government who is
the Education Minister?

3. Historically, Caxton is well-
known as a printer of books, but
who is credited with inventing
the printing press?

4. Which publishing group does
Rupert Murdoch own?

TGM TX 005:4-8889/108



Introducing four pages of great mail order
shopping for your home entertainment. All the
software you could want, plus joysticks, con-
soles and clothing make this a selection worth
browsing through! Check out our special
offers for those extra savings and remember,
all prices include VAT and postage & packing.

The qid_;
L

Join in on the fun everyone's .
having with Domark's Trivial
Pursuit with this pursuable
m}pamdmw.ﬂu—
suit start-up ‘Genus' cassette
%ﬂm.mum.
at £14.85 and get both

Genus Edition — then both Amstrad PCW 8256 Disk
add-on for£7.95: Asav-  Atari B-bit Disk

ing of £7.95! All normally £19.95 -NOW
m%o( £9.95!

Genus — Cassette or Disk —at  Atari B-bit cassette down from
HALF the normal price~saving  £14.95 tof7.45

up to £12.45! IBM Disk halved from £24.95
Atari ST Disk toE12.45

ACHIEVES 100% LOADING SUCCESS EVEN ON THE MOST
OBSTINATE TAPES

LOAD IT GIVES YOU:

= 100% LOADING SUCCESS

» PERMANENT HEAD ALIGNMENT ADJUSTMENT

® LED LIGHTS FOR EASY TUNING TO OPTIMUM SIGNAL

» GUARANTEED FOR ONE YEAR

APPROVED LEADING SOFTWARE HOUSES

YOURS

£39.99

L L L L T

| Please send me a LOAD IT cassette deck as fast as you can! | have il
B filled out the coupon and enclosed a check/postal order for £39.99 §
made payable to Newsfield Ltd.

i

R
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JOYSTICKS GALORE

Don't let those aliens get at you - tool up with a brand
new joystick from our selection to suit all needs

KONIX
SPEEDKING

The joystick that actually
fits your hand, with a fire
button angled for your
Irigger finger to ensura
accurate high-speed
action, Solid steel break-
proof shaft with neat

clicking sound for avery

precision move you

make,

Normal price £11.99 - OUR PRICE £10.99
TERMINATOR

Built ke a hand grenade
and just as lethal in action,
this totally new Danish
design packs top gquglit

i

Normaily £13.95 - TGM PRICE £14.885!

Two winners from Euromax . . .

EUROMAX
PROFESSIONAL
STANDARD

High durability, rapid
response and ulira sensi-
tive movement accuracy
from this advanced
ergonomic design.ldeal
for left or right hand play.
1.5m cord

£15.95

EUROMAX
PROFESSIONAL
AUTOFIRE

All the guality of the stan-
dard, with the added
bonus of the Auto Fire
Option for when the going
§ tough!
8.95

For Amstrad owners
EUROMAX JOYSTICK
AUTOFIRE INTERFACE

Specially made for the
Amstrad 464, 664 and
6128, this interface pre-
vents continuous use of
Autofire Joysticks caus-
ing equipment malfunc-
tion,

£5.95

Score like a pro with Dynamics!

COMPETITION
PRO 5000 (Normal)

Features arcade quality
microswitches, dual fire
buttons, robust steel
shafl and rubber return
for smooth control and
longer life. Extra long
1.5m cord.

Normally £14.95 -TGM
Price £13.50

COMPETITION
PRO 5000 (Clear)

The designer joystlick has
arrived! All the features of
the Normal PRO 5000 but
with the added thrill of its
unigue see-through cas-
ing which offers a tantalis-
ing paek at the hi-tech
innards.

Mormal price £15.95 -
QOwr price £14.00

Ultimate cursor control wiz zee

This neat litthe box of
tricks offers two fire but-
tons and left or right hand
8-way directional control
through hypersansitive
graphite contacts with
minimised moving pans
for added durability.
£4.95

BLE IN UK AND EIRE!

PLEASENOTE: JOYSTICKS ANDDISKS ONLY AVAILA-




The Special Software Discount Offer Prices do not apply to

Please note that Hardware, Consoles and
Cartridges are available in the UK only

they ir.rcTud- s hw.mﬂﬁ:ﬁ : or any 'h,:?:;::r-
listed.
Ffrw |II. D‘f E&n:ll DM‘ llererrm rr.ll .r ----------------------------- 1I
Ferrari Formula One [Electronic Arts/ The King of Chicago (Mirrorsoft/ y | ITEM SIZE |QTY |PRICE |,
Xenon (Meiboume House/ Revenge of Doh (Imagine/ 1 1
Beyond Zork (Infocom/ ron |Firebird/ I 1
Cybernoid |Hewson) Get Dexter ll (infogrames) : 1
Master [Mirrorsoft) Soko Ban (Mirrorsoft) e :
Task I (Databyte) XR35 Fighter Mission [Anco :
Predator (Activision/ Golden Path (Firebird] i 1
I i
1 I
mﬂlfﬁﬁ CHOICE: : ;
our
| | :
formats: 1 1
SPECTRUM 48K/1 28K, COMMODORE C64/C 128 | .
HMMCEWEAIMHMWK‘! 1 1
I I
RULES: I i
OUR OFFER PRICES ARE VALID FOR ANY I I
GAMES AND INCLUDE POSTAGE AND ! I
“ PACKING - NO OTHER EXTRA CHARGES . "
ﬂﬂ LOOK UP THE PRICE OF EACH GAME IN THE I i
W OFFER TABLE, ENTER THE OFFER PRICES . -
/ ONTHE ORDER COUPON, THEN ADD THEM | |
m ORDERS FOR TITLES WHICH ARE NO ' I
gﬁﬂu LONGER IN DISTRIBUTION WILL BE ! 1
'I'IB-LE RETURNED 1 I
Pﬂ’ﬁ YOU WILL BE REGULARLY NOTIFIED OF | I
ANY DELAYS CAUSED BY LATE RELEASES 1 I
MENGED FETAL PRICE WHEN (LOOKING (P ; :
RRP  FFER SAVE PRICES IN OLIR SPECIAL OFFER PRICE TABLE ! I
DONT FORGET TO MENTION THE COMPUTER | I
0 100 ANDMEDI FORWAT (CASETE DISX OR AR ! i
ggg if5 120 MENT 15 NOT CLAIRVOYANT [YET) : :
15 64015 | INSTRUCTIONS: i i
g9 720 1.0 I !
995 795 900 | Write required gamefs) on order list : :
9.99 799 200 Check in review or ad for correct recommended 1 COMPUTER TOTAL 1
12'95 10.40 055 mmmﬁﬁ e adaie ity iy 5N SRS I
| DL Bty daaprglopflabi ot E i v R NS RN '
1495 119 3 Don't forget to fill in boxes indicating computer | Address I
2300 18.40 460 | Addup total and enclose cheque or postal order NS T N :
105 1005 5Q0 | Oraftematiely use ACGESS/MSA facilty | POBICOBE .oioeiescisicersisressasisseson I
24.99 19. 220 | (on'tforget to nccate the Expy Date! " "
23.95 23.;5 5-3,1 REMEMBER: incomplete order forms will be I PLEASE DEBIT MY VISA/ACCESS ACCOUNT ¢ | I
zgg 23~£ *E'-GCJE mfggnwfmm'mm' :1mlhluptrbr'ﬁllh\¢=mtd-h"u-pph:ml :
M. 77 I Please ring (0584) 5620 if in doubt! :W Expity Dete :
mrm mmm :Mﬂhﬂﬂﬂykcmﬂﬁ' :
ORDER FOUR GAMES IN THE £1.99 RANGE | [IK/EIRE/EUROPE ONLY I "
H.Haﬂ‘ﬂ_ ".“w mw : :
o S\ heast 1 SEND THIS FORM TO |
PAYMENT

TOTAL) - A SAVING OF £2.991 PER ITEM FOR AIR MAIL | TGM SHOPPING, PO BOX 20, LUDLOW, '
e TE Y  SHROPSHIRE SY8 1DB i
TOTAL OF £5. 97897 [DON'T USE THE OFFER I 1
I i
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A colossal
compilation of original
gameplays and unique
challenges brought together in
one classic collection of action,
intrigue, humour

HOW CAN SO MUCH FUN
BE CONTAINED IN ONE BOX?

=57 Yo -5
inosteaphirl
WOy

and entertainment.
More fun...more excitement
than even the most dedicated
gameplayer can handle at
any one time.

== FOR ONLY £9.99(£14.99 pisx)YOU CAN FIND OdT

THE DOCT AUF WIEDERSEHEN MONTY  MASK DEATH WISH 3 JACK THE MIPPER IN
[oom your way through a Lying low in Gibraltar, poor Jain with the forces of MASK, Maodern day vigilante Paul COCONUT CAPERS
wrwork of tennels in your persecuted Moniy Mole's shilfully commanded by Matt Kersey wreaks his own flormofl ~ Banished to Australia, our
g pvoiding the myriad of whereabouts have been Trakker and combat the revenge on Lhe scum and filth favourite litthe horor
tacards thiat race Lo meet you, leaked to ‘Intermole’. who are  villsinous VENOM in their that terrorise the streets of plane 1o land in deepest,
wuare the Aliens and bamiers quest for domination of the Mew York.

|1¥ ﬁ

Gremiin Graphics Software Lid.,
Alpha House, 10 Carver Sireet, Sheffield 51 4FS.
¢ Tek (0742) 753423

[ p— 1
| .J' Wi I

-_;';:L_uﬂ%\\\\\

Screen shols from various formats.



TEN % REPAIR S

SINCLAIR

QUALITY APPROVED REPAIR CENTRE

While yOu Wit service including

COMPUTET SDaMNE Darts over the counter

« All computers Fully overhauled and fully
tested before return

+ Fully insured for the returm jourmey

+ Fixed low price of £22.50 including post
packing anad VAT, (NOt 2 between price
of really up to £30.00 which some of our

competitors are guoting!

Discounts for SChoois and colleges

SPE

(1% "1*{"; ": ' % 1'|,
':‘}iﬁ ol --.:.'I-:-:"I. "L

—_—

WHILE YOU

WAIT SERVICE
CALL FOR APPOINTMENT

PACKING & INSURANCE!

+ Six top games worth E39.00 for you to
oy and play with every Spactrum repalr

& W repar Commodore & £, VIC X0'S
Commodore 16's and Plus 4's

« The most up (o date test equipment
ceveloped by us to fully test and find ail
faults within your computer

+ KeybDoard repairs, Spectrum rubber key
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Néed your computer repaired fast? Then send it now to the Number One Repair O D R e T
Company in the U K., or cail in and see us at our fully eguipped 2 500 sguare foot workshop EUOTUTIENOED LA
with all the latest test equipment avallable, You are more than welcome bt il £18 3%
We will repair your computer while you wait and help you with any of your technical problems | somnch svitass i separsts
Commodorne Computers repaired for only £55.00. Please note we gove you a 100% low fixed EB 95 or intertace svaiinie »
price of £22 S0Owhich includes return post and packing VAT not a between price like some tem £12 Lab el L
other Repair Companies oMer 'We don t ask you [osend a chegue in for the maximum amount and
shock you with repair bills £30 upwards Don't forget we are Amstrad aproved for quality and 3 -
Speed. don't risk your Compu*er to any other unauthorised repair centre  We gont just repair the I - bog‘i .
faylt ang send your computer Dack. we give your computer a “!D c
7 0“ tﬂ-
OVERHAUL WITH EVERY REPAIR WE DO:- oo =y =~
9 | 'JP?L 1

we correct Colour, sound, Keyboard, Check the loading and saving chip, Put new feet on \ E*

the base if required Check for full memory, Check ail SOCKeTs inCluding ear/miké and replate \~—"commoodore

service. A Pirst class reputation for speed and accuracy. Don't forget, we ais0 now have a
Service Branch in Manchester City Centre For while you wait service

where needed. Al for an inclusive price of £22 50 Inciuding VAT, all parts. INSurance and post
and packing. No hidden extras whatioevér We don't have [0 boast 1O60 mMulh about our
service as we have thousands of customers from aii over the woria nighly delighted with our
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ON-OFF SWITCHES
FOR THE SPECTRUM
AND SPECTRUM +
GRDER Mo
1067 SPECTRUM

URGENT NOTICE non't be misied by adverts showing 'between prices ' A recent
coOmMplaint agall'li.t a Manchester repair firm Mﬂnl:ﬂmﬂ Wwds l.ler'l'l:'lﬂ t"lp' the AHUFFTISIHQ
standards AUThority on TWo counts
then charged the customer £85.° Their guarantee policy was misieading as it did not
make clear that all repairs were not covered

It had stated BBC repairs between c14 and £45

USE ANY
JOYSTICK WITH
YOURSPECTRUM

SINCLAIR FOYSTICK ADAPTOR FOR

CONNECTING SPECTRUM +2

COMPUTERS TO MOST JOYSTICKS

1067 A SPECTRUM +
£495 + 150 p+p
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THE VIDEO VAULT COMPUTER COMPANION

The VioeoVault nas just released thie most up to gate and exciting catalogue ever proguced, our team of experts Nave scoured
the globe to find you all the latest software and add on's for your computer. all the Latest in joystick technoiogy, all the [op and
tested software titles all at great disCounts 10 you. ANyOne Can apply Now, Just send 2 x 18p stamps to the Catalogue Dept atthe
address below for your frée COpy. We nave all the top branded items available, delivery by return pcst (our usual standard). Al
QoOods carmy our guarantee of satisfaction. Never has such a catalogue ever been produced betore, inCluding spare pars. ULA

membranes, power supplies - all at sCount pnCes

POST + PACKING
CHARGES UK ONLY

OVERSEAS

POST + PACKING
CHARCES PLEASE
RITE FOR
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m UESTION: What's the difference between two Yuppiés in RULE ONE: the gadget must have a
a Porsche and a hedgehog? ANSWER: The hedgehog has microchip in it.

0 its pricks on the outside. In other words, the phenomenon . L T ee S
of YUPPIES (Young. Urban Professional Idiots with 95p.

Enormous Salaries), DINKYS (Double Income No Kids Yet) and gtuﬂLE THREE: the item must be

PLODS (People Living Off Daddy’s Shares), has g_eneralegi a RU mmh“ﬁ: the it

whole new market of expensive and completely impractical inciude the words, ‘ultimate’, ‘unique’

toys, all disguised as techno-gadgets. You can sell these people and ‘batteries not included',

practically anything, as long as you stick to a few simple rules. “Dlm you have ﬂg:md ho;h:: ;-;f

And the rules for marketing this electronic rubbish are simple o gompadesprsgys oo e

indeed.: even more boxfulls of even more -
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expensive electronic codswallop, just
by reminding them that there are
wicked people about who want to
steal their codswallop, and making
your Yuppies purchase techno-
security devices. Easyisn't it. First you
sell something useless for the sole
purpose of showing it off, then you
sell the same idiot something equally
useless to protect it.

It now gives me the greatest
pleasure to field test some of the
latest, ultimate, unique, batteries not
included products for all you
disceming readers of THE GAMES
MACHIMNE. Hold on to your credit
cards, here we go.

SNORE STOP £49.95

Yas folks, for only 50 quid you can
strap this ‘intricate micro-electronic
sound wave detector' to your arm or
leg, and if you should happen to snora
during your slumbers, Snore Stop will
deliver you an electric shock as a
'warning to your body to mend its
noisy ways.' A must for all South
African and Chilean torturers, who will
be able to strap them to your vital
parts and fall aslesp on the job.
Speaking of which, Snore Stop can
also be activated by breaking wind
and intimate Congrass.

KEYMINDER £4.95

We've all come across this lttle
wonder haven't weé, a key-rng
dasigned with the sole purpose of
getting lost. All you have to do to find
your wayward keys is to whistle, and
Keyminder will bleep its mamry
location song. ‘Where's my car keys?
Pheesep! Beep-beep-beep-beep.
Oh, fancy that, they're in my trouser
pocket again. Well | never!” Just
bafore Christmas | was attending a
funeral at Portchester Crematorium,
and very solemn it was 100. As the
coffin slid away on its conveyor balt
towards the fumace, the organ
requiem finished, and silence
descended. Except for the widower's
Keyminder answering that last organ
pipe. Oh how he laughed.

MICROVAC £7.95

Now here's a supreme example of
codswallop, the Microvac ‘is the only
way 1o clean computers, it will
vacuum or blow ... batteries nol
included.' Now why didn't | think of
that before. All these years and I've
been cleaning the dirt between my
input keys by placing my head just
above the keyboard, inhaling and, er,
blowing.

ONE TOUCH ELECTROLYSIS
KIT £29.95

A perfect example of the Yuppie Toy.
It works like this; you shell out just
under 30 quid, and receive ‘a
breakthrough made possible by
microchip technology’. What does it
do? Well, I'm not quite sure to be
honast. Apparently you pop it on
some ‘unwanted hair’, whatever that
may be, and Ona Touch removes it.
And to think, underprivileged folk
used to spend 50 pee on a pair of
tweazers.

THE SONIC TAPE £229.95

Now there may be some of you who
think that £229.95 is a bit steep for a
tape measure without any tape. But
Sonic Tape is a lovely little jobbie for
any Yuppie with more money than
sense. it sends out an ultrasonic
beam, bounces it off the wall, and tells
you how far away the wall is. And itis
accurate to within a staggering plus or
minus 20 millimatres. Imagine the
scene, you've measured up your
kitchen, the MFI units have been
unpacked, and the fridge-freezer is
two centimetres too big to fit in the

Snore Stop won't prevent bed-wet-
ting, but at least you get a quiet night

comer. "Oh dearie me. Our Sonic
Tape seems 1o have plussed or
minussed a bit. Still, never mind, tha
fridge can go in the toilet.’

ENIGMA NIGHT & DAY
WRIST WATCH £49.95

What an amazing advance in time
managemeant this is, Apart from the
wrist watch you also get a blue strap
that ‘looks like genuine lizard skin'
which must be news to all the green
and brown lizards in the world. During
the daytime, the face of a smiling sun
appears, whereas at night ... yes,
you guessed it, the face of a smiling
moon appears. Now the Yuppias do
not have 1o remember if they've just
eaten breakfast or supper, they can
look at their watch to remind them.
And to think, | always used to look out
of the window before | knew if it was
day or night!
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THE FRANKLIN SPELLING
ACE COMPUTER £59.95

Yet another ‘invaluable electronic
product, batteries not included’, the
Spelling Ace measures six inches by
four, and claims to be able to help you
spell over 80,000 words. | am sad to
report that it contained none of my
favourite Anglo-Saxon expletives
cocked up most plurals with imegular
endings, and couldn't handle a single
proper noun or place name that |
needed. In fact it was about as usaful
as a knitted condom. | did find an
alternative gadget that performed
excellently, however. It contained
twice as many words, gave me their
pronounciation and origin, had all tha
rude words, abbreviations, proper
names and loreign phraseology that |
wanted, and came in a package
measuring five inches by seven
inches. What's more it only cosl
£4.75. It's called the Concise Oxford
Dictionary.

TSOBE SATELLITE
RECEIVER £17.95

A must for all self-respecting Yuppies.
A bright yeliow plastic satellite
recaiving dish, batterias not included,
which can't receive satellite television
signals. But what the hell, the
neighbours will never know. 'Oh yah,
Jocasta and Toby were watching the
Serbo-Croatian News only this
morning, fascinating, and so good for
their education doncha kneau.'
Coming soon, fake yellow plastic
cordiess telephones, fake vyellow
plastic bags of cocaine and fake
yellow plastic Filipino maids

THE WOOLIE SHAVER £7.95

No, no, it's not an item of sexual
hairdressing with a Belfast accent, the
Woolie Shaver ‘'makes sweaters look
like new' by gently shaving off those
wee bits of fiuffy wool which grow
ovarnight when you put your jumper
to bed. And to think, mankind used to
use primitive fingers and thumbs to
do the job. (Batteries not includad, by
the way)

BLUEBIRD ENVIROVISION E-
VX £59.95

My all-time personal favourite Yuppie
toy, taking codswallop to new heights
of gullibility. Now get this, a sort of
scralch 'n' sniff gizmo in a revolting
plastic box with fake woodgrain all
over i, and a selector knob on the
front. The idea is that you plonk it on
lop of your television or video, and dial
various smells o accompany the
picture. Would | le 1o you?
Smellyvision has arrived, offering the
following choice:

PINEWOOD (a bit like the stuff you

pour down the bog when it gets

blocked.)

SPRING (a bit like ' pina’)

HOME (1 think it's meant to be bak-

ing bread, but it's more like dead

fish-batter)

SEA (spot on, exaclly like the con-

tents of the batter)

ACTION (smells like burning rub-

ber to me, | wonder what action

they mean)




TECHNOFUN

The Automate Car Alarm
gveryone wanls to steal

tic, with alot of little lead balls packed
into its haad. A load of balls 1= just the
thing for our Yuppie chums.

SAMCO SONIC REPELLER
£E24.95

This one actually runs off the mains,
s0 batteries are not included, and
emits ultrasonic waves ‘that are
believed to affect the nervous systam
of pests'. Well, | don't know what | did
wrong, but | stuck it in the same room
asa load of T'Pau records, and they're
still thera

STOP-THIEF INTRUDER
STICKERS £4.95

A sat of littla red stickers with a picture
of a man in a hat on them acting suspi-
ciously, and the words "Alarm Fitted'
printed on the four very little stickers,
and "Meighbourhood Watch® printed
on the two quite little stickers. In this
way you can let all potential burglars
know that not only hawve you got
someathing worth nicking, but you
can't afford a real burglar alarm

THE PERSONAL DEFENDER
£59.95

THE EQUALISER £49.99
THE PROTECTOR £49.95
THE PERSONAL PROTECTOR
£39.99

‘When the chips are down, beat the
attacker with Microchips!®™ They're
legal, they're probably lethal and
they're the very latest thing for Yup-
pies frightenad of the dark. Next time
you are mugged, rapad, kidnapped,
or simply beaten to a pulp for the hell
of it, don't worry, here's what you do
Ask the attacker if he would kindly wait
a moment, and allow you 10 whip out
your Personal Defender-Equaliser-
Protector. Next invite him to stand still

5“'""! ofthe stunning little  for five seconds so that you can

meaning m " switch your hand-held gadget on, and
5 2

charged with assault apply it to the person. OK? Good, now

MUSK (sweat)

HEAVEN (sweat sweat)

LATE-NITE (very sweet sweat)

| tried out the Bluebird Envirovision
during News At Ten, and managed not
10 throw up until hall way through
Strangely enough, kneeling over the
vy pan. | thought | could smell a
Pnewood

Weil, that's quite enough of all that
MNow that the Yuppies have got all
these invaluable aids to modem living,
how are they going to protect them
from getting nicked? Read on, my
inends, read on

THE FALSE HOUSE ALARM
£19.95

il you buy this one, you've already
been robbed! You hand over 20 quid
and they gwve you a little tin box
painted red, with a tiny light bulb stuck
on it (batteries not included). There's
alsoa FALSE CAR ALARM, for anyone
who's got a false car

AUTOMATE SVICAR ALARM
£29.95

Briliant! | mean absolutely brilliant
codswallop, Hera s how It works. You
buy the Automate Car Alarm, which is
cunningly disguised as a car-phone,
and stick nt on your centré console
with four little sticky pads. Batlerias
are unfortunately not included, so nip
off and purchase one AA and four
PP3s, and by the time you get back,
somaong will have smashed your
quarter light in order to steal what they
think is your car-phone. Only it's not
Uim, | think that's how it works

CHAMPAGNE 800gm DEAD
BLOW HAMMER £12.95

Now, it you should happen to get back
1o your car before the thiel has made
off with your Car Alarm, all you need is
a Dead Blow Hammer. It looks like a
real hammer, but it's made out of plas-

IMPORTANT!

As we go [0 press we have
heard that Mel's piece on
Stun Guns reguires an
update. On February 25
The House OY Lords ruled
that Stun Guns such as
those feafursd above
should come under the
category of firearms. As o
result thoeir possession
and use 18 now coversd by
tha provisions of e
Firearms Act, and it is
egal o use such @
WORDON, oOF CiNTY one

he -

hHcence first
obtained.

deliver 50,000 volts up the bastard
and watch his central nervous system
fry. There are only a few minor things
that worry ma about thesa Stun Guns.
For a start, anyone can buy them, mail
order. For axample Security Special-
ists Ltd of Cheimsford invite you to
send them cash, and don't ask if you
are over 18, This means that the mug-
gers, rapists, and all the rest can get
ahold of the damn things, and are
much mora likely to use them than tha
Yuppie is. Secondly, if kids get thair
hanas on them they will certanly usae
them, just ‘1o see if they work', on
each other, dogs, babias, or little old
ladies coming out of Post Offices
Thirdly, they offer a totally unraalistic
sansa of securnty to frightened people
The chances of sizzling the nuts off a
couple of attackers wading into a lone
victim are by no means guarantaed
the ultimate in personal protection.’
Just you try counting five seconds off,
and picture the situation. And il you
were wondering, battenes are nol
included

Yah, wall, | heaupe you vé anjoyed
my little survey, dahlings. Mind how
you geau, okay yah. Must ba orff and
buy some batteries before Harrods
cleausas. Byeoa!
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l ROLEPLAY

£7.95

country.,

But last yeu 3ames Workshop
came to the rescue with another
licence agreement, opting for a
sturdy hardback format rather
than the flimsy paperbacks of
Avalon Hill's expensive boxed
sets, and AuneQuest is once more
on the up and up. Clearly the gama
must have something going for it
for so many different companies
to have baen involved — what's all
the fuss about?

The first popular RPG to escape
the Dungeon, RuneQuest openad
a whole new world of adventure to
its players. Unlike Dungeons And
Dragons and other early games,
PC= do not have to be drawn from
a fixed salection of character types
or ‘classes’. Instead, every
character has a skill rating in every
field. Thus a barbarian can learn to
pick locks and brew poisons as
well as just nde horses and swing
a battleaxe, and the lowliest clerk

FLEXIBLE
FIGHTING

The release this month of the scenario pack
Griffin Island provides John Woods a wel-
come excuse to take a look at his favourite
FRP system, RuneQuest . And from West End
there’s an addition to its Star Wars range in
the form of a pacey boardgame of
spacefighter combat.

RuneQuest - Fantasy Roleplaying Adventure;

RUNEQUEST

96pp Hardback

Advanced RuneQuest; 160pp Hardback £12.95

RuneQuest Monsters; 112pp Hardback £9.95

RuneQuest Griffin Island; 114pp Hardback £10.99
Role-Playing Rules, Background Book, Scenario Pack
Published by Games Workshop under license from Avalon Hill

uneQuest is a fantasy RPG with a complex history. Published in the
US by Chaosium (Call Of Cthuiu and many other games), it became
popular in Britain six years ago when Gameas Workshop licensed
the rules for a UK printing. When Chaosium sold the rights to
Avalon Hill, who completely rewrote and repackaged the system,
the UK printing disappeared, and for a while only the Avalon Hill US
edition was available. Whilst its content was excellent, the price of the
importaed materials put the game well beyond the reach of most of us,
and RuneQuest more or less vanished from the game scene in this

or barmaid can bacome skilled at
fighting and casting magic, if an
adventuring liestyle should
provide opportunities to do so. In
exchange for a little extra book-
keeping there is freedom to
develop your character 10 becomae
capable in exactly the fields you
wish.,

RuneQuest also features a
sophisticated combat system. As
in other games, a character or
monster has a certain number of
hit points reflecting its ability to
survive wounds or damage, but in
RuneQuest individual body
locations are kept track of as well
as overall damage. So a character
might take an arrow in the arm and
lose the use of a shield but still be
able to wield a broadsword, or a

manticora taking a well-placed
axe blow to the tail might be
rendered unable to use its sting =
good news for anyone so unlucky
as to be fighting onal This extra
detail makes combat much easier
to visualise in play, whilst still
being relatively quick-moving

RuneQuest owes its great
overall appeaal to an extramaely well
thought-out and elegant basic
game structure. Skills are
exprassed as a percantage score
which the player or referee must
roll under on percentile dice for
success. A spectacularly low roll
means that someathing wonderful
has happanad — a so-called critical
success — whilst a really awful
failure or fumble results from a
particularly high score.

This basic system is used to
resolve almost evarything that can
take place in the game, from
fighting (using percentages for
Shield Parry, Dagger Altack,
Dodge and so on) to activities such
as swimming, tracking anemies or
wild beasts and disarming traps.
Adverse circumstances ar
abnormally  difficult  situations
result in a modification to the dice
roll, chosen at the referee’s
discration in line with guidelines in
the rules. A character's abilities
increase with experience in a
realistic manner, since after an
adventure in which a given skill
was successfully used, the player
makes a dice roll to try to increase
the percantage in the skill.

EFFECTIVE SORCERY

The beauty of this system is that
anything can be included in the
game in a straightforward and
consistent way. Perhaps the best
axample of this is the use of magic
The rules detail three different
types of which the two
commonest, sorcery and spirt
magic, use the standard skill
system almost without

maodification. Characters have a
percentage chance of success
with any spell they know. In the
case of spirit magic, least powerful
of the three types, this parcentage
dapends solely on the character's

innate ability or “Power’. For more
effeclive sorcery spells -
comesponding roughly to tha
classic wizardry of fantasy
literature — a character must leam
each spell from scratch, building
up its chance of success from a
low starting percentage. Other
sorcery skills can be combinad
with the basic spell, allowing
sorcerers to modify the elfects by,
for instance, Increasing the
duration or range of a spall. Finally
there is divine magic, granted by
gods to their priests and initiates,
which enables somea powerful
spells to be cast with relative ease
But to use divine magic a
character must effectively
dedicalte his or her life to the
sarvice of the chosen deity, and
this may be too restrictive for many
adventuring types!

The onginal Avalon Hill version
of the current (third) adition of the
RuneQuest rules came as an
expensive boxed set of five
softback rulebooks in two-tone
printing. Games Workshop have
very wisely decided 1o rework this
into a series of individual
hardbacks, keaping tha sama
attractive and clear typestyla but

ivening up the text with a
scattering of full-colour
flustrations. The first book,

RuneQuest Fantasy Roleplaying
Adveniure, gives all the
information about the system that
a novice player needs to get
started. Character generation,
combat and skill rules are all
introduced along with the basics
of the three magic systems and a
selection of the commonar
monsters

Advanced RuneQuest is a larger
supplementary volume  with
information pitched principally &t
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refereas, including further details
on magic and additional spells,
combat and skill rules covering
less common situations, a short
introductory scenano and a handy
pull-out reference section. Also in
this volume are the excellent
character background rules,
enabling referees tointroducea PCs
with additional skills leamt from
earlier lives in a highly consistent
way. Thus a PC who started life as
a hunter will be skilied n naing,
tracking, spear-throwing and so
on. This book also includes notes
on converting character statistics
from the previous Second Edition
rules, the principal changes being
the renaming or combining of
certain skills,

Finally, RuneQuest Monsters,
details 95 creatures of varying
degrees of nastiness. Each
beastie is illustrated, some in full
colour, and the description
includes not just rules of
generating each type of creature
but also a ready-1o-use example
of a typical one, which can help
spead play. Not all the creatures
are nasties — domestic beasts
such as horses are featured too,
and there is a large section of
humans from all walks of lite. This
book is probably the poorest value
of the three, with the text beaing
thinned out by oOver-generous
ilustrations, it is quite possible to
get by without it, though = the
salection of creatures in the first
book is sufficient to get started
and to give referees enough
gramples to invent their own
monsters

MOUNTAIN AND ISLAND

Lastly comes the first scenario
pack for the new edition, Griffin
| Isfand. In its original incarnation of

Griffin Mountain, this was widely
held as one of the best adventure
pachks ever for any system, soitis
a real pleasure to see it back in
print. The change of setting to an
island makes il easier to fit the
material into an  existing
campaign, and this is definitely the
way 1o use this pack — it is not ideal
for beginning players or referees
instead of offering prepared
adventures for the referee 10 take
players through one step at a time,
tha book details tha geography,
human and monster inhabitants,
treasures and perils of Griffin
Island and leaves the exact usa of
thesa details to the referee.

There are statistics for several
creatures unique 1o the sland, a
selaction of wandering groups for
players 1o encounter ranging from
the welcome (trader Joh Mith's
caravan) to the deadly (an orc war
patrol), full descriptions of the four
towns of the island including their
rulers and other inhabitants, and
details of ten particularly
interesting areas, any of which
would form a natural base for an
evening's adventuring and soma
of which, like the dreaded Crypt of
Ockless, provide a fearsome
challenge for even the toughest of
adventuring groups. Thera is a
handy pull-out reference section
and an attractive fold-out colour
map of the whole island. Those
responsible for this reworking
have done an excellent job, and
players can once again look
forward to the perils of the River of
the Damned, Firshala's Prison and
of coursa Griffin Mountain itsalf -
tread carafully!

To sum up, Games Workshop
have produced a first-rate
repackaging of the RuneQuest
Third Edition. Anyone who wants
an FRP system with both realism
and playability, and which can be

readily adapted and expanded 1o
fit in with almaost any fantasy world,
need look no further. Griffin Island
is a bargain, a truly first-rate
scenario pack for referees who are
prepared to put in a little
imaginative effort. Dust off thosa
spell foci, polish up the chainmail
and keep your shortsword ready —
RuneQuest s back with a
vangeance, and In what Is
otherwise a slack time for UK
roleplaying let's hope it is here to
stay!

IN BRIEF

Finally, and briefly, two other
products have found their way to
my desk this month.

Star Warriors (£12.95) Is West
End Games's boardgame of
Starfighter Combat In The Star
Wars Universe. As well as being a
game in its own right, Star Warriors
can also be used to fight out
starship battles that occur within
Star Wars - the Roleplaying Game
(reviewad last month). My fealing
is that this would slow down
roleplaying too much to be used
all the time, but if you play Star
Wars in a group that also enjoys
boardgaming it may be worth
consigering for those climactic
shoot-outs.

The 48-page rulebook
describes a comprehensive
‘standard game' which introduces
the basics of the system and
allows all your favourite Star Wars
spaceships — X-wings, Y-wings,
TIE fighters and the Millanium
Falcon, amongst others — to blow
each other to bits, whilst a section
on the ‘advanced game®' gives
optional rulas for asteroids, Star
Destroyers, ground-based
weaponry and, of course, use of

The Force. A range of scenarios
gives suggestions for play ranging
from simple dogfights to the attack
on tha Death Star itsel

The other game components
are attractively designed - full
colour counters for spaceships
and the like, a handy stand-up
reference card, a counter storage
tray and a large, colourful map. My
only quibble s that the map,
printed on thin card, is réluctant 1o
lie flat. The rules are in the usual
clear West End style with plenty of
examples, and by keeping the
more complex ealemants in the
foom of optional rules, the
designers have made it very aasy
o get into without sacrificing
detail. By no means an assential |
itemn for Star Wars players, but a
wall-produced stand-alone gamea
that prowvides plenty of fasi-
moving doghighting fun

And lastly, Games Workshaop
have released a Character Pack
(£3.99) for their Warhammer
Fantasy Role-Play system
(reviewed in TGMO02). This is
principally a pad of 50 blank
character record sheets, with a
completely different layout from
those in the rulebook with their
acres of wasted space. The new
iwo-sided sheeis allow easy |
record-keeping for character
statistics, career information,
weapon and spell details and just
about everything else. Also
included is a 16-page booklat with
tables allowing random generation
of every aspect of a character's
physical dascription and
background — ideal for roleplayers
with no imagination but | hope a
waste of time and money for most
of us. Oh, and there's a cut-out
‘dress your own Old Worlder' as
well. Worth buying for the nicely
streambiined character recond
sheats if, like me, you are 100 lazy
to design your own, but don't
axpect too much out of the
background booklet
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The Apache. ... Fierce and elusive, like its warrior namesake GUNSHIP is available for the CBM 64/128K, Spectrumand
. Capable of defeating enemy tanks, infantry, and hostile coming soon for IBM PC and AtariST
aircraft on the modern electronic battlefield.
Gunship’s revolutionary 3-D graphics enable you, the pilot,
to fly into the worlds hottest trouble spots . . .You'll use an F—
unbelievable array of high tech information and weapon !
-

&
systems, including lasers, video cameras, night viewers, F
radar warnings, jammers, computers, missiles, rockets,
flares and a 30mm cannon! Successful missions will be

rewarded with medals and rank promotions.

Please send ___ copy/ies of Gunship CBM 64/128 [ Cassette £14.95 ] Disk £19.95
Spectrum ] Cassette £9.95 [ ] Disk £12.95 L] Further details.

Name (block capitals) _Address =t T3 =
S Post Code

lenclose £_____ including 55p P+P. Cheques payable to MicroProse Software Ltd.

or debit my Access/Visa card. Expiry date 4 o P I L A Bl ) B s S

oBrocg arket Place Te astershire GL8 8DA. UK. Tel: (0666) 54326.Tix: 43422 MPS/UKG



o -

“AMg ﬁﬁglslfﬁ;ﬁ ] [st 35 0 pRugs an ﬁfﬁw BRI
MERLY DASH RE ~ ! I MERCY'LL SooM poLe”
£'s MAD! S'HESBKD N R (= , T
3ha's bsoght G & G & 0T |\ REELY Lo TUE | ‘v? _.H_
her dtd. L7 e W W RE SHEPTIONSA. MAUNG 0LD N f_
= B 00 0, Mk, THRE : FRIENDSH, MEETING MEETNG NEW »I = Jh
£ P L FERGS ™ ONESH, . MEY, BUTT OUT, BoNEY,
= ITCE T s BRGSRT | THE BUBBLY..MICIZ 1:- -
' ’ | PO, UNCLE MEL 5 | -=i e ) -'
Z ) 1 R 7 W B ) !
$ I z “': B ;"r': \
e f 3 g 33 | JUST LOE S A L ] £ } Rl - -t'.i' T
) S SR . e D2 ® A -
o gt o 0 F # 0 1;
> COP TR A - e Wl 1 '
% 2 \‘?, PHOGRAHE RS - 2 - Y
I LY i = T p .f-" Y 5 3
B Srane Gg_a‘-::,.w Fis .. 3 L e PN/ 1 o) (o, T
Btruoes | pot | WREVEY n;t CARLYS OF
T Tl | WEAR THAT GTUPID CoW,
- MERCY WAS DROPPED YoU
LA *"”.ﬁ-“’ Plodk. TAAT'S FIREFOXALIE"". Thig M . IN T Ao WELL., o
e 1 se gl PETTER ouT TWAN L SOFTWARE HOUSES VONE FIRED —— ABOUT.
on W EMPTY TWAT AD e ME" TWAT LEPVES ME Wik gf GOT™ COME uP ; )
MY BREAKF ; GOT IT! DAD, CET M NiRR
M o ] G o4 A CUBNTEL OF ZiLcH! JI WITh A BRAwD 13 P
LY DAD..| SUPPSE ['D A " NEW SCAM O THE PADME. Mo, FORBET (T, (L w
£h I BETTER Lok AT PICDAFIGONMAD0 FOVRIL & 4 = P | NEED To Thuk To Tha TS veAR!
53R LAST WEEK'S A5/ ? S
i : Dear Tharey.

MAIL.... = =
el DS — '31'

LAl

TS WOLLD BE A MIRRORSFT BILLISIVEL =

TWIS 16 1T, DDA THE VSOALY \ Yo eI\ CaNT

3 SOME. DOSH, oD, of...
) BT
O e e e on LeAsk rrr B\TS

-| 1
N _.,?_ = S LR AT e P
F - - i e | 2 ) P i
»f" 2 = Lo,
i ¥ : ‘@ . e _}ﬁ $)) = _:‘}J-
- = .. i £ -4
e 9.3
% 5 & i 9 .
v’ﬁ'} 1:". * 5 . ﬁ I o 0 %
] g i i = 1 - ,
{50 =

: Pl — "'.n- , g
&7 e

k
- = i ui * NF-:.-' ;
L (e o S
i) . s
A J! " /;.,p :;
- #a o
HELL#,MLW'- TMIKI:;;! u,sm f‘hT i|H » g &
- MEROY DASHY nccc g G Y00 THE. RIGHTS To TNt
EIGHAD! - o TUE BIGGEST CELEARITY + w“f-’ - . F P RROML baies =
GET ME TIN PRGETS EMDORSEMENT YET/ y rvriic ATh SINGLAIR , Colird
IwolUT AWD.CALL s THE . TOXEM wWombel m' :
' ? CAMABERS, . LS Gows ek
RECHVERS! I o7 CoR B ? CLMRE! .
- ' - W, MEREN m:-u' ] GOTD 51O ToGEMER! Wil
" o 5 st . THRT'S AL THE SUCMERS, :
o[ T, 5 CRauONERT OH MY auT! A | GUES' .
' Te (¥ {0 et M Gop! | MEAN... | e i
R y s RIUNS, Fok A T 721 o S
. 1.1 - . VEWY MODEST = = § o
=5 558 \ = AOVANLE PRMBNT 337, R
. )] SN | MAY Be PERUATED e
Lok, N TO EMDoRSE SoUR ; = Ll BE
ER- | SAID, Vi pFRMO % u:;r m&“ﬁf S TWARE —d NEAT BIGGE .- AN BREAC AN
Yolie ubiE To SleuT, I'VE VasToRd 7 MEEE!! HEI! WRTRALLY, ALTviGioN E g AT THE BT
GO A FOULTY RECEWER! NATORELLEMENT ! -~ 1 COME OW ROJIR

T
BAGS! TS A (osmRaey
To TRY AHD MAKE A MokEY
OUTTA MERCY(' EEEEK 'L
KILEM! 'Ll KILLEMIN

wik - . ~
W3 092 NPCOME M SWARE J/” DEM. M2 DASW,_ghis fw Oheacas. o
weebper WPA Y THE LAGT OF THE "N \WOW! ™ gtwsd TUE FECOWMENDITON, oF —~—
W ST ROVER BRGTH WYTR) SOERML SE aum, FREMUS QUNTS, v wWan® RAM
#.u. WME, DD . 84.. LWE Y1) 1o ExTolie sUR —tr——y
; AL HEL T ROQUCT, Wh O
s NGEAT e WE GLEL 1§ WENY . Tl
i S ; WITED To ouk k!
% : P u-u(;;.‘* L@, CLEMNS : :
{/ . = 3 : = - : g-r
'- - *d' | N 410
La %’ C F - _—_ A
G - P - N ek’ S-S MERCY, |\ OMN SO E‘: f £
Ol A d e WWERE > W5 >0 WEAR \oi/ b Ly el
e -r'l_:‘ |F‘ 1:__--_._ i :!. ol Mu_'! .;-,-."j[, 3 - 1) _--rr
o Tl % ] e 2 I'WE GOt T . 1£ HERE SWE CoMEs_
s » . 4 S TVHE T i3 ] MOw, Mou Keow Rl
= o - ot WL B BAck S W“?
? =1 .Y B FIRST pobT! ; a4 THE Bﬁ:
oM, TARNK. “ou, GolD = A THREE, THEN.-
v A ; SENDING ME SoME s bt
e ToTaL SUC g — = S e i




‘ MUSIC

OVERTURE AND
BEGINNERS
PLEASE

Despite what he promised last month, Jon
Bates reveals he lied, but claims he was
seduced from the purely straight and tapeless
path by some 16-bit utilities which have
drummed up his enthusiasm.

The grand design for this month was two superb utilities for the
ST and a guide to terminology and music, but having spent the
last two months looking at MIDI software for the Atari ST range,
we have a complete change of plan. Two drum programs and
three music utilities for the Amiga (and a few for the ST) that are

self-contained, don't

require any additional

keyboards,

modules or bolt-ons, and are all suitable for absolute musical
dimbos (this word is not in our dictionary and we take no
responsibility for it -Ed). Some of the software has been
available for some months, some has been whizzed to us extra

quick for immediate appraisal.

irst on the testbench is the
HiTec Drum Studio for the
Amiga which s markated by
Robtek, but as it is written by
one Holgar Gehrmann, |
strongly suspect that it is German in
orgin, (Gehrmann, the Garman?).
Anyway, the instructions are in
German and English
The loading screen is really first rate
with a good, sampled, eight-bar,
repeating tune. Hey, | thought, if this
uné is using the drum program we
really do have something special
Mow unless | am mistaken, or the
loading tune was subject to some
extreme processing n the drum
department when recorded originally,
they are not the same. The loading
screen tune has some pretty meaty
and well formed drums, which is
nearly as far as you can get from the
samples that are easy to get on with; |
say fairly easy because you can't use
the mouse with it.

PAPER CUT OUTS

| thought we might have got away
from keyboard overlays by now,
especially with 512K of memory to go
at, Tha reason given is so that you can
run the program without the screen
being turnad on. I'm not sure | sea the
point of this as | can't imagine many
circumstances where this would halp
me. A hunt in the software box and
accompanying paraphernalia did not

raveal an overiay. It could be that it got
rotovated in the last tidy-up season
wa had in the office, but this meant
that | had to keap refarming to tha list of
key functions. Key functions are okay,
and in someé cases quicker, but no
mouse option is a bit meaan.

The demo mode is started off by the
space bar. It is at this point that the
comparison with the loading tune s
immediately apparent. The drums

here sound very thin and tinny, having

The drums have
an overactive
reverb which
makes them

sound positively

cavernous.

an overactive revertb which makes
them sound positively cavermous plus
an awful swoosh effect on each
sound. The hi-hat has a lousy noise on
its release - it clicks and bumps, in
other words. Someone has not done
their maths comectly hara, mathinks

Now, how do you stop this demao?
Answer, | don't know. And the bookiet
doesn't tell me diractly. Hit avery key
in sight and thankfully it stops The
answer is aither on page two of tha
bookiet or it could be on the oveariay.

The structure of this program is that
of most drum programs: short
patterns are created of up to eight
bars in length which are then
assembied into complete songs. It will
remember about 100 patterns and 10
complete songs. Performance data is
automatically stored on the program
disk, but it can be stored saparately
as well

CRACKLE ON

There is a choica of 20 sounds which
can also be played without the
sequencer running. Each drum can
have it pitch and volume fine tunad,
which is remembered for aach note
50 you can have an infinite set of drum
sounds. All the usual features are here
- number of beats per bar,
quantization, (that’'s tha bit that
founds up your INBccuraces) and
spead. HiTec Drum Studio only
records in real-time so there is very
littie chance of editing anything you
have done or entering really complax
patterns. Patterns can be erased or
copied. As you record there is an
audible metronome beat (or ‘crackle’,
as tha handbook has it!), flashing light
on screen and the power light flashes
as well. This causes the CPU some
problems bacausa there is a fractional
pause every now and again as il
hiccups its way round threa places at
OnNGE. I'm dubious of the
programming. Another fickle finger
can be pointed at the programming
since there is a rather suspicious
scraan flicker that did not occur with
any other programs run on this Amiga

Right that's enough on this one
Basically it is very poorly thought
through and | think that one should
expact a lot more from a drum
machine than this — I'd rather have the
loading screen and its soundtrack
than the ensuing skimpy and
somewhat tacky program

ADRUM'’S PROJECT

Next: Adrm from Bullfrog. | first saw
and heard this in its embryonic stage

at tha PCW Show back in Saplembear,

TGM TX 005 4-88103/108
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and most impressad | was too. | sh
am. David Hanlon and Andrew Bailey
have honed the samples and
sequencing up to make a really
professional package. It will take up
to 26 samples and saquance them

One big bonus is that it stores ils
samples in IFF format which is the
same as most pop dedicated
Jamplers, s0 you dont need a
sampler to create a sound. You could
| borrow or avan buy a disk of sounds
| for any sampler using IFF and 3.5
| floppies. Not to worry though, Adrum
comes with 118 own drum Kit. Like all
| music for the Amiga it only plays back
| four channals at any ona hme
Thi

by

ACCOSS you
need the manual, When you first load
up thare 1S a page numbér and cross
screen. You look

Ip the page numbar and code which

rgfearance cooe o

5 you another sat of letlers

angd fhiquras to antar. | particularly lika
| thé INsStruChon mManual, which 18 vary
fnencaly and nformal butl lakes you
through the Dasics in a nica step-by
step fashion

Unce Into the program, try the
demo songs which ke all the
assambled S0N0s arg tarmea

'projects very artyl) it can bea

gntrolléq by a mousa and has tha
| usual icons thal you would axpact 1o
see. lape recoroger Lype Controls
slider functions el The samples
thamsalves are really excellent with
some sSmar sounding acoushc and
| Us a range J
‘|_--r~_.;$’=':!' instrumants that avan
|
|
I
|

synth drums pl i

0 01

ncludes a gong. Not a suspi f &
hiss or swoosh even on samples with

scond reverb and acho bl

DEFINING BEAT

| I works lika most drum machinas oy
combining patterns (here called
asures ) into longear song (project)
It usas a laf-to-nght graph

with the *._-_‘l inas/channais

splay

lisplayed simultansd 3l Across thi

top of the screen are 26 ¢ abatical
cons. Each one has a sample under

As yvou chck on the letters 50 tha

sample name and

jetans appeaar in

the bottom left-hand comer of thae
screan. Pattemns are entered by
clicking in the Qisplay area, the letter
ndicating what sample s presant at
this point; clicking the nght-hand
r_'_]rr..'r '.".-'l-:ly".l"i |I.

| Things gat a little hazy when it
| mes 10 defining whal 15 a baal, as
|

|

um usaes tha term "beat’ 1o daling

smallast

mE Il W
resolve to. This is confusing to read

| althougn nol (O Ooperate and WOork

EROTE I

| with, Sets o ite dots in the f
| the

ir A 1

what | mean? You use the word Tor

W & v diferant conceplts Time

L r'-u'-":":'l a new warg dl'lj"":'!"-
g term
| Whaole sections of patterns can be
pushed and shoved around at will and
sounds can be replaced whilst still
retaining the original pattern, The
whole project can be saved at any
time with backups as well. Any sample

an be altere

aLse an

1 severely and recraated

1o vour own taste: piich, volumea and

|[Enter Cell Code
3, 4 6

P age

David Hanlon and
Andrew Bailey
have honed Adrun
to make a really
professional
package.

length of sample are all accessible, It
will work 1o MIDI clock pulse, both
sen! and recevad, bul you will néad
an Amiga MIDI interface in tha sena
port. You can also get Adrum to play
and sand nota-on and -off
information, This means affactively
that vou could use Adrum as a four-
note MIDI sex uancer and also get it 1o
DE a voica '-..;Irrl[l|1: moduie as in will
accept samplas from most samplers

In short it 158 an exceallent prog

| hope it salls in truckioaas. it should
Maybe a conversion 1o Atan would
ansure vast fortunes for ils des gners

Buy oneé now

HOME STUDIO

The Toll wing three programs are all
American and are really designed for
the nowica 1o createa music inafun sort
i way

First of these is The Music Sludio
from Activision. It iz availlable for the
Atari ST and Amiga with only oné or
two differences betweaen tha varsions
Tha i B gligl ;llr' s that you can
omposa, adit and store both mMusic
and lyrcs. You can also design and

nds and stora thosa as well

creale so
The features are many and quite
omprehensive; a sort of jack-of-all

races, master at none bul not bad 1o

l YOu Qong

The program has five screen
;_:.*_.'_1:, IS
1) The main composing screen.
This usas traditional music notation:
you place notes on the stave by
dragging tham from a drop-out manu
Ag you move up and down the stave it
sounds tha pitch of the note. All weal
and good, The Amiga has four sound
channels, the ST has three, and each
channel have a different colour, which
makes aistinguishing them on the
sCcrean quite aasy. You can only anar
the number of simullaneous notes
that the sound chip will play. Howeaver
if you have tha MIDI option opan 1o
vou it is possible o increase thatto 15
notas. Most note values
for, but it will only be as presantable

fjé

are caterad

ind accurate as vour hand and aye
allows. In short it doesn’'t appear to do
automatic note spacing, add beams
o tha tops ol notas, or ;r“.qarr_ bar lines
for yvou, although it does automatic
transposition from In.,1-'r' o Key., LUna
good idea s that you can respace the

staves and add lyncs for your song. it
prints the song out as a sat of screen
dumps 10 any compatible pnnter
Certainly okay for fun and reference
but nol for serious Desk Top Music
Publishing. Thera again t isn't
designed with that in mind
2) The sound design screen.
Thia shows you & graph of the sound
Hera the Amiga scores markedly over
the ST. All the sounds are generated
by tha imamal chip =no sampling hare
and as we all know the ST's sound
chip 18 none 100 claver, in fact nt is
pratty hopalass by today's standards
Whereas tha Amiga lets you design
pretty good sounds with some fancy
Narmoniics, adadng and snhancing

wnerge necCessany just L1k rea
synthasisars, the ST only produces
sounds ke thaose found on the BBG
Spectrum 128, Amstrad, atc. Both
chips allow you to shape the sound

KNOWn as the sound amvalope — and

tha '1'.'-.II'|'-' display of tha anvelopa
alters As YOu INCraasae or Gacraasae tha
value of each parameter. The pitch
can be changed and vibrato added
3) The file menu screen.

Simply a display for saving and
lcading songs and sounds plus all
disk and I,_I'I."Il,i":’ |_-F!|,'r.|_1 oS

4) Music paintbox.

Mot a totally original idea, but if you
ain't got a clue about the dots in real

notation then try this. It drops notes

on a conventional stave as a sat of
rectanglee which are longes )
shorter, dapanding on tha duration of
the note. Like the conventional
notations scréan, the sounds aré
Selaciad and anotad colouwrs 1or aach
charmrel Ay the alignmant
depancs on your accuracy with nand
and eyva, One neatl touch is that it
converis 10 standard notation, so i

you 'I.iu 1o tha ordinary notation scraan

vour ractangles appear as real notes
5) MIDI page.

Each internal sound can e assigned
a channal and a note randgea for a MIDI
KeyDoard. Quite wall thought througt
this, as it means that you can be a hittha
Bt moré Naxabla witl .'.rnur tuna wrniting
and have any MIDI instrumant{s) play
within certain ranges = a reasonable

saquencing leaturea. Noles

De
alsn -_-r".f-r-'.ri from a MIDI kevboard but
only in stap-tme, you stll have 1o havea
an idaea of note duration. It works t

option on the Amiga as wall, but of
course vyou oo 1 ar ntarface
Voices can also be renamaed (o raler
1o the voicés contained in whatever
synth you are using. Thera is a solo

faature hara which lets you isolate one

or more tracks il vou on W WISH 1 » haar
thase As vou ara working on tham, It
allows vy 1 sSupanmMmpOsa Notes on
top of one another when the
whtnoun

anything, both notes sound on the

' Bre on

gifferant tracks arasing
synineésisers provided of coursa the
notes are assigned diffarant
channals

Ganerally not a bad program and it
jels a thumbs up as a pamnless and
satile wroduction 10 music
making. Onea slight niggle 1s that it only

runs on a madium esclution scraan

JUST ADD VOLUME

vary similar in approach s the Mus)

Construction Set for the ST from




The Music Studio =
a sort of jack-of-
all-trades, master
at none but not
bad to get you
going.

The Amiga has
rather interesting
concept called
Instant Music from
Electronic Arts.

— e —

‘ MUSIC

Electronic Arts. Minor differences
are that there s no graphics notation
page, but you do have a miniature
piano keyboard under the stave which
highlights the notes you are enlering
or playing. It aligns notes for you but
doesn’t add bar lines automatically. It
works on the first three MIDI channeis,
transmitting note information only and
refusing 1o send any transpositions,
The wavetorm editing is a little more
detailed though, In direct comparison
it's swings and roundabouts with
perhaps the Music Studio having the
edge

Finally, the Amiga has rather
interasting concept called Instant
Music, again from Electronic Arts. It
usas a very weall defined graphic score
with different colours lor each
channel. The sound libraries are
sampled and the program reads other
sound samples if thay are in IFF
format. What is unique about Instant
Music is that you can get started
immediately and use a leature called
Mousajam - you select an instrumant
for the mousa to play and as the music
plays and scrolls you can play along
with it by moving the mouse in the
display area thus going up and down
in pitch. Some clever programming
enables the Amiga to play notes that
are compatible with whatever piece is
being played

The excellent visual display gives
lots and lots of possibilities to literally
paint music; filling in blocks of sound
which turn into notes. A one-octave
keyboard can be brought up to give
you a rough guide as to thae pitch of
tha note when editing — voices can be
swapped over and you can even take
the outline of pitch and rhythm from
one S0ng and Supenmpose your own
crazy vanation on the original.

The comprehensiva aditing is from
tha cut, paste, and copy school
Although it doesn't support or use
traditional notation, i you are an
Amiga owner and musical novice,
then | recommend this program 1o you
as it is fun to use, easy and sounds
good. It can get more complex: ag you
can pdd chords, melody, bass line
and rhythm patterns, all with useful
assistance from some smarl
programming if you want it. This is
what makes instant Music unigue, the
intalligent way it inerprats the gist of
the music and lats you more of less
mess around with the sounds and
nates it always producing
something pleasing to the ear

One last comment about the
American programs in general; they
are adept at writing manuals and
packaging. | can cope with the blurb
laid-back, cool and superiatives — at
least you feel you have bought a
professionally produced product and
not a xeroxed parish magazine.

MNext month more music utilities and
a guide to terminalogy = honest - and
as aver | look forward to your letters
on anything relative to this column.
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receive a copy of the compilation, | angrew |
and hy re RIS |
Matthaw Alsxander. SYasLY; L e, 1
=%ME-T 50X; K W"W-.--ﬁm‘%‘ !
EHS IPE; Duvid Fox, |
ErmetRem | M ek |
m"‘" LR Thmoty Somes, Bakar, § Giamorgen, CF7 TRG
Staffordsines ST15 SOW; J Bareyes, |
m"'n'&%: :lu' e | PORSCHE |
s N s COMPETITION
Evans, Scotana s oox, e ivow, | ELECTRONIC ARTS
PeterToyor Evsas CGASB.:Petararre, | To elebrate the launch of 1
Bucks SU1 BT, Gary Marr, Sheffiek Electronic Arts's Test Drive in
$50; % Marston. Doreet BH3Z o, Marx | TGMOO3, wehadamodel RADIO- | |

i
i;gﬁg
,ﬁf‘f?
i
i
fhis

. with copies of the game for
mﬂ:-—n “'"mmﬁ wn.ﬁmm‘r had to answer
Barns, “mn-;m :“m seven ~ answers: 1)
Dean wm“:nm Mini Cooper, 4) Juha
Michael mu-m Graham 5) Supercar, &) Gran
Hora WS 4TF. Mk —t Tm*mnnmﬂmm
mum:-
mmmmunm series and recent ranges

NEBT e others, And the winner is
ma‘wi -n-h‘ memz&mm
2AS: Glary il Buchn HPTE 4LX Howard Thorpe,
S01 BAX in second place.
TUNNGNS UD are:
James Brown, Cheshure WAG
L L]
Marr, M’
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i

i
§
l
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IEND

UNCLE MEL’S TRIVIA QUIZ

computer, used by the police to
gﬂlh&r information on serious
crime?
11) What is the only difference
between these pictures of
Martech boss David Martin and
Robocop?

i

15) What does the acronym ASCII
1) Which high-rise band charted | a) as Lewisham bus drivers, b) as stand for?
with Micro Kids in 18637 cannibals with bones through their 16) How many ers
noses, ¢) as chartered purchased in the UK are imporis
2) The term ‘Baud Rate' isderived | accountants in any particular year?
frnmn}m&hn'latahuntufaliﬁiaap 8) do you take A
during an adventure game Where : . 17) Which defunct comput
WmﬁmmFm software infected by the ? a;]pHrM'TAFEHJUEE‘.T
mm-nmm e I 7) In which hi-tech il ) o NEED, O GIVE' and ‘GOD RAN
plank, and paid i I:I'IBldiomng characters appear, 18) Transtate 0110,0011 from the
Rick Deckard, Fiynn, Bomb 20, | 12)What do you call Postman Pat | 78 T
A i e
tobeina i ' 13) The International 19) How behavioural
rock'n’roll Band .ﬂMWhmmld'l ﬂmmn“w;w' Encyclopedia Of Education has mmmmdﬂﬂﬁmm
Who Sl just been released. How much change a floppy disk?
4 """"“mr - T 8) When should everyons who shelf space does it take up, and
recording of Tracks Pt'{pm*ﬂ:g holds computerised data on what does it cost? a) 3inchesfor | 20) Is ‘Gee Bee Air Rally' a) a 3-D
_I'vaatwadonomm“s ; individuals have under | €11,b)36inches for £110,¢) 1/4 | racing simulation by Steve
TR RS I T the Data Protection Act,andwhy? | inch for £1.100 Cartwright, by arock festival
14) What isthe difference between | Starming three castrat
5) How are negroes depicted in What is the name of the Home 4 brothers, c) the smell you get
Grand Slam's current Tarramex? legal matrix enquiry system
oA
abueyo o}
uﬂwummg

BULLETIN 1000 THE VIDEO

At last, THE GAMES MACHINE gets into the offices of the
people who create the software promo—videos we all stare
at in J Menzies and WH Smith. How are these promotions
created? Who decides the order of the ads? Do they sell

games? TGMOO6 has got it taped!

®  Mel CGroucher

proves how determined he is to be included in THE

GAMES MACHINE. There's Mercy Dash (lovingly inked by Robin
Evans), a look at the opening of the airwaves by the Government to
the public = will this mean a Tony Blackburn clone in every street?
Mei has cajoled his way into Computer Arena B8 - the computer
industry conference held in Jersey March 11-13, and he will be
reporting his findings on how some of the best-known softper-
sonalities began their working lives.

® JohnGilbert continues his iook at Techno Toys, interactive TV/video
and reports further on his findings at the 1988 Toy Fair.

®  \ivacious virtuoso.Jon Bates casts alilting look at a 64 track sequ-
encer and a professional sound designer program.

= PLUS all the usuals; RPGs with John Woods, adventure with Rob
Steel, Coin—Op Confrontation courtesy of Robin Hogg, competi-
tions (don't forget the Amiga and monitor to be won) and all the
latest multi-format games reviews, previews and boardgames.

®  Issue Six of THE GAMES MACHINE hits the streets on April 21, be

there!
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IS THE ONLY

i o

take, they're
_ watchjng you.
. Fight your way
%\, through the
‘precinct — the
back alleys, the car
parks, fightyour way
through the villainous
community, the skin-
“.heads, the Beastie Boys,
~the bouncers. On a hot,

ny night in New York
his is just the tip of the
iceberg on your chilling
quest to confront “MR. BIG".
A spectacular arcade style
' brawl with many hoodlams and
hellhounds to encounter —
this is target Renegade -
| if it moves, it hurts!

= .
IMAGINE SCIFTWARE - 6 CENTRAL STREET - MANGHESTER M25NS
FEL 061837 6633  TELEX 669977 OCEANS G = =061 834 0650



DATA EAST’'S

A SIX GAME ACTION PACKED
COMPILATION FEATURING

KUNG FU MASTER Battle the deadly
guardians and demons armed with nothing
more than your own martial arts skills. EXPRESS
RAIDER Hold ups, robberies and roof top fights ... a wild
west classic. BREAKTHRU from 400 miles behind
enemy lines, recover PK430. A revolutionary
fighter in a revolutionary game. TAG TEAM
WRESTLING Body slams, drop Kicks,
backbreakers and flying head butts —
stamina and teamwork are the keys to
championship success. LAST MISSION
Armed with the most sophisticated weapons

to your invaded galaxy to face the most startling of
death defying odds. KARATE CHAMP Can you
master the kicks, spins, reverse punches and

blocks needed to retain your title?

= S0 MUCH EXCITEMENT YOU
WON'T KNOW WHICH WAY TO TURN!




