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Issue 8 of THE GAMES MACHINE goes on sale from June 16 - see
page 122 for details — don't miss it because it will be packed with
essential features, reviews and articles — as usual!
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BUT IS IT ART?

THIS MONTH sees the opening of a travelling exhibition called
Computers and Art in New York City's IBM Gallery of Science and Art.
The exhibition aims to bring computer art firmly into the mainstream and,
besides the predictable computer graphics, the exhibition also includes
a host of work, such as fabrics and sculptures, which have used
computers to help design or produce tham.

Conventional CAD (Computer
Aided Design) packages, for
instance, can be very useful for
sculptors planning massive public
works, allowing them to “walk’
through preliminary designs as the
public might later. A more
unaxpected area for computer
aided art is choreography, whose
exponents currently suffer from
having to painstakingly record
their work by hand, Programs
under davalopment aim to vastly
simplity this wery complicated
process, and even show computer
dancers on screen so that rough
work no longer requirés hiring live
dancers.

INTERACTIVE
COURSES

Many of thesa programs nave
been written at huge American
universities who haven't been
slow to offer coursas on the sub-
ject. Already a course has bagun

at the respected Camegie Mellon
on writing ‘imteractive fiction’ of
the Infocom variety. Institutes in
both New York and San Francisco
offer degrees in computer art and
universities around the country are
looking to hire paople to teach the
subject. Falling prices and rising
capabilities can only help of
course, The Hocknay piace in the
axhibition was done on a £20.000
speciahsed system, but contribu-
tions by the late Andy Warhol usad
only an Amiga.

It you perhaps fancy yourself as
the Warhol of tha Ninaties, check
out this issue's special graphics
saction starting on page 79, with
the superb Defuxe Paint Il for the
IBM and the impressive, but
axpensive DeluxeProductions for
the Amiga. Then go to page 71
whara you will find details and an
entry form for the Newsfield-
organised first British public
enxhibition of computer ar.
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THE country's leading loniser
manufacturer have created yet
another air care product. The
Mountain Breeze Air System
3000 represents the latest addition
to the company's extensive range

Fresh air at the touch of a butten . . . The Mountain Breeze Air Systermn 3000

of air care products, and offers a
combination of ionisation, fan and
advanced filter system which work
together to remove smoke, dust,
pollen and bacteria. Mel Croucher
loves it . . . Avallable from
stores, it costs Yuppie-£149.95.

CRY WOLF AAWDOOOROOOO

DRACULA had one, so did Fran-
kenstein and Jack The Ripper. So
why does Wolfman, CRL's latest
horror-adventure game, lack one
of those contentious rating certifi-
cates from the British Board of
Film Cansors

According to a spokeswoman
for the company the answer is

plain; ‘In order to gqualify for a cer-
tificate, the materal has to be ani-
mated. There is less animation in
Wolfman than in any of the other
games in the saries so a cedificate
is not required.”

The game, however, still con-
tains scenes of graphic, if some-
what frozen vioclence, which are
wall represented on the Amstrad
and Commodore packaging

SEVERAL new models have been

released by Systema (UK) Ltd 1o
enhance their 1800 series of mini-

ature electronic games. The range
now includes Formula 1, Space

A new collection HWMMMW

sized, action-packed game
includes two levels of playing skill,
three lives, sound FX and -
fully incorporates an alarm clock!
Retailing for around £6.99 each,
the 1800 series are available from
selected toy shops. Look out for
news of additional titles planned
for release later this year.

THE ART-HOUSE cinema circuit
is leaping on the computer anima-
tion bandwaggon too. London's
Mational Film Theatre has just

presented John Halas in a lecture
on electronic animation and com-
puter graphics, and on May 28, fol-
lowing a screening of the Disney
film, Tron, thera will be a computer
animation session.

ON A WING WITH A PRAYER

TGM TX 007:6-887/124




NEWS

through

The Palace publicity machine is at
it again with the sequel to Barba-
rian called Barbarian — The Dun-

geons Of Drax (August release:
Spectrum, Commodore 64/128,
Amstrad, Atari ST, Amiga). It's
programmed by Steve Brown, the
original's author, with sound FX by
Richard Joseph

The original Barbarian is also
due for release on the BBC and
Electron from Superior Software,
who have converted the game
The promotion is being handled by
public relations man Michaeal
Baxter. Baxter, who also prom-
oted the first game for Palace, has
this 10 say on the subject: 'Good
packaging should capture the
atmosphere of the game — and
that's why Barbarian worked, not
simply because Maria Whittaker
was posing but because it is in ling
with the rest of the horror/fantasy
illustrations — big strong man (Mika
Van Wyjk in Barbanan's case)
rescues danty gamsel. It's the
style of tha genre, and buyers
associate with it.”

FOXY LADY

As John Gilbert reports, Martech
are taking a leaf from Palace's
book, and even if software houses
have itned o represent women
fairly on computer screens for
some years, and despite the use
of a video digitiser in Martech's
latest game, the foxy lady in Vixan
isn't likady 10 be what ferminists had
in mind. She's Comine Russell,
who poses as the heroine of Vixen
{saan alongside our very own Mel
Croucher.)

Vixen, whose clothing is com-
posed of leopard offcuts and
whose only weapon against the
beasts of the Granath jungle is a
whip, has been animated from real
lifa along with her Fox alter-ego
The character is, therefore, impre-

THE PUBLIGITY MAGHINE

PALACE s gruesome beat-"em-up of last year, Barbarian = The Ultimate
Warrior, aroused public outrage from the corruptible for its violence and
accusations of pornography for using a posed Maria Whittaker on the
packaging. Quite an advantage for Palace = it provided the company
with a lot of publicity, which in turn provided them with a high sail-

ssivaly detailed and her actions,
which include flicking the whip,
crouching, running and tuming

Fitting in the fantasy/horror theme of Barbarian 11, Maria Whittaker and Mike
Van Wyjk daren'l cross swords with programmer Steve Brown

into an equally impressive fox, are
vary realistic

Tha game's availabla on 8-bit
Spectrum, Amstrad and Commao-
dore formats but the digitiser's
detail - which doesn't include
sceneary as well as figures — can be
saan on the 16-bit ST and Amiga
VErsIonS.

But then, who needs half-clad
models to make a promotional
photograph worthwhila? Centainly
not US Gold, as Marketing Man-
ager Richard Tidsall and his
assistant Danlelle ‘Woody'
Woodyatt prove with the Charlia
Chaplin photo - Richard is the one
on the lefl. ‘Tha key idea is origi-
nality,” says Tidsall. ‘The Barba-
rian themea was successful but is
old hat now. The Charlie Chaplin
shot got coverage because it's
good, fun and leaves scope for
magazines 10 adapt the photo to
their own style." Charie Chaplin

Don't ask us what he's doing there,
but it's THE GAMES MACHINE's Mal
crouching, and Corrine Russell's
Vizen towering

Why bare all wiran an enfertaining
promotional shot does the game
justice? Charlie ‘Tidsall’ Chaplin
from US Gold

goes on releasa at the end of May
on Spectrum, Commodore 64/
128, Amstrad, IBM PC and Atari
ST formats

OIARS COME DUT FOR
COMMODORE SHOW

THE 11th Commodore Show is al
the Novotel, Hammersmith, Lon-
don from tha June 3-5, with a host
of stars joining the owners of Com-
modore  machinas including
Olympic gold medalist Tessa
Sanderson, football players from
Commodore-sponsorad Chelsea
FC, TV star Adam Faith and Radio
One DJ Bruno Brooks

A less-human star is the Amiga,
complete with extensive displays
of software and hardware; watch
out for the first-day seminar on the
Amiga's graphics capabilities
Software on show includes a
comic creation DTP package,
assamblers, word processors,
databases and an improved Pas-
cal from Metacomco. Ariadne
Software are displaying for the
first time an interactive video com-
munications system, a Sony U-
Matic video tape editor and a
Video Player device allowing the
Amiga to control laser discs, com-
pact discs and video recorders,
while Evesham Micros have an
external Amiga drive on sale,

the player in control of a hydrofoil
as it battles with numerous enamy
vessels. Compared with other ver-
sions, the PC game has an addi-
tional ten missions, resulting in 18
dangerous  assignments  for
players to complete. The retail
price is £24.55

PEOPLE

GrandSlam use real people for
thewr promotions — picturad here
are Tony and Mark Wallis, win-
ners of our Hunt For Red October
compeatition run in TGM002. After
a tour of the naval gunship, Tony
and Mark met GrandSlam’s Man-
aging Director, Stephen Hall and
downed a tot of rum on deck

Real people (Tony and Mark Wallis)
promoting Tha Humt For Red October
on board HMS Balfast

8/124TGM TX 007:6-88




Flicking through all the letters Readerpage receives every month,
it's easy to see what is the matter for concern at any given moment.

As this issue's printed letters make pretty clear, it's the 16-bit battle
between Amiga and ST owners, with some interesting sidelights on
the Archimedes computer. As one writer points out, however, all the
arguments are pointless to some extent, because whatever we have
bought, we are probably going to have to make do with, Certainly
saveral Amiga owners have attacked a letter in last month's column
asbout the ‘amazing ST upgrade which makes it faster than an
Archimedes. If you haven't already perused our feature on the
ParSec system (page 79), do so - the letter writer was substantially
correct. Where he was wrong, though, was that its developers intend
manufacturing one for the Amiga as well . ..

On a different subject, many c have asked for a
reward for sending Readerpage letters. Frankly the letter itsell
should be the reward, but THE GAMES MACHINE isnt going to be
a5 mean as that. So from next issue onward, we will be awarding
£40-worth of software of your choice to the best letter printed

every month, so get writing! The address is: READERPAGE, THE
GAHES MACHINE, Po Box 10, Ludiow, Shropshire SY8 1D08.
THE PRICE GAME

Of course all this is total rubbish. if you

already own one of the aforementioned
Dear Games Machine, machines, the arguments are pointless,
| have decided to add my only skightly Wi have 1o make do with what we've got,
biased opinions o the Amiga-ST- bad luck to all ST owners out there. H you
Archimedes debate. | own an Amiga as don't, then you choose the machine that
will later become clear. most suits your needs or budget. All the
PRICE: Totally unimpartant to any Amiga | arguments are because no-one wants to
or Archimedes owner as they have admit they've blown so much maney on
already paid for their machines. ST an inferior machine.

owners use [t as an excuse for buying an | bought an Amiga so | could look down

inferior computer. on all my ‘friends’ at school who owned
GRAPHICS: Guess who loses out in this §Ts, Spectrums and CB4s. Unfortunately
department! Honestly, fancy only having | the Archimedes appeared on the market
256 colours! (admittedly a slightly better machine than
SOUND: Archimedes wins hare. STisnow | the (very ; no-
well back. one | know is rich enough to buy one!

FRONT END: Amiga first. 5T second.
Archimedes last; it would be sécond but

GEM works occasionally. Reading about Eimtech Research's

SOFTWARE: Archimedes suddenly looks | ParSec Pixel+ for the Atari ST (page

wery Insignificant. At 20 quid atime you're | 75) may well change sither your low

not going to run out of games to buy on | opimion or or both!

the other two machines. , adding its price fo that of
From the above comparisons | have an ST does make the combination

arrived at the conclusion that the Amiga | expensive, but still cheaper than an

is far and away the best. Archimedes.

OKAY CUTIE

: CUTEY-POO

Dear Games Machine .. IS THE BACK LEGS

Why not have a hardware review section
of things such as new joysticks, printers
eic. This would be very helptul for those
of us who want to add on to our machines
and upgrade them.

Please could you review some more
utilities such as animation packages.

Why have you got a roleplay section?
It distinctly says on the front - *THE
GAMES MACHINE Computer and
Electronic entertainment’. So why a
roleplay section?

OF A PANTOMIME HORSE

e

Firstly (apart from being totally biased
toward the S5T) he is a mathematical
failure. He says that the ST ‘add on’ is
50% faster than the Acom Archimedes.
Well, seaing thal his ‘add on' runs at

4BMhz he is effectively saying that the
Archimedes runs at 24Mhz. Not true; the

mmmnﬂumwml
don't know when he wrote this letter but
| knew around one or two months ago that
the ST was going up in price. It is now
£399 (or less). Now you cannot say that
the Amiga is a 'rip off', | got ming (with

other

{(Why don't they state this in their
advertisements.) Anyway as for software
quality | recently saw Hollywood Pokeron
the ST, are they Humans or Martians?

| had to laugh at the screen size, the
scrolling area makes even the Amstrad
464/664'5 screen look big. As for sound
what can | say, BLEEP?

Lastly, before everyone starts shouting
‘He's Amiga biased’ | am not, | also like
the Archimedes the Apple I1IGs and the
Mac range.

Anyway | like THE GAMES MACHINE,
50 I'm not all bad,

Russ Flaherty, Liverpool

No, not all bad, but not strictly

CUTEY-POO FREQUENTLY SPENDS UP TO HALFAN HOUR ON THE TELEPHONE

Dear Games Machine,
|'write to keep you in touch with the word
on the street as a fly on the rising
dampened wall sees it

From the article on Rare (TGMOO4) |
received the impression that the wriler
was taken by the colourful and bright
Japanese magazines. Don't! Don't what?
Don't imitate these continental collages.
llike your magazine in the present format,
without random splodges of luminous
colour tearing at my cornea as | search in
vain for the camoufiaged criticism. Leave
things neat and tidy; after all, if the text s
lively and imeresting enough there will be
no need for the sales boost in sun
glasses.

Which leads me 10 another
Mot very funny, or am | missing
something? You will be having a
Kamikaze Guinea Pig next.

Next through the mincer goes YUPPIE
TOYS (TGMOOG). This was decidedly
average but hardly relevant to the subject
of computers. Surely the space could
have been used to shift the backlog of
reviews you keep telling us about,

Last | would like to say that | don"t
mmﬂmmmm.mwn

, Or 50 they say, and you can't
say that Mel Croucher doesn't write a lot
of variety!

Signing off now. £1.25 is good value
{afthough you will probably increase it
after you have read this.)

Stuart Bedford, Wakefield, W Yorks

To you: £1.50 and a free pair of
sunglasses! Don't worry, THE GAMES
MACHINE isn't going to turn into &
‘continental collage’. We aiso think
ﬂ.mmm'mmm

many you can splash
behind it. But Yuppie Toys are
electronic entertainment, Stuart,
surely?

Dear Games Machine

Recently an argument arose between a
few of my friends and mysel! as o the
meaning of WIMP_ A few said it meant
Windows, Icons, Menus & Pointers, and
moreover they had a copy of Micro User
toprove it. Undeterred, | came up with the

And a proper comic strip is neaded; the
Mercy Dash does not come
Infto this category. Cutey-poois brill!!, if a
little short, but that doesn't matter,
Michael Judge, Bakewell, Derbys

Where do you draw the line between
hardware as an adjunct to
entertainment or something else? THE
GAMES MACHINE isn't primarily
imtended as hardware magaring, there
are plenty of those around aiready.
That said, there is the article on the

@

.

©
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LETTERS’

Degas Elite articke (TGMO03) —or more
precisely the little box entitied WIMP
BASHING & DTP - which clearly states
that WIMP stands for: Windows, lcons
Mouse and Pull-down menus, which is
what | thought. Could you please clear up
the mystery once and for all?

Jason Mathan, Hampstead, London

You say "eether’, | say “ayether’,
People who invent acronyms rarely
maintain full control of thedr
meanings. Apple will doubtiessly
agree with Micro User 's definition, but
in mos! practical applications of
WIMP/GEM/WINDOWS environments,
it's the pull-down menus and not the
pointer that has the mast meaning.

MSXPRESSED

Dear Games Machine

it's greal 1o See you supporting the MaX
format, and that you have been
impressed with the MSX games you have
received so far

I'd like point out that F1 Spirrt (Konami)
i5 akso MSX-1 compatible and will in Tact
run on any MSX machine, This just shows
the capability of even the humble MSX 1
machines, when used with decent
software. By the way, Have you seen
Hype, a shool-'em-up for the MSX-1 and
I it°s 3 brilliant game, but does not
appear to be on sale in the UK yet.

| intend to purchase an MSX-II
maching shaortly, a8 several of my fniends
use these computers, and | am
particularly impressed with the Sony (as
| believe you are)

Thank you for a great magazine, it's
nice 10 read a computer magazine that
has something for all computer users
Keep up the good wark
Keith Weal, Bourna, Lincs

I you're purchasing an MSX machine,
check out the feature on page 88. No,
we haven't seen Hype yet, bul there

will be a review of it as so0n as we da!

BEST FOR SYNTHESIS?

Dear Games Machine

Congratulations and many thanks to the
music section in your mag. I've been
imterested in music since | was about
eight-years old. | always wanted a
computer that could also produce music
and clear speech, Since the Atari 5T

arrived, | was thinking of getting one. But
when the Amiga came out, | though of
gefting both, but ong, surely, is better
Piease could you tell me which one of
these two machines are best for music
synthesising, speech synthesising
adding MIDI Instruments and tell me all
the music programs out for oth and the
prices il possible? Secondly could you tell
me which of these two has the best sound
qualities on TV and monitors?

Steven Tang, Hammersmith, London

That's rather a tall question for
Readerpage, but Jon Bates will see
your plea and suraly help out! Hang in
there Steven.

S

A R
- - ﬂ

LR

IS THAT YOU, MEL?
Dear Games Machine
May | just say that by far the best section
in THE GAMES MACHINE is Mel
Croucher’s investigations. He is very
knowledgable in the world of computers,
and he delivers the articles brilliantly
(especially when he interviewed Pat
Bitton of Mirrorsoft on sexism)
Speaking of Mel, a funny thing
happened to a friend of mine (HI Jon) at
the ZX Microfair some years back. He
went up 1o the Automata stand, where
some drunk was standing on the table,
and said: 'Excuse me, ane you Mel
Croucher?” To which the drunken figure
replied: "No I'm not, he's dead, I'm his

mather, my name’s Jesus'!

Was that you Mel?

Keep up the good work and do a
feature on five Role Playing al
LABYRINTHE - it's great
Gary Doyle, Eye, Suffolk

It could have been - there again, it
could have beén that old software
reprobate Christian Penfold. Drunk
seems unlikely too, Mel has been
known to spend three days and three
nights without sleep, drinking toxic
beverages constantly and still be able
to interview Loriciel's Nikki Penny
with extraordinary sobriefy at the end
of his binge . . .

CHAFF FROM THE WHEAT

Dear Games Machina
Firstly, let me congratulate you. | have
been buying TGM since Issue 1. | am an
Amiga owner and | find your magazine
one of the best around for reviews and
interesting articles

Far back in the mists of time, | was a
humble C&4 owner, and | regularly
purchased GV for two main reasons
Tony Takoushi and the Bughunters. Apart
from these two things it was far inferior
to ZZAP164 in every department. ZZAP!64
had perhaps the best review format of all
time and a massive letters section, but
had neither TT or the Bughunters 5o | only
bought it betore Christmas when | wanted
o know what games o purchase

After | upgraded my computer |
decided it was time to upgrade my
magazine, | have examined several and
here are my findings
AMIGA WORLD: too serious for me. Too
expensive for anyone
TRANSACTOR AMIGA: no games reviews
but content generally imterasting, if a litthe
advanced. Also 100 expensive
ACE: at first seemned good but it is written
by remedials with a predilection for
useless graphs, my brother buys it so it
can't be that good
THE GAMES MACHINE : neat presentation
Intelligent ppurnalists. Mel Croucher
Affordable. My brother doesn’t buy it

As you might have guessed already, |
decided 1o get TGM
Robert Crowther, Kibworth, Leicester

Apart from saying ‘thank you', there's
not a lot anyone here can add to that,
Robert! Say 'helio' to your brother

10/124 TGM  TX
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'Now Games Five
The Latest In a Highly
- Successful Series

International Karate
Hacker |l

Street Hassle

Rebel
Prohibition

Kat Trap

Street release date 28th April 1988

Six Software Smashes

Available from all good retailers on:

C 8/128
e e £9.95 SN sh

| Or direct from Virgin Games, 2-4 Yernon Yard, Portobello Road, London W11 2DX.
Please do not send coins or money




First o in this month's
Information Desk is a question
from Matthew Crawshaw of
Lydney in Gloucestershire

1. | own a Toshiba HX-10 MSX-I
and I'd like to know if the MSX-
Il games Usas and F-1 Spirtt
freviewed wn TGMODB) are
compatible with my MSX-|

Usas is not compatible with the
MSX-1 Matthew, but things
aren't so desperate, because F-
1 Spirit is!

While we're on the subject of
Konami and their software,
Konami would like to point out
that they offer a telephone
hotline giving details of their
new releases for the MSX and
other machines. Ring the
Helpline Hotline (after Spm) on
{08286) 56789,

Maoving on, Stuart Davidson of
Lochvale, Dumfries has a simple
question to ask the Information
Desk.

1. Is Atari's 720° from US Gold

KEY
E Doors

j: LirTs
F Uenrory
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KA Comeonsert
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| Pistor Ammo (15 Rourvos)
L Rirre Rmmo (10 Rounvos)
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L Bazooka Ammo (2 Rou
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\ MoUEMENT T™™ROUGH DOORS
TO DIFFERENT REGONS .

§ PLATFORMS LMERE UET STOPS

INFORMATION
DESK

THE GAMES MACHINE’s regular Help column, with Robin Hogg the man in the hotseat in
touch with the industry

coming out on the Atari ST7 It
80, when and how much ?

Sorry to disappoint you Stuart,
but US Gold have no plans to
release it on the 16-bit
machines.

Next question comes from
another MSX owner, J Coombes
of Holbury, Southampton.

1. Where did THE GAMES
MACHINE get its MSX-I
machina from, and how much
did it cost you?

The Sony MSX-Il sitting in THE
GAMES MACHINE offices (next
to the Amiga and the Amstrad
PC...) was purchased from
Nightdare Limited (see the
competition on page 26) and is
priced at E£E299 (plus VAT,
Mightdare can be written to at:
Nightdare Limited, 11(b) Walnut
Road, Chelston, Torquay,
Devon, TQZ 6HP, or you can ring
them on (0803) 606146,

ST owner Scott Hitchie would

like to know the answer to:
s Ocdan's We Arg  The
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HELP

Champions coming out on the
517

Jumrny Mielsen from Denmark
a gquestion concerning
ﬂﬂmthmhgyﬁﬁmnnM.

. What machines are on the
markat, which computer can |
connect them up to and who
do | contact?

—

:

produced their own
machine, which also
s a respectable audio

CD player too. The CD-ROM is
capable of linking up to an Atari
and Philips are also
working on CD-ROM drives (see

it

area has some tips for
Mirrorsoft/FTL's axcellent
roleplaying game Dungeon
Master.

When selecting a team 1o enter
the dungeons, choose at least
one person with high Mana,
because the capability of
casting magic is needed 1o
complete the game. When you
are first playing, it is best to
chmsa the Resurract option:
as become  more
enpe{mm‘:ed it is a lot baetter to
choose to Reincamate. This
gets rid of all the old skills but
keeps the same characteristics
such as Stamina and Mana. It
may take a while to get back
the same skills, but when you
do get them they are much
more powerful.

to kill them, including:

Rock Monster: tough to defeat
and will also poison you, sofind
a door that closes with the
push of a button, and use it so
it slams down on its head, the
monster is slow, so it dies
betora it can move.

Invisible Green Ghosts: won't
die unless you hit them with a

vorpal blade or dispel them
with tha staff of Mana.

Pink Worms: hard, fast and
poisonous - a  nasty
combination! Closing a door to
block them off works, but they
soon move out of it. Ten
fireballs work best and once
they are dead, the slices they
leave can be eaten.

Skeletons: carry shields which
block your blows, but they are
easily killed.

Eyeballs: cast magic at you
when they open. They cast
three different spells (Firaball,
Open Door and Weaken
Beings.) Three fireballs are
enough to get rid of them.
Hooded Magicians: easy to kill,
although they do cast fireballs
and a variety of other spelis.
They also vanish out of sight
and then return as soon as you
turm round to look for them.

The final question (and a tip)
comes from Andrew Sanders of

Cambridge.

1. As my favourite arcade
machine is Dragon’s Lair couid
you tell me if the laser disc
game from Microdeal, Journey
into the Lair, is gmng to be
released on the Amiga

To FPRoa®ESS THE LR
Cmn oryiy BE DESTROVED
[lol e L]

Dragon's Lair is also one of my
favourite coin-ops, but I'm sad
to tell you that Microdeal tell me
they have no plans yet to release
it on the Amiga.

Andrew also has a quick tipfor
Firebird's Bubble Bobble.

Capture and kill all but one of
the monsters on a screan and
then jump around blowing
bubbles, making sure the last
monster in his bubble doasn't
mix with them. Then burst the
monster's bubble before he
escapes — and all the other
bubbles turn inMo bonus food
to collect. Also, when the
monsters are gone, go to the
far left or right of the screen and
blow against the wall for extra
points bafore the next screan
begins.

That's it for this month's
installment of Information Desk.
if you have any questions to ask
about the world of computers
and electronic entertainment,
tips on computer games or
solutions to reader problems to
proffer, write to INFORMATION
DESK, THE GAMES MACHINE,
PO Box 10, Ludiow, Shropshire
5Y8 1DB. On-line readers can
MBX us by using our I-D (TGM).
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EUROPE’S LEADING
- COMPUTER REPAIR CENTRE

!
&

sy "
L2789 uzs&ﬁé' ) B Nl

AMSTRAD 464 |~ ~COEE ' SPECT
." l—q'-l.‘__, ;_.,r e AUV = b F(

_ £25.00 | | . & E15_ 95

YOUR MICRO DESERVES THE BEST

When your home or business micro costs several hundreds of pounds, it deserves the finest repair facilities in Europe
{well, probably!). And the finest prices - £5 off trade rates for a limited period only, ®* How? Al Verran we use our own
range of advanced automatic test equipment (now sold worldwide), backed by stringent 2-8 hour soak-rack testing
That means speed, ultra-low prices and, most important, guaranteed reliability. For the first three months we'll repair
any fault free. For the next three, at hall these quoted prices. * It's the finest service available

# Currently we handle over 3500 products on average every day. Providing services for such leading companies as
Amstrad plc, Commodore Business Machines, Sinclair Research, Rank Xerox, Dixons, Currys, Boots, W H Smiths, John
Menzies and many more. % Join them and take up our special offer now

Recommended and Approved by ACORN AMSTRAD ATARI COMMODORE SINCLAIR

.. AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS'”

='With ower £5300,000 worth of spares in Spectrum Plus
stock, we can mee! many of your specialised . | 100 Plus 4
requirements. We've listed a few sramphes Melal Tempdates 100 A Al DR
and for anything not displayed just call us hurther €1 50 o
and we'll quote immediately inclusive of first COMMODORE SPARES

class poat GS10 Processos

E538 (1A
?:‘EGIFUH SPARES : 5581 Sid Chio »For quotes on computers not listed or on

ABOOT 700 901225 Graphic ROM any component, telephone 0276 66266
LAGO 0 901226 Basc AOM 000  (Auciing CARSIN)

HOW TO CONTACT US

[ S — "_|..:-;-,, :
(=19, ¥} .00 > - #To send us your micro for repair, mail it
4116 RAMS F i, 11 14 House Keaoes securely packed. accompanied by cheque
ZTREEL 0 6568-ViC 100 postal order (made out to Yerran Micro
FTAZ19 0 416 FAMS- Mamory LE- Maintenance Limited] or quote your Access
Heyboard MembDrane Poerisr Supphés or Barclaycard number. And 10 obtain your
Spactrurr Ce4 specisl discount guote GAM/ 088

Verran Micro-Maintenance Limited, Unit 2H & 2), Albany Park, Frimley
Road, Camberley Surrey GULS 2PL. Telephone 0276 66266




PREVIEWS

FUN FAIRS AND

Andrew Hewson has quite a bit to say about |

the future of software (see page 29), but
Richard Eddy went to the outskirts of |
Abingdon to find out a bit more about the
present

Hewson's name has been synonymous with original
quality computer games since 1983 (if you will forgive just
a few teeny slips on the very earliest BASIC Spectrum
games ) Five years on the company remains one of the
very few independent producers able to maintain its image
of "IL ality, more often than not beating the big boys of the
ndustry at their own game. Like many other software
,;;;D!.ahera at the moment, Hewson is diving into 16-bit in
support of its current 8-bit range

Iynaps takes fo uncharted parts of the ST galaxy

hiké many paopia st thair limits yel = buyers appear
regard the advent of the zontent, if not grateful, with what
16-bit computers a recent s currently available — but
appen .ln-dmw | nevertheless any game about tc
HDWIﬂl‘I firector of the be published goes through a
pany, was playing with 16-bits rigorous testing perod
n 1973 whan he worked for the Mﬂfﬂl}d&f the naxt mayor B-hit
Hrt F II1 IS8aum T2l ialla 3 Ggamea & i L.r'rar!'.i-. .J"'{:l"r'.:'_--"-:] o
y lika the ST d Amiga penod of pardaection-pursuanca
e t 16-bitt W73 | written by Hewson newcomear
vera tha size of a small ro

SCTEENS Wera ot :Ic_.-.._-| ] -'Il

itput on paper tape et B B
X B B B B8 |

+';-""' 1'-.' vears later, ha 15 T
sttacking them again With gix E X : 0t :
products ST and Amiga and gt HHEHE
beginning in June with the shoot- | FEErtEy it
em-up Z}"f‘l‘ﬂps Commenting on :

| tha 18-bit g ana Ar ndrew s I.:,k ‘It's

ittle ditferent from our current 8-
bit marke! -.;-.r."“)..]r:t? wants Tl =

srjoyment l...-\.nn- 1-‘:;1—“,;..-1”_“ the 1 ¥ ';;i :
bitmachines offer more noise and ST |

a lot more colour. The market is
still in its infancy, for instance, no
ona really knows how to get the
most from the Amiga -mbodv has
had to try yet.’

Andrew suggests that you don’t
push 16-bit machines to

need to

ke most of

Mark Kelly |

Hewson

S programmears MNe Works
158, However, Andraw s
stress the importance of

contaclt maan continua

¥ tha progact

out-of-hoo
kean (o
reguiar
LD 1ates
and someatimeas bringing

EroQramimears in

' s SavSs. "

or a while
10 keap thedr inte t alive and 1o

g and i0eas

inpact new faadin nto
the game

Sel for release in late June
Marauder is a vertically scrolling

shoot-"am-up taking the p ayefr
nsiche the Battlecar, over four
tvpeas of terrain. At its currant state
ke a good Commando
variant, but naturally tha Hewson
davealopmant team want It 1o ba

it looks

soméathing special — idaas ara
fhying around as | write

Zynapsis Hewson's first 5T and
Amiga product. B-bit varsions did

exceaadingly well and it w
recently voted Best Shoot-'

of 1987 by the reader: s CRASH
Spread over 16 lavels, it
the B-bit gameplay

additional graphics

bt =
5 h
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The futuristic roadways of Hewson's Marauder — C84 screen
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UBBER SHIPS

Tha scraan shot s from ar

it for a fu

Lyons

eany version — walce

upgate somatime in tha Surmmss
After two months |f' at 3 with

Marauder yvou will probably be

raady lor another dose of Hewsor

gamesmanship = the late August
title Netherworld should take
many players’ fire-buttor

pumping .'.n*- y. Netherworld - a
-u!'_.’j{"f]r' TS
Bo ".'-'fLH*;.?' d
griiant SsDace 1r--
writtan by Jukka Tlplnlm.lﬂ a
Finnish (you thought ‘" Japanesa!)

iﬁ"‘llll'

3 graphically

programmer who also wrote
English Software's Octopoiis
Starting q n the first of 24 -]l”i”l" 1

lavéls [he objective is 1O guide a

rubber (') ship ar
avoding aliens while

Unc tha soanen

accumuilating diamaonds from
gach level. In a similar fashion 1o
Boulderdash, diamonds can b
created by hitting a particular typea
of alien with a floating pod,. afltan

found in Netherworld s
ot shows ar

version of the Commosd.

eyals
iy
JAT

The screen st

e

For the winter Hewse

n Nas thres

Roadstar XRi, a 3-D

P'\-'r'jr"‘r.r Sl -l" ross irlar

roducts

racing
anetary roads, out on all maor

f wrmats in late Septembear
Azimodius - Angel Of Death, ar
arcade-adventure set in
dungeons, caves and casties .1~ d
Raffaele Cecco has the task o

providing Hewson with tha

:
f
I

TGM TX 007

JOE T

6-88 15/1




Christmas biggie; can he produce
something even better than
Cybernoid? Wait and see.
Sothereyou have it - Hewson's
plans for the rest of the year. But
what of 19897 Will he continue
providing us with original games or
succumb to the license trap?
Anrdew thinks not: "We will never
do an arcade licensa bacausa that
shows you're defeated and can't
design new games of your own,
Film licences are a possibility, but

you can't really do them justicaon

acomputer yel, What I'd like to see
is Hewson gameas being licensed
out to an arcade producer.’

Ha gives an optimistic chuckle,
shrugs his shoulders and sits
back. Surrounded by his files and
papers, | get the feeling he would
much rather be in the computer
room waggling the joystick.
‘You're like a ticket collector al a
tunfair,’ | quip.

Andrew thinks for a second and
answars: "Yeah, | probably am,
aren't I1?'

DOING THE
ORIENTAL
TIME WARP

as! year System 3 had a massive hit with their onental arcade/
adventure/combat game The Last Ninja = so much of a hit that it
became the biggest-selling Commodore 64/128 game of 1987
And as the old proverb goes: if somathing is worth doing once, it's
worth doing again. With 8,000 man-hours of development and
planning already invested in the project, System 3 are set to release Last

Ninja Il

Don't let's argue about how
paradoxical atitle like Last Ninja N
is — be content that it enjoys the
same high standard of graphics
and playability which made the
original a hit=and it's crammed full
of original ideas.

Systern 3's Managing Director,
Mark Cale says of it: “We're
conscious of game players’
demands. In fact many of the
suggestions we received from
players of the original have been
incorporated into Last Minja Il.'
So it's your fault, guys.

Tha action takes place in
modem-day Manhattan where the
Ninja has been pulled through a
time warp to save the 20th Century
from the clutches of his long-time

enamy Kunitoki (Japanese, not

i

i ’IHJFI

it

COPOOD |

OB 31: 14

*POMER-

Minja Il enters a Manhattan's park = confronfed by a unpleasant looking cop =Commodore 84128

T

T e

..‘\;** .

Scaling the rooftops in Last Ninja Il

The back streets of Manhattan is
whara you'll find the henchmen

Finnish). The player enters into
combat with modeam day enamies
too, there are muggers, killers,
mad motorists and Kunitoki's
army of Hanchmen

The player is taken through
many areas of tha city — parks,
sewers, dangerous back streets
and rooftops — hardly the famous
bits — all displayed in detailed
isometric 3-D. The
Commodore 64/128 game,
written by John Twiddy (Tau
Ceti), is atmospherically colourad
and uses the same routine to build
each screen as Last Minja. The
playing area on the Spectrum
version is monochromatic, 'but
colour could have been used’,
says Mev Dink, who s
programming it, ' but it would have
been untidy and slow — and,
anyway, | think the mono colour
scheme adds to the game’s
atmosphara’

Mark Cale intended to subtitle
the game Back With A Vengeance,
but when our Showbiz
comespondaent reminded him that
it was also the title of Dame Edna
Everage’s latest stage show he
said he would have to think about
it.

Amstrad CPC, Atari ST and MS
DOS conversions are also planned
with a June release date for the B-
bit versions. The pack comes
complate with a rubbar shuriken
(imended 10 be used as a coaster),
a metallic Ninja Il badge, a Ninja
mask and a poster and is intendad
to retail at £12.99 for B-bit cassette
varsions, £14.99 for
Commodore 64/128 and
Amstrad CPC disks; 16-bit Ninjas
cost £19.99




PREVIEWS ‘

IN PRODUCTION

GET SET FOR SUMMER

Ocean is set for summer with
three Nnew arcade cONversions
beginming with Operation Wolf,
licensed from the Taito orniginal
which currently runs high in the
arcade charts. The coin-0p
maching comas in a standard
cabinet but with a machine gun

animation of the Konami arcade
version of Typhoon is really
pushing the hardware o its limits,
S0 yOU Can sae how tough it's
going to be. The start sequence is
amazing — the player’s plane
spirals down from the heavens, in
first-parson perspective, through

iR EeeE .8

!

Conwverted from the Tafto coin-op, Ocean proudly present Operation Woll -

Commodore 84 screen

mountad on its front = on the
conversions you're going to have
to do without this and line your
targets up through the on-screen
crosshars.

There are six stages of target
shooting, each with a different
scanano: an eneamy army base, a
jungle scene and so on. Ocean
programmers Coelln Perch and
David Blake are working onit, for
releases on Commodore 64/128,
Spectrum and Amstrad CPC

However, if your shooting
desiras are sky-high, the
conversion of Konami's aénial
combat game Typhoon should
delight you. Typhoon comprisas
sight sections, three displayed in
3-D perspective (a la Space
Hamer) and five in normal 2-D
vertically scrolling sections. Will
the coin-op's impressively large,
high-quality sprites and fast
animation may prove difficult to
reproduce on homea micros? 'Yas,
i's going to be a bit of atough job,’
agreas Commodore programmer
Zak Townsend. ‘The speed and

tha clouds and over the deck of a
carner which is also spinning . . .
On the homea micros we're cutting
the spinning effectdownabit . . . °

Rest assured, Typhoon is in
good hands with Zak — his
pravious titles include Army
Moves and more recently the
excellent Plalioon. Early days yel
for the third conversion — that of
Guerilla Wars from SNK. More
naws of that naxt month

DON'TRING US . ..

The heavily advertised Ring Wars
from Cascade is now due for
ralaase on Commodore 64/128,
Spectrum, Atari ST, Amiga,
Amstrad CPC and PC. Our screen
shot is from the ST which, like the
Amiga and PC, features solid 3-D
graphics; B-bit graphics are
displayed as vector line drawings
Ring Wars dumps you slap-
bang in the middie of a solar
system full of Ring Worlds, strange
robotic constructions which
destroy anything and everything in

A Konami coin-op conversion - fly your craft down towards the mother ship

and create mayhem

= | "
27| joERAICK ||

Battiing with the Ring Worlds in Ring Worlds = 5T screen

their path — including planets. It's
up to you to defeat them using an
array of intelligence-gathering
devices and, no doubt, a few well-
placed laser shots.

Cascade’s long delayed 18-

Boot Camp, the game of the song,

now has a 'firm’ release date . . .

May 30. And there are whispers of

atotally new project: ‘It's abit odd,
off the wall = but is linked with our
software . . ., says Cascade's

Liz Sandey in that "very axcited
but I'm not giving anything away
yet’ voice. However, TGM has
been promisad first look in, s0
watch this space

Meanwhile Gremlin Graphics
programmers have got thair
skates onfor—- Skate Crazy. Roller
skating safely around a course
filled with assorted ramps, slaloms
and hazards is the objective — all
within a set time imit. The batter
your parformance at the spins and
flips the higher your street cred
rises. Alternatively jump on the jat-
bikes for Gremlin's Blood
Brothers a tale of blasting gem-
stealing aliens out of the skies.
Both Skate Crazy and Blood
Brothers are for the Spectrum,
Commodore 64/128 and Amstrad
CPC formats in the near future.

SiRE - 1,0,1.{ 405300
One of Gremiin's Blood Brothers without his jet-bike = Spectrum screen

TOP GEAR

US Gold go into overdrive in May
with a conversion of Atari's Road
Blasters. Similar in appearance o
Out Run, Road Blasters is a first
person perspective driving game
of the future set across threa types
of terrain. Your car starts with a
pratty wimish gun on its front, but
the further around the hazard-
packed courses you go, the bigger
and more destructive are the
waapons collected, used 1o blast
other racers from the road. Purple
cars and landmines have to be

avoided, however, as does the

sine 1.4,

streaam of bullets that hail from the
roadside. Road Blasters did well
In arcade populanty stakes due to
its action packed contant,
excelling Out Run in many cases
Look out tor Commodore 64/128,
Spectrum and Amstrad CPC
varsions; and keep your fingers
crossed that it's baetter than the
Out Run conversion

Just missing this issue was US
Gold's Dream Warrior, an
arcade-adventure-cum-shoot-
‘am-up with a positivaly warpad
storyline: the future is governad by
one force, Focus, and rebels are
daalt with in Dream Wars, which,

TGM TX 007:6-8817/124
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| Burnrubber with US Gold's conversion of Road Blasters - Commodore 64/128

SCreen

Amstrad CPC and PC.

—

are priced at £19.95.

SCredn

though nat killing anyone, sends
the warrior totally insane. A team
of four astral scientists, known as
Asmen, have mastered dream
control and plan 10 overthrow
Focus. However, three Asmen
were found and are currently being
tortured by the ultimate dream
demon, Ocular =the fourth Asman
must save them, Guess what?

Y ou're Four. A bizame collection of
monsiars and traps await you ina
journey through the many dreéam
sechions, a tnip to take shortly on
Spectrum, Commodore 64/128,

NO GREEK TRAGEDY

Better Dead Than Alien s the title
of Oxford Digital Enterprises's
(ODE) first release under their own
label Elektra. Starring the hero
Brad Zoom, it's a spoof shoot-
‘am-up for Atari ST and Amiga
Missile-{o-missile combat through
25 levels against swooping hordes
of aliens can be played by one or
two players. Due for release in May
(it contains a copy of the Brad
Zoom comic sirip), both versions

For an autumn releasa, Elektra
Beyond your wildest? Dream Warrior from US Gold - Commodore 64/128

have a project currently titied
Steven's Wonderful Game . . .
the explanation is its
programmer's name: Stephen
Grean (Trivial Pursuil, Sailing,
Hunt For Red October.) SWG
involves 50 interconnacted
playing areas displayed in first-
person perspective, set in a
mystical land through which the
player wanders meeting many
characters. Despite its
complexity, the gams is designed
to be immediately playable — e,
you can shoot lots of things but
you won't get far without using
your brain. Communication
between player and characters is
shown inan icon-driven menu (it's
a green splodge at the moment.)
Tha game is still in developmaent,
with lots more 1o go in including a
modem link feature allowing more
than one player {0 competea.

BLUBBER ABOUNDS

From GrandSlam comes a sad,
but cautionary, tale of a carpark
attendant who haunts the minds
and wallets of the Teque
Software Development team.
And they've written a game all

about him - Chubby Gristle is
published in May. Chubby, a
rather portly fellow, weighs in at
one ton, and faces his most
anargetic adventura aver.
Bounding through screen upon
screen of platform action (Teque
were the people behind Monty
Mole), Chubby attempts to gain
weight by collecting all the food he
can on 21 screens. Having done
50, he retums home to Mrs Gristle
and produces small Gristiettes.
Bounding blubber fun on your ST,
Amiga, Commodore 64/128,
Spectrum or Amstrad.,

After all that flab-flop a quick
game of footy wouldn't go amiss
and Grandslam should be able to
help you with Pater Beardsley's
Football. again written by Teque.
Playing throughout Europea, with a
selection of strips, it's another
attempt to produce the bast
football game ever. An animated
refarea and commentator keep the
player up to date with the
performanca.

More football is on its way from
Addictive in the shape of
Football Manager Il by the
vanerable original’s Kewin Toms.
It's a complete rewrite (the onginal
started on the ZX-81 and still sells
welll). Graphics and match
presantation, match action and
team selection tactics have been
redesigned, the sasier to follow
your team's progress. Teams are
picked from any of four divisions
ar you hunt for international
players and build up your own
team. Experience Football
Manager llor yoursell in Junaon
Spectrum, Commodore 64/128,
Amstrad CPC, Atari ST Amiga and
PC.

SUPER GIANA
BROS? . ..

Well, nearly very nearly
indeed. German publisher

Rainbow Arts have set an end-
July release date through Gol for
The Great Giana Sisters a game
inspired by Super Mario Bros; so
yOou know what to expect — a sanas
ol 32 horizontally scrolling sectors
across a world of dreams. Gianas'
travels take them through
overground routes, dark cavems
and complax passages collecting
diamonds. Deadly creatures of
varying ughness infest the levels,
which are defeated by squishing
tham with a well placed jump.
However, extra powers can be
collected from head-butting
strength to seek-and-destroy
missiles. And a larger foe waits at
the end of every fourth level,
Watch out for a full review of The
Great Giana Sisters next month
on Commodore 64/128 and
Amiga formats. Also coming soon
from Rainbow Arts is an Amiga
arcade-adveniure dubbed In 80
Days Around The World.

Corruption: to impair integrity,
virtue or moral principle . . . an
attack on computer games
perhaps? But actually Magnetic
Scrolls’s new game aimed at the
hardened adventurer, Corruption
(Rainbird - June) is set in the
high-flying world of finance full of
commercial intrigue and double-
dealings. Framed by your partner,
with the prospect of being slung in
jail, you have to be as slimy as
everyone eisa in the game to
wriggle out of tight corners. Unlike
previous Magnetic Scrolls
adventures, the puzzies revolve
around manipulating other
characters and axtracting
information rather than collecting
objects and using them. Packed
full of marvelious graphics (see
screen shol), Corruption should
be released first on the Atari ST,
Amiga and PC with other versions
to follow,

At last you don't need to buy an
Archimedes to be able to play
Zarch (TGM002), the game that
amazed averyone with its
superfast 3-D graphics, becausea
Firebird have contracted Zarch
author David Braben (Elite) 1o
write the conversions. It's due to
appear on the Atari ST and Amiga
under the new name of Virus and
the release date is June

GREAT SPACE RACE

Space Racer s the naxt game
from Loriciels after Eddie
Edwards Super Ski (review page
53). It's due for an early autumn
release across Spactrum,
Commodore 64128, Amstrad
CPC, ST and PC formats, and
takes the form of a jet-bike race
over three different landscapes.
The tracks vary in difficulty, first
being a straightforward keap-on-
course race against othar bikers,
the second includes lar mora
twists and turms, whila the third
puts landmines and pylons in your
way. The gameplay is simple, a
matter of dexterity really, but the
action becomes very, very fast on
later levels making. It is actually
completed on the ST, writtan in
France, but Loriciels (UK) want to
wait until all the conversions are
finishad




In search of diamonds, Giana bounds — Mario Bros style — through level one -
Amiga screen

_—__-.——-—r-vl-l——_'—-"'__
The referse and commentator watch closely over Peter Beardsley's Football
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Taking time out from the city in Corruplion. The carved initials on the ree are
those of arhlil' Man Hnﬂe}rsm who drew all the graphics - ST screen
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Better Dead Than Alien

The classic strategy 8-bit game at
last arrives - complate with
enhancements - on the Atarl ST

AU o

e W

SWG

Crary skating around the car park -
much o the annoyance of the
attendant - Commodore 64 screen




Nothing like it has ever
been on Earth before.

It came for the thrill
of the hunt.

It picked the wrong
person fo hunt. YOU!
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OPINION

trying! . . .
strength”

n page 29 of this month’s THE
GAMES MACHINE there are
predictions about the state of
software by the year 2001, a
date that is as much associated
with a technofuture as 1984 was with
a political future. In my i j
this month | ask if we are nearer 1o
both scenarios than we realise. My
first guest is a man who has long been
in the maelstrom of British computing.

BRUCE EVERISS
Operations Manager, Code
Masters

MEL: What do you reckon, Bruce?
Are we nearer to Arthur C Clark's 2001
or George Orwell's 1984, Big Brother
State?

BRUCE: We live in a Big Brother
State, we always have done. They
frealy listen to any telephone
conversation anyone makes at any
time. The only reason that it hasn't yet
become pppressive is that they don't
have the manpower, _
MEL: But manpower is being

“Smith!' screamed the shrewish voice from the telescreen,
‘6079 Smith W.! Yes you! You can do better than that, you're not
War is peace, freedom is slavery, ignorance is

George Orwell, Nineteen Eighty-Four

replaced by computer power.

BRUCE: The MI5 computer
continually listens in to thousands of
conversations. But it doesn't tape
them unless a key word is overheard.
MEL: Say the word, Bruce.

BRUCE: I've got a friend who works in
Whitehall, all the are

Persons'? What happens to the sick,
the insana, people on the dola?

“ . ..wherever
you go your
plastic cards
leave a route

and dealings.”
BRUCE
EVERISS

Vi

BRUCE: Anyone who's been 1o
America knows that it's already
happened there. You've gotto have a
credit card, which can be run through
a compuler. Hotels, gas stations,
supermarkets, car hire, wherever you
go your plastic cards leave a route
map of your movements and dealings.
MEL: Yes, but these compulers are
now being linked up to your criminal,
medical, educational and tax records.
BRUCE: Crminal records are
protected by someathing called The
Rehabilitation of Offenders Act, whera
your crimes are wiped off the record,
depending on the severity of what

&La done,
: Do you really believe these files
ﬁ wiped?

UCE: Are you implying that the
pe\r?ph who make the law break the
la

MEL: I'm neutral, | want your opinion.
BRUCE: Well, | suspect that criminal
files ara only wiped off the active
computer databases. | also suspect
they can be retrieved il necessary.
MEL: What about a child who is
having a hard time at home, and gets
labelied as “disruptive’ on her file?
This record will follow her through,
affect job interviews, credit
BRUCE: This mortal coil IBM
wouldn't hire her if they purchased her
computerised profile.

TGM TX 007:6-8823/124




gives people mﬁth&rﬁwp
mmtmmﬁm
of these computerised

outweigh the abuses.

THIEET

of System Three,
currently married 1o Mel Croucher,
MEL: At the end of this year all

your
personal records are going to get
sucked into the Government Big

7388

infinite wisdom of the Department of
Trade and Industry for you. I'm not to
ksen on the, um, ‘intimate’ details it
will carry.

MEL: AIDS.

TIM: AIDS can be cured as quickly as
it arose. Do we have to give it this
incredible prestige? Education is the
cure for AIDS.

MEL: ‘Non-Persons'?

TIM: The Non-Person Class already
exists. You just gain access to the
British Debts Services database, and
their information on individuals is
extensive to say the least. The Data
Protection Act is a farce. With the right
equipment it's very very simple to get
a credit rating on anyone. You can find
out who they're living with, if they are
unmarmied, how many people live in
any particular housing unit. in theory
you can find out if thay"ve been turned
down for any insurance policy, failed

mmmmmmﬂ
major parties are going to be using
computerised direct mail, saying
different things to different people,
mwwmm

TllltTha:sm Already many local

councils get big money by issuing
edited versions of censuses 10 mail

order companies, research bureaux,

EVALUATE
ELECTRONIC HOUSE
ARRESTFOR17-TO 20
YEAR-OLDS, UNDER
WHICH NON-VIOLENT
OFFENDERS WILL BE
ELECTRONICALLY
“TAGGED' TO ALLDW‘
ACENTRAL 4
COMPUTER T80
MONITOR

MOVEM

SYSTEM BIMJ?
INUS E
STATE

‘““Readers of
the magazine,
who face the
worild of
tomorrow must
be vigilant,
otherwise you
will live in a
world where
the rights |
fought for are
MH
T DAN SMITH

was one of the most
Britain. He, was '
Newcastle, he caused the Home

'S resignation, Hlmmd_

Secretary

by MIS and went to jail for six
1ﬁ?¢mmﬁunm
shared a cell with 'Dirty Den'. Tod#
Dan is aged 73, is an unrepentant

Marxist, and was to meeat me
for a GAMES MACHINE interview.
MEL: What was. Dirty Den Wke in
prison?

DAN: Nice man.

MEL: Are you a crook? Every

newspaper in the land said you were.
Mﬂ.iwasoﬂHBGammmHm

turned them down. Itsnlll:rlrnmrd i

‘City Boss" nf

I'd wanted to be a crook why the hell
didn’t | go for that?!

MEL: How did you discover that you
were being bugged, and under
surveillance?

DAN: | learned all the sordid details
when | was sant lo prison. Many of the
guys who are in charge of surveillance
are known to me, like the Detective

‘Superintendent who arrested the

Labour Cabinaet Minister

Gu!nnm scandal, nne law for the

I was in the campaign to give 18-year-
olds the wote, and right now I'm
working on a television series about

democracy. I've got

238
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DAN: Big Brother must be smashed.
Parliament must reflact the people
and not be for a minority of 13 million
against a majority of 17 million to
divide and control the people.
Technology can be hamessed. You
can start with ten people; Lenin did,
Tfmldwstnﬂadwmlmlmm

for my ‘crimes’, but it's people like you
mmﬂbwmmmdthtmlﬂmts

handthalmmnﬂmpamla'
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OPINION

MEL: A final word about technology, like that. On the one hand everyone’s  emulate voices well enough to
Dan. crying out for freedom of information,  confuse a voice-print machine via a
DAN: Ba aware of modem umlm_m but freedom for who? Individuals telephone line, but that costs big
technology, and the purposes i is shouid have the right to see theirrown  money.
used for. But more importantly be credit files, but | don't see why | should be  MEL: But it can be done.
aware of the of guys whorunthis blacklists able to comb through your murky past  KEN: Anything can be done to f** up
m.umcmwn- = £ = Mr. Croucher, or my neighbour's or  the security system if you've got the
%‘.puwer above Parliament. They can should not be@ .y mikman's. Things like credit dosh. i .
4 discredit a Minister like Tony Bennor llﬂlllllhl blacklists should not be available to  being tapped

| can sell you an
a Prime Mirister like Harold Wilson, T unauthorised pegple. antibugging system for your phone,
and nobody minds. | have seen it, and m MEL: But they are available! Youcan  your house, your car. | can also sell
I have served time forit. m_ﬂ ~ buy lists of credit ratings from any  you a little black box to bug anyone
MEL: Are you a millionaire?’ . number of sources. You can find outa you want.
DAN: When my will is published 1 shall mPEIIHY hell of a lot more besides. | knowhow  MEL: And you just happen to have
laugh all the way to Hell! Thal's the ~  to do it because | am relatively one with you.
truth. powerful and | know how to work the  KEN: You know | have, we sét it up in

system. But it just doesn't work the the Public Bar five minutes ago.
other way round. You seem to be  Range 200 metres, and we are picking
saying that personal information up the conversation loud and clear on
should only be available to those who  this bog-standard Sony FM tranny.

‘know best', MEL: Every boring word. How much?
NIKKI: No, it should be available to

1t all weébegan WESTMINSTER, audio-visual transmitters, electronic
10 give ourselves names. Then we FEBRUARY 1988 THE dogs that bark if you as much as fart
" found national identities it seems TREASURY MINISTER in the dark, you name it
natural to me that credit card HAES INVITED BRITISH MEL: All ?
~ type of identification, containing all  TELECOM IN KEN: Al legal. Money back
our details is not a lot different 10 ASSOCIATION WITH m}jﬂ
3 it"s more convenient. £SC, CABLE AND MEL: Alright, now just supposing, for
*w ut convenient for who? (WIRELESS AND the sake of example, that I've got a
NIKKI: For people who wantto know  RACAL/SCION TO BID credit card-sized 1D, which holds
if you're credit wo ' * FOR THE PRIVATISED things lke my Social Security
: '‘GOVERNMENT DATA Number, my credit rating, my driving
NETWORK', WHICH record and my medical history. Could
WILL SPY ON you change those details for ma?
CRIMINAL RECORDS, KEN: Are you kidding? You are
VAT RETURNS, kidding! A credit card is one of the
NATIONAL simplest pieces of kit around. it's just
INSURANCE, a magnetic strip that can be read by a
WELFARE BENEFITS primitive scanner in a cash dispenser

or a petrol pump. It's a doddle, you
can reproduce the plastic, the dyes
and the hologram with absolutely
problems at all.

MEL: No, I'm not asking about
forgery. | want to if you
reprogram the data heid on

AND PASSPORTaml &
CONTROL, e i

=" X
S

3

more like “access to data is money!
HE : : . ¥ Lat'mm_b;;uuam.M'un
] b RANMENTIS  MEL: Hello Ken, you space in next door, | hear. Do
| MEL: Who should control it? Us? f'.j t'.;ﬂid : ¥ *" : u-'«,gﬁ*‘ et ald. ym_m.nﬂlgtﬂgmmmm
' ot e wo shou Thass o En ABL RmEI SR e el ot N TR
hnmﬂ“ 1 ] ET POLIC £ T ;':"‘ff“."’,"*""""-iy?-'f""?‘“i"ﬂt.ﬁ* "' The prcture had fallen to the floor,
iy~ wohat IR DA 20,00 3 :T.ﬁmﬁiadkwﬂm L% = uncowning the telescreen behind it. * Now
m- w ME m i = H _‘f = :*_ I"‘""?'-_":-.' -_' “i_& m‘m im“mmmr.
=
3

¥ pert! 1 = W}'_ ; iron voice. ‘Stand out in the middie
: ! - 1 YSTEMS WITICH - th iness! ﬁ do you w‘ of the room. Stand back to back. Clasp your
mmpmgmw“ﬁ LM ONTTOR BOTE 1" Y e s Z shands bahindg heads. Do not touch one

z / anamy L TRt S e L N \ L' . . . Hoccurred to Winston that for
her n'mr:lnl record, her W E"LW‘ ~‘._ . 1551{@,5 ,_T-: J.“; mﬁmt;uu:mmrumk{akwna
and when she's travelied, who she AREPRODUCED BY = bracelet, so ':'.«. ce could keep e PO ra. _

ith, ; modem If you have been bugged, or if you

' %;:t " think that the likes of T Dan Smith are

L

:

y happy that I've got access to that? THE MOST ' ‘The tags seen are  paranoid, write to THE GAMES
Lat's say | want to hack into the CELEBRATED TAFS to reproduce, but your MACHINE with your thoughts. Next
i system, change a few facts and THUS FAR HAVE BEEN problem wouldn't be in logging onat  month | will be examining members of
How do you stop me? ON COMPANIES sat times, your big problem would be  a very different nature to Mr Orwell’s
ml'mmawm. CONTROLLED BY US if the Boys checked up on you after  Thought Police. Members searching
There must be ways. Access should GENERAL RICHARD you've logged on. They could simply  for sex, for love, for friendship, for
| only be given to authorised people. SECORD AND phone back immediately and runyour  bomb-making equipment, via those
L] Speaking as an upright citizen (except COLONEL OLIVER words through a voice print analyser.  naughty little computerised Bulletin
for last night!) | don’t give a toss who NORTH Of course, | can change anyone's  Boards. Thank you for your attention.

g sees my records. Not everyone feels voice electronically, and we can  I'll be watching you.

TGM TX 007.6-88258/124




IT’S
MSXELLENT!

' A brand new Philips MSX-Il computer and Salamander games up for

\ grabs!

' Double the fun from NIGHTDARE and KONAMI

' onestly, we're just too generous . . .

after the stun-

, ning series of Amiga competitions we now give all
I GAMES MACHINISTS the chance to win the very
| latest in European technology in the shape of a Philips
| MSX-Il computer. If you haven't already played with an
| MSX-Il you don't know what you've been missing and we
| seriously advise you to go out and find one now. Then

win one for yourseif.
We have the Philips NMS
8220 MSX-II (the manufac-
turers are keener on num-
bers than Amstrad!) as a
competition prize, on offer
from Nightdare Com-
puters. It's totally compati-
ble with all standard MSX
software and, of course,
with all the new MSX-Il soft-
ware which is beginning to
|pour in. This particular
| MSX-Il model is mainly
laimed at creative leisure
| users; in other words it's
good at running games.
| Graphic capabilities are
| high, with up to 512 x 425
pixels on the screen run-
ning 256 colours at once
|and sound (eight octaves,
3-tone chord) that would
make you think you're play-
ing the arcade game.

The machine comes with
two onboard programs as
| standard, MSX-BASIC and
| MSX-Designer for creating
|your own graphics. Addi-
tional software can be
loaded either via the two
|cartndge ports or a cas-
sette player. The whole
package contains the com-
puter, TV cable, main cable,
and manuals for complete
operational control. The
winner also receives a car-
tridge copy of Salaman-
der, the latest coin-op con-
version from Konami - and

| again, it may be better to enter this competition and try to

there are 20 copies of the
game (on MSX format) for
runners up.

Nightdare, the company
which is supplying the
Philips MSX-Il on offer, will
keep the winner, and any-
one else who is interested
in MSX hardware and soft-
ware, up to date with a
complete mail order service

- if you would like to know
more about them, drop a
line to: Nightdare, 77(b)
Walnut Road, Chelston,
Devon TQ2 6HP.

Also in the business of
keeping people up to date
with MSX news is the
Konami Software Club,

though you don'thave to be

Name the four Konami games above, all of which have been reviewed
in THE GAMES MACHINE, and have a chance of winning a brand new

26/1124TGM TX 007:6-88
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COMPETITION

into MSX to join up,
because the club covers
averything in which Konami
is involved - and that
includes the arcade
machines, computer soft-
ware, conversions and,
soon, news on Konami
games to appear on the
Nintendo console. It costs
£3.95 (mainland UK, out-
side UK drop them a line) to
join up and for that mem-
bers get a monthly newslet-
ter and a card giving access
to all kinds of special offers,
competitions and a Konami
helpline providing informa-
tion. The club is open to
anyone and currently has a
membership of 2,000. Find

out about them by writing
to Konami Software Club,
Bank Buildings, 17 Bank
Street, Newton Abbot,
Devon TQ12 2JL.

HOW TO WIN

Or, how to get your greedy mits on
the Philips MSX-Il prize. Quite sim-
ple really: on this page somewhere
are four screanshots from Konami
games wea've raviewed over the
past few months = name all four
and ot your answear down on a
postcard or the back of a saaled
envelopa, not forgetting your
nama and addrass. and send it ot
to: MSX-I| COMPETITION, THE
GAMES MACHINE, PO Box 10,
Ludliow, Shropshire SY8 108
Competition rules are described in
the masthead and make sure your
entry amves here by June 16

Graphic capabilities
are high, with up to
512 x 425 pixels on
the screen running
256 colowrs . ..

. « «» the club covers
everything Konami
— arcade machines,
computer software,
conversions and
Konami games on
the Nintendo.

Evesham Micros

All prices include VAT/delivery

)k AT ARr 520STFM SUMMER PACK!
"Only £369.00

520 STFM, standard modal £289 00
1040 STF +.E429.00
1040 STF with mono monitor £540.00
Maga 5T2 with mono moniior CA8S5.00
Meaga ST4 with mono monitor E1168.00
Atarl SLMBO4 laser printer, great value at £1199.00
Alan SM124/5 mond monilor £134.00
Atan SC1224 colour monilor £349.00
Cumana CDA358 2 meg (dual) drive £229.00
Alan SH205 hard disk, now style £539.00
Pace Linnat Modem Pack inc.cable & soltware £179.00

Phillipas CMBB33 colour monitor c'w ST lead £279.00
Phillips CMBB52 as above, higher resalution £299.00
(Extra £10.00 discount on Phillips monitors il boughlt wath an 5T)

All ST prices include: mouse elc. PLUS 5 disks of 8 'ware including
wordpro, ulilities, graphics, game and demos
We can quole you lor any combination ol hardware

Amiga & ST Drives
Why pay more? ;Yoo

High quality 2nd drives for the ST * Fully Compatible

; « Top qualily Cltizen
and Amigo at an uiltra low price drive mechanism

only £99.95 inc.vAT 2 She Voo Guaranies "
Disector ST

A\ POWERFLL set of Disk LUrilities
FEATURES INCLUDE:

% PROTECTED SOFTWARE BACKUP - very powerful
features Auto-Verify, single/double drive backup
and Fast Backup oplions

& DISK ORGANISER ACCESSORY - extremely useful
provides essenlial disk managemenl commands
including FORMAT, RENAME, DELETE elc

& EXTRA FORMAT o maximise space on your disks
provides over 15% additional user slorage per disk!

% UNDELETE 1o recover accidentally lost files

& RAMDISK and SET DATE/TIME Accessories

& DISK ANALYSIS 0 ! £24

& DIRECTORY PRINTOUT

% DISK SPEED CHEEK n y 95
.-_|'h_':_..-_'}! upgrac W Ol OvouQDese N e Tuiurg 10

NancHe rest disk prolechon sChamas &

For all Atari ST

PR’N TERS All prices include

SEQlF-

MWMaodels

We use and recommend Slar printers since
they do offer an unbeatable combination of
leatures. print quality. reliability and value
Make the sensible decision - gl il right \N'ill'l-l
a Star prinler al our special, all in, prices

Star LC10 replaces the NL-10, leatures 4 NLO lonts, paper parking
1-cr~'! panal operation, PLUS 2 extra ribbons free of charge! £199.00
Star LC10 colour NEW 7-colour version of above LC-10,
includes 2 extra black rbbons free of l.h.-lfl]'-‘ ' £234 .00
Slar NB24-10 high 24pin quality, inc.2 extra ribbons rrw ol charga £468.00
Star NX-15 budgel wide carriage prnter........ ! £319.00
Star NB24-15 wide camiage version of NB24-10 £599.00
Star Laser, very high spec. lor cosl, price inc.1 year on sie main £1795.00
NEC P2200 budget 24pin, greal value 168/56cps £349.00
Amsirad DMP3160 good value 10° £1689.00
Amstrad LOIS00 24pin al low prica £329.00
Amstrad DMP4000 last wide camiape £329.00
Panasonic KXP1081 relable budget 10° panler £179.00
Panasonic KXP 1082 laster varsion, inc.IBM proprinter @mulation £219.00
Panasonic KXP3131 daisywheal £299.00

How to order

All prices VAT/delivery Inclusive [, ochaam Micros Lid

MNext day delivery £5.00 exira

Sand cheque, P.O. or ACCESSYISA detat

1y H}'I.'lc;":'pl{ i-l' U.I‘q.l.".I(J SLVISA dela A s 63 Bridgﬂ Elrﬂﬂt

{'_.n..vf_ oduc. & PLE othclal ordeds wilCome E"U"B'Shﬂm
Worcs WR11 45F

0386 765500
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WE HAVE
THE
TECHNOLOGY

« « « Or at least we have
m namas for it. When
going gets slow,
researchers turn to
buzzwords, and thaey all
point to two things: fas-
ter and smarter
machines, and bigger
games.
Al Artificial intelli-
gence
Nothing of the kind — an Al
program simply has some
of that unconscious
mm’m we call *intelli-
gence’ built in. It can rec-
o?nma pattnrns in the
ormation it's given and
the experiance it's had,
and behave accordingly.
Entertainment applica-
tions: perhaps games
that 'learn” how you play
and respond with more of
the problems you're
worst at solving. At last
there could be a real bat-
tie of double-bluff with a
computer-controlled
opponent.

CD-RAM compact-
disc random-access
memory

Information could ba
written on compact discs
(CDs) = used for music -
rather than floppy disk or
tape. But because the
data is physically written
on the compact disc {CD)
by laser rather than stored

as arasable mﬂb&:
v - g charge, CD- seemed
¥ | implausible. Not so! Sony
5 hopes to release its first
i CD-RAM disc shortly —a

5.25" disc with 650
megabyles storage,

On page 23 we look at how advanced computer which can be written and

%‘i technology will be misused, here, in lighter imos by a aser bear
mode, Barnaby Page asks what will be the il S i

' future of games software as we stand on the ﬂﬁiﬁl« &
"4 threshold of a microcomputing revolution. very tast interaction

games!

o

To lies, damned lies and statistics you can add futurology: CD-ROM compact-

: . . ’ disc read-only
nothing is sure about the next hardware revolution = *hot box memory
—except that (a) Amstrad will do it cheaper and(b) it won't come This 'ma::h-nuusm-;lzh
with the right leads. But the software world is full of bubbling " MEY :353""
pundits who, in a different life, would have whispered you a hot of d;,,"_ as ..,”1?,';“ 35520

tip for the 3.30 at Newmarket = and now everyone's playing the megabytes — on a single

prediction game precisely because the much awaited ‘ next big Ep?pllfuﬂ?g::lmtbng
thing' is S0 uncertain games!

ST 1 F e




Expert systems
An expert system (s5ee
3 STAC .-ING THE

data.nc EH' carry out tasks
which require judgment,

| &5 waather-

g and medical
Entertainment

a'r _Jrl"i.' perhaps

G ur'ur"[ problems?

Fourth-generation
ianguage, 4GlLs

sea High-ievel languages
Futurology

A trivial pursuit

Gallium aw#mdt_

High-ievel languages
ing a high-level
language like C or

m, @ programmer

C »es what he

do — nol exactly
achine should

it. S0 high-level

re easier 1o

‘portable’

— their programs neead
f n from one

out of
l‘l""lpu'l er as

T'.ﬂl,_.h I"':L" code

Hat box

ar [‘mplﬂ never
r'"pun-'f —it's

pensive

suit, ‘system’

Integrated leisure
environment
That r‘l"‘"i.'"'-l. wr'ew the

I r modelled on
man brian, with

:  in place of
ral metwork

off at software

y leam from
axpanance.
Entertainment

Ons: a computer

ow 10 dishke.

e trendis are contraciclory. Un
the one hand, many predict that
games will be nfegrated nto
today’s saturation marketing
the book, the film, the comic,
the toy, the ST game of a concepl
Some also  contend that an oldet
marke! wall want word processing
o aphos-mamnpuianon I'-‘“.h-l'.i',_"'r and
all the fun of the spreadsheat on thaw
computers, so games will be just part
of the pixelated picture - as some ST
bundied software, the growng market
for PC and Apple Macintosh gameas
and the very existence of Amiga DOS
attest
But then what do vou make of the
dechcated games machine's return?
Wil these low - pnced consolas snatch
the games marke! fom “real
compulars? Or  will they simply
replace the B-bit machines at the
bottom end of the market, leaving PC
and Mac machmes 1o iake
those who want something mora
the axtended Mano famiby?
Says programmer Dawvid Aubroy-
Jones (Spectrum Mercenary, many
other Speediock) 16
bt machines as
iake owver he
games Completaly,
|.'}| W
32-bit.”
But Code Masters executive Bruce
Everiss wonders: ‘The problem s, are

seem io

Ccarg il
than

CONYersanns
we know tham wall
for full-pnce
and hen wa I be
al versions of those which are

markel

the curremt generation of  16-hit
machings the final soluton or an
mterim step?” (The latter, he fesls

citmng theé comparabvaly siow 2-{”:‘*“":
of the ST and Amiga beside the
Commodorng 64 and thea bamer
which business-like Armiga DOS puts
in the way of games programmers. )

CAN WE HAVE IT NOW?

These contrachctyons and tha
mdusiry ' s confusion arse bécause (1o
Chche) .1.r--,--_h-r-5; 15 DOsSSIing

coun anothar, we have the
technology it's decihrg which
technology 10 use, and making 0
gffordable, that poses the problems
Technologically, there's: no resson
why you shouldn't climb into the o
say ‘take mea 1o 10 Downing Strest’.
and st back and dozre tha oumey
away. Voice recogmilion, alecironic
route guidance, artificial inelhgence
o deal with traffc they rg - all
possibla, but  they dan’t  happen
overnight

Perhaps it's this sense of techmcal
feasibility just out of reach that's
prampted the story of the man and his
walch. now doing the rounds

A man s struggling along & busy
midday street with two- obwiousty
".-.-=1'qr suitcases. Every. so ofter he

opsio map his brow; and H‘ﬂm

hrlra":mihlb way that a -1lahml‘:
up 1o nu-n_

Excusé ma.”

“om a
now. To

says the . s

but co ...rdmu tell méthec mm(:ttﬁ"ﬁf[gr- o

please?’
Putting m:aﬂy his handkerchief, th«n

man consulls hl.& wrnstwatch and
meplies: “it's 3.10°hgre, 10.10.in New
Yook time to gothome in Tokyo.

Dukakis is up 12% o lackson, British
{Gas shares are dhl.-ﬁ“.ar’ &, ram is
expectad around Tpm, "md-- this has
just come in-— £11 m'“‘*“‘"'h‘a bean

stolenina bank hold-up in CovaRtry .

*Whew!" says the stranger. "THSl's
some watch!’

/

*»

A

cays  the  man - with
- he uﬁ- tures at his 100-
- ‘these battenes are

the

‘1"-_—.-.'|r:_'
waltich, "buat’
[alel¥ ] Wl suitlcases
Killing me

Well, computers dont run  on
hattenes axcept the so-Galled
laptops (and 1"l personally give C1010
the first GAMES MACHINE reader
who produces unposed photographic
evidence of a laptop actually being
used on someone's lap) but the
comucopia of paraliel processors,
RISC chips, superconductors, and
CD-ROM units {see box WE HAVE
THE TECHNOLOGY ) s useless
without soltware

TECHNOLOGY ISN'T
ENTERTAINMENT

As Andrew Hewson, the man who put
eponmymity  imMla  corporate  labels,
axplains, new tachnologies are viable
wnly ‘provided they can get a ready
supply of enfertainment material’.

| dont think that jesson’s been
learmed by the hardware
manutacturars yel, he conlinues.
"They sea themselves simply pushing
back technology. Amstrad’'s come
closest (o, creating a market rather
than just technically outdoing the
competitors,

And ultimately "it's cosl. Whatever
hardware you créalé you have 1O
create 4 base of cheap software to
siot into it. You don't mind paying for
the hardware il the software ischeap,”

For all that, says Hewson, the game
of the future will likely be igger than
today's. 'I's going t0 be much more
ke creating a film than a computer
game. It's going. to be. much maore
coripa.

And . Aubrey-Jones  sees
happening M ‘Tﬂdﬂy 5 pames
da lﬂlﬁﬁﬂ mione complex - than
games of a couple of years ago. when
it was quite Common 10 see & game
that had just 'ome Scréen.”

He expects 16-bit ‘and  32-bd
machinas will bring 'games winch
have a lol more realism. For instanca,
you Could: bé fiying over a planet’'s
surface (shaces of Mercenary ?) and
see the whole plangt just as though
!‘W were really there and have action

BNGE Today ybu. can -tell
‘oh, s pist - a

that

Thehassiie memory of CD-ROM -

e ¥ whete software is stored on
mm = will ‘also give the
programimer more  potential, says
Aubray=Jones,

it would reaily make possible fited
true 3-D programs; at the moment
they're a bit slow for real action
games. The next generation will make

these fast and acceptable.”

But for software houses to stan
mp!mtnna; a "[“ 250 megabytes
(about a50,.000.000K) of memory

CD-ROM  mustl: be widespraad
Aubrey-Jones ctes the ST situation,
wherg soitware uses 512K al most -
because that's -al most STs have,
though a 1040K model s ouita
AT

Evenss prediclts ‘more rosearch;
bigger -and . better products -that
aclually have mora contenls’

"With room for more memaory,’ he
AYS,. 'youTre Jgoing 0 S88 more
siraght simulabons and more
sophishicated arcade  adveniures’
with detaled "subplots’ as well as
gressed-up graphics and sound = in
other words, the kind of games that
Morth America’s older, PC-and-Mac-
based players already enjoy.

INTEGRATED LEISURE

Like many software producers,
Everiss sees games becoming just
part of an all-encompassing
entertainment package: ‘We expect
that ultimately you are going to have
an integrated leisure environment —
that’s an inevitability, merely 8 matter
of time.’

Making the marketing speak more
matenial, Hewson explains: ‘| think the
idea of a software house is a bit oid-
fashioned. There will be a sea change
in who licenses to whom.”

Al the moment film and TV
companies sell their successes to
software houses - but, says Hewson,

unihereail-,rlnngia-rmisaultgung
the other way round.’

He resumes the comparison of
games with films: *In the film industry,
it used to be the film of the book, these
days it’s a book of the film, becausa

the technology of films has improved

immensely compared with books-
which have hardly changed in, say, 75"

yaars.”
Gung-ho, Hewsan asserts; "We've
got technology on our gide. It will be
technology - that

EApansve adult sets  fike
Purswif at almost £25.

THE END OF BUDGET?

And, says Gerry Masters of the
Matanal Association Of Toy Retallers,
‘the high-tech toys appear {0 come
and go too quickly 1D fécover COsts
and enthusiasm’. There's been a
ratum o le. . tracitional - values of
playability, -he -says. and the only
gmmicky toys 1o have stood fast in
the changing wind are TV te-ins like
Masters Of The Universe and My Lithe
F’Dﬂ}'
Mearvwhile, ]
manufacturers have disc
adult market with. I £
Pursuit clones = ji
adventures and
starting fo unearthy T
computiér ﬂﬂﬂw 4
“The  whola ;
bubbhng ke mad,
These boardgames have taken fhe
place of things like party gaméas and




Drawing more adults 1o the |
- or will it be an Appl :
way will “lake more than a Super
Prolessional  Siriator  Plus, . and
Code . Masters" . Evenss . agrees
‘Publizhing 1S going to ba a Jot. more
complicated and sophisticated than it
i niow, and we arg girding our oins for
thist

The vigion of an Evernss, two Qlivers
and a trio of Darkings girding theair lons
might seem like a choreographer’s
nightmare, bul what it comeas down o
i that tha game Of tomorrow will be
costly as well as complex - and that
could signal the end for budget

‘Surviving without  advertising,
which is whal we do (lo keep prices so
low), isnt a . wviable long-term
marketing option,’ admits Everiss. "As
the use of computers in the home
enmvironment becomes more
widespread, we are going to have to
broaden our marketing and that will
be reflected in price.’

Still, Gallup analysts axpect 75% of
all games sold 1o be budgets by
somelime this autumn, and Hewson -
who produces the £2.99 Rack-it
games as wall as full-price titles -
argues that budget can persist with
rereleases of older full-prica gamas.
And  he . disinters his cinema
comparnson yet again to draw a
parallel between ‘cheap and chearful
software’ and all those identical
Sixties Hammer horror fiims — thrown
lo-neu'-ar predictable, fun once.

labeis can have that slol
happily,” he laughs Christopher Lee-
ke, ‘You gel what you pay for,
sunshine.”

The high developmant costs of
future games will decimate the ranks
of software houses, Hewson believes.
Gone will be the two-men-and-a-
compiler - wtﬂtﬂ they'll need the

able to deliver, so
| agency and
e the bigagest

d, - Mirrorsoft,

Snames wili

gt firms  sell

th of tie-ins.

! for

fe-for a strong

L "They go for a

i pmd:mt ke Tnﬂ&IPur-r.‘ur:r You
w 1 know looking at the package
that "4 a Domark game. '

TAKING THE RISC

And ‘what of the hardwara? The only
cartainty is that nothing intaresting
can happen yel, and the brave néw
world of voioe input, tast clean optical
. WS replacing elactncal currant,
holographic TV {(wadealy anticipated in
the -US . loy. word) and . micro
SUperCOMmpUTears - maasuring - Their
speed nteaFLOPS (nilion Hoating-
Poanl ooeraiae pey sacond) will still
be the province of grticles ke this ina

yaar's — or fva yadrs' — tumg.
Probably, observers aFme paralsl
: PIOCESGIng (vee box) will be the nexi
=along with 32-bit machmes
ﬂﬁ;ﬁn s Archimedes and ils
Instruclion - Set

) Aachnology.

TREARE night price the Archimedes

“soukd fakle o, muses Aubrey -

e apeed 18 there, which

easential for  games.  But

THOLISE

ACom

doaésn’t have the marketing savvy 1o
make |t work, many argue, a

msiruct

There's argumant aver languages,
to0; - software produ
high-level languag
HAVE
becausa thay make
one format to another simpler and
chaaper
for the pureé programme
retorts that “quality game Il always

stretches " the machine 10 s full
potential’
level languages could be mixed, he
admits

d there
Wroversy over t wy from p
wrchitectures, which process  Sir Clive
ns - faster than ordinary of multithousand-pound
bt may nead  more machines where

micra with its micro
are fond of  Commodore
a0 box WE
THE TECHNOLOGY) like C processing

conversion from But thé brave new
probably be -depressin
speaks vamed not by teraFL
whan he 3

But Aubrey

in - machineg code bec e that
% that are just a hunk

Machine code and high- h [llu.ln'r m.ui-r ting ..|II

PARALLEL PROCESSING

Our buffer runneth over with all the good things that new computing
technology promises — but perhaps the electric dreams come
closest to reality with parallel processing, Parallel processing is
already set to revolutionise the PC office and it could help games
programmers do more things quicker than ever before; but it's a
simple principle. In fact, you're parallel-processing all the time.

That is, while one battalion of neurons gets on with interpreting
the light reflacted from this ink and making it into letters and words
and meanings and clichés, other parts of the brain are steering your
eyes as you read across the page, reminding your lungs to breathe,
feeling the temperature, perhaps getting hungry — all at the same
time.

But though an apparently sane editor recently urged me to
‘develop a relationship with the Mac’, computers aren’t people -
partly because they take everything literally, partly because they
don't really learn from experience, and partly because they are
single-minded, following what's called von Neumann architecture:
essentially that means they (and therefore programmers) must
break all activities down into series of consecutive tasks. (People
who do this we call ‘mechanical, like a robot’ . . . )

Parallel processing simply allows two or more processors 1o run
in tandem, speeding everything up — and games on parallel-proces-
sing machines could be much more lifelike. In adventures, for
instance, things could happen even while you typed your com-
mand . .. just as circumstances suddenly screw up the best-laid
plans in real life.

Pocket-money parallel processing is still a way off: Atari's Abaq
machine, launched in March, costs between £3,000 and £5,000 -
with 13 top-of-the-range Inmos T800 (Transputer) chips side by
side, it's intended for science and education.

But Commodore's development of a prototype Amiga 2000 with
17 T80Os signals that micro manufacturers are working hard at
making their machines work harder,

in the meantime, there's a sneaky way around the problem.
Though multitasking doesn’t necessarily speed things up - it
doesn'tincrease processing horsepower - it means a computercan
pretend to do two things at the same time by switching from one
task to another very rapidly.

A comparison: if you say ‘|'ll make supper’ and disappear into the
kitchen, as far as the lazy crowd around the TV is concerned you're
running the camrot-chopping, burner-lighting, gravy-mixing, plate-
warming programs simultaneously — all they see is the finished
meal. But because you don't have eight pairs of hands (parallel
processors) you have to nip back and forth from stove to side to sink
(multitask).

PC users have welcomed the multitasking abilities of Microsoft's
08/2 operatin g system, the follow-on to MS-DOS (it runs on PCs
and PS/2s with B0286 and BO386 processors) — besides being a
great step for mankind it means you don't have to twiddle your
thumbs while a printer occupies all the computer's attention.

The next step to making computers act more like people — and

more interactive — are neural networks and expert systems
(see box WE HAVE THE TECHNOLOGY). But such complex
activities demand parallel processing - which is why Atari and Com-
modore could be the first with the next big thing.

For computing's next generation,
the technological lead may come not
rising entrepreneurs like
lair bul from the haights
business
already  Apple  is
bringing artificial intelligance. 1o the
Explorer and
i5 adding Transpuler
chips to the Amiga 2000 for paraliel

world - will

5 but the
puk wrhaps Atan

der Molan Bushnell knew it alltoo
wall when he said: ‘“There will always

Spectrum

FUTURE

Optical switches
Using optics, a computer
would transmit informa
tion using light rather than
alectricity. Entartainmeant
apphcations: spead

Parallel processing
see box PARALLEL PRO-
CESSING

Hay tracing
Ray-tracing graphics
generate an ullraraalisti
picture by tracking wheara
eveary ray of light in the
SCang would go and pro-
ducing shadows, reflac
tions, and 50 on. Butl thay
damand huge procassing
power 10 run at a usatul
Spea] Entertainment
applications: just like
being there

RISC reduced instruc-
tions set computing
RISC-based machines
use shorter instructions
than CISC (complex
instruchion sel compaut
ingl systems, which some
sSay speeds them up - but
others argue they there
fore have to use more
instructions, cancalling
out the banafit
ﬁunrrr.nrnpulvr
Sounds good - a very fast
numbear-crunchar I',]r"l'ln"l:_]
through tens of millions of
oparations par sacond
fhrf DIQQes! supercom
puters are developead in
the US by Cray Raesearch
Some 300 now axisl -
mora than double the
population three years
ago. Entertainmeant appl
cations: revival of outdoor
sports. Despie whal you
can get on a desklop
thesa days, a suparcom
puter would probably
crowd you out of tha
room E'.-r.-retln:-.l'].' big, tast
games
Superconductivity
Superconductors are
malernals — mostly
ceramics —which have no
resistanca and thus don't
weakan alectrical currant
which flows through tham
unlike samiconductors
loday’s chip matanals
Entertainmant applica-
tions: faster games. Slight
problam: most suparcon
ductors require tempera-
tures closa 1o absolute
Iarg

Transputer

A 32-bit parallal-proces
sing chip daveloped by
British firm Inmos and
already in use by Atari and
Commodore (see main
story) as well as in a
supercomputer by US
based Floating Point Sys
tems. Entartainment
H{}pllr,.'itlr:r‘n‘-: Spead

WSl wafer-scale
integration

The latast projact of
Sinclair Rasaarch, WS
allows complete com
puters on single chips
Advantages: compadct
ness, less wire. Entertain-
ment applications
spaed




1] SPY VS SPY TRILOGY
W TRl PRV AT LY
Spy Vs Spy Vol 1 =voted the best
two player game ever designed.
Vol 2 The Island Caper - winner
of several awards including
game of the year,
Vol 3 Arctic Antics - A must for fans
of the original Spy Vs 5py games.
Spectrum 48K/ Amstrad CPC/
Commodore 64/128 cassette: £9.95
Amstrad CPC/Commodore

64128 disk: £14.95

7] SUPERSTAR ICE HOCKEY
Voted the best sports simulation
of 1987 - Happy Computer
Commodore 64/128 cass £9.95 disk £14.95
Amiga £24.95  Atari 5T £24.95
IBM-PC + Compatibles £24.95
IBM-PC 3% inch £24.95

A fully animated realtime tennis simulation,
Play the US Open, Wimbledon etc,
£24.95 Amiga only.

Available from all good computer stores
of mail order from

Pleate make cheques and postal 'ﬂll:ﬁll'l.
payable to Databyte. All pricey
include VAT, postage and packing

Dala\l‘)y_le

15, Wolsey Mews,
Kentish Town,
London, N.W.5. 2DX
Telephone 01-482 1755
FAX 01-267 1828

(2] INDOOR SPORTS

Highly acclaimed sports simulation - received
rave reviews. A must for sports fans, Air
Hockey, Darts, Bowling and Ping Pong

MNote: C64 version does not include ping pong.
Spectrum/Amstrad CPC'Commodore 6471 28/
Atan XLXE cass £9.95

Amstrad CPC/'Commodore 64/128/

Atari XL/XE disk £14.95

Amigil £24.95 Atari ST £24 95

IBM-PC +Compatibles £24.95

IBM-PC 3%: inch £24.95

[&] TASK Il

“it really has to be played to
be believed, I'm hooked™ - Commodore User
Commodore B4/128 Cass £9.95 disk £14.95

(5] STWARS

“If you liked Starglider you'll love this garme -
it plays better and it's much more fun to
play. overall its a much better game”™

Atari ST £24.95
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FINGERS on the
please! A super collection of
frigger-happy delights for all
shoot-'em-up addicts this month
booting up with Rainbird's set-
lo-become-a-legend game
Carrier Command - play the
action game and you'll wear out
the fire button on your mouse
before you reach Claire Edgeley
Isiand. Zap those nasty alien life
life forms in Psygnosis's graphic
shoot-'em-up adventure
Obliterator, set in a plat-
forms-and-ladders SCenaro
of the futura.

Then again, take to the skies
with Sega's Blade Eagle,
Mirrorsoft's Spitfire 40 or even
Galactic Invasion over from the
American software house
Microlllusions as is the aptly
named Fire Power. Brand
spanking new software house
Exocet plump for vertical take off

fire button

full-of-lead epic Foundation's
Waste. Fly through future fantasy
with Crosswize from Firebird -
they've got the bullets if you've got
the energy!

Arcade action offers exciting
axploration and a fair bit o’ blasting
this month with GOl's Bionic
Commandos on the
Commodore and Karmow on the
Spectrum from Electric
Dreams.

What? Some of you want some
other buttons 10 press rather than
fire? We can give you that -
sophisticated puzzies may push
you over the 1op in Sophistry or
there's the ST conversion of the
brain-draining Deflektor. Or
would a bit of gambling be in
order? Strip Poker N from Anco
will help you get something off
your, or someonaé else's, chest.
Stripped for action and ready to
reveal all on the reviewing front this

THE GAMES MACHINE omitted to report last issue, that
on the Commodore 64/128 diskette version of Impossi.
Mission Il there is a save function which improves play
slightly over the cassette game.

bile

Hogg, Nik Wild and Stuart
Wynne - the boys are back in
town.

LEAD
REVIEWS

CARRIER
COMMAND

Are your eyes deceiving you?
Doncha believe it — Camier Com-
mandis here and set to roar across
a massive three page special
We've got the full lowdown on how
it plays, tactics, strategies and
masses of screen shols s0 you
know just what to expect. Why did
we rate it so highly? Find out
on

PAGE 39

KARNOV
Electric Dream's colourful incar-
nation of the jovial Data East coin-

REVIEWS

manth. How could they do it on the
Spectrum, it's simply so addic-
tive?

PAGE 46

BIONIC

COMMANDOS

Software Creations have con-
verted over to the Commodore 64/
128, (with Spectrum, Amstrad,
Atari ST and Amiga versions 1o fol-
low), GO! are publishing it - we've
reviewed it and it's well worth the
wait.

PAGE 67
PANDORA

The good ship Pandora - but just
what is happening aboard her?
We've investigated the fuluristic
graphics, induiged in the intricate
puzries, dabbled with the seventh
generation computer just to dis-
cover what is in that box of tricks

as well with their fill-the-baddies- | month are Richard Eddy, Robin | op hits the first home micro this | PAGE 47
| REVIEWS SUMMARY North Star 52 EddieEdwards: SuperSki 53 Oblterator %
| PR - o faiWemon 1 BT 8
L A fmn—m E North Star g Mm E
59 Venom Strikes '--m 44  OutRun 66
= o e P % IBM PC
s AMSTRAD CPC Spitfire 40 80 Eddie Edwards: Super Ski 53
35 Beyond The Ice Palace 42 Staff 45 StarQuake 88
44 Eddie Edwards: SuperSki 53  StarQuake 68 Strike Force Harrier 56
Venom Strikes a4 mwl g
E 64/ | Warlock's Quost e MSX-Ul
Fa ATARI ST Wizball 49 Salamander a8
67 w'l‘h-h-m E ..m SEGA
- m. : - B RR 45 Blade 56
58 m 46  Fire Power 66 me'l 65

(3

TGM

TX 007:6-8833/124



RESER A A g S PR T e s

THE DAY HIS

NUMBER CAME UP

CAPTAIN BLOOD

Infogrames

vocative graphics coupled with music by Jean-

Michel Jarre have helped make Captain Blood quite

probably the most eagerly awaited French 16-bit

computer game ever. Here we review the ST game,
an Amiga version, at the same price, will be released at the
end of May. The complex scenario — worth the explaining
in some detail — has been written by Philippe Ulrich and
the programming handled by Didier Bouchon.

Bob Morlock is a programmer
down on his luck. Trying to forget
his problems at the local
amusemant arcade, Morlock runs
into the Charles Darwin. Now
prefemng t© be known as
Mortimer Slithe, Darwin's |atast
epoch-making theory is that aliens
have arrived and are among us -
nsice the arcade machines

Moriock is so worried by this
i0ea that he resolves 10 program a
super version of himsalf to battle
the apparenl evil in cmmputers TD
help his digital alter ego — named
Captain Blood — Morlock develops
a spaceship called the ARK. Whan
all is ready Morlock types in RUN,
and disappears

Somehow Morlock has become
Captain Blood and finds himsalf
inside the ARK facing its
sophisticated, bicmeachanical
controls. Before Blood can adjust
to this radical state of affairs his
ship comes under attack from 5th
generation Space Invaders. Blood
quickly orders the ARK's
biconsciousness — Honk — 1o enter
hyperspace Unfortunately a
malfunction in the hyperdrive
leads to Blood being cloned 30
times — each clone taking part of
the Captain's vital fluid. Unless
Blood finds thesea clones - referred
to as Numbers — and regains his

fiuid, he must die. AImost
immediately he begins weakening
and increasingly the ARK's

biosystems have 1o replace his
internal organs with artificial ones
If a Number is not found quickly
his hand shakes (suffering from tha
ETs7), making the ship far harder
to control

Maorlock was one of the greatest
computer gamesplayers evar and
as such, recovery of the Numbers
might have been easy were it not
for tha ARK's size which makes
planetary landings impossible,
Blood is resigned to his unhappy
fate until the ARK encounters a
fleeing Oorxx. Honk sets about
examining it and proposes that
they should modify its genes to
control the offspring, and produce
Oorxx blomissiles Blood
evantually agrees 1o this and thea
modified babies are bormn

HYDRA

Movement through the galaxy is
via a fixed hyperdrive System
When the coordinates of an
imMerasting planet are found,
Blood's hand aligns the crosshairs
on the galaxy map and presses
hyparspace. An Impressive
sequence follows, which can be

Surveying the planet in preparation for a surface reconnaissance

. Speedad up by holding down the

rngnt mouse Key — as can the even
batter planet destruction
sequaence. Both these are simply
ST graphic masterpieces. With
32,768 planats, whosa locations
change for @ach game = and many
of which lack lile torms — it is
advised thal you know where
you're going and don't just pick
planats at random

Feeling mean? Take delight in
desiroying a whole planel

When orbiting an interesting
planet, an Oorxx can be launched
lo make a landing — if Blood can
guide the creature down one of the
planet’'s canyons 1o make a
landing. On some planets missiles
add to the drama by requiring very
low-level flight over the highly
imprassive, and fast, wireframe
fractal graphics. W the Oorxx
survives and there's life on the
planet an alien greets it and Blood
can converse with it via the
Universal Protocol/Communicat-
ion (UPCOM)

UPCUM is an icon-driven
system, 50 when an alien speaks
icons are pnnted on the left of the
screen and these can be
transiated by Blood running his
hand over them. To reply Blood
scrolis a long-strip of icons at the
bottom of the screen to put
together the right sentence. When
finished the sentence is spoken by
pressing the UPLCOM's mouth
Initially this icon syslem seems a

good dea with all possible icon
words easily reviewed by scrolling
LUnlortunately the lack ol words
such as AND, or even just a full
stop, result in wvery fractured
sentences which are both hard to
understand and form i
Infrogrames had sean fit to include
a list of standard questions and
phrases, tha systam might have
Deen easer o oparale-as s it
can be very frustrating

The manual describes 13
distinct types of alien and all have
very attractive, minimally
ammated pictures to represant
themsalves by. Some will want to
be telepored aboard the ARK and
taken to a special planet, Other
aliens such as the militaristic
Croolis-Var and Croolis-Ulves will
proffer shopping lists of planets
thay want dastroyed. By conlrast
Tubularbrainers speak in code
while Sinox creatures won't
communicate at all without a
password Many of thesa
creatures want 1o see the
Onodyantes who appear beautiful
to thosa they like, and homific to
those they don't. Getting the
location ol wyour clones, or
Numbers, from all thesa aliens
won | be easy

Fortunately when the game
begins it is B00 years aftter Blood's
quest began and 25 MNumbers
have aiready Deen beamed
aboard and destroyed. Tha five
remaining clones have radar
scramblers and all but most
especially number Five - are
daterminad 1o stay alive. Blood
has 45 realtime hours to find the
Numbers before the game ends
Whan progress S made in this
substantial quest the game can be
saved 10 disk, but 1o discourage
frequent saving/reloading as a
kKind of cheat mode, old games can
only be loading during the first five
minutes of a new gama
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. « » the most stylishly evocative game the
ST has yet seen.”
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GARISHLY DRESSED

TARGET: RENEGADE

Imagine

fter the wide-ranging success of the Taito coin-op
conversion, Renegade (reviewed TGMO001, Imagine
have brought out the inevitable sequel, but this time
it is an original game following its predecessor's
violent footsteps, design and programming by the in-

house Imagine team.

MO sooner have you rescued your
girifriend from the clutches of
marauding gangs than you find
that your brother Matt has been
murdered. Matt was killed

investigating the heinous activities
of Mr Big in your proud city of
Scumsville. Enraged by this you
decide, with typical disregard for
the normal, due procasses of law,
to murder the villain in revenge

Straight out of the lift and into
troubie, car parks are dangerous
places - Specirum screon

The first confrontation scene
occurs in 8 multistorey car park
where Hell's Angels take their
Harley Davison's for a workout
First kick them off their bikes, then
deal with them hand-to-hand.

But of course, these mealy-
mouthed specimens of sub-
humanity should be little of a
problem, and having despatched
them, there is a lift to take you
down a level, where a second
wave of homicidal saddie striders
are determined to send you the
way of your brother.

The fourth level — the ground
floor — has a bank of phones and
one rings. Answer it and it's on to
the next confrontation; take too
long handling your assailants,
howaver, and you won't maka it to
the phone in time - thus ending
the game. Eight minutes are
allowed to get to the phone, and a
new time limit starts with the next
scene.

EMDURANCE

LIVES 3

You encounter some ladies who earn a living by dressing garishly and hanging
around in carparks - Commodors 64 screen

Biker number one has a baseball
bat in his saddlebag and if you
don't get it first, the other bikers
will, one holding you while another
tries to score a homa-run with your
head.

= =) = I...J

THE DIFFERENCGES

Among Mr Big's business
interests there is, apparently, a link
with women who earn their money
by wearing very garish clothing.
On a poorly lit street of Scumsville
you must deal with these ladies -
who have a practised kneeing
motion — in your usual, indelicate
fashion. Somewhat {ougher than
the women you're manfully
disposing of are their bossas, who
are adept fighters with their
walking sticks. One boss has agun
with a limited number of bullets —
until the gun is empty you should
avoid him and dodge the bullets

Wearily, you emerge in the city
park where a gang of skinheads
wamt to feed you to the ducks
Defeat them and dash on to the
shopping mall where fans of the
Beasty Boys are shown to ba yet
more employees of Mr Big. Their
canine pets have not, it seems,
been fed in a very long time.

The final confrontation takes
place in Mr Big's bar, a dive
packed with his bodyguards, Add
them to your already massive
bodycount and Mr Big will take
you on himself

Of the two versions reviewed
here, the Spectrum wins out
Target: Renegade ig a

disappointing sequel for
Commodore owners. While the
graphics are sharper than in
Renegade, they are also duller.
Thein-game tune is fair, but sound
FX are poor when selected
However, it is the game's
playability that really ruins the
sequel, il is repetitive and overly
precise — the demand for pixel-
perfection in disposing of enemies
that rarely, if ever, excead two on
screen  simullanecusly S00N
becomes irritating and provides
the game a specious toughness
Spectrum combat, while tough
doesn't require the iritating
accuracy of the Commodore
version and the character seems a
lot harder so that you don't need a
weapon right from the start simply
to survive Another huge
advantage is the two-player mode,
with both represented on scréen
at the sama timea allowing exciting
team play

COMMODORE 64/128
Cassette: £8.95
Diskette: £12.95

The best part of this game, it
has to ba said, is the mul-
tiload which isn't required
wntil level four.

OVERALL 52%

SPECTRUM
Cassette: £7.95
Diskette: £14.95

The 48K Spectrum version is
burdened by the need for
@ach level to be loaded in
separately, but it's worth it as
playability is so much better.
A distinct improvement over
the original, the Spectrum
game is a very good sequel =
and tough - indeed.,

OVERALL 85%

An Amstrad version should
be out by the time you read
this, cassetie:
diskette: £14.85, and a ST
version is planned for a June
release. The Amstrad
Renagack: was one of the best
versions, and we expect
similar of the new game.

“ ... adisappoint-
ing sequel for Com-
modore owners, the
Spectrum game is a
very good
sequel ... "
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REVIEWS

purely 16-bit

Barbarian.

The Federation was like a gigantic
amoeba, absorbing civilizations

without thought; those few
advanced alien societies able to
resist garnead the unsubtie

attentions of the Qbliterators: bio-
engineered warriors selected at
birth and trained from childhood
to be the shock troops of the ali-
consuming Federation

But that was centuries ago,
now, as the Federation encounters
a foe mightier than any before,
there is only one Obliterator

=31 Wng
=16 TN o LI

panegl - Amiga screen
remaining = Drak. Already the
entire Star Fleet - a once
irresistable military machinge — is
now debris at tha hands of an alien
spaceship which Iis heading
toward Earth. For the last of the
Obliterators there s a mission
upon which the fate of the
Federation, and planat Earth itself,
rasts

Federation Eiders intend
matter-transporting Drak aboard
the afien ship. Once inside, he is to
fight through the androids, robots
and aliens crewing its hundred-

plus screens and eventually
disable the ship by remoaving
essential components from its
plasma drive engines, battle
ghields and main weapons,
leaving it vulnerable to a few

hastily commissioned Federation
strike ships. Before they deliver

company,
knowledge of the mind?), was one of the first British
companies to write for the Atari ST/Amiga market,
and have shown a steady improvement in their
products since then. With design/coding by David
Lawson and graphics by Garvan Corbett, Obliterator is,
as its appearance immediately testifies, from the same
team who programmed the successful,

Looking very similar to the Atari ST game but for the slightly enhanced icon

Psygnosis (mystical

innovative

the death blow, however, Drak
must also obtain a vital computer
datapack - for Federation
axamination — and activate the
ascape shuttle.

SPACE WITH
ATMOSPHERE

Exploration of the spaceship is by
the usual Psygnosis flick-screen
method which, on both machinas,
seems very sluggish until one gets
used to it. The ahen creatures

i | BoBG4e

seam infected bDy a similar
slothfulness, particularly if there
ara more than one on scraen, but
in both detail and variety they are
consistently impressive. Once the

five tasks have been
accomplished, an ascape
countdown begins before

Federation ships attack. Failure to
reach the shuttle in timea results in
the last of the Obliterators being
consigned to history.

Drak’s actions — a wide variety
too = are controlled via a panel of
icons at the bottom of the screen,
much as in Barbarnan, activated
aither by mouse or keyboard. A
joystick can be used, however, 10
control direction and fire but not
special functions such as defence,
which allows Drak to safely roll
past enemies. Other useful
abilities include directional aim of

FEDERAL LARCENY

OBLITERATOR

Evan the floors don't provide protection against Drak's weapons - 5T screen

Drak's gun via the mouse and
preprogramming, so that if Drak is
running toward a door, clicking on
the enter icon instructs him to
enter as soon as he reaches i
However this can become
irritating when, in the heat of the
action, an icon is pressed twice
rather than once, especially as
cerain circumstances allow time
for only one, correct response
before an anemy kills Drak.

At first Drak is armed with a
pistol and 25 bullets. While

exploring the alen ship more
ammunition can be found for the
pistol, and also a nfle, blaster and
bazooka are available. To protect
Drak from enemy weapons he is
equipped with a personal energy
shield which can be recharged by
alien regenerator chambers. An
alternative icon strip, activated by
the space bar, displays the
amount of shield energy left as well
as weapons, ammunition and
objects carried. If the shield falls to
zero then Drak dies - fortunately
there is a save game option which
is activated by entering certain
regenarators or picking up vanous
objacts

Obliterator owes a great deal to
Barbarian, but gameplay is
markedly differant with a lot more
screens and much less emphasis
on traps so that you can choose
how to explore the game, rather
than following a nrngid path.
Excellent graphics, good use of
sound and an all-round air of
quality are the hallmarks of all
Psygnosis games. This often
makes up for any deficiencias their
products might have, Barbarian
particularly suffered from gubious
collision detection. In the case of
Obliterator, the energy bar makes
the game easier than its
predecessor, perhaps too easy —
witness the map in this very issua.

Diskette: £24.95

Drak moves

faster than his Amiga
although the

colour  glitch.
Obfiterator Is not a bad game,
the graphics and sound help

OTHER FORMATS

At present there are no plans
to convert Obliterator to other
formats.

e e = L]
“ ...0wes a great
deal to Barbarian, but
with a lot more
screens and less
traps ... "
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AT LAST!
COMMODORE AND SPECTRUM SPARES
AT REALISTIC PRICES
CIA 6526 £11.95 ROM 90122703 £14.99
MPL 8510 £11.99 ROM 901225-01 £9.99
ULA 60001 £11.99 Spectrum K/bd Membrane  £4.99
128k ROM £11.99 Spectrum K/bd Mat £3.99
Spec. PSU £10.49 S/Manual £22.99

Repairable C64 Power Supply Units £26.99 NOW £24.99

All prices include post & packing, handling and VAT
| Send vour faulty computer/PSU for estimate and repair
From £9.99 + parts + carriage + VAT

' SEND CHEQUE/P.D. ACCESS/VISA CARDS WELCOME

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL., FY5 3NE
Tel. (0253) 822708

TRADE ENQUIRIES WELCOME SEND LARGE S.AE. FOR FULL LIST

[r————

B

»
FIRST AID
FOR
TECHNOLOGY

CoMPUTER REPAIRS
Fixed Super Low Prices!

Inclusive of parts, labour and VAT

1 week turnround
+ SPECIAL OFFERS %

SPECTRUMS £14 inc. Fres Gama | VIC20, C+4 £22 inc.
SPECTRAUM 128 £16inc. | BBC £32 inc.
=1 £22 inc. + Free Game | ELECTRON £19 inc.
C128 £20inc. | AMSTRAD 464 £32 inc. Free Game
c1e Ci1Binc, SPECTRUM P.5.U. sals £10 ine.
Cé4 P.5.U. for sale £20 ine.
Plazse snclose payment with itam - 3 month warraniy on repai -
Plegse enciose adverm with repair " _
5§ Porfaend Rosd, Liton, Beds LU BAT. Tel 0682 45EYTS. Telen: 25871 .
[ e— From the Dtmgner

TRACK SUIT MANAGER

The first ever football game with real match tactics

TAPE LOADINGg
PROBLEMS?

FAVE MUTE‘S REMAINING srd the score w 11
quality for the MATIONS CUP FINALS whan Robmon e
skowly miowves lorwand = Allobell challenges but i
sends along through ball to Barnes . “Dffsade™ shouts Caper
the u!" Lineier races [Owards [he nosd Doss
cross ... Barnes Shoots

YES AT LAST THE BIG ONE

™ Y MPLETE TASETT RV 5
EONLY CO DATASETTE SERVICE & ALIGNMENT KIT A management game with so much more.

P CHECK & ADULIST ALIGNMENT P CHECK SATNG PERFORMANCE # 54 Computed managed Countnes # 54 Squads of Compriter controlbed Playes
CHECK DATASETTE CROLITRY P> CHECK LOADING PERFORMANCE % SANC VOUF OWI WUIG tom S0 MoRRcUBY SREed SInasE: A DR Ovn
et e T R Country « World Cup & Nations Cup &« Ouahifying oroup matches (o AL

P CHECK FOR ELECTRICAL INTERFERENCE  IPCLEAN & DEMAGNETEE TAPE HEAD P R D e rots T

DATASETTE DOCTOR COMES COMPLE TE \WITH TEST PROGRAMS, HEAD CLEANER, F"':""y e e Touurs i CIMnatisgion s Vst oifie inssimationsls & float Newspaps

O NMUACNE TISER, CLE ANIFNG FLLID & SCHEWDETVER Headiines & Public Opinions &
SEND £1.00 FOR AMAZING t‘ AND THERE'S MORE . ..
TRILOGIC DEMO-DISKI - Sophisticated Match Play with _ Adsatie Tear ;

L] i Wi Ajpuataineg g T FTLEL - e ¥ [ -
| REFUNDABLE WITH FIRST ﬂ i e T B o o T &
MRIPLHCHASE 1 Ponaites & Tackies » Fouls & Select Player for 'St Pieces @ Inpunes & Bockongy
# Sonding OWs » Susponsions & Substitutes & Heading & Genurs Penaity

Snot Ot im Ouarer, Sami & Final Matches & Extis Tane &

THE SOUND DIGITIZER

e
%?amzs

~-FORCo4 & 128 bm-nju.l Player & Team (Defence Micliebd, Attack] tactics = Delensive =

Afacking % Normal » Queck Counter Anacks & Zonal Mariung & Man fo Mars
& SIMPLY CONNECTS TOYOUR PERSOMNAL STEREQ. HIF!, RADIO ETC. Marking l Offsicte Trap & Sweepar System # Possession Football # Long ball
& REPLAYS THROUGH TV SPEAKER - NO EXTERNAL AMP REQUIRED. Passing # OneTwo Short Passing w Aggressive Tockling « Take Comers. Frag

SCHE B0 Ea MR P ipfweid Bowon on Tackins AND MOHE!
s DIGIBASIC SOFTWARE LETS YOU EDIT & CUSTOMISE SOUNDS ik - Say Btk s FI0y LipRetd - Awold Hevy: Tackiss & ANDIIORE!

& DISK SOFTWARE INCLUDED

* VARIABLE RECORD & PLAY SPEEDS 199 GOLIATH GAMES is a’'NEW’ Software House specialising
» 14 secsmaxmm eeconon e | QNLY £ in .. ADVANCED ... INVOLVED ... ORIGINAL SOFTWARE.
I'.PII'H

uEL'I."ﬂ. ORDER NOW .. EB*BE Including VAT Plus S0p post & packing

Trilogic Dept. ZZ , Unit 1, D0 £1.95
253 New Works Road (0274)691115

Fax OIM 600150

PLEASE SEND CHEQUES/PD. TO

Bradford, BD12 0QP.

46 LOCKING ROAD

AST AL ORCER SERVICE  PROAPT DESPATCE AL PRICES FLURLY INCL
CRIARANTEE O ALL TENE, PATVENT B CASH. CHEQUES PAYARLE 10T

OF WISA ADD £ 1 EXTRA FOR EXPORT ORDERS PAYMENT B §TERLE

110 DoAY NACINEY BACH
Y FOSTAL CRDER. ACCES

COMMODORE 64, SPECTRUM
TGM TX 007:6-8837/124
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THE FIRE LIZAR

SALAMANDER

KONAMI

ne of the greatest shoot-'em-up coin-ops of recent
times, Konami's Salamander has already been
released on the Spectrum and has now arrived on
MSX - albeit in cartridge form. There are no plans yet
for Vulcan Venture - the coin-op sequel - to be released
on MSX, but it can only be a matter of time before it does
make the translation to the Philips and Sony machines.

in deep space the Latis system
comprises five planets, Latis and
the four worlds which circle it
Peace has reigned in the system
for 120 million years . . . untilnow

The forces of the Salamander
appeared out of nowhera, The
reasons for the attack unknown,
their objective fnghtaningly clear —
total domination of the Latis
system. The attack was too much
for the defences and the planats

Quickly succumbed 1to the
invading forces and their
tyrannical rule

On the planet MNemesis, the

Emperor, sesing the invasion of
the home planets, iImmediately
ordered two space fighters to go

Ondl

il pd_pil |z::-| pz-iu e

1o the Latis system and repal the
invaders. Tha fighters (' Sabal
Tigar' and ‘Thrasher’) are
commanded by lggy Rock and
female pilot Zowia Scott
Salamander is played over six
horizontally and vertically scrolling
stages, starting over Latis itsael
and working through asteroid

stages, flying aown over
volcanoes, mechanoid bases,
sub-space regions to finally

confront the fortress on Odysseaus,
one of the outer-ring planats

The options at the start allow for
one or two players to indulge in
simultanecus or alternate play,
Team work is essential as the odds

are stacked heavily against you -
alien formations, asteroids, living
rocks, jet-pac soldiers,
Salamander fangs erupting from
walls, laser bariers and bomb-
fiing gun emplacements are all
out to end your rescue attempt.
Like Nemesis and its sequel,
shooting enemy formations or red
aliens reveals capsules to collect,
giving axtra spead, bombs, ripple
lasers, multiples and force shiaelds,
Shooting enemy pods reveals
energy capsules, collecting 15
rawards you with spacial weapons
such as Hawk Wind and homing
missiles, Meteor and Screw lasers,
twin and triple shot and an arming
ball

Further collectable items give a
variety of effects, temporarily
stopping the scrolling, fixing the
multiples position, luminating
dark regions and equipping the
ship with trample missiles (10-16
timas the power of normal
migsilas). In two-player
simultanecus moda, the ships can
merge if the Combination weapon
is selected, one player moves the
ship and the other controls its
weapons. Al of these are
temporary and often run out at the
worst possible moment.,

DECISIONS
DECISIONS

On completion of stage two, you
are faced with the choice of tackl-
ing further stages in any order. The
decision screen shows the
strength of the alien forces in each
stage - the longer the time taken
to decide, the mora aliens there
arg 10 ancounter in both the cho-
san and subsequent stages.
Clues on how to defeat the final
enemies are available in tha form
of The Prediction, a six-chapter
story, sections of which are acces-
sed by destroying alien bases.
The scrolling is not very good in
either horizontal or vertical planas

VERSION UPDATE

BUGGY BOY
Elite Systems

Atari ST Diskette: £19.95
Spectrum 48/128 Cassette:
£7.99 Diskette: £11.99

BUGGY BOY is Elite’s second
release for the Atari ST, On the
Commodaore 64, Buggy Boy
received a massive 92% in
TGMOO3 — a tough act to follow.
The game is a road-race against

time through five fiendishly
tortuous Circuits Trees,
bamcades, rocks and other

obstacles bar the way as the
buggy bounces over logs, drives
along the side of hills, through
tunnels and over bridges, while
collecting flags and passing

through gates for bonus points

and extra time.

Of tha two versions hera, the
Atari game fares the better, with
smart, neatly detailed graphics
and very smooth scrolling. The
buggy is a decepltively agile
vehicle, nipping through gaps

38/124TGM TX 007:6-88

but the quality graphics and excal-

lent tunes playing throughout
more than make up. The title sequ-
ence sets the scene for the game
perfectly and is atmospheric and
cingmatic in quality. Although no
significant improvement  over
games such as Nemesis, Sala-
mander is still a good, tough, chal-
lenging shoot-"em-up fans of the
Nemasis saries will love,

AMENDMENT

Konami would like us to point
out that F-1 Spirit; The Way To For
mula Ona, reviewed last month,
is also compatible with the
MSX-I.

MSX-1/11
Cartridge: £19.95

In the coin-op game collect-
ing capsules immediately
gave you a set power or

difficult. Salamander s
Games Master compatible,
so if you're having problems
at least you can get to see all
the stages by using the cheat

an extra part of The Predic-
tion hidden within it, reveal-
ing vital information for the
complete destruction of the
Salamander forces,

“ ... achallenging
shoot-"em-up fans
of the Nemesis series
will love.”
st s LT,

batwean abstacles with
remarkable ease. The game s let
down in places by average graphic
affects - the explosion when a
tunnel wall is hit and the weak
attempt at mud spurting from the
rear wheels of the buggy.
Howevar, much is made up for
with its superb playability.

In an attempt to copy the coin-
op, the Spectrum buggy takes up
a third of the screen in haight, an
interasting feature which

| |
L
ik

ST
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ks

inavitably restricts its freedom of
movemeant and obscures
oncoming hazards, particularly
whean going over tha crast of hills.
Graphically, the program works
well, colour is used cleverly and it
all moves along at a fair pace. But
whaera on tha ST tha buggy meraly
rolis and loses a little speead if it hits
a rock, the Spectrum buggy
explodes, which is unfair. It lacks
sound too, with none at all on the
48K and limited to spot FX on the
128K, though there is an adequate
sound track at the start. The 128K
version also loads all five tracks at
the start, while only the Offroad
track is resident in 48K memaory.
Due to these differences the two
Spectrum wversions have been
rated saparately.

ATARI ST: 84%
SPECTRUM 48BK: 74%
SPECTRUM 128K: 78%




CARRIER COMMAND

Rainbird/Realtime SoHtware
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ealtime Software have proved leaders in the field

when it comes to creating fast moving 3-D graphics

within games, having written the Spectrum and

Amstrad versions of Tank Duel, Starstrike 1 and 2,
Starglider and Starfox as well as Carrier Command, their
first 16-bit program — and it is a classic.

6 AD and an anergy

y sweeps the nation. Fossil

g8 are running low with
atentially catastrophic results, 50
ost miraculous

ol volcanic

m the sea, a

ce waiting to be

but welcoma find, two camers,
Epsilon and Omega, have baean
built and sant 1o opposite ends of
! new archipelago;, their
mission: starting from both ends,
1o sat up centres on the islands
and mine, ycle and produce
materials, eventually forming one

giant power plant made up of 64
islangds
But {as in all the best world-

gomination-scananos) f__}l'!"lﬁgii
has been infiltrated by STAMNZA,
i1s computer Software
sontralling all thea CAMmiars
r;-—p-a;:fm:r.}r'-_t; has been modified so it
is now at the command of the
terrorist organization, which is
demanding $15 bilion ransom
Failure to pay would result in the
Omeaga systematically destroying
each island and thus dastroying
the energy source balow
The only solution is to send in
Epsilon, with a sole human
commander on board, against its
computerised counterpart, and it
is at this point that tha game

begins

PLAYING THE
WALRUS

On the title screen, the
commander can choose either the
Strategy Game (in which the
majority of the islands are neautral
and await occupation), the Action
Game (a quick introduction with a
network of islands already set up)
or load a previously saved game
from disk.

The carriar is a floating fortress;
for its defanc Epsilon is
equipped with decoy flares and
remote surface drones used to
protect against enemy missiles; on
the offensive, the carrier
commander has al his disposal
Hammerhead ship-to-surface
] es, an on-board |aser
cannon, Manta fighters (the future
equivalent of tha Sea Harria
performing ground attack,
reconnaisance and air supenornty
roles) and Walrus amphibious
lanks. Walruses are used to
establish beach-heads and
reciaim enemy islands.

Through an armament screen,
Walruses can be loaded with
chemical lasers, surface-lo-
surface missiles (guided Starglider
style), fual pods, a Virus bomb and
Automatic Contral Centre Bullders
(ACCBs). Mantas can ba equipped
with air-to-air missiles, laser

THERMOPXLAE

cannon, communications pods give affectiv air  cover
ombs (reminiscent of ns pod efect
ers raid as the bombs range that
bounce toward thair targat). Walruses may go
raft going oL
xploges (pravent

fafing it)

ISLAND
REALIGNMENT

Tha key o su 5 lies in the
formidable task of capturing the 64
islands

A typical island reclamation
oparation involves anmming up a
Manta with a communicatic
pod, and sanding it to p
long-range communications
protection for those Mantas
folliowing behind - armed wilh
ground-attack gapons and
missiles — which are neaded to

cations pod is C
island, the

ences ara goown, a

S00nN as the d (
it in o throw a

Walrus can b
Virus
command
realigning the

At the top of the page, the good carrier Epsilon heads towards a confrontation
with har evil alter ego - the carrier Omega, seen below

Tr -j |'"..'1
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producing materials. An island's
purpose depends on the type of
command centre installed: if the
command cantre s of the wrong
type, destroy it with the laser
cannon and send a Walrus
equipped with the required ACCB
across to the island. The ACCB
then constructs a new command
centre, and from this a new plant is
built, giving the island a single
purpose. ACCBs do different jobs
depending on their type, so
islands can be set up as resource
centras (mining for raw materials),
factory centres (whare equipment
for the camer is created using
materials shipped from the
resource islands) or defence
cenires ([defending key links in the
natwork created by tha Epsilon’s
capture of islands)

When supplies run low, Epsilon
can return to the stockpile island
to resupply. Before the carrier
arrives, supply priorities can be set
s0 that required equipment and
fuel is stockpiled ready for transfer
to the carrier once it is in range.
Ammunition, fual, other types of
equipment and even Mantas and
Walruses can be transferred 1o
Epsilon (space on  board
parmitting). If the carrier gets (oo
far from the stockpile island,
another island can be selected to
act instead, although any supplies
still on the former stockpile island
are lost.

UNDOING
DAMAGE

if the camer is damaged, the com-
mander can allocate priorities for
systems repair by using the Dam-
age Control screen. Tha more
important the system, the higher
the repair priority; below a 50%
state of repair, systams become
inoperative. The situation also dic-
tates which systems must be seen
to first; it is batter, for instanca, to
repair offensive systems while
attacking an island ratheér than
repair the engines which are nol
going 1o be used immediately.

While tha camer is being
repaired, Omega continues its
conquest of islands. The only way
to stop it is to take over the islands,
slowing down Omega's occupa-
tion and al tha sama time waaken-
ing the enemy carrier's resources
and power. Once Epsilon is in a
strong position in terms of power
and resources, the Omega - hid-
den on the map through its cloak-
ing device — can be lackled head-
on in a final, and very lethal con-
frontation

TOP RANKING

To say that Camer Command is
complex is probably the under-
statement of the year. Tha game is
rich in content and complaxity and
places demands on the player at
all levels, from controlling a Manta
through to keeping an entire net-
work intact while fending off
enemy attacks. Just playing tha

game for a few brief minutes is
sufficient to grasp how much time
and effort has been put into its
design and programming — and as
a piece of action it is no pushover,
but then the bes! games never are,
Carrier Command i5 a seminal
game destined to change the state
of software and, as such, ranks
alongside such programs as Elite,
Knight Lore, Flight Simulator 2,
The Hobbit and many other class-
ICS.
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“Carrier Command is
destined to change
the state of soft-
ware . . . almost
certainly THE game
of the year.”
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laser cannon, It is kke trying to hit fies with
apin and wastes both game time and player
patience. Far better lo destroy the island's
ACCB rendering all of the
passive.

hen attacking islands at closa range,
tum the carrier round so the ship is
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GLANTITY 8
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CENTRE
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FRACGRENTRATION
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|RISSILES (2)

QUTSIDE DOCKING CONE

|
gl L]
DOCKING CONE

12 .« INSIDE
|G LAUNCH ING
| é sssss 1M DOCK

important: here, one is baing loaded with two Assassin missiles on the wings,

a centre-line laser cannon, and in the selection area (right) is & Quaker bomiby
ready fo be loaded. PICTURE 2 The whee! structure is an efficlent command
strategy. Omega’s island network (in red, Epsilon’s is in biue) is based on onwe,
which can be seen just north-east of centre. PICTURE 3 Much of the action

|
i PICTURE 1 Armament selection for a Manta to swit its intended job is
|
|
:F fakes place on the many islands, here a Manta can be seen just touching down

an dry land on an lsland runway. PICTURE 4 One of Epsilon's ACCB units
busily buliding a new command cenire on & captured isiand, PICTURE 8 An

: FRCTORY
(1] RESOURCE
e | DEFEMNCE

| ]
: | VULCAN

I SLANDS
I SLANLDYS
ISLANDS

amphibious Wairus tank is launched from Epsilon's resr seas doors. PICTURE
8 Invisible on the map because of her cloaking device, evil Omega can be
discovered by following our hints on the other page!/ PICTURE T View from a
Manta (the icon on the far-lefl indicates a Manta) as it comes in for a low-lavel
attack on an enemy command centre. PICTURE 8 Fire! The Walrus icon
indicates a ground attack on a command centre. The window at top-leit is the
hartingar missde’s point of view as the commander guides it Starglider style
toward its target (which is blurred on our photograph because of the speed).

MISSILES (8)




OUT IN
THE COLD

ATARI ST
Diskette: £14.99

In terms of presentation, both graphics and sound are very ||

professional — with the latter given to distinct variations — which | |

encourages persistence. Actual play is a lot like Ghosts And | |

, he development of original 16-bit games by Elite was Gob*mmﬂuﬂm h nomm aﬁdtcﬂvh :hﬂm gnmtlmmmm

. : ; vary once & are learn a

covered in a feature in TGMOO0S. Beyond The Ice ] e et g orhegboppubit s sita g ol g peaed
Palace is one of the first such games produced by | | style of game, Bayond The ice Palace is an entertaining variation
Elite's new corporate structure. lan Upton, one of | | which, while not very original, is still worth considering.

E||T@“E two dedlcaled game SUﬂEWISDrSfDdeUCErS_ mw 7“

designed the basic 16-bit game with conversions being

handied in-house. come to the player's aid when |
S mm called — but the tokens by which
Cassette: £9.99 they are called are not found
thm, E'I‘\.H easily rr:r‘lull.:!ul-,- further help s
2 provided . by the S

Comparison with Ghosts And carelessness of evil in scattering
Gobbns Is inevitable at first - numerous, useful weapons al
there are many striking along this perilous jourmney into
similarities. However, it's darkness

instantly playable and in fact Bayond The lce Palace is, as it
a marked improvement on turns out, not so very far beyond
Ghosts And Goblins all round, that other Elite game — Ghosts And
proving to be thoroughly Goblins. Tha choice ol weapons
enjoyable. The animation is scattered throughout the game
axcellent, reminiscent of temporary  invulnerability after
Thundercats, and the losing a life and simply the way the
Amstrad's colours have been man moves are all very suggestive
put to wvery good use. In of the Capcom Coin-0p
particular, the sound is well Summoning spirits fo help in
done, the title screen tune particularly frantic momeants (s an
proving catchy and pleasant innovation of sorts, but it is also
on the ears. The Amstrad has proves difficult to use, since the

| Inagame often reminiscent of Ghosts And Goblins, you are confronted by the had its fair share of platforms spirit kills or harms only what it

I denirens of evil - Atari 5T screen and ladders games but directly touches on its slowly |
i Beyond the ice Palace is a | | winding path

| Accordingtolegendtheraisaland | upon millennium the magics of polished program offering a |

beyond the frozen Ice Palace | both good and evil have been lot for the player in terms of m
lermsof | | | OTHER TS

| where Man has yet to establish his | finely balanced so that neither

challenge,
drab dominion, a land where | force was able to rise to qualities and instant appeal. Remaining 8-bit releases are

magic stil reigns supreme and supremacy. In a place where .l.ﬂh-ﬂulrntﬂ”t!m due on May -
sorcery colours even the most fantasy and reality could but rarely mm 78% Commodore 64 prices are
everyday deeds. For millennium | be told apart, there was a kind of £9.99 cassette, £11.99

The shaar caralessnass of evil is an advantage fo be exploited balance that only now has failled £12.90 +3
- - The cause of this tragic diskatts. Conversions are
SRS | oo s e by o | | Sakete.  Conversions_are
fv forests by demons seeking to 16-bit it will be
destroy the homes, and lives, of ‘““H'hh and
Sl s . people living there. Appalled, the i'“"“"ﬂm see
2 . ancient spints of the woods met of GII'IEEISI i :!Ghnl"“d“-'

together and forged a challenge to excellent, so there should be
the demons; they created an no reason to fear
enchanted arrow, then shot it into

the sky to fall wherever the wind

e . decread. U e e e
| "‘?ﬂ TR i ;: j:‘ ;: LONG, WINDING “ _ ..notso far
T R T T Y beyond Ghosts And
Whoever finds the sacred arrow Goblins ... an

shall be taken into a battle of titanic ere ina vari-
proportions whera only complete i“t St g a

success will banish the forces of ation...”
avil from the forests. To help the
quest the spirts have vowed to |

42/124TGM TX 007:6-88




B SPECTRUM

CASSETTE + 3DISK 19 CASSETTE DISK :
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Gremlin Graphics

comic books,” says

Matt Tracker stars once again in a
heroic quest - this time with a
personal interest. VENOM - the
evil network run by Miles Mayhem
- has captured Scott (Matt's son),
and is holding him captive in the
VENOM base on the moon's dark
Side

The action takes Matt, equipped
in spacesuit, across the moon's
surface and underground
complex, both heavily guarded
automatic defence systems. The
background scrolls from left to
rignt on the Commodore 64
version while the Spectrum and
Amstrad wuse a flip-screen
technigque

Matt's armour is enhanced by
collecting three types of icom
Penetrator - rendering him
invincible; Backlash - a standard
laser weapon; and Jack Rabbit -
providing flying power and two-
bolt laser fire. All three are limited
but may be replanished by picking
up further icons. The fourth item

= Commodore 64 screen

VENOM STRIKES BACK

ccording to Gremlin Graphics, the MASK series, of

which Venom Strikes Back is the third, has sold well.

‘We have aimed the games at the 16 and under age-

group = simply because this is the market who
already have an interest in MASK from the TV series or
Richard Barclay, Gremlin's
Marketing Assistant. 'lIt has been a very worthwhile
product license, but whether we do a fourth is dependent
on how well this one sells.” Venom Strikes Back is written
by Mark Rogers and Colin Dooley.

Matt can collect is a Healer, which
replenishes energy — indicated by
a bar — lost when Matt is struck by
VENOM's defence systems

There are three levels in Venom
Strikes Back, the last two
accessed via a password awarded
when the previous level has been
completed - a useful featura which
avoids having to begin each new
gamea from the beginning. In fact
thera is little depth to the game,
but it wins out through its addictive
qualities which should keep you
battling Miles Mayhem for many
hours.

MSX Il
Cassette: £7.99

Expected any day, we have
high hopes of this version
being one of - if not the -
best. Watch out for an update
next issue.

Matt Tracker courageously avoids a Deathsphere on the dark side of the moon

Slightly less hectic than the Commodore game, the Spectrum Matt Tracker
leaps across obstacies in an effort to save his son

SPECTRUM 48/128 Cassette: £7.99

The platform/shoot-"em-up action comes across very well on
the Spectrum — graphics are detailed and colourful enough to

create a suitably pleasing effect while creating hardly any colour
clash. The animation and action maintains a high level of speed
avan when there is plenty going on. With no gameplay difference
between 48K and 128K versions, the latter does, however,
feature an additional tune. Although the concept is simplistic,
Gremlin's polished programming makes it a slick, compulsive
game to play.

OVERALL 80%

COMMODORE 64/128 Cassette: £9.99, Diskette: £14.99
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“ ...Iits addictive
qualities should
keep you battling for
hours..."”
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his French arcade game owes its existence to two
rather eccentric programmers, Stephane Canale
and Rene Marc Dolhen, both of whom enjoy reading
science fiction and making films in their secret
hideout. By contrast the graphics designer, Christophe
Andreani, prefers to keep his personal interests private.
Staff consists of two differing sections: a vertically-
scrolling shoot-'em-up and a platform-style game.

The US MNavy has covertly
launched a Gruman X-29 aircraft
nto Soviet air space. The mission
= for which a STAFF (Strategic Air
Fighting Force) agent (codenamed
Swindier) is thought eminently
suitable - is to recover Atari ROM
chips from a Russian base. Base
access is via a six-character code
hidden amid the complax scanery
en route, parts ol which are
revealed when everything
containing a red zona is blasted
Joystick-controlled, the X-29
can fly laft, nght and gain haight
although low-level fhying IS
essantial to avoid the worst of the
Soviet defences. The X-28 has
three mouse-controlled weapons
systems. Easiest to use are the

X-29, there are moveable cannon
and missiles. Thesa are controlled
by moving an on-screen crosshair:
pressing the left button fires the
cannan at the sight while the right

launches one of 60 guided
missiles. The latter are guided by
keeping the sight on-target until
hit. Using mouse and joystick at

SWINDLED

REVEALING

Shooting surface plates reveals
secret codes, then either the red
locks or the entry door can be
blasted. Once inside the
installation, intense cold ices up
the screen and has to be wiped
away to allow viewing of a panal of
codes - if the valid onas are not
selected, the X-29 |s ejected. Care
miust also be taken 10 clear all the
Ice away otherwise this will remain
on screen until the next installation
provides another opportunity 10
clear it

With all Soviet defences
overcome, Swindler is let into the
base containing the ROMs. This
second phase is a separale game,
which can be started just by
clicking on its icon on the sacond
disk. On the first, two-screen level
Swindler dodges enemy robots
and collects his tools. Hare, we
have a simple platform variant with
mediocre graphics and good,
sampled spot FX —which also slow
down the game. After all the tools
are collected Swindier runs to the
exit, before time runs out, to
access the second level. This has
different graphics, but an identical
layout and only one object — a
ROM chip - 1o collect. To rescue

‘“‘A mediocre budget
game sold at full

fixed cannon, fired by pressing | the same time is demanding = the | the second ROM codes collected [I'rlﬂﬂ."

both mouse buttons. To destroy best way to play Staff is with | in the shoot-'em-up game are

objects not directly in front of the | a companion used. e i, N TR
backwards stops the fighter or,
with fire pressed, activates a fuel- AMIGA
thirsty forcefield Diskette: £19.99

During both one- and two-

player action the screen is spiit, A fairly good, ominous tune
the computer taking the bottom provided, but an 'I"i:':'"
screen if solo play is selected. No wmmw ;
lives are awarded, but players sun's gravity .

GALACTIC INVASION

ivision

"
KL

alactic Invasion marks the beginning of a two-year
contract between Activision and the American
software house, Microlllusions. The game comes
from the One To One series, all of which have split-
screens for two-player action. The game designer is
Reichart Von Wolfsheild with coding by Katsumi

Tayama.

The scenano — charactanstically
short; Microlllusions prefer in-
game instructions over booklets —
concerns a war between two solar
systems, each represented by a
single spaceship. The ships are to
collect five segments of a galactic
warhead which, once assembiled,
can be launched from the safety of
its own solar system to destroy the
enemy’s. There are three colour-
coded sets of missile parts, red,
yeliow or blue; once the first
saction is collected colours of the
other parts must match.

Parts are obtained by blasting
satellites orbiting the various
planets to reveal the warhead
parts within. These are picked up
by flying into them, although this is
no easy ftask with the part
continuing to orbit the satellite.
Once all five sections have been
collected, pressing fire launches
the warhead.

Since the starfield is pseudo-3-
D thera is no need for up or down
controls, simplifying game control.
Joystick forward activates thrust,
left or right rotates in the
appropriate direction while

taking too much battle damage,
running out of fuel or colliding with
a planet or sun are returmed to the
starting point minus all warhead
parts. Fuel is replenished by firing
at metecrs which either orbit
planets (three hits for one point of
fuel) or are part of a meteor beit
{twelve hits for one point of fuel).
Galactic Empire is probably the
most irmitating game yet released
on the Amiga, with its chief
advantage ling in its two-player
mode which lets each player keep
out of the other's way to lessen the
aggravation of enemy attack. The
opposing fighter is never seen
from any other view other than
side-on — as one might expect
from pseudo-3-D. Two players
may aiso play Galactic Invasion via
a modem — a standard feature of
the One To One Series games.
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“ . .. probably the
most irritating game
yet released on the

Amiga ... "
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Electric Dreams

Software Studios.

To cut a long inlay short: Kamov, a
Russian blessed with the power of
breathing fire, has been
volunteered (o recover the
Treasure of Babylon after its theft
by the wizard Ryu from its resting
place in the kingdom of Creamina.
Kamov races and leaps his way
through nine horizontally, and at
timas wvertically, scrolling lavels;
aach is lnaded separately after the
main program code.

His journay begins in Creamina
and continues through fantasy
lands which follow the arcade
game's layout exceedingly well,
packed with suitably placed
platforms, rocks and steps. The
conversion also featuras an
accurate interpretation of Wyu's
monster minions who appear
throughout the game, coming in
many shapes and forms ranging
from flighty bDats 10 skaletons
riding ostriches bareback

Each wvariety of opposing
creature requireés a unigue battle
tactic or weapon to kill it. Wyu has
additionally brought the scenery to
life, so statues and carved figure

VERSION UPDATE

VORTEX's quick-thinking puzzle
game& has been converted from
Costa Panayl's B-bit original by
Jason Perkins

The objective of Deflekior is to
wiade through many circuit boards
guiding a laser beam from the
output port around the circuit and
over to the receiver. However,
before the laser can réach the
receiver all the spheres on each
&val have to be aliminated -
accompiishad by hitting them with
thesr laser

The laser's direction s
controlled by altering the angle of
mirrors  scattered around the
screen and using refractors, fibre
optics, and raflecktors to help. To
comphcate matiers grernlms

ata East’s coin-op may not have made it into the top
ten arcade machines last year, but it offered penny-
pumping players an addictive combination of
platform-and-ladders with violent monster bashing
to add a touch of violence. Electric Dreams consider it the
‘pinnacle of Spectrum conversions' (TGMO008 Previews).
Mr Micro bring it to your computer screens, with able
assistance from Electric Dreams' development centre,

: :‘{:'r
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up from roughly the same point as
the life was lost.

WEAPONS

Kamov gets harder further in, so
the 11 types of weapon, and
equipment, come in handy. Five
iterns appear as collectable icons
(stored at the bottom of the screen
until required.) Ladders help get
out-of-reach icons, boots double
jumping power, bombs blow up
opposition (and scenery),
boomerangs and flames give extra
attack power. There are aiso four

]

Wandering through some buildings, Karnov is pitted against a skeleton riding

bareback on an ostrich

have to be carefully watchad for
any signs of animation,

Kamov is for ane or two players,
playing alternately. In two-player
mode, il Kamov meets his end
before completing a level, he
restarts from the beginning of tha
level, one player, however, picks

other icons, but these can only ba
used at the appropriate time -
wings to fly, a helmet to swim

faster, a mask of! perception
reveals hidden icons and the
trolley rolls  downhill  killing

averything in its path. The two final
icons are automatically used whan

|
l

RUSSIAN AROUND

KARNOV

collected - apples Increase
Kamov's flame throwing power
and 50K symbols gains him an
axtra life

Kamov is certainly one of the
most challenging of recent Ghosts
and Gobling variants, Its graphics
are bold, bright and colourful -
thanks to the masking system
{similar to Dark Sceptre but
without black areas round the
characters.) The animation is
articulate, but speed is lost when
oo much happens on screan at
once. However, there are two
annoying features: return to the
start of a level after dying and the
multiload. These two factors make
it just fall short of ‘tha perfect
arcade CONVErsion Electric
Draams wara hoping for

SPECTRUM 48/128
Cassette: £9.99

Sheer game size demands a
multiload that proves
annoying as you go back and
forth between levels, 48K
sound is limited to spot FX,
on 128K there are a few
lingles, Should prove
popular, with stacks of
lasting appeal In nine
tortuous levels and addictive
action.

OVERALL

“Should prove
popular, with stacks
of lasting app-
eal..."”

[ == = e s e

DEFLEKTOR

Vortex/Gremlin Graphics Atari ST Diskette: £19.99

inhabit the circuit boards and
fiddie with mirrors, making the
laser shoot off course, Impaositions

Light entertainment with Deflektor

= Afari ST screen

are declining enargy and the
danger of overheating the laser

Daflektor s yat another
masterstroke from Costa Panayi,
author of Highway Encounter,
Ravolution and many mora. Tha
game Is surprisingly simple to
control yet highly addictive and the
puzzie elemant is absorbing, but it
requires a deal of quick thinking
and a sharp mind

The Atan ST is the perfect
machine for such a game = (he
images are all sharp using a choice
of colours which illustrate the
action clearly. A difference
betweean this and 8-bit versions is
the lack of a practice option, which
is a shame; however, as Deflektor
isn't o difficult to get into, it

hardly affects playability
Complata with a pleasamt tune and
functional sound FX, Deflekior
should appeal 1o anyone who

enjoys a bit of brain massaging as
wall as nifty joystick control

ATARI ST: OVERALL 88%
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Got an ST??? Then,

whatever you do, don't miss
out on the latest great releases

from U.S. Gold — all designed to

make the most of the graphics
capabilities and superbanimation on
your Atari ST.Don't waste a moment ~
Get your kicks now!

| GOLD REFRESHES THE ATARI ST
BITS OTHER GAMES CANNOT REACH
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Simon Freeman.
In the future, Earth’s nations are
no more. Entire countries are
under the sway of massive
Corporations which reap profits
from deep-space mining. Without
employmant in a Corporation
there is no hope, no roaf over your
haad and - woarst of all = no credit
rating. A good financial status is
the diferance betweean life and
death

You are the Commander of a
team of robots preparing to mine
an astarcid for precious
Minorthian crystals in a battle
against time, for the asteroid is on
a direct collision course with a
small moon. The sat quota must
be achieved at all costs. Another
problem is that a second
Corporation is also intent on
mining the astercid for all its worth.

Corporation follows the pattern
of those strategy/trader games
oncé s0 popular on 8-bit
machines, where you must juggle
with provided elements and a
given starting cash balance. In this
case you can purchase from a
range of six types of (MRU) Mobile
Robotic Units, all of a differant

Commodore 84 screens
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CORPORATION

ith stock market crashes all the rage, Activision
cashes in by taking the battle for the profit margins
into deep space. In general a two-player strategy
game, Corporation is another title that brings
together the team of programmers which worked on Star
Raiders Il for Electric Dreams. Daryl Bowers specialises
on the Commodore 64 game and the Z80 programmer is

price and movement rate Each
has its own task ranging from
survaying for crystals, mining,
transportation to the Corporation
refinery or attacking the rival
Corporation's MRUs, for which
purposa it's aquippad with a gun
or rockets. Each MRU uses either
solar or fusion drive; solar
powered units are cheaper but
shut down when darkness falls,
fusion powered MRUs are more
axpansive but can work
continually. Cradits to purchase
the robots are limited - so choose
wisaly!

The screen is split into two, with
the player's view of the asteroid on
the left and the computer's (or
another player’s) view on the right.
A grid map displays the asteroid
as a whole, the refinery's position
and tha region currently in
darkness, Balow this, an Bx8 grid
shows an enlarged view of a
selected map point displaying
MRUs, beacons and craters. The
enlarged view is used o move the
MRAUs around the asteroid's
surface

A tremendous sense of depth is created in the spiit-screen display of
Corporation, a8 game combining mapping, sirategy and arcade elements -
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MINER DETAILS

The MRUs can b
preprogrammed to follow set
movement pattems around the
asteroid - although i s
recommended that air-skimming
survayor MRUs are sent out first to
scan the area for crystals and for
unstable ground which proves
fatal to land-roaming robots, Once
located, crystals are mined and
the deposits transported to the
refinery. Defence robols can be
sent out to destroy enemy units,
while = if you have afforded it — a
cloaking device MRLU hides your
movements from the rival
corporation

Your MRU operations are
affected by several dangers
unstable surfaces, hils from
incoming metaorntas and attacks
by the opponant’s armed robots.
Destroyed MRUs cannot be
repaired, so you are advised to
keap to the set patterns patrolled
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by the surveyor craft and sieer
clear of enemy defence robots

it the asteroid hits the moon
before the quota of crystals is
reached you are, at best, out of a
job or worse, dead. If the quota is
reached, a mission code and
credit rating is given for the
number of crystals recoverad. Tha
code gives the player mare credits
to buy MRS in tha naxt game,

although the quota of crystals

required next time is higher
Comporation s a polishad

releasa, with atmospheric

graphics, a good soundtrack at the
start and suitably futuristic text
detailing the game’s objectiva and
MRBUs on offer

“ . ..polished,
atmospheric, yet
limited by the lack
of variation in
gameplay.”

48/124TGM TX 007:6-88




REVIEWS

SOPHISTRY

 chL

ophistry marks the commercial debut of Roderick
McSarquar, a young Scottish programmer currently
attending Glasgow university. It also marks the close

of the CRL/Electronic Arts distribution contract —

future CRL products are to be handled by Terry Blood

| Distribution.

Tha objective of Sophistry is

misieadingly simple: obtain 64

to access the 400-plus

| screens (comtanad in 21 levels),
final level to

HEYS

and reach the
zomplete the gama
At the start, only 20% of the
fure is open. Each screen is
santed in isomeatric 3-D with a
| pattern of various types of blocks
which have 1o be crossad in
saarch of the keys. You mowve
| around the screan in a small pod-
ki vahicle which can jump in four
jrachons, butl 15 Oestroyed
osing a lite — if it does nol land on
an upright block
The complexity of the game
comes from the varnous functions
of these blocks and the
| rastnctions imposad on particular
| screans Blocks consist of
| honzontal and wvertical exis,
| mystery features, jokers, targets
| and sconng blocks: points can be
|r:ﬁ€ru1|'|~_:.|€*.|.‘l for keys. Restrictions
| include Countdown: a limited tima
to complete a screen, Hi-Lo: a
| target appears on screen, which
must be reached only when in
| possession of a defined score and
|

Dirgs

Freeway rapresanting a
restriction-frea  screen. Other
features are Decrement Status
reduces the value of scoring
blocks by one, Tracking: makes
blocks unusable unlass the target
squara 18 hit, and Locking
Conditions: determine if exits are
locked and how they may be
opened. Information on these
features is displayed in the lower
right of the screen. An indication of
the screan exit and the type of
block the pod-ship is currently on
is shown top laft
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Whenaver the pod-ship moves
onto another screen, or loses alife,
the options screen flashes up 1o
alliow the in-game instructions to
be read, the map perused or
comptrol mode accessad. The
latter enables the control keys/
joystick options, save or load
game position, sound on/off and
game restart (necessary when

Pod purries his naxt move

lives ara exhausted). You may also
tha obtain data on the curmant level
of use your points to gain keys,
livas and terminate the seekers
which pursue the pod across
cartain screans,

- F
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The keys to level 21 must be found
before time runs out

SPECTRUM 48K
Cassette: £7.95

The blocks are all clearly
identified — a testimony to
axcellent graphic dasign,
unfortunately this clarity is
very much missing from the
instructions. At first the
game seems impossibly
complex, when progress s
made it becomes vaguely
comprehensible — until some
new obstacle crops up.
There are no tunes, but this
is compensated for by a wide
ranga of impressive spot FiX.
i you have the time and
inclination to battle through,
Sophistry may prove a very
rewarding game, but it won't
be easy.

OVERALL 78% |
OTHER FORMATS

The possibility of a
Commodore version is being
appraised.

| VERSION UPDATE

WIZBALL

Ocean

Atari 5T £19.95
Amiga £24.95

IT HAS been nearly a year since
Ocean first unveiled Sensible
Software's bizarre shoot-'em-up
on the Commodora 64/128. Its ST
and Amiga debut is by Peter
| Johnson
| Zark has drained Wizworld of all
colour, leaving ® drab and
monochromatic, so it is up to the
| Wiz, onboard Wizball, to restore
colour and wipe out Zark's
formations of alien baasts

The player begins with little
control over Wizball but as the
game progresses and icons are
collected it becomes less tricky to
manoeauvie and also bacomeas
better armed. One icon brings the

Wiz's moggy Catalite into play.
Only with the cat can colour be
collected from droplets which
form and taken to the Wizlab to be
replaced In the landscape.
Wizworld is divided into eight
levels, with bonus levels 1oo,
although only three levels can be
accessed at any one point in the
game.

Wizball was wvery much a
Commodore game; with large
anargetic sprites and an obvious
sense of humour. Although the
games’ structures remains
identical to their B-bit cousin, the
ST and Amiga conversions have
lost the fun alement (and thera's
nothing to choose betweean them
in appearance or gameplay.)
Detailed graphics combined with
an efficient horizontal scroll work
well, but the surprising let down IS
the sound - there's a reasonable
tune but effects are minimal.
Amazingly the Amiga sound FX are
aven lower in guality than the ST's
- @specially noticable in the
distinct lack of background

burbling. Besides these grumbles,
Wizball remains a great game and,
though tricky to master, should
provide many hours of

The police not only look good but when they appear, are accompanied by

manic sirens

FROGRARBIAG BY
FITIE FOHRSoR

antertainmeant Tor anyong who
wants somathing slightly differant

ATARI ST: OVERALL B7%
AMIGA: OVERALL B84%

-

TGM TX 007:6-8849/124



REVIEWS I

Firebird

Even in the 22nd century there is a
nead for scrap merchants,
recovering abandoned sateliites
and all the rubbish which clutters
up Earth's orbit. Once in a while,
however, there comes an
opportunity which is the stuff of an
Intergalactic Salvage Operator's
dreams - in this case the return of
the Pandora

The Pandora set out on its
voyage at the latter end of the
twentieth century - almost two
hundred years ago. It was namad
after its seventh generation
onboard computer PANDORA -
designed to help run the massive
ship and its huge, vegetation-filled
domes. The objective of the
voyage was to find alien life, but
even before the ship's launch
critics questioned the use of Bio-
Rhythmic Stabilisers —fearing they
might affect the advanced
computer

MNow the Pandora has been
found heading back to Earth,
unresponsive to all
commumcations. You won the
contract to explore this museum
piece and salvage any alen
artifacts. Once aboard the
Pandora, however, you soon find
that the main computer does not
take a liberal attitude to people
without an 1D card. It is also clear
that many of the crew remain alive,

S| Software Designers are a two-man team made

up of Shahid Ahmad and David Eastman. The

former has written games for both Activision and

Firebird's Silver Range, included among the latter is
the well received isometric adventure Chimera.)

though some are no longer sane
Survival, let alone profits, will not
come aasily.

BACKPACK
LIGHTNING STRIKE

The view of the game is an
overhead one, with an instrumeant
pangl on the lower third of the
screen. The left half of the paneal
displays the contents of your
backpack and pockets. When you
find something to pick up,
pressing SPACE allows objects to
be transferred between hands,
pockets and backpack. On the
right of the pane! are spaces o
show the name of the nearest
character, and what they hold
Additionally a life indicator
displays how far Pandora is from
Earth and there is a message
window.

Characters encounterad usually
speak to you, displayed as
scrolling text across the message
window, informing of what they
require in order to help you - such
as the diabetic who needs a
needle and insulin. Some
characters only make threats
however, such as the thief whao, if

he catches you, takes your

OPEN THE BOX

PANDORA

assential 1D card, Fights become
inevitable and the characters
involved disappaar under 'POW!'
captions while windows show
your strike rate and the enemy’s
stamina. The strike rate is
important as it has to be watched
to time blows daliverad. Punching
bafore the strike bar changes
colour means the blow 15 half

power, too lale though and the

uncoverad _.l‘:lﬂ\pl.ﬂ!:*r larminals
scattered throughaout the ship can
offer clues, though gatting at theam
often requires the comect ID be
hald

Pandora |8 very much an
arcade/adventure — complate with
the frustrating lack of a save-game
lunction = though perhaps wilh
more amphasis on the latter
alermeant

Salvaging a space ship with the crew still on board is bound to cause problems

blow misses completely. If you
hold a weapon you can inflict
greater damage, but the strike rate
i slowed down. Firearm weapons
are best used from a distance — at
close-range they merely serve as
clubs

Compileting the game requires a
lot more than judicious fire button
pressing, however. Watching what
the crew say and finding the things
that they want is essential if the
ship's mystery is ever to be

COMMODORE 64/128
Cassette: £9.95
Diskette: £12.95

“Pandora is a very
enjoyable and suc-
cessfully
implemented
arcade/adven-
ture...”

50/124TGM TX 007:6-88
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ST PRICE INCR

Due 1o a worldwide shortage of memary chips
prices of many compulers have gone up. From
April 1988, the Atari ST range is also likely to be
affected. For details of any price increase, please
réturn the coupon below for our latest literature
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SO MUCH FOR SO LITTLE?

There is nothing that can compara with the incredible value lor money offered by Atarl's
520ST-FM. For only £260 (+VAT=£299), you can purchiise a powerful 512K RAM computer,
with & 95 key keyboard (Including numanc keypad), MIDI imerface, GEM, a palette of 512
colours, mouse controller, and a 512K built-in disk drive. The S20ST-FM has & TV modulator
built-in, and comes with a lead to allow you o plug it straight intd any domestic colour
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I oy * 1 Wl - o P television set. The mains transformer is also buiit-in to the keyboard, so thare are no messy
e e AT RTARTER MIT ol oo 130, e wm ave v smey FAR 67 Cranos [l ®xtornal boxes. You couldn’t wish for a more compact, powerful and stylish unit. Atari ST
i gy BT computer perchased 4 our normed selail prices Thas il i svesble ORLY FROM BLICA Il compulers ame now lifmly established in the UK, there are nearly 500 softwiie titles alieady
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ek - st g availabla for a wide variety of applications and the list is growing all the time And that's nol

all. Whan 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 saction on tha lefl, 10 see why you should buy your new high power, low price 525T-
FM from Silica Shop, the UK's No1 Atari Specialists. For further details of the range of Atarl
ST compulers and the FREE Silica 5T Stanter Kit, complete and return the reply coupon below

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

SHET-FMl with 5126 AAM & mono monilor 398 (inc VAT) Upgrade from 5126 AAM to 024K FAM £100 (inc VAT |
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Infogrames

character s a
mechanical spider whose
electronic web has come under
sgige from a vanety of weird aliens
The aliens hawve broken
passageways between the web
levels — your mission s to rebuiid

The central

his 16-bit isometric arcade game is the product of

two highly experienced French programmers,

Francois Garofalo and Fabrice Decroix, who can

claim involvement in no less that 11 games between
them. Neither, however, seems to like writing music; this
was created separately by Ulrich.

these links

Each level is presanted in
isometnic 3-D using Escheresque
visual tncks so that one platiorm
can simultaneously be on the
same level as another and yet
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level gives spidey & hectic time
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Nothing o fear M:phou itself - collecting coloured tiles o access the next

below too. All ten levels are made
up of several screens with smooth
vertical scrolling as the spider
explores its web. Rebuilding the
WweD & inks involves picking up a
sanes of differant coloured tiles
and placing them on the broken
passageway Tiles are picked up
oné at a tme and must be the
sama colour as the light blinking at
the bottom of the screen. When a
lile 15 picked up - simply by
running over it — it can be taken to
the link to rebuild it. Once the
necessary number of tiles have
linked In, t can be crossed to
access the next level, which is
loaded from disk

SPINNER DIZZY

Trying to stop the spider
completing its task are numerous
bouncing balls which materialise
with very littlé warning but can be
killed with spidey's web shootes
To ensure the spider doesn't grow
oo cautious a tme hmit IS
imposed, but can be extendead by
picking up black time oblongs -
which should not be confused with
black paralyser tiles. Another tile is
tha yellow and orange Restarter
which, if activated by crossing
over it, i§ where the spider
reappears after dying. Extra lives
are awarded at various points
totals

The most interasting aspect of
Spidertronic, however, |5 the
superb game editor which allows
you to build up an alternative ten
levels to play - these may be saved

to disk. Rather than use a WIMP

sSysiaem the progra mmers have

NIGHT ON THE TILES

SPIDERTRONIC

cleverly grouped all requiréd keys
around the arow Keys, with the
single axception of the space bar
= neaded 1o place the selectad tile
Armow kKeys move the cursor
around while CLRMHOME and
INSERT scroll through the tiles
available. With just a Inttle practice
the editor allows creation of levels
easily as intncate as those in the
game

ATARI ST
Diskette: £19.95
This bastardised

descendant of the Pogo
game style would not have
looked amiss on the Amstrad
a few years ago.
Mevertheless it's amusing
enough to play, the scrolling
is amooth and the digitised
sound FX are unigque. The
best part of the game is
undoubtedly the ability to
design your own levels -
great fun and easy to do.

OVERALL 71%

OTHER FORMATS

An Amiga version is planned,
however there s no
information on price or
release date at present.

“ . ..thescrollingis
smooth and the
digitised sound FX
are unique.”
B e

VERSION UPDATE
NORTH

STAR
Gremlin Graphics

Commodore 64/128 £9.99
Atari ST £19.95

SENTIENT SOFTWARE were
given the job of converting North

Star, originally written by Jon
O'Brien. Fully reviewed in
TGMODO4 (Spectrum BO%,
Amstrad CPC Ta%), it's

essentially a fully-fledged platform
shoot-"em-up spread over several
levels scrolling right to left. With
weapons and assorted extras 1o
collect on the way, North Star
proves a decent romp through
plasting action

The gameplay tactics are almost
paradoxical - on sSCreen
movemant is fast and tough but 10
be succassiul you've got to plan a
route and decida how to deal with

the variety of aliens. The
Commodore game is typically
Gremiin: chunky metallic graphics
which work well and a bouncy
soundtrack (written — as are the FX
— by Benn Daglish.) It's virtually

identical to its Z80 counterparts,
and is effective on that score, but
as a Commodore game it isn't
quite up to the mark of the other
B-bit versions

On the ST, the garish, bright

sl nl 1) 1

JiE)is]i=)
E
w1l

L (-
| Il——-lhlLliIhILIllhlkllﬁl L.Ilullnll-ll-lll

LI

MR 2/75 MEN A

—r-_—'-—'-—'"‘”m‘m'—--‘“'—h--‘"

Al =NiILLL

f l I U B e N . . I.”1|||||"|r— .'_' H-

Collecting bonus pods is the only way to survive long enough to annihilate the

alien hordes

Another level complete in the batile
against the space station aliens

L

N
Sl e

-
SEIHE M 99

colours in both the small playing
area and the border make o
difficult to see clearly whal's
happenng on screen — characters
often get lost as thera s nNo
distinction between background
and animated characiers. And
definition is further complicated by
slightly off-smooth scrolling. The
ST conversion offers nothing over
the others, rendering 1t an
expensive buy for such a simple
game,

COMMODORE 64/128:
OVERALL 71%
ATARI ST: OVERALL 62%
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ON THE PISTE AGAIN

EDDIE EDWARDS: SUPER SKIi

Loriciels

hat grand English tradition of favouring the underdog;

who dares may win but he who comes last every time

really scoops the money — at least that was the case

with Eddie ‘the eagle’' Edwards. After numerous
public appearances, the man who came last in the Winter
Olympics Ski Jump, has a computer game dedicated to
his efforts — the only difference being the player's
objective . . . to win. We previewed a screenshot last
month under the title of Championship Ski.

Eddie Egdwards's Supér Skiis a ;
compilation of skiing events-sialom | Th@raphics and sound may not
downhill, giant slalom and ski | match the STwersion but the
jump. All events can be played | incredible speed is present - PC
aéither at a practice level of In 3 | screen
competitive avent with scoras and
placings displayed at completion.

The animation is breathtakingly
fast, Loriciels have managed 1o
capture the effect of speedy
movement without resorting 1o
jumpy frame updates. The track
and surrounding countryside fly
smoothly past at an incredible
pace. All four events make use of
the high speed technique — none
more 80 than the downhill . . .

The downhill - like both slalom
gvents — is played on one of three
courses, ranging from easy fto
difficult = the more difficult the
course chosen, the more twists,
turms, and rises thera are to cope
with, Staying on course and
getting to the end as quickly as
possible scores points — penalties
are incurred for falling over,
missing the chackpoint barriers or
straying off course.

COURSE OF ACTION

The slalom and giant slalom both
work similarly although the latter
consists of alonger course. Speed
and a fast time are again the
essence of the race, with time
penalties incurred for missing any
of the frequently placed marker
poles (contact with tham knocks
you off course) How you
coordinate Eddie’'s speed and
direction is all-important for a
successful run.

In the ski jump event the poise

and angle of elevation Iis
important. Accelaration is built up

The realistic backdrops move incredibly fast as Eddy struggles to remain on his skis — ST screen

on the ramp and when in the air
Eddie must change position 1o suit
the beginning, middie and end
sections of the jump. A sale
landing is needed to quality and
score — the longer the jump the
more points awarded

endorsement may give Ssome
paople cause to think Super Ski is
a tongue-in-cheek effort; this is
not the case.. On all three
machines reviewed hera, the
graphics and horizon effect are
axcellent, with detal giving a
good, frosty impression. All four
avents have been exceadingly well
programmed, and should provide
you with considerable lasting
addictivenass

ATARI ST
Diskette: £19.99

Fine use of the machine's

provide
considerable lasting
addictiveness."”

TGM TX 007:6-88063/124
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THE THREE STOOGES

Cinemaware/Mirrorsoft

ithough Cinemaware are already planning their future
in CD-ROM technology they are not yet abandoning
interactive movie software. The Three Stooges is the
latest in the series and comes from the collective
skills of Incredible Technologies. The Stooges have a
much larger cult following in America than here, but thanks
to continuing repeats of their films on BBC 2, the new

; sub-games. Each job represents
generation Brits can hardly be ignorant of these masters | one yay of the agventire. and mm Sk ie
of slapstick comedy. every day starts at the activities' siant its
The amimated action sequences in | out in their films. it begins with — | selection screen. Moe's hand Heavily it sl
The Three Stooges echo the | and is enclosed by — a sob story | moves along the row of six activity '-’““'“ I ml I -I “":
robust relationship between the d icons, and pressing fire stops it at m
comedy trio’s stars — Moe, Curly | Curly's future is looking Rocky as the desired square. However, 5 theae m‘"m
and Larry, and incorporate many | Lamy races to get tuned in to Pop included in the Iicons are to life really
of the zany situations the guys act | goes the weasel — Amiga screen mousatraps -— should Moe imeth m“ ¢
accidently choose one, he loses a pr .nl I““' atches the
pinky; when all four fingers and ' individual
thumb are lost, the game ends, m. " i S |
POT LUCK mirrors the quality of the
There are four pot luck icons to m = m i'rug
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concerning Ma's Orphanage,
which Mr Fleacem is threatening
to close down. Fleecem is a
typically wicked individual, the
sort who enjoys tying young ladies
to railway tracks and leaving
them there.

The boys offer their services.
Helping out necessitates finding
$5.000 to buy the Orphanage, plus
a little extra to carry out repairs. I
this is accomplished, Ma is willing
o let her three daughters marry
the boys for a littke more
money

Only 30 days is allowed to raise
the dough, done by performing the
various tasks that make up the

select and five arcade games to
play (see panal for details) - the
aim of aach being to raise as much
money as possible, Pot luck items
are: Chance — whara anything can
happen, Trivia = correct answers
to Stooge trivia reaps a reward,
Money — gives the guys free

money or a reward for finding it mm“w much to ses,
and finally the Evil Banker —forces
interest payments from you or OVERALL 78%
takes away playing time

At the end of the 30-day time COMMODORE 64/128
limit the Stooges are whisked off .
to Ma's Orphanage to show off Eﬁr mﬂg compares
their achievements. The game favourably with the Amiga -
ends here regardless of how much the graphics are less

money has bean earned, although
the ladies’ appreciation wvaries

according to how good
performance has been

The Three Stooges is crammiad full
of animated graphics, sound and
sampled speech — judging it from
these points the game looks great
- a masierpiece in FX and
presentation. Howewver, player
involvement is not as extensive as
it initially appears to be. A novelty
1o walch and listen to at first,
boredom soon sets in once the
sequences nave been enjoyed a
few times. You are required to
compete in the same sub-games
several bmes to seam sufficient
money, and again the boredom
factor soars. As with most recent
16-bit games the visual and sonic
appeal is great, but gameplay is
disappointingly shallow

yoLr

STOOGE SUB-GAMES

and tweaking parts of their . The  Stooges, ;’“ﬂ'“mmiw
BOXING anatomies. You control his  equipped with midget race-cars, n gameplay apart "."'."I v

Curly enters a prizefight, but
predictably wimps out once in
the ring. The usual method of
turmning him wild is for Larry to
play Pop Goes The Weasel on
his viodin, but Larry's Stradivarius

hapless sidekicks by sl-anping

actions via a host of joystick
moves, all designed to inflict pain
on Larry and Curly - illustrated
by great screams and yowis
sampled directly from the films.
Though the game doesn't reap

it is the funniest sub-game in the

chase through 20 vertically
scrolling hospital cormdors trying
not to send patients flying. In the
Amiga game they have to pick
up medical supphes which have
been dropped en route. The

detailed and don't have the

s broken. Larry must rush off to  any cash rewards it acts as a  point is to arrive in the operating 'mm“:"slﬁm
the radio shop and find a set  method of slowing down the theatre before the time runs out m“““‘“"h sty
playing the tune and retumn with  hand on the selection screen, — the more time left the more g e good,

it before round six has finished, which otherwise gradually money is earned. Unfortunately o e ng sampied
You control Larry as he beits speeds up as the game it is infinitely more fun colliding OVERALL 70%

along a scrolling street filled with  progresses. with patients than playing the

hazards. This event features PIE-FIGHTING WAITERS game propertly. R NI
some wonderful sound FX as A luxurious dining hall becomes  CRACKER EATING CONTEST

slapstick nightmare as the
Stooges - employed as waiters
— start throwing custard pies.
The more pie-eyed the guests
become, tha more cash the tno
gam. However, when the guests

inspired by the film Dutif! But
Dumb, Curly tries eating a bowl
of oyster stew liberally sprinkled
with crackers, His goal is to eat
the crackers with his spoon
before the rather over-protective

a masterpiece
in FX and presenta-
tion, but gameplay
is disappointingly

shallow

start throwing pies back, the (and lessthandead)oystersgrab
guys have to duck — five hits  them. The more crackers Curly B = T
ends it. A great bit of fun, but gobbles down the more cash he

Larry collides with objects, but difficult to control due to its gets. Tricky 1o control, it

addiction is lacking
SLAPPING

Moa knocks sensa into  his

manic action.
HOSPITAL DOCTORS
Based on the film Man In Black,

incorporates some graphics and
sonics which border on the
amazing.
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STEALTH MISSION

ollowing in the jet stream of MicroProse’'s Project:

Stealth Fighter comes the F-19 simulation from the

llinois-based software company subLOGIC. With the

advent of yet another simulation based on this
virtually radar-invisible Lockheed plane, it can only be a
matter of time before the F-19 is made public so we can
all judge whether the simulations are accurate.

Al the star, you may opt to load in
réal wor 'Hﬂam roim exira sCenery
disks or select one of the eight
missions within the program
These are split into four groups of
two (Mountain Conflict, Battla at
Sea Mountain Ruins and
Marathon Bomber Run), each
consisting of an easy and
agvanced evel

Then there are furthar skill levels
offered a practice Session,
amament selections and the
choica of flying tha F-19 Stealth
gircraft, the Grumman X-29
expenmental plane (with the

unique Forward Swept Wings) or
Tomcat US Navy fighter

+r\.E\J-' 14

Eight types of missile and bomb
can be loaded onto the plane (the
F-19 having two extra Stealth
missiles), and once ammed, the
mirssion begins.

The simulation provides options
for 16 wviewpoints, including
control tower, missile and spotter
plane views r:_:umplplp with varying
degrees of magnification. Chaff,
flares and an ECM jammer may be
activated extensive use ol
navigational aids made and, if the
going gets tough, you can ajact
The cockpit is up to the usual
sublLOGIC standards, crammed
full of everything the armchair pilot
could want

Viewed from the spotter pi

ane, the jet-fighter cruises towards its target

IHERDIE

Al

% VIEM:SFOT

ALk INEG FEFL

X 3

8101l 1.0 RADRR: TAH]

ELECTRONICALLY
INVISIBLE

| HEMDI'E € & 1
ELIMNEG FLREAME

The Gruman X-29 patrols the skies - wings swept forward to the fufure

SIMULATION
STIMULATION

The simulated world is comprisea
of valleys, hills, runways (civikan
and miltary), enemy temiory
protected by SAM sites, Mig-21
and Mig-23 jets and, depending
on the mission selected, missile
frigates out at sea. On longer
missions, an orbiting KC-10
provides refuelling capacity, and
pilots not adept at safely returning
o terra fwma, can use an
automatic landing System

Stealth Mission will
undoubtedly compele with
MicroProse's Project: Stealth

Fighter. In terms of realism and
faithful reproduction of flight,
Stealth Mission is the better: as a
result, unfortunately, the game
behind it has been sacrificed to the
altar of high simulation accuracy

- AT
=311t

GND LNCH GND

ARI

n']T-H'F: B no real incentive 1o
complete each mission, in Proyect
Stealth Fighter the rewards were
A cockpit-eye view of ultra low-level
flight

fact

medals
that any of the asght missions can

and promotion. The

be selected from the stant s
counter-produciive toward
genarabing any long term appeal
and imnts the game considarably
Highly accurate, Siealth Mission is
undoubtedly aimead at hard-core
simulation fans; those seeking a
game Dehind the simutation, meght
find Project: Stealth Fighter the
better bat

COMMODORE 64/128
Diskette: £19.95

subLOGIC could have opted
for wireframe graphics , but
instead took the bull by the
horns and used solid 3-D.
This potentially disastrous
move has paid off; the
program maintains an
adequate spead  while
handling the graphics well -
although in places the jumps
in movemeant are
discouragingly large, making
it difficult to fly the plane with
skill,

OVERALL 69%

‘“‘Highly accurate,
Stealth Mission Is
aimed at hard-core
simulation
fans ... "

TGM TX
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BLADE EAGLE
Sega

he Sega 3-D glasses have proved to be an expensive

white elephant, with only two games to date utilising
T the effect (only one if you count the fact that Zaxxon

3D had a secret 2-D option). Nevertheless, Sega
continue their spectacle support with the release of Blade
Eagle and, in the near future, a 3-D version of the classic
Space Harrier. When questioned about a price for Blade
Eagle Sega told THE GAMES MACHINE that no figure had
been decided on; as soon as we know, we shall let you
know.

Conflict arises once again in deep | viewed from above and behind,

unlaashing plasma bolts, mutant
creatures move up and down in
altitude and gun emplacemeants on
each level do their utmost to
terminate your mission. Once past
the first line of defence on each
level, alien mother ships appear,
firng plasma bolts and rockets.
Rewards for taking them out can
be anything from extra speed,
lasars or double cannon to a drone
ship firing and moving in unison
with your own. The drone also
serves as a replacement il Blade
Eagle is dastroyed.

Sega have taken a brave step in

A REVIEW IN DEPTH

incorporating 3-D Mo  an
unonginal game. The backdrop of
deep space is a bad choice for
creating an illusion of depth,
though; it only bagins to work (with
hmiled success) when the ship
flias down over the planat surface
and towers loom into wview
Owners of the 3-D glasses are
hardly spoilt for choice when it
comes to choosing games, so any
new release which utilises the
peripheral is more than welcome
and that's why Blade Eagle should
find favour with Sega shoot-"am-
up addicts

Wearing the sega 3-D glasses gives the game depth of field . . . but not

necessarily depth of play

SEGA Price to be announced

space. This time the robot defance
forces in the fortresses on Triton,
Proxima and the floating
stronghold of Mira have gone
berserk and revolted. At the same
time, sensing that the defences
have collapsed, an alien invasion
flaat is attacking the fortresses
making it doubly dangerous for
any craft entering the region.
Undauntad by these formidable
threats, the fighter Blade Eagle
sats off to bring peace to the
galaxy through the use of
maximum force.

The scene is sat for what is a
straightforward shoot-"am-up

but empiloying the 3-D glasses to
create depth. The ship can, at the
press of a button, fly ‘into’ or *out
of' the screen, its shape shrinking
or growing depending on altitude.
This is not a novel extra but a
necessity, as a lot of the aliens
attack at different heights, forcing
the player to use 3-D to judge their
altitude before diving or climbing
to intercept. To make matters
worsa, alien bullets alsc use the
effect, either flying towards the
Blade Eagle at a set or alternating
height.

Like many other shoot-'em-ups,
aliens swirl around the screen

Unplayable without the special Sega 3-D glasses peripheral (see
screenshotl). The illusion isn't perfect, ghost images appear from
time to time and there is very little to distinguish between low and

high-flying bullets, making survival difficult. However, the
graphics manage to be varied in colour even through the glasses

“Owners of the 3-D glasses are hardly
spoilt for choice . . . that’s why Blade Eagle
should find favour.”

VERSION UPDATE

two practice options, as with the | disks, so either format is caterad

STRIKE FORCE

HARRIER

Mirrorsoft

to land at an adjacent area and

Amiga the game can be saved, but
the PC version has the added
bonus of allowing players to
produce their own demos.
Conveniantly the game comes on
threa 5.25" disks and two 3.5"

Unrealistic tanks harass the jet in this
spaedy but shallow version the now

for — there are even instructions for
hard disk installation. The program
also includes monochromea, EGA
and CGA wversions which load
automatically.

It works well enough, with an
aexcellant missile-launching
sequance, but lacks the graphic

gameplay remains the same as
back in 1986, when it was released
on 8-bit formats. The simulation
begins with the Harrier at one of its
four bases and enamy tanks close
at hand, Once the tanks have baen
destroyed the Harrier can move on

IBM PC £29.99 move bases forward. The
objactive of the game s to destroy
AS with the Amiga wversion, | the eneamy HQ at the opposite end

of the 512-square grid, but since
the destruction of your own bases
ends the game, care must be
taken to move them forward so
that they're rarely too far from the
Harriar,

Thera are three skill levels and

splendour of the Amiga. Sound
consists of the familiar PC
squeaks and whirrs and helps to
kill the illusion of flying a jJump jel
Simulator fans in particular are
advised to check out Mirrorsoft's
far superior Falcon.

dated game

IBM PC: OVERALL 62%

56/124TGM TX 007:6-88
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ON RISON SENS® WERE smowmeuf,u m
3UT NOW THEY ARE FREHL..

FREE
CASSETTE

SINGLE

Commodore 64/128 Cassette (£9-99)
& DISK (£12-99)

ZX Spectrum 48K/128K/ + (£8-99) Featuring
Mail Order: Activision (UK) Ltd, The Company
Units 3 & 4 Lloyds Close, Finedon Road She Keeps
Industrial Estate, Wellingborough,

Northampton NN8 4SR = (0933) 76768 -
e o (aE




VERSION UPDATE

GOTHIK
Firebird hiisk SR (3 1 i foiodd Bl | Latl. 'S
U el C i el o e his
Spectrum 48K Cassette: £7.95 i S B At
Commodore 64/128 Cassette: £9.95, Diskette: £12.95 e 1'1' s Geok
% 1 L = L] b -h
THE quest to reconstruct the | with an overhead view of the maze i 3 E k.
dismembered Grand Wizard | being explored while enemy x : HER KA
Hasrnaxx [reviewed TGMOODE, creatures attack. Despite such i el fat I T
Amstrad CPC 57%) continues on | appearances, however, and the S Sl .;'.1::
the Commodore and Spectrum choice of female Olga or male Olaf B | f_'] P -;""} [:_'_i miintinlln E- il
Gameplay clossly resembles | characters, Gothik is purely a one- o P Fibigd Whds oot Rt et ot e wiag |1 2ide Bt
the basic Gauntiet/Druid style, | player game. This might seem a MU T L L DAL O U aM
Oiaf strives to find the six pieces of Wirard Argoth - Commodore 64 11’ _iu! 0 t.} l"" 11 E"'] -Im-; Ma : :}
s 5 ' " 7 s - I l.': Bt ks
=-= R P H & .|
L SRS
b T b vt Rrivall Peel | 15 . Sl 1
FiRIgRi iR eniint imiim iu) Rl TE B 1 TR E

The Catacombs of Kara are no safe place for a budding warrior -

Spectrum screen

disadvantage with four dark
towers to search, each containing
seven floors and numerous
maonsters, but your character can
be well-equipped to survive it all.
Thare are three typas of weapon,
five spells and 32 mostly helpful

good tunes, On the Commodore,
since the (very smooth) scrolling
only comes into operation whan
your character is naar the screen's
edge, it's all-too easy to run into
anemies. With bland graphics and
average sound - even the speach

magical potions to help in the | is nothing special - it is marginally
qguest. Selection of weapons and | inferior to the Spectrum version
spells is via a status screen which
also shows health and magical | SPECTRUM 48K:
power. :

The Spectrum game has clear, OVERALL 56%
reasonable - if virtually COMMODORE 64/128:
monochromatic — graphics and | OVERALL 52%

VERSION UPDATE

Elite Systems

Atari ST: £14.99
PC: £19.99

INTERESTINGLY the PC game
has not been programmed by Elite
but is an existing American
product by Data East USA, which
has been licensed for UK
production. ¥While still quite cléarty
Ikarn Wamors, it 5 markedly
differant in terms of layout (see
below). The ST wversion, by
contrast, is probably the closast
conversion to the original SNK
coin-0p yel made

¥ atelaly salelelel

Prepare o met your doom at levals and

IKARI WARRIORS

To take the nagative side first,
the ST screen is a little on the small
side, as are the graphics, and the
action can become sluggish whan
a lot is happening. Nevertheless
none of these factors really spoil
an otherwise faithful coin-op
conversion which, particularly in
two-player mode, is a lot of fun to
play. The plane crash at the start
perfectly sets the atmosphere,
and the way the screen scrolls

alalalalalalale

Going ape against Guerrilla forces - 5T screen

backwards a fraction when
retreating, or returning for
ammunition, is both attractive and
useful. Considering the lack of skill
levels, lasting appeal is debatable,
but at the price this a very good
game — well worthy of the license

On the PC the different screen
layout is to help make best use of
the EGA graphics - they are, in
fact, impressive for the machina,
with nice characterisation, smooth
scrolling and expert use of colour
Combat is fast and effective,
although the small play-area adds
substantially to the game's
difficulty. Predictably sound is
poor with barely adequate effects

and a temble tuna. A mome
important drawback, however, is
the lack of a two-player option -
unless a joystck card s fitted. A
joystick can be used to control
movement in solo mode, but finng
requires two different keys for the
machine gun and grenades
Another irmitation s the need fo
access both disks once the game
is over. In general the game is fairly
playable, if hard, and generally
makes quite good use of the
machine,

ATARI ST: OVERALL 81%
IBM PC: OVERALL 53%

58124TGM TX 007:6-86
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he sequel to Sidewize, Crosswize follows in the
tradition of the Nemesis games as another vertically
scrolling, all action shoot-'em-up. Programmed by
Steve Wetherill with the graphics by Colin Grunes,
part of the Odin team whose previous work includes
Heartland, Nodes- and Arc Of Yesod as well as Robin Of
The Wood (which added another string to their bow).

The planet Luna is under alien
attack and you are charged with
the task of saving its populace

Off you go, equipped with a jet-
pack, over the thrae horizontally-
scrolling levels of planet surface
The landscape is deadly to tha
touch as are the aliens who move
round in formation, finng missiles
before leaving the screen as fast
as thay can. Some eject from holes
while others adopt Dealla-type
formations, requiring multiple hits
before exploding. A real mother of
an alien awaits at the end-of-level
for thosa skiltful enough to survive
long enough to maat it

Weapon icons can be collected
to give: further laser fire, bullets,
spray fire, a limitéd shielg or a
smart bomb., Each weapon has
finite power and when depleted,

the next most poweriul waapon Is Sidowizre

IN THE
CROSSFIRE

activated unless the relevant
replenishment wcon 15 coliected
Limited energy slows you down as
it drains, resulting in loss of a life
whaen zero is reached

Although offering nothing new
over gamas of the Defta ilk,
Crosswize i an B8-bit arcade
blaster of formidable proportions,
consisting of intense action and a
high level of difficulty. graphics are
first class, the planat landscapes
are vaned and full of detaill — if a
little bland — and the overall air is
one of The planet

quality

Owr space-hero bravely baitties to free the planet Luna in this sequel fo

landscapes take up a lot of the
screen, which restncts play. and
coupled with the incredible speed
and minimal waming with which
aliens appear, makes Crosswize a
difficult game. Progress through
practice s possible, but with
virtually no margin for amor it can
get frustrating wvery quickly -
suitable for masochists or ultra-
good arcade game players only

SPECTRUM 48/128
Cassette: £7.95

“ ...an B-bit
arcade blaster of
formidable
proportions "’

VERSION UPDATE

IMPOSSIBLE

MISSIONII
Epyx

Atari ST £19.99

ELVIN ATOMBENDER's plan for
revenge following the outcome of
the onginal Impossible Mission

was reviewed in TGMOOS
{Commodore 64/128 BE6%)
Despite s potential, Impossible
Mission i lOOKS like A

straightforward conversion from
the CB4. The graphics are clearer,
mare detailed and make good use
of colour, but on the whole the
game is a direct translation — nght
down 10 the scream when Agent
4125 falls. Impossible Mission If
has plenty of challenge and, in
translation, has kept the addictive
gualites of the original game
making it an axcellent product

ATARI ST: OVERALL 85%

TGM

TX 007:6-8859/124
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MERLINSTILL CASTS

A SPELL

SPITFIRE 40

nother of those releases that should be a version
update, but whose history puts it so far back that it
A needs a full review, is Spitfire 40which made its debut
on the Commodore 64 back in 1985, was converted
for the Spectrum and Amstrad to some acclaim, and
allowed a graceful retirement. In 1988 it heard the call of
its software house and was scrambled again for 16-bit
release on the Atari ST. Management/graphics are by
H & H Software and coding by Eigen Software — the

same team who converted

Amiga.

The Supermaring Spitfire powerad
by thae fabulous Merlin engine, is
mast famous for its role during the
Battle Of Britain when it served as
an interceptor, miraculously
holding back the much greater
numbers of the Luftwaffe which
had intended to precede a German
INMVasion Unsurprisingly  this
conflict, probably the most
famous air combat ever, is the
subject of Mirrorsoft's game.

You are presented with three
options: game, simulation or
damo. I the game option is
selected you may further choose
an opponent — fighter or bomber -
and are placed behind the firs
enamy aircraft to begin combat. A
high score table records the best
scores of the day.

The bulk of the game is
accessed Dy selecting the
simulation option. This displays a
log book with places for six
different pilots, five are preset but
the sixth can be given a name of

Strike Force Harrier to the

your choice so that progress may
be recorded from the lowest rank.
As in Gunship, the successful
completion of a mission awards
points toward promotions, which
may be saved to disk. Practice
maode gets you used to flying the
Spitfire — and landing it safely.

- -

combat may be selected. This
option gives a mission briefing
detailing the number of enemy
aircraft, their distance away,
compass bearing and height.
When these have been noted,

VERSION UPDATE

ROAD WARS

Meibourne house

Atari ST: £19.99

Commodore 64/128: Cassette: £9.99,

Diskette: £11.99

FIRSTseean in the arcades as one
of Arcadia's first Amiga-based
coin-ops, the game has since
been converted for Amiga and
Spectrum (neither reviewed in
TGM) and now Atari ST and
Commodore 84/128.

The game structure is simple:
space roadways looped around
various moons have developed
malfunctions in their side panels,
creating magnetic fields which
destroy passing wvehicles. The
objective is to get rid of these
rogue paneis by shooting them -
taking care not to destroy normal
side panels. This is accomplished

by a pair of Dbattlespheres
equipped with powerful lasers and
shields. When activated, the shield
slides over the guns to present a

Minor graphic differences and
poorer sound make for a slightly
worse game than the Amiga version
= 5T screen

Once sufficiently experienced,

pressing a key puts you in the
aircraft on the runway and ready to
scramble.

CARPETED CHANNEL

The most useful flying view is
through the cockpit with gunsight
and rearview mirror to help in
combat. To check fuel, compass
heading and numerous other dials,
however, you need to look down
at the instrument panel which is
gither brought instantly onto the
screen by pressing SPACE. or
gradually by using the cursor keys.
This screen is vital when preparing
for landings.

16-bit ‘improvements’ such as
pattemed felds and wvarious
ground fleatures — bams and
haystacks — slow the game down
to a such a pace that they are more
of a hindrance — except during
takeoffs and landings when time
to think is more important than
graphic speed. Once in the air the
enemy aircraft — never more than
one in combat at the same time —
are usually so close to the
Spitfire’s basa that there is rarely
any need to plan interceptions.

- g
= - & 8

Other flaws include the English
Channel, which when viewed from
the Spit is apparently covered with
fields, and the unrealistically fast
speed at which the map can be
crossed. Landing after combat is
difficult, and the lack of variety in

perfect sphere. To drop the shields
and aim the lasars the joystick
must be moved along the rear
diagonals, starting the gun

rotating either left or right
Magneatic sparks traversing the
roadways can be crossed a limited
number of times with the shield up.

Good looks are let down by poor
gameplay - Commodors 54 screen

Red balls and Chevrons destroy
the spheres if unshielded or merely
the shialds if they have been
activated. Including a two-player
option, the computer controls the
second sphere in one-player
mode.

combat makes long-term appeal
gueastionable,

ATARI ST
Diskette: £24.99

“Despite the age of
Spitfire 40, the thrill
of combat is pre-
sent..."”

Besides superior graphics and
a number of extra features nol
available on the Commodore 64/
128, the Atari ST version includes
a bonus level with points awarded
for pushing your ‘ally’ off the road
These additions, together with
much smoother graphics make
the game more playable than the
difficult C64 version, Navarthelass
the repetitiveness and simplicity of
play limit the game's long-term
appeal.

While neither is close to the
original, the Commodore game s
something of a travasty. To
compensate for the lack of
complexity thera are far more
obstacles to be coped with, as well
as an exceptionally aggressive
computer ally who constantly
seeks 1o push you off the road
With siuggish controls and
atrocious sound effects this is a
game {0 be avoided.

ATARI ST: OVERALL 53%
COMMODORE 64/128:

OVERALL 23%

60/124TGM TX 007:6-88
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The future is in your
hands. Fire & Forget,
never look back.

You are
our only chance !

Unit 4 Stannets
Laindon North Trade Centre
BASILDON ESSEX SS 15 6D]
= (0268) 541126



Infogrames

Deap in the darkest depths of
aarth squats the incarmation of evil
itsalf: a creature without name, it
has siolen the Kama from
humankind. Tha Kama iz an
immensety valuable jewel,
bestowing limitless power on
whosoever possesses . To

he programmer of Warfock’s Quest, Olivier Zimmer,
is known as 'Dr Algorithmus’ = an honorific that pays
homage to his mathematical prowess. In his spare
time he has founded a Role-Playing game from which
inspiration he took the notion for Warlock,s Quest.

from their graves to do battie. A
ball of flame despatched from your
magic staff may take care of the
walking dead, but before the quest
is completed there are far more
horrific and dangerous creatures
to be faced

CEEGEE::{:

prevent catastrophe you, a very
wise and skillful warlock, have
journayed 1o a graveyard to begin
your quest But through
misfortune the evil lord and his
minions have leamed of your plans
and already zombies are rising

Higden trapdoors allow access (o upper and lower leveis

A KRAKEN GOOD
GAME
The playing area of Warlock's

Quest is surprisingly small,
covering exactly half of the screen.

07 B AT K 1 ]

Dkl | By
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REST ASPELL

WARLOCK’S QUEST

This area is split into two levels
between which you can swap by
climbing ladders or using
teleports. Difficult-to-spot  holes
can also provide a guick, if not
always intentional passage into
the lower level. A status panel
covering the scréen's top hall
describes the monstars you
ancounter. AImost every screen
has a new monster, from ghosts
and bats to the mysterious Kraken,
in addition there are ghastly
unnamed monsiers on the lower
levels — such as the perfectly
lpathasome spider dermon
Complementing these enemies

Detailed tiny figures snsure that
the warlocks quest is anything
but easy

N0 § e

f pm S _rsresn'-sl::al.?ﬂﬁﬁ

are some nasty tncks: magic
bottles can imprison the warlock
and there is an undersea tunnel
complete with Indiana Jones-style
traps

Overcoming these obstacles
takes a toll on witality, which is
shown on the status panal along
with high score, cument score,
power (which diminishes with
every shot), level (effectively
screen number) and armour
Dlﬁ-pﬂ.ﬁll‘lg of a NUMmbear of
monsters often causes an object
to be deposited, these include
protection scarabs which add to
armour, magic Doows to boost
power, treasure chasts to improve
score and vitality potions. All nead
to be exploited to collect the elght
objects required to take you into
the final confrontation with the evi
one Should you ultimately
manage (o compiete the game,
there are two more difficulty levels
lor your selection

ATARI ST
Diskette: £19.95

fe..neat, if
occasionally cruel
touches — definitely
one of the better
Gallic releases.”

VERSION UPDATE
BAD CAT

Rainbow Arts/GO!

Atari ST: £19.99

RAINBOW ARTS have tried to
make a series of nonsensical
avants into something humorously
addictive —and failed. This offering
The monclonous Moggy races
gracelully across the first level

62/124TGM TX 007:6-88

i5 no better than the unplayable
Commdore 64/128 and Amiga
games released late last year. Play
takes the streetwise moggy
through five wunfaidy difficult
events: jumping fences and rolling
balls in the park, tackling
underground obstacles in the
sewers, bowling in the pub
throwing balls around the
_=;.w|r'r‘|r'r'ung pool and unning m tha
straat chasing a ball. Graphics and
sound are fine, but the action is
frustrating due to the need to be
pixel parfact — should a mistake ba
made the event has 1o be tacklad
from the wvery beginning. Full
marks, however, for the wonderful
= but eventually hair-tearing
sound FX

ATARI ST: OVERALL 35%
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LIPSTIK, POWER

AND FAME

ECHELON

US GOLD

ccess Software have long been one of the most
impressive American games producers, Beach Head
and Raid Over Moscow being key games in
establishing their reputation. More recently
Leaderboard and its sequels have shown programmers
Bruce and Roger Carver to be among the most
successful in the business. 50,000 copies of Echelon sold
in America during the first two months of its release
ensuring the team of another success.
There is a long future-history story
to satl the scane for this 3-D
wireframe .‘p'!r.'i'l!"Z_]'}‘ action game
but in effect you flind yourseit — a
space pilot for ECHELON, the
antipiracy force set up by the
International Space Federation
fiving a C-104 Tomahawk
aquipped with tha most advanced

a patrol zone B40km squara made
up of 36 areas, ning are already
drawn-in - showing objects
buildings, mountains and rivers —
on the old-fashioned paper map
supplied in the packaging. The
remaining 27 are yours to
compiate. In the munNé mappead

ir sciantific and military sactors are a fining range, floating
equipmeant attempting to tunnel, temple and bridge — all in
arradic |1= space pirates wireframe 3-D. and more exotic

Your mission is to locate the structures are described in the

pirate base by deactivating its manual, which provige inferesting

cloaking device through following | sight-seaing.

six steps, each of which is

represented by a map contained

in the Tomahawk's memaory REMOTE VEHICLE

banks. The maps are mostly blank,
but collecting objects provides

The Tomahawk manual bulges
with diagrams describing every
control. Due to the Lipstik option
(see panal) the joystick fire button
is freed for other things — such as
thrust. Most instruments are the
usual aircraft readouts — useful if
ground features have Deen
minimised to speed up graphic
handling. Also useful are six
different out-of-ship views 1o heip
position the Tomahawk over
objects prior 1o ther being
teleported aboard

There is also a zoom function
and a Remote PFiloted Vehicle

usaful information and fills in gaps
The text is in alien codea, which
must b& Droken to stand any
chance of completing the mission
in addition aach object contains a
clue, most of which are in code,
but those that are not may help
break those that are. It important
clues are decoded they may help
solve the mystery before the maps
are completad

There are over 240 objeacts to ba
teleported aboard Tomahawk, so
filthing in the maps and decoding
thair text s a substantial task
Objects ara scattered throughout

One of the more striking things about Echelon, is the option to use the
separately sold Lipstik headset. Designed to control the fire option,
the headset is simply a microphong which responds to loud noises.
To begin with the Lipstik is an enjoyable anough gimmick but hardly
a "whole new dimension in realism’, Since overall control is not made
any easier and combal Is an optional extra which may be turned off
to allow concentration on the adventurous side of the game, the point
of the Lipstik is questionable. People wanting 1o buy the device are
advised 1o contact US Gold.

(RPV) which is deployed for an F-w:,lln;__; through the floating tunnel

axtenor look at the spaceship - the for instance, is more a test of
Tomahawk can be controlled from patence and andurance than
the HPY's perspective If desired reactions. Combat is similarly
In combat, the Tomahawk is | sluggish even with all ground

features tumed off. The game is
therefore very much a mapping
and decoding puzzie- 1:,'u- variant
with a tedious searching-for
objects reguirement On =a

equipped with three hi-tech
weapons systems, and when they
are exhausied, or fuel runs low
retuming to base provides
replenishment

L _BVITEET- R

HDD |

ey bitt

computer such as the Spectrum
Echelon may well prove faster and
mora interasting

A datalink 10 base helps give
aovica on t]r_x;kur'ug or 1o radefline
the anemy thraat. If there are no
enamy ships, the misson is

Evasive action or a guick waapons rigger is uqum to deal with the pirale
ships — or you can simply turm them off

KEE | gt
i Dl ||

1II{4

BEDD |}

&0 RN

THRIn

classihed as "scientific’, if thare are
a moderate number it is a "patrol’
and if there are a great many aliens
tha mission s "military’

An American cross between
Elite and Mercenary may sound
unmissable, unfortunately the
implemeantation is disappointing

may be saved to disk at any
time — useful as Echelon is
likely to take a long time to

The Commodore 64 has never
bean adapt at wiraframe 3-D, and, complete.
lacking the genius of Paul Woakes OVERALL 71%

Echelon seems distinctly slow

OTHER FORMATS

Conversions for the PC and Amiga are due out in May. Spectrum
and Amstrad versions should follow in June, and In our
estimation will turn out better than on the Commodore 64/128.

R T RIS T L e iSRG SN T
“ ... more atest of patience and
endurance than reactions . . . "
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A FLIGHT OF

FANTASY

E.I:!HQNTASY ZONE THE MAZE

pa Opa, the cute winged blob and star of the two

previous Fantasy Zone games, returns in part three.

He is a familiar Sega character, cropping up in many

of their games (often in the secret bonus levels and
cheat screens). This, the third in his own series, is a Pac-
Man style game with a difference.

The maze consists of saeven
different zones, each containing
three game mazes and a bonus
maze. Play is very much in the
Pac-Man vain, the objactive being
to collect all the dots — whilst
avoiding wandering monsters -
and exchange them for dollars. A
second player can join in the fun
as Upa Upa, anothar cute winged
creature of mystifying gender.

The enemies in Fantasy Zone
are omnipresent, emerging in a
naver-anding stream from a hole
in the maze. Contact is fatal but
both Upa and Opa can use the
collected dollars to buy temporary
weapons such as lasers, bombs
and even 16-ton weights o
frazzle, blow up and flatten out the
foas. More powerful weapons are
expensive and not made available
gt the start, even the cheaper
multishot guns and lasers
occasionally sell out. Useful extras
aré the Big Wings which gives
whoaver picks it up a much
neaded boost of speed, and Top
Power which turns Opa or Upa into

a minifireball — making them
tempaorarily invincible and hot
enough to destroy any enemias
that get in their way, Enemies
destroyed leave behind coins of
up to E£5000 in value. Other
collectable tems include smar
bombs and axtra lives (displayed
as a baby Opa hatching out of an
egg.)

TO COIN A MAZE

After completion of the three
mazes you move through to a
bonus screan. It has much the
same layout as the other mazes
axcept all the lights go out after a
few saconds leaving you to fly

about in the dark - speed is
essantial if you're to gan bonus
points

Tha original Fantasy Zonewas a
thoroughly enjoyable shoot-'em-
up with a fun element thal
overcame any deficiencies the
game had. Fantasy Zone The
Maze draws its base ideas from

Pac-Man (no bad thing as it's still
a great game), itis highty addictive,

although repetitive in the long term
and limited in scope. Fantasy Zona
The Maze is best as a two-player
game, the team element makes it
a lot more anjoyable and single-
player mode gets difficult on later
lavels — the monsters move faster
than the Opa Opa

SEGA Price to be announced

OVERALL 78%

Follows usual Fantasy fone style. Booddh-emlom,

cartoon graphics use a lot of colour against surreal backdrops.
Directional control is not good using the control
example of a game needing the Sega
typlcally Fantasy Zone, offbeatl, weird and fun to listen 1o
follow-up 1o the other games in the series and very addictive

control pad - priml
joystick. The tunes are
A good

“ . ..agood follow-up to the other games
in the Fantasy Zone series . . . ”

VERSION UPDATE

Pgsi:)‘W'EF! STRUGGLE

Amiga: £14.99

THE world of superpower politics
is frighteningly complex at the best
of bmes, with cntical decisions
being made which not only affect
single nations but often the entira
worid. PSS's Fower Struggle
gives one or two players the
chance to become the heads of
states of some of the most
powerful countries on this planet
In one-player mode the computer
is the opponent = and either a
random or default distribution of

countries under each
Superpower's control.

Tha game is played via over a
map of the world, with countries
controlied by the West shown

green, East red and neutral white

A status table below the map
shows a particular country’'s
military and industrial strength as
wall as their political allegiance,
The overall objective of each
sida is to gain control of as many
couniries as possible. A row of
icons either side of tha map allows
the player to attack other
countries, supply or enforce
friendly countries, apply political
influence and build armies and
lactories Commands are
executled by clicking with the
mousa pointér on the attacking
country, then clicking on the
relevant icon and finally on the
larget country. Each tumn is played
against a strict time lmit, after

which, all orders given are
exaecuted.

Countries which taken over
change to the colour of the

controdling Suparpower,
spreading the player's political
and miltary influence around the
world, All tha while the rival
Suparpower is also trying 1o
lurtheér its domination = aither by
lorce or by the more subtle use of
political pressure

Power Struggle iz a good
introduction 1o strategic games
and an education in the way that
Superpowers work — il on a limited
scale. It is easy 10 stant taking
countrnes but holding onto them s
what provides the challenge. The
game is imited in complexity and,
having only six controlling icons,
does not make for real in-depth
play; it hasn't tried to ba anything
more than a comparalively simple
game of strategy and tactics

AMIGA: OVERALL 64%

TGM TX 007
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SPLIT

DECISION

FIRE POWER

Activision

Fire Power |5 completely
unburdenad by any storyline to
explain its large-scale camage -
which may be experienced by one
or two players. In solo mode, there
is no split-screan and the only
opponents are helicopters and
fortresses. Unlike the two-player
game, there are limited lives which
makes capturing the enemy’s flag
= the prime objective — axtrémeaty
difficult. In two-player mode the
screen is split in two, allows
complete fresdom of movement
for each player and, should the
tanks meet, they appear on both
screens for combat. Lives are
unlimited but the destruction of
your tank, by whatever cause,
adds points to your opponant’s
score

WHAT'S MINE IS
MINE

Al the start of a game each player
i5 given a choice of three tanks,
including a Scorpion tank and a
Mobile from the UFD series. The

ctivision's second Microlllusions game - another in
the ‘One To One' series — takes us back to the fighting
tank games, once so popular. Coding is by William
Ware with design once more attributed to the
improbably named Reichart Von Wolfsheild.

considerably, for example, the
Mobila tank has a heavy
resistance o damage, the ability
to carry a lot of mines, fuel and
man but is comparatively slow

To begin with, sach player is
located inside his own base
Exploration of friendly territory is
generally easy — just watch out for
minas, the enemy tank and the
occasional helicopter. Winning the
gama, however, requires
vantunng into enemy termitlory
where the flag lies hidden under a
building, a place ol exceptional
hostility bristling with a profusion
of gun turrets. But because the
guns have a limited number of
angles to fire along, they can be
successiully taken out with care.

All buildings and structures can
be blastad, though hitting friendly
buildings aams the anamy points.
When certain buildings are
dastroyed, man run out, if they are
on your Side you may pick them up
and take them to a first-aid post, if
they are the anamy — and you are
leeling particularly nasty - you
may crush them at your leisure

Tanking along the road in search of the enemy's flag

station gains points and extra
mines (one for every five men)
Mines are laid by stopping and
pulling back on the joystick while
prassing fire. Topping up fual is
done at base or by destroying
anamy fuel stocks.

Once found, the flag has to be
taken back to your own base for
complate victory. Fire Power is
great fun, especially for two

players. The handling of the tank is
awkward, but that adds to the
realsm, and being able o do
swinging reverse lurms is a neal
touch. Solo Fire Power s
frustrating because of the
loughness of the challenge, but for
two players., unlimited lives and
head-to-head competition
compensate greatly, resulting in a
more anjoyable game

AMIGA Diskette: £19.99

Apart from an attractive loading screen the Amiga is not given a

There are no at to convert Fire Power to other

“Solo Fire Power is frustrating, but for two
playersitisgreatfun...”

much-rumoured ST version of the
massively successful Sega coin-
op Is now here. Out Run (reviewad
TGMODO3, C64 B67%, Spectrum
61%, Sega 72%) is a car racing
game;, you control a Ferrari
Testarossa speading along a
multitane highway. Aim: reach one
of five possible goal lines selected
by changing course at forks in tha
road. The game is played against
the clock with extra time given if
the car makes it through a
checkpoint after each fork, failure
results in end of game. En route
hazards include trees, buildings,
and signs as well as other road
users, contact with any of which
loses valuable time. Developed by

GO

T B

charactenstics of these vary | Dropping men off at a first-aid | I
VERSION UPDATE Probe Software, the ST version | large jumps in animation. The
was written by lan Morrison with | illusion of speed is highly

sonics by music maestro David | convincing and the other cars

Whittaker and graphics by | approach at a very fast speed

OUT RUN Freddy and Sue. making for a lough game
us GoLD Graphically Out Run is very | Whittaker's tunes are near
good indeed, detailed, faithfully | excellent, matching the game's

translated and smooth with no | pace and adding immensaly o the

: highly realistic effect of fast car

AT LAST! The Ilong-awaited, * radio scena al the start of the coin-

op version has been replaced by
tunes alernating when the car
crashes or goes through a
chackpoint.

An annoying feature of the
conversion is the Ferrari's instant
stop when the time reaches zrero,
compared with the gradual
deceleration of the coin-op gamea
Despite the occasional graphic
omissions and the multilbading,
the ST Out Run has been worth the
wait and s an admirable
conversion of an incredibla coin-
op ... and yet, don't expact 100
much of the game even though it is
on tha ST

ATARI ST: OVERALL 79%

66/124TGM TX 007:6-88
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FOUNDATIONS WASTE

Exocet

he release of Foundations Waste marks the debut of
Exocet, a genuinely new British software house
based in Staffordshire. Credited to a team for whom
this is the first exercise, Erroll Elliston and Martin
Bysh have done the design code, graphics by H Tomkins

and music by W Beben.

Yat another vertically-scrolling
action game in the vein of Slap
Fight (reminiscent even to graphic
detail and sound effects), saves
itself by implementing its elements
cleverly, Zak Lambda Laurie is the
kind of antisocial, free-thinking
activist that any self-respecting
authoritarian state can well do
without The Federation's

Universal Security organization,
UMNISECT, is responsible for
ensuring he serves his four life-
sentences - he has already
escaped six times only to be
recaptured, Now, on his seventh
ascape attempt, ha may make it.
An Exidion 31812 fighter craft has
carelessly been left on the penal
landing strip and Laurie grabs it.

PURE ESCAPISM

DO OR DIE

The prison, located in  the
Wastelands, has an exceptional
level of security. Nevertheless
there is a slight chance the single
fighter may survive theses
defences, so all UNISECT
personnel are informed that any
errors will be punished by death,
and incentive expectad to make
escape through the five zones fo
the Galaxy Perimeter impossible.
These zones include powerplant,
city, water, wastelands and space
areas, all of which have a full
complement of UNISECT defence
vehicles.

To help Laurie a wide variety of
weapons can be added to the
fighter, ranging from side-firing
lasers to shields, and smart bombs
to a remote, auto-fire droid. But
sOme waapons capsules are fakes
and can brefly confuse the

fighter's control - caution is
reaquired. If the craft is destroved
all s extra weapons are lost

fortunately this doesn't make
further progress impossible.
While hardty original,

Foundations Wasle is still a very
playable shoot-'em-up and a
commendable first effort from

Exocet.

ATARI ST
Diskette: £24. 95

Despite all the useless
laminated security reporis
included in Foundations

An Amiga version should be available toward the end of May.

“While hardly original, Foundations Wastie is
still a very playable shoot-'em-up”

WE CAN REBUILD HIM

BIONIC COMMANDOS

GO!

his is the second release, after Side Arms, in GO!'s

licence deal with Capcom. Capcom do their own

C64 conversions, but GO! prefer to redesign for the

UK market. Conversion work for the Commodore 64/
128 has been done by Software Creations, previously
responsible for the excellent Bubble Bobble.

with a doomsday weapon at the
end which must be disarmed,

The Commando's quest begins
when he parachutes into a dense
forest made up of huge, towering
trees. While waltching for point
bonuses, bionic packs to speed-
up the telescopic arms and more
powerful Weapons, the
Commando faces numerous
anamy troops. Most of the soldiers
only have bayonets and are forced

It has been almost a decade since
our home planet was lost to the
enemy and his secret Zargon
missiles. In hope of regaining our
world an elite group of Bionic
Commandos was created and
traned to be the best combat
soldiers the universe has ever
seen. Besides improvements in
spead and stamina these
Commandos have been equipped
with telescopic arms. The spacial

limbs allow them to pull | totouchthe Commando to Kill him,
themselves wup onto raised | some however have grenades or
platforms or swing across | bionic arms of their own. A time
yawning gaps. There are five | limit adds pressure bul some
different Javels of enemy | caution should be exercised with

fortifications to fight through, each
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hives might be disturbed with
potentially fatal results. Other
lethal features include swooping
birds and nasty yellow mounds. If
the Commando should survive this
first level he goes on to The
Forefront, with more troops,
electrified walls and palrolling
black balls to contend with.

THERE’S NO ARM IN
T

Level three is a big one, and has

lots of cute-looking guard dogs,
heavily armed soldiers, Return Of
The Jadi-style walkers and
massive robots. After that it's just
ong more load for the next two
lavels. Laval 4 - The Control Towear
- has huge barriers, more walkers,
and wvery aggressive mini-
helicopters. Shoot the three grasan
troopers at the top of this level and
the final stage, Stop The Misslle, is
yours. Stirring tunes for each level
urge you on to complete the game
and master the demanding time
limits

OVERALL 86%

COMMODORE 64/128 Cassette: £9.99, Diskette: £11.99

Despite its atrocious poster, Bionic Commandos should prove to
be GO!'s first major hit. The music is brilliant and adds
immeasurably to the fun of playing, while the graphics are varied
and effective. Gameplay owes a lot to platforms-and-ladders,
but the bionic arm feature adds
and helps make this a top-notch conversion,

anormously to the enjoyment

OTHER FORMATS

By the time you read this conversions should have been released
for the Spectrum: Cassette £8.99, Diskette £14.99, Amstrad:
Cassette £9.99, Diskette: £14.99, Atari ST: £19.99 and Amiga:
£24.99. A PC release is currently under consideration.

“The music is brilliant . . . a top-notch
conversion."

TGM TX 007:6-8867/124




THE
BUBBLE

BUS BLOB

STARQUAKE

n a clever example of licensing, Bubble Bus have
arranged for their 1986 8-bit hit Starquake, written by
Stephen Crow, to be rereleased on budget by
Ricochet at roughly the same time as Mandarin
release 16-bit conversions for Atari ST and IBM PC, thus
ensuring that both ends of the software market cannot
help but notice this classic arcade-adventure. Conversion
work has largely been done by Bubble Bus with

contributions from

On the rim of the Milky Way a black
hole has appeared, improbably
rel@asing an entire planet Tha
core of this planetl is axtremaly
unstable and may implode -
destroying the entire galaxy - it
has 1o be rabuilt, not an easy task
as it is infested with a wide range
of violent creatures. The parson
chosen 1o camry this task out is
BLOB, the BioLogically Operated
Being, whose piloting skills leave
something to be desired since he
starts the game beside the
remains of his crashed ship

David Whittaker's Musicon and
Mandarin programmer Dave McLachlan.

A status display at the 1op of the
screen shows score, lives
remaining, energy level, bridge
units remaining, ammunition and
objects carmied. Bridging units are
important for crossing chasms
and reaching high ledges, they
appear below BLOB, but fade after
only a few seconds. Raplenishing
lives, ammunition, bridging units
and enargy is achiaved by walking
over appropriate objects. Mosl
aliens encountered merely cause
a loss of energy but some kil
BLOB outright.

BLOB rooms around the underground complax in his attempt to rebulld the
planet’s core - 5T screen

CHEOPS PYRAMIDS

Hoverpads = which allow BLOB to
fly — are used by stepping on them
and pressing forward — this picks
them up (and any other object
found.) With the exception of the
hoverpad there is a limit of four
objects which BLOB can carry,
none of them can be picked up
while BLOB has his hoverpad

To rebuild the planetary core
BLOB first finds it and notas down
the ning objecls required — these
change from game to game. To
help BLOB there are several rather
small Cheops pyramids which
may be entered — if he is carrying
an Access card — to trade useless
objects for those he needs. A
network of 15 teleporiers can
move BLOB instantly from one
place to another, but only if BLOB

knows the destination code
DISCGN.-"F'-L] Thesas FE s on
walking into the teleporiers where |
the code is displayed. Fortunately, |
they remain the same for each
game — as doas thea 512 Nick
sCrean layoul — S0 mapping can
prove very usatul, i1 not essantial
Al the and of each gama thare isa |
report showing score the
percentage of the planet explored
and tha number of core elements

replaced. After this has been
noted. another screen allows
players {0 enter any high scores
thay might have achieved - thase

are then saved 10 disk

The PC is the most impressive
varsion of the two, making the best
use of the machine’s capabilities.
The essentially pink and white
colour schame is attractive and
BLOB moves around the screen

IBM PC
Diskette: £19.95

For Amstrad owners there is the added bonus of a joystick option
through the port on the keyboard. This is one of the most effective
PC games around, and with arcade-adventures so rare on this
machine it will probably be very successful.

OVERALL 75%

Looking not uniike the:
Transformer’ Jetfire' Thexderis an
anthropomoarphic Super Assault
Vahicla with the ability to change
into a jet fighter. But the mighty
warmachine has been locked in a
high security facility with its pilot -
you — still in the cockpit. To disable
the central computer (and regain
your freedom) before its numerous
robots disable you, Thexder must
be guided through 16 different
localities (each loaded from disk).
Regions vary from cargo holds to
underground caverns, with acid
baths and lava pits to liven up the
scenery Accompanying the
action 8 the sedale ftune,
Moaonlight Sonata by Beethoven.

hexder was originally written in Japan — by S Uesaka

and H Godai (you remember them) - where it became

one of the all-time best-selling computer games ever,

over 500,000 units were sold. The American firm
Sierra was naturally interested in converting Thexder for
the US market and, after some success the game is now
available in the UK, through Activision.

ROBOTS GO BATTY

Thexderis essentially a traditional-
looking maze game. Apart from
the brilliantly smooth
transformation from wvehicle into
the jot and back, # has a
dispiritingly bland appearance.
Nevertheless it proves enjoyable
in play, incorporating addictive
arcade action and a good deal of

strategy
At the start Thexder is in robot
mode with 100%  energy,

indicated by a digital raad-out and
bar. Below the bar a blank strip
reprasents shield energy. Once
on, the shield cannot be turmed off
but slowly runs down — unless

GET THEXDER

you're under enamy attack, when
it depletes more rapidly. Further
displays give score, leval/region
number and ‘Enmax’ - the
maximum amount of energy
Thaxder can have. Enmax is 100
at the start, but can be increased
to as much as 500. Boostingit, and
replenishing energy, 15 achieved
by shooting particular enemy
creatures such as the relatively
harmlass Baffins Increasing
Enmax can also be done by
complating a level

The 20 different robot enemies
are shown on the instruction shaat
along with a very helpful map of
Level 1. Some robots are hidden
behind bricks which can be shot
to release them if you require

Thexder is overwhelmed by security
droids and fails to find freedom

points rather than health. Other
robots, and essental
passageways, are found behind
shisid-walls. To cope with thesse
opponents Thexder is equipped
with an impressive laser which
tracks up and down until an enemy
is found, but in the much faster jet
mode it becomes dependent on
the ship's direction. Ultimately
however, this adds to tha fun of

The Transformeresge hero comes across a seemingly impassabile barrier

68/124TGM TX 007:6-88
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speedily and smoathly — more so
than on the ST in fact. Tunes,
though not in the same class as
Mach 3, are very good and add to
the game's appeal. On the B-bit
machines Starguake was a
resounding success and it's
bound to be so on the larger

R B deliver the goods. But it's short-

term titillation; once all has been
ATARI ST STRIP POKEH II PLUS seen there's lttle incentive o
Diskette: £19.95 Anco repeat the experience. And it is not
A straightforward axactly the most challenging of
conversion with gameplay poker games available either, but
unatfected, the only changes : ! a considerable improvement over
S Oyl mad sekiet ver since card games were first translated onto | the original  Strip  Poker
FX. The graphics are in fact computers, one or another strip poker game has been | nevertheless.
reasonable, making in circulation of one sort or another. Martech's
, i hardly Samantha Fox's Strip Poker has been the most | | ATARI ST
sstounding, use of the ST. famous (or infamous) of them all and more recently || Diskette: £14.95
OVERALL 73% Diamond Games's Hollywood Poker has given 16-bitters The graphics look as if
some good titter and a chance t what the fuss is all || they've been enhanced by an
abnuthow it's ﬁncn'sctumci iﬁﬁatheas :el ti-s Ssrr? s bibngges oo sy g
OTHER FORMATS , , 56q P || gives a reasonable effect,
Poker complete with those naughty graphics. bar the odd deformity from a
B8-bit versions are already | | 11, i1e screen displays a digitised poor amendment, Watch out
available on Ricochet for the picture of the two ladies (Sam and for the data disks - a good
Spectrum, Amstrad and Donna), the option to play against | Both ladies play a medium-difficult idea, it should provide a
W F"‘:: Hgﬂ: either one and a further option to | game, though Sam proves the longer-term appeal.
cassette. load in other opponents from data | tougher = she's shrewd whereas OVERALL 60%
version is under disks — available June onward and | Donna relies heavily on bluff. In
consideration. incorporating both female and | both cases, cautious play is the
male opponents. key to success and it should not OTHER FORMATS
AR 3. 4T The game is five card draw with | take long to get both of them down Strip Poker || Pus is also

the standard call, drop, raise and | to birthday suits — which is, after on the Amiga:
i B-bitStarguake | bet options. Bets and raises can | all, the raison d'étre behind this H:: PC: £19.95,
x be made In increments of five, | intentionally provocative game, Commodore 16/+4: £9.95
was a success and | yom a minimum of $5 up to $25. | And on that score, the digitised and Commodore 64: £8.95 —
it's bound to be on Each player starts with $100, if this | pictures of Sam and Donna in cassette and diskette.
s lost, another $100 is borrowed | various states of undress do
the larger against an item of clothing,
machines 2l pictures showing both lady and
gent minus thair loaned articles
(the male is displayed much

smaller...) The game then
continues until one player losas all
choosing between the two modaes, thelr tlothes:

with the slower, but more easily-

controlled robot probably the Note the fine texturing and detail of the five cards and the way the artist has managed fo subtly blend them with the very
favoured choice except where | oaistic green of the baize covered background
circumstances demand the jet,

s ol oy 0] E

““a dispiritingly <3
bland appearance, C

nevertheless
enjoyable arcade 2
action and &3
strategy.”

TGM TX 007:6-8869/124
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16 — BIT CENTRE
COMPARE OUR PRICES

Amiga AS00, 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

Amiga 500 (as above), with 1084 colour monitor
£649

Mag Cumana Disk Drive, for Amiga or ST £125
Commodore MPS 1200, printer £189

Commeodore business system inc. Amiga A500
with 1084 colour monitor, MPS printer, the works with
combined word processing spread sheet &
database, PC transformer £775

Commodore 1084, high resolution, colour monitor
FOR AMIGA (ATARIST 'PC /64 /128 £229
PHILIPE 8433 COLOUR MONITOR FOR AMIGA/ST INC
LEADS £260
PHLLIPS 862 COLOUR. MONITOR FOR AMIGA/ST INC LEADS £200

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
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Open to everyone . . . at the PC Show
Sponsored & Organised by CRASH, ZZAP! 64 and THE GAMES MACHINE

IF YOUARE A
SPECTRUM, AMIGA
AMSTRAD CPC, IBMPC B
COMMODORE 64/128 OR
ATARI ST OWNER,
WHETHER YOURE A
PROFESSIONAL ARTIST
OR AN AMATEUR,
THE AUTUMN COMPUTER
ART SHOW IS OPEN
TO YOU!
THE FIRST PUBLIC
EXHIBITION OF ART
GENERATED ON
HOME MICROS
TAKES PLACE ON
16-18 SEPTEMBER
AT EARLS COURT
DURING THE 1988
PERSONAL COMPUTER SHOW
START GETTING YOUR
WORK READY NOW!

THE FORM IS BELOW (AND REPEATED NEXT MONTH) - DETAILS OVER THE PAGE . ..!

' = S N Qe S T S e S G & e G A e e e e Y S e e N S R e -1
§ PERSONAL COMPUTER SHOW AUTUMN ART EXHIBITION 1988

‘ | would like my computer art to be considered for entry Newsfield's Autumn Computer Art Exhibition at the PC Show, Earls Court.

‘ Name am over 18 ‘
. Acich | am under 18, and my legal guardian has signed below
| have read the conditions of antry prindad overieal and agree (o abids by them '
‘ Postoode Entrant’s signatura (or legal guardian) ‘
‘ Phons
im 2 rraaChing 3 machine

L AT @ titles of your submitted pieces (delete disk/cass as inapplicable), followed by the FILENAME and Litility used. Any special instructions for loading or '
‘ use of 1-o gned utdities should be wntian oul on a saparale sheet

T h/cans Fibsrarme Utilty ‘
‘ Title 2: (chsk/cass Filenarme Uitility '

Titha 3 K/Cass) Filename Litslity
l ad a stamped addressed anvelops for the return of disk/cassatte ‘

nira payment for return package o be sent recorded/registerad

Phnt l-n:urt tl"u I'-.:!-*n; ii correctly filled out, that your cassettes/disks are all labelled correctly as per instructions on the reverse of this form,

and that you have signed the form. Then send it, together with any separate enclosures, disk(s) or cassetie(s] to:

AUTUMN COMPUTER ART SHOW, NEWSFIELD PUBLICATIONS, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB J
- e AP A TR G v e Y SR TR g R W TR g G5 T TR O AR e W oaEw WD e T
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Open to everyone . . . at the PC Show
Sponsored & Organised by CRASH, ZZAP! 64 and THE GAMES MACHINE

From the entries received, approximately 30 works of art will be
selected across all the formats by a panel of experts for exhibition at
the 1988 Personal Computer Show at Earls Court. There, between
September 16-18, over 60,000 people will visit the show and see your
work if it is selected. And added to that thrill you will be able to sell your
work to the public and there are prizes for the top entrants. So get to
work now, read the small print below very carefully, please, and get
your submissions in to us before the closing date.

IFYOUAREA
SPECTRUM, AMIGA
AMSTRAD CPC, IBM PC
COMMOPDORE 64/128 OR
ATARIST OWNER,
WHETHER YOURE A
PROFESSIONAL ARTIST
OR AN AMATEUR,

THE AUTUMN COMPUTER
ART SHOW IS OPEN

TO YOUI'THIS WILL BE
THE FIRST LARGE
PUBLIC EXHIBITION OF
COMPUTER ARTEVER
MOUNTED IN BRITAIN,
SO DONT MISS THIS
OPPORTUNITY OF A
CHANCE TOSHOW YOUR
BEST WORK TO AN
ADMIRING PUBLIC!
CLOSING DATE FOR
ENTRIES IS MONDAY
AUGUST 8.

[ O S Gy o Oy e s s S ey D 2 e e —'lr--’
g PERSONAL COMPUTER SHOW AUTUMN ART EXHIBITION 1988

¥ conDITIONS OF ENTRY

The Personal Computer Show Exhibition sponsored
and organised Dy Newsheld Pubboations i& open 1o

---.q

The orpanisars canmdl be heid reaporesibde for the wale
arrival of diska/cassefies. You are advised 1o despaich
data by edheer -re?.un-m: post of réecoroed delvery and

6 Submitied work may not have been used belore forany 12
CofmimarCill processas, nor hinve appaared in printed
form i any publication, nor be alipwed to appear in

.
8
',
!
k

professionals and amateurs. The Prolessional Category
InCluces persons who eam a living from dasigning
computergeneraled graphica for et purposes
lslavislon, adverlisamants, games of any form of
commarcial deaplay

Al antrants musl De over 18, or if uncer 18, must have
the consent of thes legal guardsan and ther antry lorm

primtad lorm in any publication until after September 18
1888 withoul the prior consert of the Exhibition
o [ B S

Submittad work mus!, i tha waw ol the rl.|dgﬂ:._ ba
origenal and not mersly copheds of axisting media mages,
DOMManEUrabe with arShic frsadom 0 driiw on resachy -
Ty HTWBQES 00 Inaparaton

mark thir packaging chearly as contaming " MAGNETIC
MEDIA", Draks/cansetios will only ba returred i the
antry lorm is accompansad By 8 suitably stamped
addressad anvelnps. N you weah fretum 0 be Dy
recorded oedraary . then extre pay et bo Cower th cost
sl D i i ching

ﬂl'l'y submified work carmes an scceplance of frat

signad by thes legal guardian 8 Al program data enteced for consaderatson musi nun on publisheng rghts free of charge 0 MNewsleld
Subrathing woirk Iof the aahibibon and felumeng a and of the followsng CcoOMPpULaS Sp-&'.th,ﬂﬁ 48K [ RS T MlgAneE. Exfabelors work will b mads
signad copy of the entry form will be deemed as Spectrum 128K (+2 and J), Amstrad CPC 854/6128 mviinbio for sala to the pubbc at the Personsl Comgates
accaplance of all of thass conditions of entry contaned Commodore B4M28. 1IBM PC, Atan ST Ammiga (any Shtre i suitably printed form on an order basis, &t
Fuerenn micced). Works running on other machines will not be framed or unframed (prices &l the dscretion ol the
4 Brvy art/graphecs utility, whather commarcially available RCCHpad organisers). Recempls of sakes less a 20% commission
of spacially devised, may be usaed. But all submitted 8 The judpes will consider submitied work within the will ba the property of the artisl
works musl Da slabic = amatons will nol ba contaxt of aach computer' s capabiliies and make avery 14 Al axhibiiors will be proviced with fres ety 10 (e
acceptable posddbls attempt (o séé thal the final exhibibon reflects Personal Compuler Show on the pubbc days
5 All work mus! be submitted on 8 sutable diak or the ranges of machines ancompasead in point B above Saptember T6-18). Though not a condition, o -
cassetts fape. in the everd of a failure 10 load, ertrants 1Q Entrants may submit up to & maximum of three works dessabve that exhibtors should De availaiée for ey

f
i
5

L'---u._------ a5 g 6 R e g R G ¢ OR Ex T e @ o G e S

will ey coriached snd requested iIor @ replacemant
Where suppled data can only e oaded within a
commarCially Bvadable uliity Drogram, the ulildy used
mius! b stipulated on the antry 1o0m B The B0HE OIS
poinl. Where non-avalable ulibtes have been used
(Buch as sefl-devised programs), anires will not be
AL TOCED UnkrEs Als0 dCCOmpansed Dy BUlBhe 10adng
programs and delailed mstruchions on eir uss

11

sach Al casasties and disks mimsd b aballac claarky
with the sntrant's name. address and Gtles of works
COMLmirac Thae oer

Tha fonal sedaction of worke 10 ba auhiteted, and thoss
chossn a8 prifovermers, will e al the sole discraton of
ihi pudiges. and no ooMmespondence may be entered
mio on this matter, Acceplances and reectons will be
notifisd to all antrants by Septamber § atesl,

afiendan! publet relahons seposurs of the sxhibilon
axther balore, during or afler tha ahow
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tures — Lords of Time, Red Moon and The

Price of Magik — come together in one
package. Each has been enhanced and enlarged
with more text than ever before — 60,000 mind-
expanding words creating magik and mystery
round every corner. There's a powerful new
parser, and most disc versions include stunning
digitised pictures that help to dramatically
heighten the atmosphere.

Thru of Level 9's most acclaimed adven-

What the press have said:

LORDS OF TIME: “Destined to become a classic” -
Computing with the Amstrad.

RED MOON: Best Graphical Adventure or Best
Adventure of the Year - Zzap 64, Crash, Amtix, C&VG,
CCl, and Amstrad Computer User.

THE PRICE OF MAGIK: “Another superb adventure . . .
their best yet” - Commodore User. Also a Crash
Smash.

NQUIRIES: 0625 RDER HOTLINE: 0625 879920

The trilogy

Interactive fiction

from Leve' Q

e~ SO T
:7ﬂ¢-hﬁininl E:'ll;lrﬂll‘-\-'.ll:’l.lﬂl

Screen shots from

Atari 8T version
Spectrum (cassette) Plus 3 (disc) Atari ST
Commodore 64 (cassette or disc) Commodore Amiga
Amstrad CPC (cassette or disc) Macintosh

Atari XL/XE (cassette or disc)
Amstrad PCW (disc)

Apple Il (disc) £1 4.95

Amstrad PC, IBM PC
and compatibles

£19.95

Available from all good stockists or order direct by sending a
cheque or postal order made payable to Mandarin, together with
your name and address. Price includes P&P. Access/Visa owners
Phone our hotline or send your card number with your order




IADvENTURE

Mandarin/Level 9
AMIGA Diskette: £19.95
ATARI ST Diskette: £19.95
IBM PC Diskette: £19.95

| AMSTRAD CPC Diskette: £14.95, Cassette: £14.95
i COMMODORE 64/128: Diskette: £19.95, Cassette: £14.95

LORDS OF TIME

It was a long time ago when first |
delved into Sue Gazzard's world
o time and hourglasses. in the
days of the text-only, two-word-
nput adventura, when men weare
mean and Balrogs were rife, | spant
many a happy hour journgying
!fir.jn._..gn various time zones in the
magical grandfather clock

The innocent examination of the
picture In your lving room s
sufficient to involve you in this

evel 9 have long shown the way for British adventure
companies to succeed. From the verb/noun days of
Colossal Cave and Adventure Quest, this small
publishing house has been the flickering torch
spreading fingers of light throughout the cold, dank world
of utility-created adventures. Recently their ‘output has
been almost non-existent, the last game being the sub-
standard, Knight Orc, on the Rainbird label. Level 9 have
now severed their link with Rainbird and subsequently
merged with the new marketing force, Mandarin Software.
The first release from this new partnership is a trilogy of
revamped adventure oldies; Lords Of Time, Red Moon
and The Price Of Magik, collectively titled Time And Magik.

adventura in time, You discover
from the old man depicted therein
that the Timelords are planning an
evil future for mankind. You have
been chosan to aven this madness
by travelling through time and
collecting the nine items which
make up the formula needed to
defeat the enemy. Once found, the
ingrediants must be mixed in a
cauldron which is guarded by the
Timelords

Lords Of Time is an excallent
adventure, consisting of the one

A picturesque coastline to be found in part one

ROB STEEL’S
GETTING
ADVENTUROUS

TIME AND MAGIK

which all

main alamant
quests should include: that is to
allow the player to travel around

good

explonng, pondenng and
experimenting before settling
down to crack the game. The old
grandfather clock enables you to
journey through nineé timeé-Zones
searching for, and hopefully
finding, solutions 10 the many
puzzles encountered.

In a time whean magik still worked
and mythical monsters guarded
fabulous treasures, you are
charged with the task of rescuing
the stolen Red Moon Crystal, the
only source of magik in the land
Many weapons and spells are
made available to aid your quest,
and you will nead all the help you
can get.

As soon as Level 9 began
incorporating magik into  their
adventures, their games lost
something. Originality and the
depth of play decreased and the
once-present addictiveness
faded. Red Moon still evinces
some better traits of the Austins'
aarlier offerings but was, and is, a
definite indication of the poorer
games that were to follow. The
main aim of Red Moon is to find
magikal items with which to cast
spalls on certain characters to
clear a path to the crystal

THE PRICE OF MAGIK

The house of the Red Moon is a
weird place, haunted by arcane
powers from the mythical past. It
is only place where one might nse
from sorcerer's apprentice to
powerful wizard, yet cheat the
price of magik.

Rummaging in the attic, you
discover a wnnkled balloon with
tiny writing on it. Intrigued, you

—

blow and tha balloon swells like a |
globe then bursts. As the |
achoes 'fade, you reopen your
ayes and find yoursell in a bleak |
landscape, outside the housa of |
the Red Moon. The way back is to
find the thief Myglar, the stolen
crystal (again) and master 18
magik spells, all without paying the |
price

| didn’t like this game whean it
was first released and still don't

There s nothing 10 bind the
agventure together, it is simply a
number of rooms containing

unéxciting creatures, clues to one
of the 18 spells or nothing of |
interast. The affort required to map
the game and indead to play i 1o
any éxtent soon became oo much
for the rewards received

The graphics on the updated
versions of all three gameas are well
doneé and although adding bittle, |
they are enjoyable = even though |
soma are used in more than one
game. The anhanced text tands to
stick out as an add-on - the
onginal descriptions wWere
sufficient = but the many useful
features such as the UNDO
command, the RAM save/oad
option and the abilty to edit
previous inputs are a wealcome
development

Time and Magik is good, not all |
the components are particularly
imprassive, but the complete
package makes a worthy addition
to your collection — especially i
you have not played the games
belore

ATMOSPHERE 58%
INTERACTION 78%
OVERALL 71%

TGM TX 007:6-8875/124




ing £39.95

STAC's pedigree goes back along
way (at least four years!), to when |
saw the first version (lhe Graphic
Adventure CGreator, or GAC) on the
Amstrad CPC. Seeing it then was
anough for me to lay out hard-
samed monay for the machine —
an excellent exampla of ‘' The soft-
ware sells the machine’. The Quill
was around than for the Spectrum,
and eventually became the Pro-
fessional Adventure Writar
(known, you guessed it, as PAW),
with a version appearnng ftor the
Amstrad (and less successfully
somea other machines, too) along
the way. Meanwhile, GAC cross-
fertilisad 1o the Spectrum. Batw-
gen them, these two were raspon-
sible for many thousands of adv-
entures of wvarying degrees of
interest and taste.

STAC and other utilities like it
are a mixture of database and
Expert System. Unlike a database,
however, the user (player) is not
able to search the file — ke an
Expert System, the player finds
himsealf passed down tha
branches of a tree-hke system
Tha first room or location I8 the
starting point, with the player's
choice of direction leading on to
the next level, which has its own

branches I|eading to other
locations which have their
branches .

Creating an adventure is most
importantly a matter of pre-
planning — rushing home with your
fresh copy of STAC and diving
strasght into it B a greal
templation, S0 easy 1s the package
to get started on and understand.
But the temptation must be
resisted! However, once you've
got a nice pile of paper filled with
notes, the fun can begin. Entering
all the adventure data is made as
painiess as possible in STAC, with
the first job baing to enter a few of
the words which you want your
adventure to understand and act
upon at game time, As well as a

N-STAC-ING
THE ODDS

For several years Tony Bridge wrote one of
the most widely read adventure game col-
umns in Popular Computing Weekly, now he
lends Rob Steel a hand in assessing the vir-
tues of Incentive Software’s latest utility
release, the ST ADVENTURE CREATOR cost-

he Pawn was the first adventure to use the 16-bit

environment to its full advantage, although | have

fond memories of Talent's Zkul, whose storyline and

atmosphere was much stronger — unfortunately, it
lacked the important bells and whistles of the Magnetic
Scrolls opus. How would you like to create a similar smash
hit? Impossible? Incentive Software say you can, simply
by using their new ST Adventure Creator (STAC).

small sample adventure used to
illustrate salient points in the
manual, STAC comes with a very
handy start-up file which includes
many of the common words such
as North, South, Get, Inventory
and so on, This saves you having
o type them yourself. Because
STAC checks each entry at input,
you need these words to get on
with data antry.

Probably the most important
leature of any utility is a decent
manual, and in STAC's case it Is
vary chatty, covering averything
you nead to know, and in the right
order albeil at a speady rate. My
review copy was without an index,
which made specific subjects hard
to find, but Incentive tell ma that
tha final version will contain one
Althcugh everything you need is
here, there is a lot more that is not,
and which must be discovered by
a bit ol intelligent brainwork - like
most languages, STAC takes
soma time to yield up all its
secrels, and | can see a healthy
markel in the months to come for
all the littlea hints 'n’ tipa' n' tricks

B MOt CE
1M The DbDac lkosSi-olL sl
. Wyatt . You
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the getail of a
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creat ion begin! ]

that will surely come to light with
deepear acquaintance

TRIAL RUN

Once you've loaded in the start-up
fila, you can get going on typing in
the room descriptions. As you do
this (in 40- or B0-column mode),
you can embed cenain commands
s0 that, for exampla, printing starts
al a specihed point on the screen,
colours change or a little beep will
sound. Along with room descrip-
tions (vou can define both brief
and verbose versions), you must
inform STAC of the other rooms
connecting with this one, and also
the picture, if any, to be drawn as
the player anters the room; and
you must decide on conditional
connections, so that, for example,
locked doors prohibit entrance
until a key is found.

At this point, room descriptions
and short vocabulary are enough
to let you run the adventure and
walk around the landscape, but of
course, not much actually hap-
pens. There are several options
open now: more words can be
input (verbs, nouns and adverbs)
messages can be sat up (of the
YOU CAN'T DO THAT wvariety) or
you can go on to create a few
objacts,

Objects are given a unique
number (actually, two objects can
be the same number if you want an
object to be called by more than
name: ‘Daily Paper', 'Paper’ or
‘Daily* for instance — be careful
with this one, though!) and a
wigight 50 that there is be a limit to
the amount a player can carry

IT'S ALL CONDITIONAL

Although thare is more (o do now
in your little test adventure, it is
very boring If all you can do is just
walk around picking up and drop-

e
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S e
THe authhor @S
Dards O P im o

ping objects. The real meat lies in
the puzzies facing the player and
the manipulation of objacts. Thesa
are handled by several kinds of
conditions, or tesis I you ke
applied by STAC 1o the player's
input and situation

The first type is the Local Candi-
tion. This applies, as you may
guess, to an individual location,
and covers situations which can
nr‘tr',' ba met in that room and not
globally (thus checking to sea if the
player has, for axampla, found tha
secrel door behind the curtainsg)
High Priority Conditions apply to
the whole framework of the adven-
ture, checking at each tumn to
ensure that the player is still alive,
that he still has the lamp on, that
the sleeping dragon hasn't yet
been tripped over, and 6 on

Low Priority Conditions come
into play (pardon the pun) after
High Conditions: thesa cheack
inputs such as GET ALL, EXAMINE
DRAGON etc, and act on them

As I've said, these Conditions
ara whara the real work of the ady-
enture s done, and thay are the
most complex part of STAC
Entarad line by lineé and room by
roam, they invariably take the wall
known form of *IF THEN'. Like
any good programming language
this sort of construction is very
easy to follpw. A typical exampile
might be: If verb "get’ and noun
‘all’ then getall wait. In this case,
the player has typed GET ALL,
which invokes a special STAC
routine called, remarkably
anough, Getall (which does just
that). ‘Wait’ merely instructs the
program to wait for the next input.
Although that's a very simple one,
Conditions get more complex as
the puzzles require more devious
processing from STAC

Finally, our data can be influ-
enced by Markers and Counters,
which are aqually important to a
good adventure as the Conditions.
Markars (512 of them) are flagged
on or off, depending on whathar a
certain action has been underta-
ken by the player - for example: a
Marker is sel if a door is locked,
and resat if the player manages to
unlock it. Counters (also 512 in
number), are used 1o store num-
bers, such as the amount of gold
found or the number of steps
made by the player across a bed
of live coals.

The beauty of the utility is that as
all the data is being typed in, the
effect of a new antry can be tested
immediately by running the adven-
ture. By accessing the Begin
Where? option on the Menu to
change the starting point, a test
adventure can be quickly chacked
from any point. The whole proce-
dure of entering and checking data
in this way is very quick and (I
think!) error-free and robust

GRAPHICS AND TEXT

Once all the data is in, you can start
to glamorise. | mentioned pictures
and, indeed, this was the main
reason for the program's exis-
tence when it first appeared
Entering Graphic Mode from the
Main Menu presents you with the
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ADVENTURE

drawing screean, Fast in use, it con
tains most basic facilities such as
brushes, spraycans and pencils,
gach ol which can be of vanous
sizes and textures. There is a fill
routing, as well as circles and ovals
and 50 on, To tha right of the illust-
ration, you can see a magnification
area which allows for pixel-fine
accuracy. Although somea nice pic-
fures can be drawn on this screan,
its main use will be to import Neoc-
hrome or Degas creations. For
gxample, text can't be placed
within the drawing area - one
reason for resorting to something
a little more powerful

Another nifty inbuilt facility is the
Font Editor. This is of the usual
pixal on/off variety using a square
of BxB - as with everything alsa in
STALC, this procedure IS very quick
and easy, the results are instantly
displayad and affect the whola
program until replaced by another
font. A fileful of fonis is supplied,
and I'm glad to see that there is
éven one showing you how not to

| do it — a good example of the

nendlingss of the whole package.

Music is catered for too, though
a rather cruge system — '8 100
much to hope for a friendly graphic
input routine | suppose. Producing
anything more than a few bleets
requires a knowledge of musical
notation, though chords are quite
possible if you have the patience
The manual gets a little confusing
hera — ona of the few weak points
of the whole package

POT PLANTS

Bridga's Law of Expanding
Resources states that adventures
will expand to fill all available
memory, and it can be Seen In
operation with the Atari machines!
Although there is initially at least
200K free for your data and
graphics, I'm sure that this will get
aaten up very quickly. To meet this
aventuality, STAC allows multi-
part acventures 10 De set up, and
these can be spread over several
disks

Parsers are one o the ben-
chmarks of modem adventuras —
several years ago, we weare all
quite content to typa GO WEST -
GET LAMP. MNow we're told that
we nead to use such rubbish as

You
garbage. A
nearby,

iver

I o

figure moves

He then stands
the sheets of

are crouching amongst the lmttlng
large =1
and a shadowy
toward vou then stops.
nmotiomless oblivious to

pulls up

torrential rain battering around him.

What now

PLANT THE POT PLANT IN THE
POT PLANT POT and keep a
straight face while doing 1. How-
aver, it is obviously usaful to some-
times type GO WEST, GET THE
LAMP AND LIGHT IT, and with
STAC you can set up this sort of
thing quite easily.

A demo disk is available in the
public domain and costs just £1.99
from Incentive. It contains a
slidashow of the sort of graphics
which you can expect to create for
STAC (though | must say that it
would ba an achievement to emu-
late them as they are beautifully
drawn - TGMOO8 Previews, and
again hara) and a free adventure,
Shymer, written by Pat Winstan-
ley. Mow, as an adventura it is
pratty good, and has already done
well on B-bit machines. I'm quite
happy to recommend it, and at the
price it is tha bast bargain this side
of your local Co-op. So, put this
mag down now (| know how hard
that can bel) and rush out this very
minute to buy it!

However, as a demo of STAC's
capabilities (and you can't begin
to guess how much it hurts ma to

You spotT o PONYD Aamph on The boanl<,

s it Thar she’'s scoed

OF wour Tonk?

You covld reach e with a plank,
el -

But the air iIs s0 murtoy

ot now , Hord< 7 B

o<

Sam™ And

make

say this), Shymer is a little disap-
pointing. If you are axpecting no
more from your ST than a puzzle
parade of the "You are in a. . .

Youseea. Now what?', with
soma well-drawn picturas accoms-
panying most scenas, then
Shymear and its progeny will be a
very good example of what you
can do - and if the resulting adven-
{ures are also made available intha
public domain, then all well and
good, and | hope we see many of
‘em. But | hope that seeing this
sort of ultra-conservative program
will not deter anyone from reach-
ing bayond the safety of conven-
tion and aiming for a little more

NO GEM

STAC makes adventure-writing a
very simple matter for any would-
be author. | have a few reserva
tions about the utility: there is a
practical limit of eight text lines in
aach location description, and |
found this limit all too-easily
reached (though pressing a mes
sage imMo serviceé or more simply
switching to 80-column mode gets
around this), but getting those
acreensful of scene-setting a la

1T sSnappy .

Infocom is not going to come aasy,
Being a newcomer to the ST, I'm
still dazzied by the GEM environ-
mant, and I'm disappointed that
STAC dpesn't support it. But to
show my general enthusiasm ol
STAC, I've even dacided o write
an adventure with it, and if you
know me, that's going to be like
strapping a Merlin engine on the
back of Eddie Edwards! In fact,
although ease of use is one of its
greatest strengths, that may also
be ona of STAC's waaknessas
Tim Gilberts, coauthor of the ven-
arable QuilllPAW duo, expressad
I ma the opinion that as an
operating system bacomes more
iriendly and aasy to usa, so its real
flaxibility suffers. With a bit of
thought and a lot of imagination,
an adventure can be created with
STAC to look like The Pawn or
Zork = unfortunately, I've seen the
rasults of sloppy thinking and arid
imagination too many tmes 1o
believe that I'll see a flood of
Infocom/Magneatic Scroll-like adv-
enturas. But there will of course be
a (very) few writers who will siratch
the utility and produce somathing
worth looking at. Itis certainly cap-
able of it

STEEL SWARF

were:

haonourable meantion.

York YO2 1AH

Henry Mualler has been succassfully running The Adventurers'
Club for three years. They recently held their third Golden Chalice
award ceremony, where mambers of the club are asked 1o vole for
their favourite adventures from the previous year. The ceremony
has become one of the most prastigious in the adventuring world.
This year B23 votes wera cast and the results - in reverse order -

3rd: the Bronze Chalice went to Knight Orc (Rainbird/Lavel 9)
2nd: the Silver Chalice went to Rigel's Revenge (Mastertronic)
1st: the Golden Chalice was awarded to Gnome Ranger (Lavel 9)
The Guild Of Thieves from Magnetic Scrolls/Rainbird received an

In TGMOO04 | reviewed two adventures from Visual Dimensions,
unfortunately | neglected to print the address from where you may
order their products. It is: Visual Dimensions, 59 Nunnery Lane,
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Spectrulﬁ-ll{ Disc £14.99
* Spectrum 48/128 Cassette £8.99

Amstrad CPC Cassette £9.99
Disc £14.99

Commodore 64/128 Cassette £9.99
Disc £12.99

RNt

Martech is the registered trade mark of Martech Games Limited,
Martech House, Bay Terrace, Pevensey Bay, East Sussex BN24 6EE
PHONE (0323) 768456 TELEX: 878373 MartecG FAX (0323) 764460




GRAPHICS

THE LIGHTER
SHADES OF
16,777,216

PALES

Yes the Super ST is here — well almost. Robin N "
Hogg rpc:u to Eimtech about the truly ;,T;ﬂ““w“ “':"",.,”" “':..S"mm
SINESS usa,
e o s S s
and Pixel+. DOTP (Desk Top

Imagine your ST having over 16 million colours, imagine a

programmable screen resolution of 1024 x 1024 pixels, imagine Laser printers included) using the STs
your ST running at 6.25 MIPS (million instructions per second). :wdm arhgd software
or printsng

Your imagination will become reality in the very near future with

the release of the Elmtech

hen word first reached THE
GAMES MACHINE offices of

Research's ParSec Systems.

and business use. First in the pipeline
is the ParSec Colour+ boasting

programmabile
and C allowing mass movement of
graphics both shaded and vector (line

this incredible piece of specifications such as 1024x768 .. line draw=- drawings are performed at the

hardware and its capabilities programmable resolution and a ings are per- staggering speed of 2.1 million pixels

many jaws were seen to drop. "mere’ 4006 colours with 16 colours per sacond!) The blitter will have
The specifications were justtoogood per line. In fact that is a higher formed at the nothing on this system. Along with
to be true and with a speed of resolution than they had anticipated, l‘lﬂﬂﬂ.ﬂl‘lﬂ commands, full software support is to
operation which makes the as David explained: ‘We had a be offered: an art utility disk on the
Archimedes seem  slow by resolution of 1040x 512, butdue 10  Speed of 2.1 lines of existing art packages in style
compartson, convinced usithadtobe the worldwide shortage of D-RAM million I“lﬂ' and architecture, but utilising the
an April Fool joke. But it wasn't, isn't, chips, wa're using the mona expensive massive colour palette, for the
and when it arrives the ParSec will V-RAMSs (Video-RAM), enabling us to per second! Colour+ and Pixel+ (and later on an

effectively tum your ST into a Super
ST, whether it is a humble 520, 1040
or Mega ST, coupled with ParSec it
will be one of the fastest home
computers around.

THE PARSEC RANGE

As Elmtech’s David Encill and Martir,
Lockhart told me when they visited
THE GAMES MACHINE 1o explain in
detail the system, they are designing
three ParSecs: two graphics systems
and a text system intended for office

incraase the specification.”

In tact the specifications combined
with 768K of V-RAM chip internal
memory make the ParSec Colour+ an
outstanding system in iself. But it
pales in comparison with the amazing
ParSec Pixei+, the top-of-the-range
system with capabilities which will
make ST 18-bit art packages such as

Elite, Neochrome and
DeluxePaint I on the Amiga look
primitive. With 16,777,216 (yes, over
16 million) colours to choose from and
an incredible 256 colours possible per
line, this isn't just a package for the

AND GAMES ... 7?7

| pointed out that at the suggested
prices, the ParSec system will be
above the pockets of ordinary ST
owners. 'No, it's not necessarily a
man-in-the-streat type of package,”
agreaed Martin Lockhart, ‘It is for
but who knows? The ST does have a
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—

—

... ' he trailed off wistfully.
Just imagine a flight simulator using
and moving at a rate
of 160 nanoseconds! According to
Elmtech this just could happen
although it would be a long time in the

g

OTHER COMPUTERS

processor
its own RGB output,” David said. ‘It is
like a computer.’

3

because its
dedicated intemal architecture, the
given for the ST ParSec

will be the same on all
machines ElImtech are looking at. For

the paper-white with the ST, have that

to use 1o load up the initially,
mmmm%m
output to the colour monitor.

the ParSec.
The finished product is intended to
be no bigger than a copy of THE

and could well act as a monitor stand.

THE PARSEC FUTURE

As | write this, the ParSec Pixel+
prototype is at a preproduction stage
ainly ‘breadboard’ beast.

£200,000 workstations could scrap

their existing workstations and buy
several Pixel+ systems plus
monitors.  With  its

compatibility (see also the

DeluxeProductions article on these
pages), Eimtech have had

‘?h::‘l Y Wonge EMimm e;ﬂﬂmﬂ from television Co
t's why there are no 283  companies — might not be long nnecti
available as Martin told me; ‘Wewant  before we stan i ParSec is si l_llg .
this on the market, on the shelves, as  generated title sequences. Therais a S ll'I]ﬂB. lﬂll!l
quickly as possible, butwedon'twant  medical application too, body the lead into
to rush it and look silly. We think itis  scanning in particular, and again they the ST
rather unprofessional to show a have had several Inquiries from trid car-
prototype.’ hospitals and universities doing purl.
Full production begins within the  medical research. o
mmmbgﬂngwmmm And then there are those ‘amazing
. Following up games' ...
ParSec Pixel+ and Colour+ will be
the systems for the Amiga, although ~ NEXT MONTH: all being well THE
this is still some way off yet. GAMES MACHINE will take delivery
The ParSec potential is truly of a ParSec Pixel+ for evaluation,
limitiess. Architects working on  so keep tuned for our report!
TECHNICAL BOX AND PRICES
ParSec Specification
32-bit 40MHz processor runnirg at 6.125 MIPS
COLOUR+ PIXEL + TEXT+
Programmable
Resolution 1024x768 1 02‘1:1 024 102421024
Colours 4096 16.777.216 na
Colsfline 16 256 na
Memory TEBK 1.5Mbyte BABK
Anticipated
Price(+ VAT) £499 £699 £ tha

ParSec Performance [0S = nancseconds)

32-bitadd 160nS 6.25 million instructions/sec
32-bit multiply 336nS 0.29 million instructions/sec
Line (read) 480nS 2.1 million pixels/sec
CopyBlock 320nS 3.12 million pixels/sec
. « - imagine a Fill Rectangle 80NS 12.5 million pixels/sec
flight simulator Biit Object 160nS 6.25 million instructions/sec
using photo-
graphs and
rate of 160 The "Artist’ ge will be included as standard, plus a variety of
nanoseconds! DTP applications programs, CAD/C :
incorporate them as graphic output via the ParSec, including animated

a-m:w M-Muq-mupﬁ:.ﬂh
software. The price of Genlock + uw' to be

All ParSec software for Eimtech Research is expected 1o use WIMP
environment.
auxtra for the Colour+ and Pixel +

Interfacing
The ParSec will run with any ST (520 ST, 520 STm, 520 STim, 1040 ST1, 24
4 Mega) without modification.
Elmtech Research Limited is an amalgamation Magnetic
Mhhﬂﬁ#ﬂ = in

the 'cy
g any gnﬂd-u
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STOPPING TO
DITHER

InTGMOO3 we reviewed the classic Amiga art package DeluxePaint || from Electronic Arts.
Now it is available for the IBM compatibles, and in some respects Robin Candy reckons
it's more powerful than the Amiga version.

Running happily on the IBM PC, XT, AT PS/2i and compatibles, p’“"l sl FRihiatent bery of %
the Tandy 1000 and 3000 series and Compaq, DeluxePaint Il is mmﬂgm u-..r;.m e ﬁmm J
as good as your particular computer or graphics board - and at the colours, softening the joins.

best, better than on the Amiga. Mostly it's down to resolution sm“:s"?' you m‘m““ ""“E
and, just like the Amlga version, the first requirement is to select m1u line. "hl"olﬂm and horizontal
the screen resolution and the number of colours that go to make fill with the colour gradient up/down
up the palette. The exact selection made depends very much or left/right. Horizontal line ensures
on the memory capabilities of the computer being used and et Gach) B 1 SNEE SIS 0

recaiving the full complement of

whether it has any additional graphic boards fitted. colours in the colour range. The
advantage of this quickly becomes

he screen layout is very simple, a graduated range of colours which apparent when filling a shape drawn
showing the current work area.  merge into each another. The range is in perspective because the end result

All main drawing tools are specified vary quickly from the colour The Broadgats, is a realistically shaded shape. Solid
displayed on the right-hand palette, and the degree of graduation  Ludiow: lean spheres are notoriously hard to draw.

side of the screen represented  between the colours is defined by the  to the left, stand on one Using the circle and gradient fill

as icons and other functions can be Dither slider. | think 'dither’, which leg, squint and you might commands they can be created in no
accessed from the menu bar across  means to vacillate or act indecisively, just make out THE GAMES  time at all.
the top of the screen. The drawing is a daft word for it since it is actually MACHINE offices through
ipols feature continuous and brokan a very precise function, but ‘dither’  the arch. Using the 2
ine options as well as a host of has definitely entered the computer  powerful brush grab feature,
shapes. Using the WIMP system it is graphics jargon, so there it is. At the  repeat images are rapidly BENDING SHAPES
surprisingly easy to create complex extreme leff, the dither slider inserfed without effort Colours are dafined in the Colour
effects within a short period of time.

As we have already seen with the

Amiga. all DeluxePaint Il drawing is
dona with brushes, At the top of the m e
screen there are ten presat brushes

varying in size and shape; while
they're fine for doing doodles it is
much handier to customise your own
brushes for complex pictures. It is
hare that DeluxePaint Il shows its
power. The Brush Grab icon lets you
pick up any section of the screen
regardiess of size and paint with it!
Extremely useful when you wish to
repeat part of a picture somewhere
glse. When a section of the screen has
baen grabbed it can be rolated
through any angle, flipped, stretched
or bent through either horizontal or
vertical planes. Dazzling effects can
be created literally in seconds.
DeluxePaint I doesn’t just stop there
but allows the new brush to be
incorporated in  the Pattern Fill
command to produce complex
recurring patierns.

POWERFUL FILLER

Ona of the most impressive features
of the Amiga utilitv is the versatile set
of Fill commands, all of which have
been carmied over to the PCs. Areas
can be filled with any selected colour
or a customised pattern; nothing new
there but DeluxePaint Il features tha
aoditional fil command called
Gradient Fill. t's used to fill areas with
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Paletia Regquester. The user spacifies
tihe colours to be used by mixing levels
of red, green and biue together. A
spread of intermediate shades can be
worked out by specifying the two and
colours and selecting Spread. The
computer does the rest for you.

The Perspective command is a
complex feature which is used in
conjunction with Brush Grab to alter
the plane of a shape. This is done by
altering the x, y and z coordinates of
the brush. The perspective centre
must be defined then the shape can
be rotated about any of ils axes.

There doesn't seem 10 be any
option that the user could want which
isn't catered for. Fine detail can be
drawn using magnify mode along with
zoom to enlarge any section of the
screen to gigantic proportions. Text is
be added through the text icon and
keyboard in the standard fashion,
DeluxePaint Il comes with saveral
fonts onboard in varying point sizes.
Random pixel effects can be created
with the airbrush, the range of which
is also user-definable. Stencils can be
created to create masks and protect
areas of the screen from accidental
damage, a function which soon
becomes essential as piotures
become increasingly complex — and
very useful in conjunction with the
airbrush.

In genaral there are few diffarances
between between the Amiga and PC
versions, certainly nothing major. The
axact nature of what differences there
are depends on the PC being used
and mainly relate to resolution and the
size of the colour palette. On those
PCs with a restncted colour palatte
some commands such gradient fill are
rather limited. There again if you have
a8 MCGA board fitted with a possibie
256 colours in the palette the world is
your oryster.

Deluxe Paint I is an exceptionally
powerful art utility. It comes complete
with a comprehensive manual
explaining all the features in depth,
along with a series of tutonals 1o show
how they may be used. Itis impossible
to do Deluxe Paint If justice within this
short space, other than 1o say that it's
the best art package available for tha
IBM PC range of computers — and so
it should be at the price, which, sadly,
is tar mgﬁ than its Amiga counterpar
-£99

make art aasy on Deluxe Paint i

S ey |

“Dazzling
effects can be
created liter-
ally in sec-
onds.’

“Deluxe Paint |l
is the best art
package avail-
able for the
PE... "

Parspective options is one of the many user friendly menus which

> File Pref Pict HMode BB @ Colour Font

Perspective Dptions

Rotation:
> Absolute
& ® Relative
I Anti-Aliasing:

& None

. Lou
" High

Place Centre )

THEVIDEO

EDITOR

Roger Kean, life-long home movie buff, sits
down at his editing suite to play with Electronic
Arts’s £149 new video productions utility.

With what now adds up to a complex suite of programs,
Electronic Arts is the first software house to have taken very
seriously the numerous, and entertaining, applications that
come under the heading of ‘media interaction’ and provide
them in easy-to-use packages. The latest addition to the range
is a marvellous — but expensive — suite of programs called
DeluxeProductions. And it is just that — a video mixing console
on computer which allows you to produce full-scale video
presentations. Easy-to-use it may be, simple-to-describe it is
not! Here, | am taking a brief overview — preview if you like —and
in later issues of THE GAMES MACHINE we can go into more
detail, especially in those areas where this program, and others,
interact with video recording, animation, graphics generation
and editing, explaining how it's done and what equipment you

will need.

irst off, then, what does
DeluxeProductions  actually
do? Remembering that it is
intended for the production of
video presantations (which may
be a business application or simply a
slickly produced release version of
your last camcorded holiday in
Benidorm), the program's functions
are all geared to the everyday neads
of tha video enthusiast who wants to
create totaily on the computer, or just
add inventive graphics to existing
material, That said,
DeluxeProductions is likely to turn the
average Amiga-owning video watcher
into a mad-keen camcorder buff,
because here at your fingertips is tha
kind of graphics generating suite a
BBC video mixer would have given his
aye-teath for only a faw years ago!

DeluxeProductions lats you
animate images (which it calis objects
- many of which are included as
ready-made images, or which can be
imported from DeluxePaint II.)
Objects and background pictures are
created and then the objects moved
from point to point against the
background. There is also the now-
standard colour cycling available for
colours within an object, or the
background.

When one scene changes fo
another in a more complax mannar
than a straight cut, it is called a wipe.
DeluxeProductions lets you create a
wida range of wipe effects (including
a straight cut), from the simple fade-
out/-in to more sophisticated graphic
effects such as you might see on
programmes like Top Of The pops —
elaborate dual spirals for instance.
And wipes can be used for removing
an object from its background, or
ravealing a previously hidden piece of
information — as they do every night
on the Nine O'Clock News.

As this is a video control program,
you need 1o be abie to playback what
you have done, forwards and
backwards, repeating the process as
often as necessary to get the feel, and
with DeluxeProductions you can,
simply enough wvia keyboard or
MousSe.

DeluxeProductions works only in
high resolution (672 x 444 pixels),
which is worth remembering if you are
going to crate background images on
DeluxePaint Il = however, it doas also
mean suffering the high-intensity
flickering associated with high res
unless you own a filter. There's a
double buffering technique used in
screen updating, which is designed to
make the effect of animation appear
smoother, and because the end effect
is to be of broadcast standard, the
overscan system lets the image fill the
antire screan, including the edges and
Comenrs.

Finally, DeluxeProductions allows
for chaining of productions (individual
segments) 10 create shows of any
length, and by chaining the first to the
last, looped productions as well,

WHAT YOU NEED

Clearly, the novice video director s
going to be bound by equipment.
DeluxeProductions will work on the
Amiga 500, 1000 (with Version 1.2
Kickstarfy -and 2000, but it does
require at least one megabyte RAM,
80 if you have an AS00, you must also
have the 512Kbyte intermal RAM
upgrade or external RAM extension
modules and A1000 owners need
both the Amiga Memory Expansion
Cartridge and a 512Kbyte RAM
expansion module. A2000 owners
can get going straight away, but in all
cases, the more you want to creats,
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Top: the Production

details of the clips in each
scans. Scene 1 is
highlighted. Scenes can be
guickly copied from box (o
box by dregging. Double-
clicking on an individual
scane box takes you fo:

2) the Scone Screen, This
shows in greater detall the
five possible chip boxes that
make up & scene. Objects
are detailed at the fop of
sach clip box with the
coordinates for movement,
speed and pause times,
plus the wipe on/off type
and duration. Double-
clicking on an individual clip
box takes you lo:

3) the Clip Screen. Here the
coordinate parameters can
be altered.

il
IEEERERREY

Il:rililli

=S
T

the batter off you will be with a hard
disk option - in any casae, with less
that 1.5Mbytes available, you will
certainly nead two floppy disk drives.
However, and hera
DeluxeProductions shows one of its
many friendly touches, you can
initialise (format) flopples without
guitting the program - an occurrence
that's likely to be frequent!

Maturally, as colour is a prime
ingradient, you need an RGB colour
monitor, and once over tha axcallantly
detailed tutorials provided with the
package, you need DeluxePaint Il for
the creation of new backgrounds and
objects.

So much for the video production
on computer — and you can usa it this
way, showing productions just on the
monitor (even better if you own a new
radio-controlled mouse SO you can
stand at the back of your "auditorium’
behind the audience); if you wish to
put your computer-created
masterplece onto video you nead a
genlock interfaceto link, insynch,toa
video recorder, and a second
recorder if you want to playback
originally recorded material into the
system for manipulation,

Put simply, it works like this: The
first VCR plays back the original
footage. Its signal goes to the video
manitor (TV), where you can see the
material unaltered, and also enters the
genlock interface. The interface lays
the Amiga video image over the top of
the original footage. Where there is a
background colour in the Amiga
image (colour 0 in DeluxePaint i), the
ganiock makes that colour
transparent and allows the videotape
image to show through. The geniock
passes this combined signal onto the
sacond VCR, which records it. Very
complicated tricks can thus be easily
produced, but at the very laast, highly
affective superimposed title
sequences can ba created by satting
most of the Amiga screen to the
background colour. Imagine
rampaging through your own
designed text fonts, filled with cycling
colours, zapping those through to the
opening sequences of A Life In The
Day Of Benidorm - August 1988 -
somehow Spain will never seam the
same again, even when it rains on the
plain.

Since the individual Amiga
sagments can be exactly tmed, and
so can chained productions, it's
perfectly possible with a timed
videotape (especially if you're waalthy
enough to own a time-coder) to dump
Amiga overlays through genlock onto
fairly long sequences precisaly whare
you want tham.

HOW IT WORKS

The basis of the program is to let you
import previously created
background pictures and a series of
objects which can be moved around
in front of the backgrounds.

A production consists of up to 12
scenes, each with a background
picture (or none at all) and each with
up to five objects, or clips. A clip
contains an object and controls its
movement, how it appears and
disappears. Both backgrounds and
objects can be made to appear (and
disappear) in a variety of ways through
the picture or object wipeé menu

(horizontal wvenetian blinds effect,
spiral dissolve atc).

Objects, within their clips, are
manipulated over the background in
ona of two ways: through the clip
screen a series of gadgels control the
x and y coordinates for up to ten
positions on screen, the length of time
in saconds it pausas al each
coordinate, and the speed at which it
moves from oneé coordinate to the
paxt: but a mora direct approach
allows you to usa the cursor over the
background Image and move the
object physically, clicking the left
mousa button for each pause point.

There is also a colour requester
which clearly indicates background
and objaect colour selaction, so -
within the 16-colour palette of high res
- you can both modify objects and
avoid clashes.

Al any stage an object may be
viewed, a clip played back, a scena or
tha whola production to date. During
playback, the production may be
paused so that it stops after the
current clip is implemented to give
you time to assess how the parts are
working in relation to the whole.

DeluxeProductions comes as a
package of four disks: program, two
art disks with all the pictures and
objects you need to get to grips with
the tutorials and a utility disk for font
assignment, file moving and hard disk
installing. In use two things become
clear: first this manual s one of the
best of its types |'ve seen, direct, clear
and easy to read, second, once you
have tried out the supplied pictures
and objects, you are going to have to
get busy in DeluxePaint Il As with so
many advanced utilities,
DeluxeProductionsis only as polished
and clever as your artwork. Another
rather large point is that caretul bming
of all the individual elements in a
production is likely to make the
difference between something that
looks like a bad home movie and a
professional presantation.

IN CONCLUSION

In use, DeluxeProductions is sensibly
laid out for rapid use once the manu
architecture is sorted out in your mind.
Howeaver, it doas take up an anorMmous
amount of memory. i you don't have
a hard disk (or two floppies) you will
be in for endless disk swapping and
the attendant waiting — and avean with
twin drives, the amount of accessing
requirad from both the art disks and
the main program could dnve you
mad after a while.

It isn't 80 much a resarvation as a
caution, but whereas DefuxePaint Il s
a utility for art’'s Sake,
DeluxeProductions is a tool with little
point to it after the initial fun has
ingvitably worn off if you aren’t using
it directly for video production (or
perhaps neal business prasentations
to small groups.) And at its very high
prica, it is the type of utility more likety
to appeal to video user clubs than
individuals.

DeluxeProductions is released at
the end of May, price £149.00,

In future issues of THE GAMES
MACHINE we will delve more deeply

into the use of video graphics
ganerator programs for different
computers,

Five snapshots from a typical tutorial
production = o small weathar report for
North American music fovers: 1) the first
scana fades in - a gloomy rain clouds
background picture. 2] the first abject
wipas (op-to-bottom asking the
question: 'Rain on Prom Night?' it
dissolves out in random blocks, than the
background does a venatian-blind wipe
to reveal; 3) the second scens - a
background map - with three clips,
shows the finish of clips 1 and 2, first a
rain cloud fades in, moves through four
locations and setties out to sea, followed
by a colour-cyoling snow sform, also
maoving through four locations. Then &
sun appears on the West Coast, moves
through thres locations before: 4) scena
2 wipes info scend throe with 8 venetian-
blind effect. 8) the and of scene 3, the
background from scene 1 with & new
object pronouncing ‘No Rain!'

———
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FASTER...FURTHER...BETTER
You are compeling against the world's greatesi
in the greatest and toughest series of winler
sports vel devised. seven evenlts totest vour <kill
and nerve to the utmost: each one with its
own individual demands. Practice, patience
Jnd more practiee are required o staid.
any chance of a medal, You can do it _you
wilf do it! And what's more vou'll hav g
a greal time trving!

-

Figure Shatlng
Precision and s
are essential in this
miost artisthe of sports.

Cross Country SkHng — one of
the stilfest tests of pure physical
prowess ever devised. You will
hattle with time, lerrain and
winter itsell. Here nothing is

an vour side save the o0 .-|_-||III'|l1|
surge of gravity on a downhill
section. Muster all the

spiril and strength

you can for this 5

Lhe ultimate

tisst o

endurance!

Speed Shatlng
— Th fastest !
self propelled sport
on carth. A test of
strength and rhvthm
where specds of 30 mph
are reached in the
quest for gold

,'.

‘,f

£ \Wwailable lor
/' Amstrad CPC Casselle & Disk

\tari ST Disk

CBM 64/128 Casselle & Disk
MSX 64 Casselte
Spectrum 48/128K, + 2 Casselle

spectrum + 3 Disk




Ski Jumpling = Darcdevil bravery
nerves of steel and total control

are compulsory in this thrilling |
and most dangerous

sport where both |
distance and
stvie count
Lowanrds
your
SCOre

| Slalom - S
Speed, control
and split second Liming makes the
q.!ll wn Lhe most difficult of all skiing
a-‘ o¥ents, Choose from dilferent courses
- varving in thele dif ficulty

Downhill Skiing - A free g
fall in'white. Using gravity TR
VOIIT POWET SOUrTe And your S
pales for balance, you'll .y
“Bllain '\'|'n‘r'|1l- of 70 l‘I'F[Il!I 4 |
a% you hurtle towards
eold and a place In
thit record books'

Luge - Daring: e
a touch of winter madness! w
Ixing prone, Teet Mirst on a sled technologlcally
designed 1o assaull tme you'll nse every muscle
in vour body to make the most of each stralght and
CUrve on a
chodoe of
- DOrses
o b ]
-
R



The
gam
of tod
ing aw
16-bij
mach
bedroom, may
find the home
has gone
higher-tech yet
around him, as
Barnaby Page
reports from
the Ideal Home
Exhibition.

HE

Exhibition.

tudents and staff of the Royal
College Of Art (RCA) kept an eye
on current technology research
when they drew up plans for the
housa, one of six [ife-size
showhomes at the axhibition held at
London's Earls Court Exhibition
Centre in March and April.
Emphasising that the basic form of
dwellings and indeed the basic
of Iwving hawe harchy
n 2000 vears. prociaiming
don'l meed the Amarican
| dréam or future’, thay
iookad for the likely next Sleps n
avaryoay 1ach rather than a sCsance-

el - .
ficticen fant

SCviles

randged

that we

LD |-'|.'_|"-_J

Ay
For mstance, thay buillt on concapts
arine

P

| have seen the future, and it has no toilet seats.

But the nuclear family will still be mum, dad and two kids, the
cat will still be called Moggy and the space-efficient house in
which they all live happily ever after will still be broken into — at
least according to the soothsayers who designed the Vision
2020 House Of The Future at this year's Daily Mail Ideal Home

information, banking, home office and
education systems = and umbrella
unity, with naively-named
Wonderwalls incorporating all the
house's hardware functions (heating,
washing, security, storage), a House
Brain computer for central control,

and a portable ‘personal
communicator’ unit IncCorporating
Walkman, filofax, computer and
phona

Vision 2020's personal finance wnit

an oning home bank whwch can
sutomatically pay Dils — 5 & direct
development of today' s axparimeants
with EFTPOS (electronic funds
transier at gl ol sale, a Tvy'ﬁfﬂm
which movas money rom your bank
SCCount 1o the shop's as sO0n As8 you

“ . ..wedon't
need the Amer-
ican dream or
a floating
future...”

make a purchasa).

The house's information network
systemn employs amail (slactronic
mail) and database methods already
N widespread wuse; the natonal
database it accesses s only an
extension of today's Micronet and
bulletin bDoards; the system links
tomorrow's  householder to the
outside world with the fibre-optics
technology now becoming common
transmitting data as light rather than
alectrical current

The prototype
Controller on show will aler
neighbours to security problems
when the family of the future is on the
holiday of the future — just like today's
bank security systems

And a laser chamber in the kitchen,
used to cut food into the omate thres
dimansainal shapes that 1oday are 1h

Yale Domestic

presanvye of tha hotel salad chad, Could
whan the huge oo

bBe feasibia sig of
0 l-:ul'li-)" GO

cumant CAL tier - anchpd
."h""-.i_'}."l- COMmpLter - niciad

manutacturin 1 [E-cmplplie ¥y i COrme
DA
E_'.'l_" 'k -"1|-r|-41"E_.|_-Jl1|1_’l.r|

- ..Fi'l'l'.'. I CIOrs Fave Foager

L-_‘" COnMaClinvity with
BB/
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}FUTUQE

discovered in lab conditions. They're
used in the house and the two-
whesaiad car of the future, which will
take power from a strip in the road ke
a London underground train. (Most
known superconductors — materials,
usually ceramic, which have virtually
no eectrical resistance and thus
speed up currents dramatically -
require temperaturas  close to
absolute 7erd.)

And the TV recreating odours
through ‘high-frequency light and
sound pulses which are backed up by
that thea mind
ks it S ECDEMNarCing S "8 st a
peneraban away from Blyspdsrd
Emwrovigon E-\VX LA Y]
Croucher sniffad &1 in

viisal redereicss 80

thes
wihach
TGMDOS

Byt some o it was ess plausiDes
the holographic encycliopassa, the
negl-sanstive coal wiah ntelligent

MET
X - S BT SO

i

DOCHat ITHE KEYS -'-F'{E-N T |
1w magrat
Wit legts dabon
persona staren chos implantad in the
body well & least the Serad 8
harch-heid controlier

EEE HRiIMi and

goubasd a8 a

knuckledustar

Designer water: Codn Mortimer
cespreed the glass fountpn for Visign
2000"s “atrium”; he's holding & model -
the real thing 's fwo malres hiph

dead. tha RCA desugrers koot
Ll L5 '_r||-|l |_1 kg, In the
2020

artertairman! of tha future included a

NQUeS ir
DOY & DeCroom i SO ONeC
nar Ol computer-controllad dancang
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prachca of the future
frop your pants on ha upbeat. But
apparenty the bored teenages of 30
around in hes
istaring 10 The Néursd Netwark
2020

yars MercE will mcDe
FinwT
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COMDAanrson

(mcicentally, thd (rousDrs
Sean Rudkin thatl “dancing
trousers will ba mvallable in ditfanam
to appeal 10 8ach of the Miroe
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sugogestng that basic physiology My
;_]HI 1 il differant aftes the millanmmm.)

There ware also Fints of Vision 2020
becoming reality alsewharg at
520-stand |deal Home Exhibition
g theé akarty matrons tryng ol
upholstiery and the posters narrating
the tragody of With Na
Drrmaster, Brilan's largest consumes
Tomormow's
Today it was axpacted o attract
soma B850 000 wsiors this yaar, mors
ran nurmtear at last
autumn’s PCW Show.

The Imtematonal S10CK Exchangs

e trousars DOD
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qryhng
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&0 Timas 1he

. « « @ laser
chamber, used
to cut food into
ornate shapes
could be feasi-
ble when costs

of CAD/CAM
techniques
come down.

shower with
waist-high
sliding door
would be very
useful for
drowning
small children.

Facelpas lulure,

Ropad Collogse OF

Al e migrmir sy ohis welogedd
s Bsland sl magurires drid e
“Dinilly - o ionis Saadl ' R
e Pechrsad iy ande

o Wmney 20

was pushing Market-Eye, a new
information service using the BBC's
Datacast network to report changes
in more than 2,500 share and gilt
prices as they occur — it can run as a
standalone system (E1092.50

including VAT) or through a PC-
compatible plug-in board allowing

Kitchens is developing a computer-
controlled sacurnty device 10 monitor
and if necessary cut power to kitchen
equipment, reminiscent of the Vision
2020 House Brain. And the House Of
The Futura's remote-control
microprocessor-based shower from
Caradon Mira is already available

A topch of Chipoedadies s fbie fLEe 01 ViSon 2020 - the apscs-e®icuen? house of Bhe
future, whare Mo, ced, hwo kids and Moggy wall bew in fode! sestiess splendour

miilttasking (D867T), and only a UHF
TV aena -‘:.-'E-!]__IFF-I'! to pack o D
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oinly a
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THE COMPATIBLY
RECURRING
DREAM

MSX is enjoying its second incarnation, yet
compared to the first time around, the
machines are shrouded in promotional silence,
so to open up the crack a touch, here is THE
GAME MACHINE’s guide to the range, the soft-
ware and some tips.

have masses of capabilities which
they intend to exploit. And their
enthusiasm and loyalty to the MSX
rangée was displayed recently with the
sale in a single day, of over a million
units of a gama called Dragon Quest

In a manner solidly in ling with their
automobile marketing, the MSX-||
top-of-the-range models include
avery axtra the user could want, from
twin-cartridge ports to disk drive,
from a mouse 1o two joystick pors
and evan a reset button. Latest mod-
els now include a new video chip
which works together with the ZB0 to
creale extremely fast graphics, even
for programs written in BASIC

A CLOSER
LOOK ...

The Sony HB-F700D

The Sony MSX-1l ‘Professional’ has a
total memory of 468K — B4K ROM,
128K Video RAM and 256K RAM. It
has a detachable keyboard inciuding
a numenc pad. With a built in 720K

There were those who claimed in the manner of time-honoured
prophetic visionaries, that September 1985 would mark the end
of the computer-world as we in Britain knew it. The fuss was
about a new series of Japanese wonder machines — the MSX
system. Europe stood poised throughout the summer, as an il q

unprecedented publicity campaign built to its peak for the T BASIC c;ﬁmgg"ﬁ';:;p;'r'a’ﬁ”g
autumn launch. Magazines reviewed the range of machines, screen modes, hi-res 512 x 212
extraordinary claims were made, adverts appeared and no less pixels, 8 multi-coloured sprites per
than two MSX magazines were launched to herald what was, line, 256 sprites per screen, 512 col-

And it never happened.

hat was different about MSX,
however, was that = in a mar-
ket dominated by egocentnc
geniuses all pushing their own
notions = it was really a com-

patability standard. And
before looking in more detail
at MSX-ll computers, it is
worth restating the back-

ground to MSX-| and its philosophy
The idea: a range of machines batw-
aan which software and hardware
was freely exchangable, regardiess of
make or model, so that Nemesis,
which ran happily enough on your
Philips MSX, loaded on the Sony,
Toshiba and JVC machinas, and vice
varsa. It was a captivating dream, that
data should be passed on from per-
son to person without machine-com-
patibility restrictions.

Of course, it relied on everybody
owning an MSX computer, but in 1985
that seemed a strong likelihood,
because the wide range of modals
available gave consumers the choice
thay raguired - for instance the
Yamaha MSX computers capitalisaed
haavily on the musical product sup-
port that Yamaha had built up over
decades of manufacturing interfaca-
ble instruments. The MSX standard
stipulated — and still doas with MSX-I
— that all machines in tha range must
be compatible

after all, only another ZB0 computer system.

But the dream didn’t fade, it just got upgraded, and it has
been Kay Nishi — Japanese inventor of the original MSX system
-~ who has nurtured the improvement.

THE REMOTE HOME

The fact that this was not 50 - retailers
complained that tape-based games
didn’t always work across the range -
plus the high retail prices, ensured the
range did not attain the success it
might otherwise have enjoyed when
first released in this country. On top of
that, astonishingly, the promotional
campaign bombed. British computer
buffs were just not interested in either
the machine or, it would appear, Kay
Nishi's original hope of incorporating
MSX machines within housahold
appliances. He envisaged the home
being run efficiently from a central
control unit. In fact MSX chips were
fitted into many eéveryday appliances
- videos, telephones etc - to ensure
compatibility, so that, for instance,
domestic electrical appliances could
be preprogrammed or even operated
ramotely from work via the telephone
- useful for adjusting the central heat-
ing should a sudden temperature drop
maan a cold home-coming otharwise.

The Japanese are not usually slow
in introducing new technology, so
why produce a second MSX genera-
tion, ancther 8-bit machine, when 16-
bit is on the increase? One theory
suggests that the Japanese market is
not ready for the larger machines
becausa their B-bit machines still

ours and an BO-character display for
word processing

The memory s battery-backed, in
which is stored the time, date, a pass-
word, daelault screen colour and the
required number of characters per
line. Passwords can be up to 255
characters in length!

B88/124TGM TX 007:6-88
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Because of its large memory it is
possible to define a RAM-disk onto
which can be loaded several different
programs that may be run individually
without the naecessity of reloading

In an attempt to cover avery option,
this machine incorporates twin-car-
tridge slots, two joystick ports, printer
and tape sockets, an RGB output for
colour monitors and a TV connector
Inciuded in the package are a mousa,
Microsoft's MSX-DOS and Sony's
HYBRID-DOS - a Gem-like icon dri-

FEATURE

ven Disk Operating System utilising all
available memaory and hi-res graphics.
Hybrid has multiwindows, a pop-up
calendar, diary and notepad along
with four integrated business prog-
rams. Also included in the package
are a Word Processor, Spreadsheet,
Database and Graph utility

Retail Price (Knights TV & Com-
puters, Aberdean): £379+ VAT

THE PHILIPS NMS 8220

The NMS 8220 incorporates all the
important MSX-Il features, G4K RAM
12BK Video-RAM, B0D-column text
display, simultaneous display of 256
colours and extended sprite func-
tons. U has two on-board programs
as standard: the MSX ‘designer
graphics program and the extended
MSX BASIC Interpreter. Although it is

fully compatible with MSX-| software
and peripherals, the reverse Is not
always true. Other features are two
joystick ports, twin-cartridge ports,
RGB connector, TV connector, cas-

sette and parallel printer ports and a |

resat button

The full package includes the com-
puter, TV cable, MSX Basic and an
MSX designer manual

If you can't afford the vary reasona-
bia highstraet price, have a go at our
competition on page 26 of this issue -
it's your chance 10 become the lucky
owner of ona of thesa great machines

Retail Price (Knights TV & Com-
puters, Aberdeen): £269 + VAT

THE RANGE

There are only two makes of MSX-II
available in tha UK, and even this sorry
show is only thanks to the support of

individual retallers who buy machines |

from Europe. Philips and Sony are the
wo Companies and they sach have
savaral mooels within thair rangeas -
although most of them are the basic
maching with add-ons

Here s an idea of what is availabla
at both ends of the range

SONY HE TOOD

With 256K RAM and 128K Video RAM
the HB TO0D uses two T20K Disketta
drives. It runs the Hybnd operating
system which lets you wuse the
maching for business projects
Spread Sheet, Database and Word
Processing

Retaill Price: £299+ VAT

PHILIPS HB 80

Including two 720K Diskette drives
this package comas complate with
Genlok and Digitiser which makes
possible the "“grabbing’ of TV or video
pictures for customisation. Yorkshire
Television use this system for some of
their programmes” special effects
Retail Price: £799 + VAT

TGM TX 007:6-8889/124
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FEATURE

KONAMI -

MSX SUPPORTERS

Konami Ltd was the first Japanese
arcade company 10 set up in Europe
{which happenad in 1984.) What the
Japanese directors wanted - apar
from establishing a base for their coin-
op activities — was first-hand informa-
tion on assessing MSX potential in the
UK and Euwrope. Track And Field
pushed Konami to the forefront of the
arcade market and, with this success,
they began programming for the UK
MSX market.

Luther Der Gale assisted in
researching the project and
spearheaded MSX cartndge sales
and distribution into Eurcpe. He was
determined to establish Konami as a
major force on all formats and
developed the licensing of Konami
comversions to reputable software
houses = Ocean being probably the
best known. Konami's Coin-Op Hits
was a highly successful compilation
and sold well for more than 12

months.

In 1986 Konami launched its own
label, achiaving success on the three
major 8-bit formats, while still main-
taining its position as the largest dis-
tributors of cartridge-based MSX
software in the UK. The company has
recently developed a custom-made
sound chip designed specially for
most of its forthcoming MSX game
releases. It was designed specifically
to match audio effects found in arcade
machines and utilises up to eight
simultansous voices. Sounds are
generated by inputting single waves
into the data and playing them back
In this way almost any type of effect or
instrumental voice can be created
The first game to use this new chip
was Nemesis Il There are over ten
minutes of tunes in the game, contain-
ing a staggering 32 sounds for bath
effects and music, plus a further nine
effects for the “digitised’ drums

Luther de Gala, the man in Britain who helped found Konami LW

GAME TIPS

. oftware has constantly
mpressed '.rta TGM reviewing team
The first game we looked at was

fogrames’s L Affaire, which scored

very respectable 82%. In TGMOO2
we revewed Metal Gaar and Vampwre
Killer = both Konami canndge games
which attained 79% and 699
respectively. The thers was a hiatus
THE GAMES MACHINE lost its MSX -
which had been on loan! = for the next
few issues. The outcry from MSX

USEars was impressive, however, and
wi felt we had to replace it as fast as

high eighties. Salamander is reviewed
in this issue, another game full of the
detail we have come to axpact from
Konami cartridge software

In fact there are some fascinating
traits which characterise tha better
Japanese software. Most Konami
games contam strange
idiosyncrasies: nol only are there
passwords for many of the games,
anabling the player to cheat, but some
software is interchangeable. Plug
Nemasis Il in cartridge port one and
Peanguin Adventure in port two, tum
the machine on and — hey prasto! -
amazingly the Metalion starfighter has
tumed into a cule blue penguin

the game complate with the weapons
you had when you died simply by
pressing the M key,

Doubling Nemesis Il with O-Bert
has the most useful effect: by pausing
the game and inputting a keyword the
following happens

KEYWORD EFFECT

Nemeasis Advance one level

Lars 18th  Armed to the teeth

Metalion An all-round shiald
surrounds and protects
your ship

In fact there are several MSX-Il tips

we've put together . .

ible. Enter the Sony, just in tima blurting deadly red hearts at its alien

for Tf;“ﬂﬂ-ﬁ and the reviews of F1- enemies. The Maze Of Galious used PENGUIN ADVENTURE
Soirit and Usas, both sconng in the with Nemeasis I allows you to restan
v clhm'l;hu W > Holes is the kKey >
M i ing - ap Is to
AZE OF GALIOUS g

FI-SPIRIT  [i™ "™
World Spell Weapon
One Yomar Arrows One 237m
Two Elohim Arrows | Try the following passwords; Six 145m
Three Hahakla Fire | HYPEROFF allows you to complete Nine 335m

| Four Barechet Mines pitstops in the minimum tima Thirteen 356m

| Five Hedtymed Arrows ESCON: allows you 10 quit the Fifteen 078m
Six Lepha Fire/Bible | current race - press F5 Eighteen 416m

| Seven Nawabra Ceramic Arrows ESCOFF: cancels the above On level 1, move to tha right, in line
Eight Ascher Rolling Fire | MAXPOINT: allows you to race on | with the fish-holes. Jump these holes
Nine Xymoleh Ceramic Arrows | any track without having to quality - | and the bonus wings appear. On level
Ten Hamalech Arrow/Cross | The Game Master carindge has the | 12 use Santa's hole (a distance of

same effect 183m) 1o obtain the map.
Huw to find the Cross: T
) the entrance of World 3 and, staying in the Castle, go down ona room

‘. 15-: the bottom left axit and continue down until you reach a room with two T“E Ku"ml mammmwmm

small platforms, one above the other. Fall to the lower platiorm, jump up to
the left and strike the wall with your sward whilst making a controfled landing SOFMABE cwn
back to the platform. Repeat this thres times and a small passage, contain-
ng a coin, should appear. Go to the left hand side of the passage and jump The ‘:h"bl':;“ mif!ﬂ :&bl ﬂnﬂllmim Ingl Wlthu m" and mll"l'haqm
towards the wall so that you appear in it. Walk left through the wall and, when users K thei 'H.I.m"s " Hmﬂmm
halfway along it, jump. Continue going left until you reach a lava pit with a BbKSCQUINﬂIHI“BIIdhlﬂ products. phone d
ek on the far side. All you have to do now is traverse the lava - the cross E“m“ﬁ_ published each
s Bahind the rock month and reviews arcade and com- With thanks to Dennis Hemmings
On World 5 try waiting around the edge of the water if you e having trouble puter ﬂamﬁ-l Hwﬁ‘:& Wh‘-; of Nemesis, the E_?'n“‘“ Software
new products and ideas. They also Knight TV & Computers.

SWITTHTIING
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fear n 1 an unpleasant often strong
- emotion caused by anticipation or
< ~‘rawareness of danger’ 2 anxiety,
solicitude 3 profound reverence
and awe, esp towards God 4reason " "o
for alarm; danger 7} - " )
fear 27 1 to havé 4 reverential awe R g
<~ God > 2/10 be afraid of; -
~.consider or expect wuhalm ~ 'E?r'_
to be afraid or apprehenswe
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0) 3
FANTASY
AND
HORROR

EARiu a ﬂunning Aew
magazine. A publica-

g

tione that will chart ‘& wondrous
colrse through the thrill of Fantasy, the
dark dread
of Scicnce Fiction. These three related
genres make up today’s biggest single
interest ared in fiction, films and video,
and ' now the essential - reading
companion to this lhsnrbing world is
here at last, A magazine created to
reflect the atmosphere and celour, the
frisson and sava of the imagination
of the wordd’s great writers  and
directors,

I Close Envounters Of The Thurd Kind,
when the gathered scientists all stare

Horror and the mindblast

skywards as the vastmothership regally
descends, the emotion writ large upon
all their faces is one of fear. And yet,
clearly, they are notterrorised, harrified
or even frightened - they are in awe;
and later, their state ot awe burns to one
of reverence atlthe astonishipg evenl
they are witnessimg,.

Yus, fear does mean the state of mind
traditionally assodat=d with the word,
but it also unplies awe, reverence and -
most importantly —wonder,

FEAR is a publication that will keep
you informed, is bound to make
think - and will deflinitely chill vour
bones, It will be Britain's glossiest and
most  stylish  Fantasy and " Horror

FILMS - VIDEO

Fantasy films for the cinema have been big box-office since
Star Wars, and with the advent of the video player, hire
cassettes and masterpieces such as Halloween and Hellraiser,
it has grown into a multi-billion dollar affair.

With special correspondents already in position in the
United States, FEAR will bring you the very latest
production news, interviews, profiles and - most
importantly - reviews on films well before they are available
in the UK, with the emphasis on plots, implementation,
special effects and the creative drive of the directors and
actors behind them. And that's not fﬂfht'ttlnh the many
productions which never even reach the cinema, intended
as they are for direct video
distribution - another
crucial area in which you

will be relving on FEAR to
let you know what's
happening, when, how it
was done and by whom.

magazine ever = so let it gnaw its way
into yourlife . .

STEPHEN
GALLAGHER

BOOK REVIEWS OKF)BIER

Films may be the most
obviopusly visual outward
expression of the Science
Fiction, Fantasy and
Horror genres, but the
heart and core is its
literature. Hundreds of
titles are released every
year, forming one of the
largest slices of the book
market - yet there has been
almost nowhere for you to
read reviews — until now.
FEAR will be in the
forefront of bringing you
authoritative reviews of
the very latest fiction from
both sides of the Atlantic,
often using well-known
novelists as critics. And
FEAR won't be ignoring
the news element, letting
you know what to expect
and look out for in the
world of books.
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FICTION

One unique aspect to

FEAR will be immediately

apparent: fiction. For

the first time in years,

FEAR will represent a vital

outlet for short stories.

We are commissioning internationally
famous, best-selling novelists from the
Fantasy, Horror and Science Fiction fields
to write short stories for FEAR. Most of
these authors love writing short
stories, yet have very few publishing
outlets for them and there is a huge
readership begging for them. You can
certainly expect to read stories from the
pens of writers such as Shaun Hutson,
Clive Barker and Ramsey Campbell in
the first few issues. Not only the
famous are catered for though, FEAR
will also be looking for contributions
from outstanding young writers who
have not yet had the opportunity to
publish—a chance, perhaps, for you to
shine as well!

CLASSIFIEDS

You will want to contact thousands of
other like-minded readers with low-
cost small ads, whether you want to
buy, swap or sell something, find pen-
pals, discover access to private
collections of knowledge for research
purposes, advise others of club and
society activities or let them know
about your fanzines. FEAR's reader
classified section will probably be the
best way of doing it, and you can place
a small ad for as little as £3.00 for 35
words (and a better deal exists for
FEAR subscribers). The Personal
classifieds are not open to trade
advertising, but small ad semi-display
rates are available on request

FEAR is a bi-monthly magazine from
Newsfield, PUblth{TH of Britain's top
computer titles CRASH, ZZAP!64 and
THE GAMES MACHINE, and edited
by John Gilbert who has been reviews
editor for SINCLAIR USER, regular

contributor to THE GAMES MACHINE

and now brings his considerable
knowledge and love of Fantasy and
Horror to what will prove to be the
most exciting and vital new publication
this yvear

mmwd exper-

jence in terror and awe, wonder and
excitement, and it starts on June 16,
priced £2.50 - with extra special sub-
scriber discounts - see five details!

In your firstissue:

THEY LIVE!
Filg maker John Carpenter on his latest
ufféring PRINCE OF DARKNESS

g KIPP and SPECTOR

liant new writing duo from the States,
teflall on theirnew book THESCREAM, and
their collaboration with CLIVE BARKER on
the fortheoming film THE BRIDGH

OKTOBER

Best-selling author STEPHEN

GALLAGHER quizeed on his new hardback
ufh'ru’\'; and VALLEY OF LIGHTS
paperback

NEIL JORDAN

Ihe creator of COMPANY OF WOLVES on
his latest offering

We find out how the British Board of Film
Censors dl‘_’tlt'{"}l an what we are .':]h,n« ed Lo
see ~ and your chance o air vour views!

FEAR FICTION!

When litthe girls want revenge,
should beware

THE EYE OF CHILDHOOD
Ramsey Campbell paints in blood

teachers

Time-telling can go wrong for
THE DANDELYON WOMAN
5F terror from Nicholas Rovle

And a mystery story (he won't tell) from
Shaun Hutson

AND THEN THERE'S:
PAGES OF REVIEWS covering the latest

film and video releases and book launches
NEWS AND PREVIEWS from both Britain
and the States on novels and films we can
expeci to sce later this vear

HOW TO MAKE A MOVIE
COMPETITIONS galore, with some very
strange and exciting prizes

FAN CLUB profiles, news and events guide
and introducing:

THE FEAR FACTOR, stari of a regular
senies where famous people tell of their
tormors
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THE SCREAM — )

Meet America’s answer to Clive Barker

SKIPP & SPECTOR

THE
FANTASY
FACTORY
Special FX from
Hellraser 2

IN'he Ulnholy
Pumpkin Head
Prince O Darkness

CENSORSHIP -

THE PETITION
\‘I ke vour views count !
PLUS
E SF. Horror n"n Fantasy
Book, Film, Valeo Reviews

Please note;: the g
on the Issue | cow

oy - - Tt 5 dal “, to convey an imp
- i i e not be the sas ~"_ﬂ
e W 5 e g ; puhluhtdulh-

SEND NOW FOR YOUR FIRST COPY!

I HAVE KNOWN NO FEAR AND
WOULD LIKE TO TASTE SOME!

Please send me a copy of [“m 1 of FEAR, Britain's most exciting new
Fantasy magazine, pr:n iltp; st -+ packing ind luded.)

Name

Address

Postcode

[} 1 enclose £2.50 cheque [ 1 enclose £2.50 postal order
Made pavable to Newsfield Ltd please

Omn the other hand. I'm so excited by the prospect of FEAR that | would like _ , .

to subscribe, and | understand that there is a subscribers’ discount plan and £ AR

some amazing special offers. Please send me the details immediately On s from _’m 16
Please tick this box if you would like subscription details: [ | ) '

Send form to

FEAR OPENING OFFER, NEWSFIELD, PO BOX 20,
LUDLOW, SHROPSHIF 8 1DB
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HELLO SAILOR!

'Join the avy with Acdlade and
experle 1Ce some reali’ ver AtSea!
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ALL AT SEA
COMP, THE GAMES
MACHINE, PO Box 10,
Ludiow, Shropshire SY8 1DB
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Don't they?
Wrong.

According  to. some well known
software houses prates are often
SNCour to leak new games onto
the games which haven't
even been playtested. The games,
usually supplied on disk, find their way
out to individual programmers,
software developement teams or
publishers, and members of the
pubilic.

The reason behind the risky
business of deliberately feeding
pirates is, as I'll show later, one of
economics and marketing strategy.
First, though, to understand the
conflicting interests — sometimes
within the same softwara houses —it's
important to know what's been
happening in this less than legal
business and what the

TEMPTATION

quacyhasahuaysbeeﬂapmbhn_h

have to keep prices high to cover the

computer
community is doing to prevent it
thriving.

There is a conspiracy of silence behind the
games business that could well threaten its
entire future — while you pay the cost of
software protection, some software houses are

paying the pirates, as John Gilbert reports.

oftware pirates, who duplicate or steal computer games or
concepts,-are regarded as a major annoyance by software
houses. In the main, pirates have one aim: to make copies
of professionally released titles, usually with the aim of
passing on product for profit. These peoplé are rogues; bent on
making a quick buck out of our industry, they sell cheaply to
anyone. Software publishers, incorporating protection devices
intc their programs which are expensive in memory and
monetary terms, want to catch all of these software thieves.

losses in sales that organised piracy
causes.

& L Illl'ﬂtﬂi
are often
encouraged to
leak new
games onto the
market...”

DANGEROUS

o

ROM is inserted and that it contains
the correct code — if not, the load is
aborted. Alternatively, a chunk of the
program could be stored on the ROM
and if the computer can't find it you
won't be able to play the game.
Other hardware solutions include
the cradit card reader, which reads a
program from an uncopyabie plastic
card, and ROM ca similar to
those used on the games
console. Tha latter, unfortunately, can
be copied because the game code is
the main computer RAM

i
:

company and, ultimately, the
cusiomer, Retallers, such as
WH Smith don't like them edher
because the games cannot be stored
in slim cassette

SOFT OPTIONS

the micro at a standard rate. A control

program haid in the computer's ROM
- part of its oper -
determines SA and
LOADing

i
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FEATURE

impulses become muffled. The result
is often a tape loading error if you try
to copy a program directly from one
tape to another because the sound
quality is degraded.

Unfortunately Turboload has baen
disastrous for some software
companies, If tape standards usad to
make original recordings are low,
whole batches of games can go oul
for sale without anyone realising the

uritil

tape head is out of alignment and not
picking up a clear signal. When the
Spectrum+2 was launched by
Amstrad some games would not load
because of tapehead misalignment
on the machines. Some were later
racalied, but in the meantime software

. The game
for the code word and if it isn't thera it

crashes the computer,
Code

_ i W
developed by Software Projects. a
first used on tha classic Jet Set Willy,

4

R HL

o get it comect, otherwise the
program crashes.

The technique is adequate but open
to abuse. Telecomsoft, of which
Rainbird is a part, admils that the
novellas can be photocopied,
because the book pages are white
(instead of blue or red which cannot
easily be photocopied), but the
company is confident that it has cut
down the number of pirated copiles of
Jewels Of Darkness and Knight Orc.

LENSLOK FAILURES

While Rainbird continues its fight
against the commercial pirates,

others are just as concernad about
piracy through industrial espionage.
Sales often depend on who's got the
best 3-D vector graphics techniques,
who produces the best digitised
music or voice synthesis and sprite
animation procedures. Problems can
occur whan several teams of contract
programmers of designers ane
amployed because it is impossible 1o
keap all copies of a program under
lock and key at the publisher's
headquaners, If copies subsequently
appear through pirate channels it is
unlikely that the culprt will be found

trend is, after all, industrial espionage
and, as such, illegal.

TGM TX 007:6-8897/124




THIS IS NOT A PARTY
POLITICAL BROADCAST!

(so wake up and listen carefully, for we’ll only say this once ...)

After hours of discontent, banging your head against fruitless machines, working yourself into a
hot sweat over luke-warm software and waggling your opinionated joystick frantically for the
betterment of mankind's software establishment, THE GAMES MACHINE brings you power to
voice your opinion, air your (biased) views and preach to all converted the gospel of (distorted)
truth. Yes folks, TGM needs your vote to establish the TOP TEN READER'S CHARTS covering all
major formats. In true alliance style, the magnificent seven, ie Spectrum 48/128/+3,
Commodore 64/128, Amstrad CPC, Amiga, Atari ST, PC-compatibles and MSX factions will
have equal votes, agree to coexist in a friendly, party political way and tow the party political line
in unison, which in plain English means seven different voices and a total of 70 different opinions
over all formats.

Just specify which faction you belong to, name your ten favourite pieces of software and return
your completed form in true secret ballot style (ie enclosed in a plain brown envelope) to our party
headquarters.

Voting has never been so easy on your conscience!

And oh, by the way, this ballot is rigged. The first three political activists out of the pile will receive
backhanders, more commonly known as £50 software vouchers, which can be exchanged for
more of the same software material, except we hope NOT for your personal TOP TEN selection.

n
g Yes, | would like to list my TOP TEN favourite pieces of software. :
]
s lowna computer. :
a | also have access to the following computers: €
[ | |
[ |
a (Please state NONE if you don't have access to any other :
§ computers.) [ ]
e My favourite software is: :
: 1) ]
[ |
o :
[ ] [}
s .
s 9 .
R 6) "
: 7 ]
- B) .cinies :
] :}ﬂ}“ 5§
[ | [ |
| [ |
R Nemw: [ ]
B Address: ]
§ ]
| [ |
. Postcode: .
: Please send this form to: :
s TGMPARTY HEADQUARTERS, [
: PO BOX 20, LUDLOW, SHROPSHIRE SY8 1DB :

™ 007:6-88
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COIN-OP
CONFRONTATION

Armed to the teeth with 10 pees, Robin
Hogg and lensman Cameron Pound made
their way North to Manchester to check out
the coin-op scene and preview titles which
will be vying for space in the arcades
during 1988 and 1989. Thanks to Avril and
Alan at Sunspot for the use of the

machines.

NINJA
WARRIORS

Producer: TAITO

he unique thraa-screan
monitor previously used in
Taito's hit Darnius pops up
again in this horizontally
scrolling two-player martial
arts game featuring, of all things,
robotic ninjas. Taito has claimed
that the game incorporates the
best ideas from three-year's-
waorth of hit coin-ops, and it seams
ta have worked
MNirja Warriors centres around
one or two simultaneously-playing
ninjas armed with shuriken for long
range attacking and knives for
close-quarters combat; they're
out to defeat an evil dictator, and
his entire army, and restore peace
o the land. Along the way, enemy
SOICers run on Screan 1|r|r".g guns,
aunching mortars, .'-itmc:l-.:r'iq with
knives or resorting to flying kicks if
they get too near, Strange metallic
hunchbacks make an appearance
requinng multiple hits. As the
ninjas move toward the gate atthe
end of each level, heawvy firepower
closas in in the form of tanks, fire-
breathing Japanese-style warrors
and other equally lethal foes.
The amphasis is on team work
with MNinja Warriors, it's not too
difficult on one-player, but when it

comas 10 taking out particularly
large opponents such as the tank,
you will almost certainly need that
second ninja nearby. The three
screens give the players that much
more space to fight in and the use
of energy loss = rather than being
killed on cantact — makes it an
aasy-to-get-into game, The
imprassive, highly-detailed
scrolling backdrops (hard to
photograph satisfactorily though)
are a delight to the eyes and the
beating sound track is great
{although far too loud on the
version we played.) A great game,
worthy of anyone's time and
undoubtedly the best Taito game
avar

VIGILANTE

Producer: lrem

anegade returms with
Vigilanta, a bash-em-up for
streetwisa fighters. Vigiante
centras round the fight to
rascue your girl (who,
believe it or not, goes by the name
of Madonna.) So with vengeance
on your mind, you set out across
the city taking on skinheads, knife-
wielding thugs, gang leaders and
more, all aager to spill your blood.
Several different weapons can
be picked up en route through
sach level; against thugs armed

Rescuing the beautiful Madonna is no holiday

with guns and knives, fists just
aren't enough. Control is simple
and yet sufficiently varied to let the
player use different tactics on each
opponent. Make it through to the
levels’ ends and there's Madonna
in a truck along with the now
standard BIG thug waiting nearby
to pummed you into the grouna.
Even without weapons he's a
tough foe, to say the least, but if
yOu g0 manage to punch him
sensalass you can finally reach
Madonna - excepl thetruck sha's
in drives off! Infuriating!

The action continues through

Raobotic Ninjas sissh and hack their way lowards the ultimate defeat of the avil dictator

3 L ) {‘ ‘;1

It

streets, a scrapyard and other
gnmed, seamy-looking locations
befitting a district styled on New
York's Bronx. The graphics work
exceadingly weil in recreating the
seaqgy atmosphera of the streats
and the street warmiors battling it
out against some fineé backdrops
the scrapyard with the rusted cars
i5 a personal favourte. While
offering nothing new over existing
games such as Double Dragon
Vigitante is full of neat effects, it's
meghly addictive, violent and worth
checking out if you like street
fighting coin-ops

LI T A ENIEW
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ARCADES

sl ol LR ‘
I ety TR A
A ~ 3% " mi
Dwep in the caverns, distinguishing the forches provides useful objects to aid
your quest

COUNTER
RUN

Producers: Sega/Nihon

th the arcades enthralied
by Afterburner and s
sequel Thundaerblade,
Sega have sneaked out
this little coin-op probably
n a deliberate marketing ploy to
get rid of your loose change after
spanding the rest of it on thair
monster con-0ps. Inspired by the
oidie Head Onand the more recent
Fast Lane from Konami, Counter
Run has you driving a Grand Prix
car around a maze, collecting fruit
while changing lanes to avoid
gncoming rival cars
A turbo boost option s avallable
and cups can be collected 10 stop
pther cars and boost up the old
score. Fairly uninspiring gameaplay
which gets repetitive very quickly
ndead, Counter Run is poor in
comparison with Fast Lane (both
graphiCally and in general appeal)
which itself wasn't very spactacu-
ar as a conversion of a very old
Coin-op. A disappointing releasa

L OO0

from Sega which won't survive
1988

Plan your course of action and munch the fruit before your opponent clears
the screen

CHELNOV

Producer: Data East

ubtitled ‘Atomic Runner’,
Chelnov is a fairly standard
action game in which an
Atomic Runner dashes
through weird caverns
derived from Fantasy and tha
future and populated by strange
craatures, collecting weapons and
leaping over hazards on the way to
the final destination: New York's
Statue of Liberty (Data East's logic
seems to have gone astray with
this game.)
Large mothar monsters make an
appearance and traps open up as

the Runner progressas through
the levels. At the and of each stage
a map appears indicating how far
thera still is to go.

Cheinov is a good game in that
it"s not too difficult and doesn’t
require perfect hand/eyea co-ordi-
naton; enemias can ba bounced
on and the collectable weapons
are powarful enough to get you far
into theé game on oneé cradit, mak
ing for good progressive play
Cheinov doesn't look terribly
imprassive at first, but in play it has
those addictive qualities and not
too-complex control which always
makes for an anjoyvable game
Graphically iftle bettar than aver
age, it's a pleasant gama and nol
oo taxing

pop up from holes in the cabinet. After venting your skills on
Ninja Warriors, you may as well vent your frustration on
Krusha, which is well worth anyone's last 10 pee.

receiving favourable s ite its -
o (T S o T
Atari has Vindicators on the verge — a space-age game in
which the one or two players control a futuristic tank moving
around a space battlefield with odd tank controls,

Dragon _ .
the Nintendo Play-Choice 10. And finally, Sega
Attacker and Hot Rod in the pipeline for Europe and the UK.
Lhalaﬂwtﬁhhawmmmhhhmmﬂymm.
un beater.
Watch out for more SLOT NEWS in next month's THE
GAMES MACHINE!

TGM TX 007
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C64 Games £100, worth £500.
Disk Drive, printer £250. Amiga
gamas for sale. Write for list. Will
sell games seperately or swap
(originals)., Write to; Ken Mundaell,
71 Carrickfergus Road, Larne,
Northemn Ireland BT40 3JX.

520 STFM. Atari IBM Drive, too
much software to list but worth
many hundreds. £480 no offers.
Tel: Basiidon (0268) 284021 after
EBpm.

Spectrum 128K, swap or sell,
over 100 games, 2 joysticks,
imterface 1, microdrive, printer,
tape recorder, for Atari ST or
Amiga or £325. Phone: Midhurst
(073081) 2496 evenings.

Commaodore B84, Datasatte
joystick, Music Maker, magazines,
£200 worth of software including
World Games, Out Run, Uridium,
Sanxion and more. All originals,
averything in excellant condition
with manuals. Worth £450 but will
@1 for £150! Tel: 01 635 9392 after
m,

Commodore 64 and disk drive
plus £400 software, joystick, light
pen, Cheetah speech cartridge.
Software includes Stealth Fighter
and Strike Fleet disk versions.
Please phone: 061 795 5415.

ECTR

NMENT

Your small ads are reaching over 200,000
other readers in Britain and around the

Amstrad/Spectrum disk drive,
half meg drive 3" boxed, unused
£45 ono. Brother HR5 printer, B0
col. 30CPI £65. Monitor stand £7,
50 blank DS/DD 5.25 disks £20.
Tel: Derby (0332) 677748. Also
wanted Sega carts,

Caslo CZ2305 multi timbral synth,
100 voices MIDI P.S.U. E215.
Nintendo Console, 2 carts plus
16" colour TV £135. Miranda fully
automatic camera, cost £50 will
swap for Coleco Vision Console.
Tel: Derby (0332) 677748.

Commodore 64, acccelerator,
disk drive, freeze machine,
datasette, Quickshot Il Turbo
Joystick, 25 blank discs, £350
software. Worth £700 will accapt
£300 ono. Phone; (0344) 778272
after 4pm,

Atari 520 STM, Hi-Res monitor, 2
disk drives, 100

games, fast basic cart., 20 blank
disks, dust cover, mouse mat, disk
box, mags. £450 ono. Tel: Darren
{0430) 440735. 7 Pochard Close,
Newport, North Humberside.

Spectrum software for salel
Gauntlet Il (£5), Tai-Pan (£5), Wat-
son's Assembly Language book
and tape (E7.50), and BASIC
Coursa, book and tape (also
£7.50) Ring 09952 5066 after Bpm
for details.

to ‘MSX UK', and sent to:

MSX T

We publish a monthly fanzine for M5X-1 and 2 users which contains
news, reviews, listings, hints and tips, letters and lots more,
We also offer MSX public domain software for disk, quick disk and
cassette users, a list is available on request.
Our monthly fanzines are available by subscription only, we also
offer discounted software and special deals if you subscribe,
SUBSCRIPTION FEE ONLY £9 PER YEAR
Please write or call for prices on overseas subscriptions (airmail anly).
Back issues are also available at 95p each, payment should be made

MSX UK, North Lodge, Cairnhill Road, AIRDRIE, Scotland, MLE 9RJ.
Telephone (0236) 64045 or (44236) 64045 international.

—_—

CLASSIFIEDS

Due to the overlap in publishing schedules, many small
ads sent in for TGMOO7 were too late for inclusion in
this first classified page, although we waited until the
very last moment! But don't worry, they are typeset

and ready to go in TGMOO08

Want a bargain? Then buy my
Commodore 128 with datasette,
170 games, books, mags, 2
joysticks PLUS Action Replay
MK4 cartridge and Cumah
Speech. Excellent offer at £400
ono. Tel: Basildon (0268) 412135

48K Spectrum, Datacorder, 3
joysticks, interface, Games ace
interfaca, 50 magazines, lots of
games. Tolal cost £320, sell for
£110 ono. Phona: 061 431 0506
and ask for Steven.

Sega for £60, two joysticks, Rocky
and Hang On. D644 of
Commodore 64 tape games all
original, including  Gunship,
Barbarian, Tracker etc, only £120.
Two Commaodore 64 power packs
£15 Commodore 64 tape player
£15. Darren on 0423 864422

Multiface 1 (built-in Kempston
joystick Interface) with wafadrive
and eight 128K wafas, all for £40
O.N.O. Computer  cassetle
recorder for £15. Phona 01-452
5877 and ask for Oliver.

Commodore 84, Datasette, Disk
Drive, Modem, Light Pen, three
joysticks, paddies, Action
Aeplay Mk3 and over 100 games
on tape and disk. All for £360
0O.N.O. Phone 0246 566450

Commodare 64, C2N Tape
Deck, Joysticks £300 software
all originals, books very good
condition worth £550 will sell for
£180 O.N.O. Phone Gary on
Norwich 0603 B10871 after 6pm.

Amiga AS00 modulator, disk box,
Xennon, Backlash, Shangi,
Defender, Sinbad, Feud, Grid
Start, Skyfox, Marble, Basketball,
Golf, Music Studio, Barbarian,
Space Ranger: original cost
£814.49, Will sell for €600 O.N.O.
Darren, Knaresborough, 0423
864422

Amstrad CPC 464, with green
monitor, TV modulator, joystock
and 150 games, including Combat
School, Gryzor, Zynaps, Arkanoid
etc. Everything for £200. NI
interested phone and ask for
Oliver on 01-452 5877.

Sinclair Spectrum + 2 128K com-
puter, Kempston joystick inter-
face, Konix Speedking joystick.
Over £345 worth of software, all
good titles worth £500, bargain at
9%6150. Telephone 0443 451305
after 4pm.

CBM 84 games for sale. Less than
half price old and new stuff. Write
for list to Kevin Mannion, 22 Ban-
ner Street, S5t Helens, Merseyside
WA10 3TJ or phona 56415, all
originals.

1541 disk drive for sale with many
disks £98. Write 1o Richard Cairns,
80 Fenham Hall Drive, Fenham,
Newcastle-upon-Tyne NE4 9XA

Amstrad CPC DTP software for
sale: AMX pagemaker (worth £45)
and EXTRA! EXTRA! Litilities disk
(worth £25) only £40 for both. Also
Spectrum Software for sale, Ring
Gerald on 09952 5066 after Bpm
for details,

FORCE 55 monthly Amiga games
reviews, news, tips and featuras!
Issua 1 out now — Pink Panther,
Bubble Bobbile, Barbarian!
Cheques/POs lor B5p (inc P+ Pto:
80 Fenham Hall Drive, Fenham,
Newcastle-upon-Tyna NE4 XA,

Amiga Pen Pals wanted. From all
over the world, Send letters to:
Andy Johnston, 56 Avanue Vivian,
Fencehouses, Houghton-Le-
Spring, Tyne & Wear DH4 BHY,

Amiga owner wanits pen pals
worldwide to axchange hints, etc.
All letters guarantead reply. Write
to: Simon Lea, 115 High Streat,
Bangor, Co Down, N Ireland BT20
58D,

C64 and Atari ST user wanls pen
pals from all over the world,
aspecially from Garmany. Owns all
the latest games. Write to. Alex
Nguyen, 30 Portland Road, Hove,
East Sussex BN3 50J. Tel: 01
7209532,

102/124 TGM
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MSX LINK Expo on August 14 at
Markeat Deeping Laisure Cantre, Nr
Paterborough, Cambs. Admission
only 50p adult, half price under
14s. Telephona 0775 3433 for
details.

Football League Updater for
Electron LUtility allowing user to
keep records of an unlimited
number of league tables. Displays
new table in seconds. WIMP
environment. £3.95. Chaques to:

S Ordish, 683 Shirley Road, Hall
Green, Birmingham B28 9JX.

Amiga. | will swap XENNON for
SIDEWINDER, or sell for £10.
Write to Richard Caims, 80
Fenham Hall Drive, Fenham, New-
castie-upon-Tyne NE4 9XA,

Soccer Stars. The latest and best
soccer management PBM. 18
player squads, aach player has 21
skill attributes. £1.50 start up, 75p
per turn. No deadlines. Cheques
to: S Ordish, 683 Shirlay Road, Hall
Green, Birmingham B28 9.JX.

35 WORDS FOR ONLY £2.50!

Thousands of other computer owners across all major formats read THE
GAMES MACHINE every month. The Reader Classifieds are your low-
cost opportunity to reach them with a small ad, whether you want to buy,
sell, swap or advise. And it's simple — a one-off cost for up to 35 words
for £2.50. Just fill in the form below!

details.

CLASSIFIED HEADINGS

THE GAMES MACHINE Reader Classified Section is not open to trade

or commercial advertisers, but Fanzines may use it. The headings are

self-axplanatory: WANTED, FOR SALE, SWAPLINE, USER GROUPS,

PEN PALS, FANZINES and EVENTS DIARY (for club/user group news,

maetings or planned events). However, be careful about TGM publishing
dates with the last!

HOW TO PLACE YOUR SMALL AD

Cut out and send off the form, together with your payment of £2.50 per
entry form (cheques or postal orders preferably, made payable to
NEWSFIELD LTD). Photocopies of the form are acceptable.

The maximum is 35 words

The service is not open to trade/commercial advertisers

Small ads will be printed in the first available issue

The editor reserves the right to refuse ads which do not comply with
normal decent practice, or which could be interpreted as encouraging
software piracy

Send 10 THE GAMES MACHINE READER CLASSIFIEDS, PO Box 10, Ludiow,
Shropshirs S5Y8 108

B Tick Classified heading:
B[ Warted [ For Sae [ Swaplne [ Pen Pals [ User Groups [ Fanzines
B [ Events Diary [ Miscellanecus

B Method of payment | Cheque | Postal Order
[ |

l Write your adwvirtisement hene, one word per box, and nclude name, address and phone
@ rumber f you want tham printed.

CATALYST CODERS LTD

Require: Programmers

Graphic Artists
Musicians

for Spectrum/C64/ST/Amiga/PUNintendo

Plus Transputer Arcade System

To work on first-class products, distributed
worldwide.

To work in-house or freelance from
Portsmouth/Swansea/Glasgow.

Apply to Catalyst Coders Ltd,
Albemark House,
Osborne Road,
Southsea,
Hants PO5 3LB

OR telephone 0705 291866

Holistic Engineering
PO. Box 15, Jeata Houses
Northallerton, N. Yorks, DL7 8NU
060983 382

Have your Computer Overhauled by
PROFESSIONAL COMPUTER ENGINEERS

Computer Model Repair  Contract

Amstrad 464,664 6128 £2500 £2250
withmonitor ~ £30.00 £25.00

Sinclair 128, OL etc. £2250 £20.00

48k microdrive, interface £1750  £1750

Commodore 64,164, Vic20 £2500 £2250
AnyPSU £1250  £10.00

TERMS Repairs and Contracts

Labour, Parts, VAT, Insurance, Retum P&P INCUDED
Send Cheque & Fault Description with Computer
100 days guarantee on all work
SAE and Hardware list for Maintenance Contract

TGM TX 007:6-88103/124
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No soft background
music, no deep-piled
carpets, no tasteful
decor, no dazzling spot-
lights, no manicuring
shop assistants, just hot
up-to-date merchandise,
fast service and low

bucks, that’s TGM SHOP-
PING. Whether top games
SHOPPING &t
ticks or designer T-Shirts

IT"S FINALLY GONE TO HIS or just simply
e i dustprotective keyboard

covers, our TGM SHOP-
PING crew will despatch

THE GAMES MACHINE logo
can't help everybody's

W“w';ﬂ “;'G‘;::‘: efficiently and fast. The
TGM CAP incredibly low prices
b d ik include VAT and postage
STOP...

your favourie mags r:msh & packing. Now go for the
mrrmm:ra naw TGM BINDER TGM SHOPP'HG

with that lovely brown leather  plastic issue number stickers. SPIFee€ . . .

look and embossed gold TGM BINDER
logos. Each binder comes with  OFFER £4.50, TO37H

— — = —
R N, L e D r

{ b iadl TIGM-SHIRT

with - 1|“lﬁ-‘n. L_L L;I._ ht'.- |-1-'|-'1-1!-.“L
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SHOPPING
HARDWARE
HUSH-80

THE SILENT PORTABLE PRINTER

The HUSH-80 from Ergo Systems is a small portable
thermal printer, quiet in operation, which is ideally

suited for home use, office back-up and everywhere
when NLQ isn't required. Fast and efficient - no pre-
tensions to anything else. Easy to operate, quick to

load and simple to service. A friend to the budget con-
scious, a professional product at an economic price.

FAST-Bidirectional text print- | ing 90ft.paper roll.

—1 ingataquick 80 charactersper LOW GRAPHICS.
second. LINESPACING—Can be
QUIET-Lessthan56dbnoise  programmedto 4, 5680r 8
(in case you need to hear a pin  lines per inch,
drog). ECONOMICAL—Uses iow
VERSATILE-Under control cost thermal roll paper. Sharp
from your computer, print ling  {ear bar permits economy tear-
can be set for double size off of paper langths - Use only
charactersat 40 perline, orhalf  what you need. No ribbons to
size characters at 160 per line.  run out or replace.
PORTABLE-Standard unit RELIABLE-A full 3 month
less than 3 pounds in weight limited factory warranty.

Specificabon:
CHARACTER SET;
PRINTING METHOD: Adohanumerss and Intematonal Charsc
Thermail SOt mabna tar Set
PRINTING FORMAT: PRINT SPEED:
& n 7 Dot Mairix B0 columns B) cps

Sanal (Commanicns TR 28)

PFOWER

Z200WALC 10 Transtorrnes (koo
PRINT DORECTHIMN: Pruter input GWAC
[BeagiresCtional whin prting test
Uiudiracional whan printing graphics ERGO HUBH-BO PRINTER
CHARACTER SIIE: PHCLUDING POWER BUPPLY
Standard B0 Characters pe e CABLE AND 1 ROLL OF PAPER)

Wicith 40 Characters OFFER C78.00 INCL. VAT AND PAP

per line
Condensed 160 Characters per ire COMMODORE C84/ 128 VERSION
PRINT MODE; CODE TOATH
Feorrruak iverse AMATRAD CPC VERSION 00
GRAPHICS MODE: TOXEH
Dot Adcressabls, 480 Columns, 7 Dots AMMLA 8OO0 VERBIOMN CO0E TS
P Coburmin ATARI ST VERSION C 008 7040
PAPER: PG VERBION CODE TOM 1M

Thermal Aol or Fax paper. B 5 inches
Wicha
30 meders Easy-load leature

SHOPPING
HARDWARE

AMIGA STEREO SOUND KIT

Are you using your Amiga correctly? Have you forgotten that the
Amiga can deliver ear-splitting stereophonic soundeffects and
music? Well then, connect your Amiga up to your powerful STEREQ
system with the help of this comprehensive 4-piece kit containing:

il L...'-..-.-l‘.
L

T T IT T I IT T T T IITI T T TITS

47 ATEREQ phono plug Lo phono plug STEREQ phono socket Lo 0.28 in socket
cable [Amigs sudio sutput to HIFT input) short cable ([phono to largs hesdphonse

_ -
—

-

"

ATERED phono sockst 1o DIN connectar
short cable (phono te 8-pin 180 DIN
Comverter)

AMIGA STERED BOUND KIT
OFFER 8.88 TO42H

STERED 0.28 in jack to 3.8mm sochet
iprofessional 025 in jack 1o sudios
anrphons soc ket converier

SPECTRUM+3
CASSETTE
LEADS

Link your SPECTRUM+ 3 to your cassette recorder and gain access
to your large collection of Spectrum 48 tape software.

SPECTRUM -3 CASSETTE LEADS
OFFER 3.88 TO43H

At T Tt T T TS TS S S s s
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HIGHLY
RECOMMENDED
SOFTWARE

BUGGY BOY Ene
T100M
SPECTRUM 487128 cass OFFER
B.40
SPECTRUM-3 disk OFFER 11.85
CBME4/128 caas OFFER 7.85
CBME4S 128 disk OFFER 11.95
AMSTRAD CPC cass OFFER 7.20
AMSTRAD CPC disk OFFER 11.85
ATARI ST disk OFFER 15.99
CALIFORMIA QAMES, Epyw/US Gold
=i
PC 525" disk OFFER 19.99
PC 35" gisk OFFER 19.89
CAPTAIN BLOOD, Ere International
TiozM
ATARI ST disk OFFER 18.85

M [=ET "6 |

MATCH DAY N, Ocsan

T110M

SPECTRUM 48128 cass OFFER
6.40

CBME4 128 cass OFFER 7.20

AMSTRAD CPC cass OFFER 7.20
MORTH STAR, Cremin

TITIM

SPECTRUM 48/128 cass OFFER
E.44

CBMB4/128 cass OFFER 7.99

CBMBE4126 disk OFFER 11.99

AMSTRAD CPC cass OFFER 7.99

AMSTRAD CPC disk OFFER 11.59

ATARI 5T disk OFFER 15.99
OBLITERATOR Faygnoss

T112M

ATARI ST disk OFFER 19.95

L - -

F-1 SPRIT. Konami

T '||:_\I:IM

MSX || Mega Cartricdge OFFER
18.95
QUTE. Ocean

T106M

SPECTRUM 48128 cass OFFER
6.40

CEMEL/128 cass OFFER 720
AR WARRIORS '

T107M

SPECTRAUM 48/128 cass OFFER
189

SPECTRAUM+ 3 disk OFFER 10,44

CBMEL/128 cass OFFER 7.85

CBMEL 128 disk OFFER 11.85
IMPOSSIBLE MISSION |5 Lo

TH108M

SPECTRALM 48138 cass OFFER
T.24

CBMGL/128 cans OFFER 799

CBMEL/ 128 disk OFFER 11.69

AMSTRAD CPC cass OFFER 7.99

AMSTRAD GPC disk OFFER 11.99

ATARI ST disk OFFER 15.05

PC disk OFFER 15.95
JET. subl DGIC

T 10084

AMIGA dink OFFER 38.95

CBMB4/128 cass OFFEH /.90

CBME4/128 disk OFFER 10.40

AMICA disk OFFER 15.95

ATARI 5T disk OFFER 15.95
PREDATOR, Activision

T115M

ATARI 5T diak OFFER 11.80
RASTAM BAGA, Imagine

T118M

SPECTRUM 48/128 canas OFFER
B.40

SPECTRUM+ 3 disk OFFER 11.095
RETURN TO GEMESIS, Firobio

T

ATARI 5T disk OFFER 15.95
ROCKFORD — THE ARCADE GAME
Mafiboumne House, T118M

AMIGA disk OFFER 15.90

ATARI 5T disk OFFER 15.99

PC disk OFFER 15.99
SALAMAMNDER = omami

T11864

MSX cartridge OFFER 10.05

Lswmm -7
SAMURAI WARRIOR Firabes
T120M
CBME4 128 cass OFFER 7.20
CBMEL 128 disk OFFER 11,85

SIDEWINDER astort oo
T121M
AMIGA disk OFFER 7.89
TARGET RENEGADE Irnag:np_
T1Z2M
SPECTRUM 481128 cass OFFER
B.40
CBMBE4/128 cass OFFER 7.20
AMSTRAD CPC cass OFFER 7.20
THE FLINTSTOMES, Grand Siam
T123M
SPECTRUM 481 28 cass OFFER
1.2
CBME4/128 cass OFFER 7.95
CBMB4/128 disk OFFER 11.95
AMSTRAD CPC cass OFFER 7.20
AMSTRAD CPC disk OFFER 10.40
AMIGA disk DFFER 15.95
ATARI ST disk OFFER 15.85
MS5X Il cassatte OFFER 7.20
TIME AND MAGIK 'ardann Softwars
T124M
SPECTRUM 48/128 cass OFFER
1155
SPECTRLUM +3 desk OFFER 1185
CBMGA/ 128 cass OFFER 11.95
CBMB4/128 disk OFFER 11.895
AMSTRAD CPC cass OFFER 11.95
AMSTRAD CPC disk OFFER 11.85
AMIGA disk DFFER 15.588
ATARI 5T desk OFFER 1595
PG disk OFFER 15.95
UBAS Fonam
T125M
MSX [l Cartridge OFFER 19,985
VAMPIRE™S EMPIRE "0 Hyles

CBM&4/128 cass OFFER T.99

CBME4/128 disk OFFER 11,99

AMIGA disk OFFER 15.98
VENOM STRIKES BACK Gremin

TIZTM

SPECTRUM 44/128 cass OFFER
B.d4

CEME4/128 cass OFFER 7.99

CBMG4/128 disk DFFER 11.89

AMSTRAD CPC cass OFFER T7.99

AEMSTRAD CPC disk OFFER 11.59

- WENOM

YETL. Dastry
T128M
SPECTRUM 48128 cass OFFER
T.24
CBME4/128 cass OFFER 7.24
CEBMBEL 128 disk OFFER 10.44

BUDGET
RANGE

ORDER FOUR GAMES IN THE €1.99
RANGE AND PAY FOR THREE (£5.97
PAYMENT TOTAL) - A SAVING OF

£1.990

DRDER FOUR GAMES IN THE £2.99
RANGE AND PAY FOR THREE
PAYMENT TOTAL] - A SAVING OF

THE MEGA
CHOICE:

RETURNED.

YOU WILL BE REGULARLY NOTIFIED
OF ANY DELAYS CAUSED BY LATE
RELEASES.

SOFTWARE OFFER
PRICE TABLE
RRP OFFER SAVE
499 399 1.00
595 474 120
795 640 155
799 844 155
895 720 175
899 724 175
995 785 200
999 789 200
1199 ° 999 2

1295 1040 255
1299 1044 255
1495 1195 3.00
1499 1199 3.00
19.95 1595 4.00
1999 1599 400
2300 1840 4560
2495 1895 5.00
2895 2315 580
2095 2385 6.00

3495 2795 7.00

DELIVERY:

NOT ALL USTED PRODUCTS
mn“nr#

GOODS WILL BE DESPATCHED AS
SO0N AS POSSIBLE. CUSTOMERS
mgmwﬂrm
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SUBS OFFER

BE PART OF THAT ELITE GROUP!

Join THE GAMES MACHINE subscribers with this
excellent offer of a free ELITE game. C64/128,
Spectrum 48/128 and Amstrad CPC owners can
choose between IKARIWARRIORS and THUNDER-
CATS, Atari ST and Amiga owners between IKARI

el l'll:lllﬂﬂ At libl'w\“ﬂ YO Baga upon the traditional bwo-pads
WARRIORS and BATT LE‘HIPS' and PC users in this best of b-:;-nq i, wherd you and-pencils grid game, BATTL E:'-.IlIF-".
have the chosce of piching against aight loatures sCrown map plofting and e
between IKARI WARRIORS and FRANK BRUNO'S chfiernnt acversaries. Lise head and body SN0 SN pecrios. Pleos your ships
BOMHG punchas, upperculs And hooks and avosd of th Qried. estrnade the soemy posston
- damageng Diows Dy Googang Wil or ngit ang fre aaray. The battio screen ety you
MSX owners on the other hand receive an MSX o chucking. Nurse your health which wew the destruction of the enemy (or
constantty ndbcalnd by o status bar and fipirt sty it ATy
MAIL ORDER VOUCHER worth £10 redeemable weis down your CEpOnEN. of go Kor & et e g
against any MSX game purchased through our i e AR E O M 6%, Avign

mail order SHOPPING service. Whatever computer
you use, you will all be sent 12 magnificentissues
of THE GAMES MACHINE, the essential read for
owners of 8-bit and 16-bit computers and con-
soles, reporting on the current software scene and
providing news on the latest techno toys and
gadgets. Don’t miss this great opportunity!

IKARI WARRIORS

Jcam e ICARD WARRIORS o the rescus
ol LS pEneral Bonmes and battie through
e gl wille ol lesiaded with deadty
grueriins,  shedl-fing tanks and  Oulbet
sprwing Pescopler Qunahips LT
kel rran s Dladinng - & Conslant sClnn
shoot em-up of the gl Of e
AVAILABLE OM: C84/ 128, Spactrum
48/128, Amstrad CPC, Amiga, Atari
5T,PC
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antasy Games! Sequancing ana Mo Pre-
wlrws” Rancears!

Evana's Dash Pravirws! X2 of
Marcy pages
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CODE | ITEM ass | price

..................................................................................................................

BA UES*'BACKISSUES"BACKISSUES"BACKIS 1 sk baon
[] lenclose achequa/p.o. for £
[] 1 wishto pay by VISA/ACCESS [Delete as appropriata)
Please debit my VISA/ACCESS ACCOUNT £
Ploasa chiarge my acoount No:

UES*BACKISSUES*BACKISSUES "BACKIS| Pressemeks choqussiposiaiorers payableto ToM. Itis besttoavokd send:
BA UES*BACKISSUES*BACKISSUES*BACKIS| micee mrﬁmmw;,m

-
VISA
T
SEND THIS FORM TO
TGM PO BOX 20,

LUDLOW, SH SYs 1DB
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A SOUND THRASHING

Sound has become a vital part of today’s
computerised entertainment, with sound
effects, music and synthetic speech often
doing more harm than good to a game. Mel
Croucher asks you to lend him your ears.

“Noise is the most impertinent of all forms of interruption ™

Schopenhauer, 1851

**The most exciting rhythms are unexpected, the most beautiful

melodies simple and inevitable "’

WH Auden, 1962
“Doobeedoobeedoo”’
Frank Sinatra, 1966

he crummy little noises featured

in British computer games have

come a long way since those

great days of the early Eighties.

Who remembers the first time a
ZX Spectrum loaded up and said
Meteor Storm!® in a synthetic voice
that sounded like an axploding zit?
Who remembers O-Bert getting
plugged in to a Currah Speech unit
and moaning ‘Oh No-0-0-0!" every
tima he fall off his pyramid?

In 1968, Kenneth Kendal appeared
reading the futunistic a news in the SF
epic 2001 A Space Odyssay. The film
also featured a singing and talking
computer, and audiences thrilled to
the sheer fantasy of this speaking
hardware monster. But by 1983
Kenneth Kendal himself had been
reduced to a chip, and was available
for a chat in the comfort of your own
BBC micro. Proving once again that
not only is truth stranger than fiction,
but also that the BBC were too scared
to use Wogan

Today, state-of-the-art sound is 1o
be found in such superb products as
Broderbund's Jam Session and Ere
Informatigue’s Captain Blood, but

these are exceptions. Most music and
sound effects are worthless
appendages to computerised games,
and anything half decent stands out
like a sore with a bare haad.

A SHORT HISTORY OF
COMPUTER SOUND

1877: Thomas Edison produces the
first recording of human speech, and
saves it on a wax cylinder,

1898: Valdemar Poulsen invents the
magnetic tape recorder and builds up
a library of sounds on spools of wire.
1906: Professor Reginald Fessenden
broadcasts the first sound effects,
using a mechanical sequencer to
control data stored on shellac discs.
1916: Edgar Varese uses 78rpm discs
linked to a keyboard controller to store
and retrieve banks of sound.

18486: the largest and most advanced
computer ever built, the Harvard
University Mark One, leams to play
Twinkle Twinkie Little Star.

1954: Gordon Pask builds a machine
and writes a program that reads,

e

Who remem-
bers the first
time a ZX Spec-

"H"E trum loaded up
and said

‘Meteor
Storm!’

writes and improvises sound affects,
rhythm and pitch

1972: the first arcade game comes
onto the market. It is a version of Ping-
Pong, and has primitive sound-syncs
19885: the most brilliant audio-based
computer gama in the history of the
World is written by Colin Jones. It is
called Darkness At Dawn and creates
a brilliant adventure without the use of
text or graphics. W any publisher
wishes to release i, drop me a line

“Music is only an illusion "

lgor Stravinsky, 1936

“if music be the food of love, book me
a big band"” Mae West, 1951

Music and special effects have long
been used as a marketing device for
UK computer games, starting off with
Automata’s Can Of Worms in 1981,
through to today's use of Smokey
Robinson on the backside of the
Platoon tape. But the use of sound
within the games thamselves has yet
to be fully exploited. Often, authors
are forced to sacrifice much of the
soundtrack in deference to graphics,
still bedieving that what you see is
always more important than what you
hear, But as machine memories
expand, gameas designers are able o
exploit the full potential of imaginative
use of sound, sound sampling and
multi-coloured effects.

SOUND SOURCES

OM BOARD ROM EFFECTS

Other than single-channel, twin-
channeal or stereo pitlch parameaters,
sound effects that are built into
computer ROM are rare. There have
been notable disastrous exceptions,
such as the Jupiter Ace, with its single
key options for imaginative effects like
‘'whee', "zap’, 'ping’ and 'whoosh'

There are a number of specialist little
biack boxes with banks of effects
stored in ROM, such as the Yamaha
TXB1Z, with 128 faciory presets plus
32 user-programmable sounds st tha
daunting cost of £449. Much cheaper,
and much more useful is 1o lap into a
bottom-of-the-range Casio sampling
kayboard, whare the dreadiul sound
quality s morg than compensated by
the ludicrously cheap two-figure
price, fun of programming, and ease
of imput-output

SOFTWARE BASED FONTS

There has yet to be marketed a
software package of useful special
effects that can be incorporated in
home-grown software. However,
when it comeas to percussion and
synth sounds there are some
excellent cheap products around,
where the success of the final sound
is limited only by the poor guality of
most sound chips and speakers that
games players rely on. To obtain any
satistactory sound quality there 1S a
legion of sound card cartridges, lor
use in synth sampling, and thereby
into games soundtracks. The Mega
Rom 1024 DX offers over a thousand




TECHNOFUN

near-parfect quality sampled synth
sounds for £175. but it contains
nothing that cannot be programmed
for yoursel!

Much more interesting are special
affects cards for Casio, Yamaha,
Korg, Roland and several other MIDI-
based machines, including the
wonderful SC-02 (with great effects
like a barking dog, breaking glass, gun
shots, water drips and car homs), and
the notorious SS-10 (Tanja Sex Disc
full of grunts, oohs, aahs, and what
had better be described as little
pants.) Thesa cards contain up to 64K
of data, and cost from £14.50 to wall
over £50 each.

THE FUTURE
Cheap beat-box packages will get
better and better, and a range of both
tape-based and disk-based special
effects will improve the soundtrack
guality of games, if not their originality
Digitally sampled sound is vastly
overpriced at the moment, but the
price barrier will be broken within 12
months and prices will tumble, For the
perfectionist, the BBC have released
8% hours of special effects on CD,
free of all copyright restrictions, But
be wamed, the package is pnced atl
£230, which works out to an
extortionate 20 quid per CD, and the
comtent is confused, repetitious and
90% useless to games designers
SFx-008: Comedy, Fantasy And
Horror is easily the best, with 85 tracks
of brilliant and useful material, lasting
for 384 minutes. But £230 is way, way
over tha top. The most usaful piece of
kil to games soundtrack producers is
the marketing of a cheap stand-alone
sound sampler with a mike socket in
one end, and a computer interface in
the other. Watch out for the likes of
Cheetah and Romantic Robot, as well
as Japanese giants.

"“Sure it looks beautiful, but it's the
voice that breaks your heart. "
Emest Hemingway of Marlene
Dietrich

“I talk to the trees, That 's why they put
ma away.  Spike Milligan

. « « gimmicks
should be used
sparingly.
Overkill is seif
defeating.

SOME SOUND ADVICE

DO ENHANCE a computer game.
Tones, pitches, speech and music
should reinforce the mood created by
your graphics or text, without
distracting the player. Like in a
successiul movie production, the
audience is hardly aware of a perfect
soundtrack, until it goes wrong, or
stops

DON'T DISTRACT. You are at a vital
momeant in your game, trying hard to
concentrate, and that bloody noise
crashes in and sends your teeth
through your eye sockets. The use of
an unsuitable lump of music or sound
affect is often worsa than no sound at
all,

DO EXCITE. Intelligent use of sound
can fransform a run-of-the-mill game.
A siow buld up in volume, a
quickening of pace or gradual multi-
layering of effects can pull the player
into the screen. But gimmicks should
be used sparingly. Overkill is self
defeating. As well as quiet discords,
consider using silence to heighten
tension before a vital moment,

DON'T IRRITATE. The programimer
has ripped off two bars of Mozart or
Motorhead, and repeats it from the
moment you load up to the momeant
you pull the plug, no matter what is
happening on screen. And try as you
might, there are no instructions for
turning the audio garbage off.

DO SHOCK. Being smacked in the
ear is often as effective as being
poked in the eye, and usually costs a
lot less money. The use of percussive
effects after lulling the playing with
harmonics is highly effective. A
sudden change in key or tempo only
costs a couple of bytes, and just when
the player i5 expecting another
repetition in the soundtrack, they are
pulled further into the game.

DON'T BE BORING. The same sound
at the same location at the same
moment at the same tempo at the
same pitchatthe ... rzzzrezr

DO AMUSE. Humour is an important
tool in games design. It can relieve
tension, it can lll you into a false
sense of security before you get

zapped, it can get a knee-jerk
reaction, it can defiate your ego, it can
surprisa. Silly effects like swanee
whistles to enhance up and down
movements, farts or cuckoos to
deliberately break your concentration,
or the patter of tiny fooltsteps in a
chase sequence are all easy to
program, and easy on your machine's

memory.

DON'T BE SILLY. Special effects and
synthetic speech rarely cause
copyright problems, but *borrowing'
somebody else’'s music is likely to
land you in court. Believe me, in tha
early days of adventure games, | was
foolish anocugh 1o borrow a wee piece
written by SOMEBOnNes alse
Unfortunately his name was
MacCartney. The Mechanical Rights
Society looks after the use of music in
computer programs, and they are to
be found at Elgar House, 41
Streatham High Road, London
SW16 1ER (01-769 4400, ask for the
video department.) These Royalty
Rates apply up to September 1988,
and il you use other people’s music,
with their parmission, you can axpeact
tc be relieved of the following
amounts from the dealer price of each
copy of your labours:

INTRO/OUTRO MUSIC ......cooonnnnnione %
This is where the music is used as the
program is '‘oading, betfore it is run at any
selection or option stage, o al the end of the
game before the program can be nerun
REPEAT PLAY . vcirnsscninsaress %
When music is used to identity a character, a
change of screen, or tefls you you have been
an amazing success or 8 miserable failure

BACKGROUND MUSIC .................. %
Those really boring bits which play while the
game is running

FEATURED MUSIC ... %

When music is a vital part of the game, like
the theme tune 10 one of the characters
Also if music is displayed on screen in any
form
And if you tot that little lot up, you will
discover why more and more
programmers are composing their
own themes.

| would like to end this piece by
introducing you to a man who is not
only composing his own themes, he's
gona and given his peripherals an
operatic career. Bohdan Mikolasek
was bom in Czechoslovakia and now
works in Switzerland, where he has
taken to giving concerts with his
faithful 9-pin printer, which he calls a
Canon PW1080A, but who will always
be known as Dot Matrix in my heart.
Young Dot features in a 12-minute
suite for printer and symphony
orchestra, called Matrix Dreams, as a
precocious singer who is at first
rejected and then loved by all other
instruments. She has a range of three
octaves, but | must say that her
subtlety of volume control and range
of expression leaves a lot to be
desired. Not to worry though, Herr
Mikolasek is working on a new piece
of software for a 24-pin printer which
will allow him ‘far more subtie
nuances.” And you thought | was
crazy?

“Music has charms to soothe the
savage breast”

William Congrave, 1967

“If you don't like the sounds | make,

up yours! Mother, "'
Frank Zappa, 1988
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E TAKEN Dept VG, Castle House

11 Newcastle Street

Burslem

e Stoke-on-Trent

ST6 3QB

omp ers Tel: 0782 575043

SPECTRUM SPECIAL ATARI ST OFFERS ATARI ST OFFERS ATARI ST OFFERS ATARI ST OFFERS CB4 SPECIAL OFFERS
Micro League Wrestling . 13.95 | Target Renagade 6.75
Target Renagade . 550 Joe Blade ... .. 5,98 | larl Warriors 6.99
et Warmiors. ... 5.50 | Dunpeon Master 15.95 | Crazy Cars ..., B Hunt for Red October . 15.95 | Pac Land 6.99
We are the Champions .. T.25 | lkarl Warriors 10,05 | Chessmaster 2000 . 16.95 Chopper X .. 5.95 | Rolling Thunder 6.99
10 Geeat Games Vol. 2 .. 7.25 | Vampires Empire 1395 | Checlomate ... 7.50 Mot & Penny More . 13,98 | Platoon 875
Rolleng Thunder 6.50 | Rolling Thunder 13,05 | Crash Garrett 1395+ Perry Mason ... 1385 | Top Fusl Challenge 6.75
Cybamoid ... 5.50 |Mach3 .. ... 12,06 | Classiques ... - 11.96) " Karate Master ... B.95 | Ten Great Games Vol 2 = 7.25
Black Lamp ... 5.50 | Strip Poker . 10.85| ° Baliyhoo ..., ... 8.50 Trivial Pursuit .......... 13.95 | Test Drive 7.50
Rastan ... 550 |Space Harder ............ 10,85 | Defender of the Crown . 21.98 | * Seraaming Wings (with speach) | Skate or Dis 7.50

Renagade ... .. 5.28 | Bateships ......... v 10,08 | © Extensor ..., 5.95 em—————— | £ TR TS
Vi AR 6.50 | Buggy Boy ... 10.06| * Enchanter ... ... ... 9.50 |7y L 7 9 PR . 150
Migel M, Grand Prix 750 [Outrun ... 12.95 | * Hacker il . 8.95 Road War 2000 ........... 15.95 | The Train 7.50
mw? :.ﬁ Mc-wcmmma 15.1: * Infidel . = :ﬁ Road War Europa ...... 15.95 | Demon Stalkers 7.50
. 1 N Mercenary Compendium Stealth Fighter 10.85
Piatoon 6.99 | Platoon 13.95 | * Winter Otympéad ‘88 .. 13.856 15.95 | Airbourne Ranger 10.95
Dan Dare 0 5.50 | Slapfight 11.95 | Tanglewood .. 1308 Test Drive 16.95 | Adv. Tactical Fighter 6.99
World War 1 4.95 | Pink Panthar .. 13,95 | Silen! Service 16.95 Ranarama 12.95 | Power ot Sea 7.50
Dutrun . .... 850 | Sinbad & T of Falcon ... 21.98 | * Annuls of Rome . 8.95 * Wanderer ... - .95 | Rim Runner 6.99
| Crazy Cars ... 8.50 | Rocket Ranger ... 21.95 | Bards Tales 16.95 | - Kings Quest Triple Pack Magretion 6.99
LT 6.99 | The Three Swoges ... 21.98 | * Brimstone ... .- 9.95 L et | £y 6.99
Sorceror Lord .. 8.50 | Whene Time Stood Still . 13.96 | " Skullduggery ... .. .98 Terrompods ... 16.95 | Supes Hang On L
.. B.50 13.95 | * Claver & Smart . B.95 Barbarian (PVS) ... 16.95 | Apolio 18 750
699 16.95 | - Western Games .. B85 Barbarian (Palace) 10.95 | 10 (Firetsind) 14
5.50 15.05 | * Little Comp People .. 10.95 Strike Force Hamer ... 16.95 | Gulz 675
B.99 12.95 | * Trinity 9.50 Blus War 12.95 | Side Arms 6.99
699 15.95 | * Tee Up Golf . 895 * Boulderdash Con Kit ... 9.50 | Kamov 6.99
15.95 | * Tai Pan 10.86 * Uitima il ., . 11.98 | Adcanoid 2 6.50
. 850 . 12.05 | Turbo 5T . 750 1 F IR . 19.95 | 4th and Inches ... 6.0
... B.50 . 12,95 | Shadow Gate 15.895 Road Runmnos . 15,95 | Samurai Warriors 699
... B.50 12.85 | Sentinal . 085 Ninja Migsion ................. .98 | Action Force Il ... . B9
5.50 | Enduro Racer ... 10.85 | Star Glider .................. 1385 Road Wars ... 13.98 | Gothic ... — L]
it Xenon 13.95 | impossible Mission il 699
4th and lnchies .99

Why go elsewhere?

We stock most games on all formats.

Telephone for games not listed. All games are sent 1stclass,
most by return of post.
Castle Computers, the competent mail-order firm that cares
about its customers!

Mystery of the hile ... 289

Red LED o 299

Sidewize .. . 299

Howard the Duck - 1,98

Supercyche ... 99

Bride of Frankenstein ... 299

DanDare ... ... °170

Legions of Death — . —

T L e B AMIGA SPECIAL OFFERS

KidsPlay ... 495 AMIGASPECIALOFFERS |.ywineeq 950

Littie Comp Peaple (128 only) | Sidewinder ... 6.9 | » wishbwinger _........ . .50

The Hulk ... .. 98p b g

Hot Rasputin ... .. 199

oad Runner o 195

Shadow Skimmer ... 299

Xecutor ... -1 b

Killed Until Dead .. 299 Carrier Command 16.95

Basket Master ... 2.99 | BLACK SHADOW ... only R85 | 30 Helicopter ... 17.95

Phantom Club . . 299 Gunship ............. .. 24,95

Clever & Smart o 1.99 | Test Deive ... 16.95 | Flight Sim il ............ 3495

Star Fox - 298 | Garrison ..... 15.00 | Grand Slam Tennis ., 21.95

Sugewire < 29| * SOreRnor ... 9.50 |GrAdStart ... 6.99

Survivor . o B SRR 8.50 | Shooting Star . 6.99

s Lo e oe| " starcross . 9.50 | Space Ranger .......... 6.09

o T ‘Tog| * Suspended ........ 9.50 | Star Glider . 16.95
* Spelibreaker . 9.50 | World Games ........... 16.95

Knucide Busters ............ 298|,

Star Raiders I 299 Planatfall . . BS00-ball ....oooiiiiiees 13.95

The Extricator e agg|" Moonmist ... 9.50 | Insanity Fight ....... 12.95

Ouartel ... _ 2.99 | Marble Madness 16.95 | Lurking Horror  ......... 16.98

Super Sprint 2.90 | Barbarian ...... . 16.95 | Fighter Command ... 22.95

Galactic Games ... . 2.09 | Ferran Formula 1 16.95 | Uni. Mil. Sim e 10.98

Gunsiinger 2,99 | * Stationfall .. '9.50 | Gairigon 2 - 1595

Last Mission . 199 | Sentinal .............c.o.. 13.95 |Vixen ... 12.95

AMIGA SPECIAL OFFERS
Ninga Missson ... .99
.. 16.85

. 1198

.50

15.95

.. 16.95

e 1286

. 6.69

16.95

. 18.95

Rl Tip. i 6.99
Ged Boa Ar Rally ... 1395
HA.35 Fighter Mission . P.OLA
Indoor Spors 1185
Las Vegas ... ! 6.99
Mean 1860 ... 1695
Powerplay — 1
Rosdwar Europa ... 16.95
Pinball Wizard ... 13.95
| S —— |
StarWars ....oories 1398
Supier Huey |l - 12,98
Torramax o 1398
Tormopods ., 16.95
Trivia Trove 6.99
* Tork | or Wl 9.50
Mouse Trap 10.85
L eaderboand 16.95

Enkgma Force E)
Lords of Mednights 1.9
Eagles . 1.70
Red LED . 288
[an Dare 1.70
Washi lI yeee 308
Masters Uni the Movie . 3.98
Pregaent .. 198
Wolfman 388
Star Rasders 0 199
Vengeance _ 199
Thgers in the Snow i
Weamar ... 1]
MaanCity ..o 199
Moga Apocalypse 28
Dark Empire 199
Dracula ... .. 1]
Gamestar Basebal 199
Gamestar Bagketball . 2.99
Clover and Smart .. 199
Dl i 1D
Dirusd il the Enlightenment

Time Fighter - 398
Election ........ 290
B4 Bomber 495
Octapolis 298
Knght Games il im
Puycho Soldier 198
Firefty ... 4.9
Baske! Master 195
Quartet ... 280
Supersprint 189
Galactic Games 298
Jack the Nipper il 299
[T — 109
Re Bounder .99
Franknsipn 1

* LIMITED QUANTITY, P & P Is free on all orders over £5. Under £5 please add 50p. Please state The Games Machine when ordering.
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COMPETITION

BATTLE OF TH
PHASERS WIT

Lazer Tag
received full
marks for the
technologica

| detail that

CHALLEWGE =

Winone of 10 placesfora

dayoutat a Lazer Tag
battiefield!

f you would like t0 know more
detail about the Larer Tag
system, take a look at the report
in TGMOO1. We rushed out to
the local car park and started
shooting the hell out of each other
And great fun it was too! The Lazer
Tag system responded best of all the
systems lested on that occasion, and
N received full marks for the
technological detail that goes into the
waaponry. One benefit of playing
Lazer Tag is that you don't get hurt,
mucky, or starl bleading for any
particular reason as the Lazer Tag gun
emils a laser beam which, 0
accurately aimed. registers as a hit on
your opponent’s sensor; five hits and
you're out
Across the waler in Amernca there
are now Larer Tag arenas where
players battle it out playing in teams -
but why let them have all the fun i

BATTLE IT OUT

THE GAMES MACHINE has ted up
with GO to take over a sports hall in
Birmingham where a special Lazer
Tag championship will take place for
ten readers. But apart from battling
with other readers you'll be up against
us GAMES MECHANICS and the staff
of GO, It's an all expanses paid day
out in Birmingham and the ten winners
aach receive a Lazer Tag set and a
copy of the new computer game

If you think you have what it takes,
angswer the questons below and send
your entries on a postcard or back of
a sealed semiconductor laser
together with your name, address,
age (be honest...) and telephone
number (it you have one) 1o LAZER
TAG BATTLE COMP, THE GAMES
MACHINE, PO Box 10, Ludlow,
Shropshire SY8 1DB. Entries to
arrive by June 16 and the compatition
rules, as detailed in the masthead,
must be followed

1:

What s the name of the Lazer Tag 3: Apart from in Lazer Tag, where Lazer Tﬂg

gun? would you find a semiconductor 5!“511!1“

a) Starlyte laser? respond

b) Starfire a) Compact Disc player e ed

c) Bangstick b) In a television set best of all the
c) Only in Lazer Tag systems

b’. 'Irhk:h Cﬂmw teStEd

a) Wonder Toys Inc
b) Worlds of Wonder
c) Lazer Toys

: The Larer Tag system is made

[GM TX 007:6-88113/124




NEVER CROSS

THE BEAMS

After last month's foray in Fantasy
roleplaying, John Woods is back to the
present with West End’s zany Ghostbusters
and breathes new life into DungeonQuest
with its first expansion set.

GHOSTBUSTERS

West End Games Inc, £12.50

Role-Playing Boxed Set (Rulebooks, Play aids, Dice)

hostbusters provides an
nsight into the everyday life
and habits of the many and
wondarful actomatenal
beings whose
CONSCIOUSNEsSs, manifesting
through manipulation of quantum
nstabilities in Microscale space,

mpingés on our Oown N a
complexly reinforcing way. In
other words a deserted
department store. Two Player
Characters, unlicensed nuclear
accelerators strapped to their
backs along with a full-scale
arsenal of other bizarre and
dangerous aquipmant, aré

stalking something spooky
GHOSTBUSTER ONE: There's
the little Shmer now, In with tha

GHZ;STIB

A Frightfulfj Chéeﬁu! Roiepiaying%{iéme-

Wy wesT
L J" 'ju.:: -]

soft toys!

GHOSTBUSTER TWO: Where?
Where? (Squeich) Oh no, he got
ma! And | just had this thing dry
cleaned!

GHOSTBUSTER ONE: I'll teach
Firmi! (Whaoosh! Voom!
Buddabuddabudda! Sounds of
hideously axpansive damage as a
huge cloud of smoke angulfs the
protagonists. A horrible ghastly
silence) Er, you still there?

Ghostbusters is an RPG with an
impressive padigree, designed by
such folk as Chaosium's Sandy
Petersen, Lyn Wilis and Greg
Stafford, who worked on
RuneQuest, and developed by the
West End team whose other
successes include Paranoia (the

humorous style of which is carried
over to Ghostbusters) and who
went on to produce Star Wars
(which usas essentially the same
all-action skill system as this
game). Inspired by the hilanous
film of the same name (you didn't
nead me 10 tell you that) in which a
motiey crew of mislits open a
ghost-hunting outfit in New York
and take out a weird vanety of
ectoplasmic entities with a range
of bizarre high-powerad
equipment, the gama’s designers
have come up with a very simple
system using a minimum of rules
that gives endless scope for
hilarious roleplaying

MEGA BUCKS

Players lake the roles of
Ghostbusters, either ones from
the film or their own characters,
striving 1o nd the world of the
manace Of strange creatures from
other dimensions without getting
slimed, shot, scared stiff or falling
from very tall builldings any more
than is absolutely necessary, and
if possible making big bucks in the
process

PCs are described by four traits
Brains (intelligence and
knowledge), Muscle (strength and
stamina), Moves (speed and
dexterity) and Coal (charm and
bluff). Doesn't that seam easy
after Harnmaster? Scores in each
trait give the number of six-sided
dice 1o be rolled when attempting
to perform a task related to a
particular trait. PCs also have
certain talents which are roughly
the equivalent of skills in other
games — a character talentad at a
particular thing receives three
bonus dice. The total dice roll is
comparad to a difficulty numbar
sel by the Ghostmaster
(Ghostbuster for referee), ranging
from, say, five for the aasiest tasks
to 30 for impossible games. If the
roll exceeds the difficulty number,
the task - anything from proton-
packing a ghost to bluffing a
police officer or posting a letter = is
successiul; otherwise the
character has goofaed.

A fun twist I8 provided by the
Ghost dice — a normal six-sided
die with tha Ghostbusters 10go
replacing the six. This must always
be one of the dice rolled in making
a skill test, and if the Ghost face is
revealed, Something Bad has
Happened. If the dice roll is still
encugh to succeed, the task
works but some minor niggling
inconvenience results. If the task
failed anyway and the Ghost pops

up, the Ghostmaster can really
have a laugh at the player's
axpensa as things Qo wrong in a
big way! The Ghost dice is a lovely
way 0 make sure someathing really
whacky happens at least every
sixth dice roll on average!

The only other significant rules
feature is the use of Brownie
Points, given 1o players in the
Same way as axpenence points in
other games, and which can be
spent to augment dice rolls in
tough spots (one brownie point
buys an extra die), to save a PC's
lile i(character's dont die in
Ghostbusters, but instead buy
themselves miraculous escapes
with Brownie Points) or traded in
for an increase in a Trail score

HARD HAVING FUN

Tha boxed set, produced
throughout with the
professionalism and polish of all
West End's releases, contains a
training manual (basics for players
and Ghostmasters), operations
rmanual (thrase introductory
adventures, Ghostmastering tips,
campaign ideas, suggestions for
adventura plots, detalls of the
ghostly opposition and mora),
vanous extras such as a
Ghostbusters Franchise
Agreament, maps for the
introductory adventures, a sheet
of ID cards (character record
sheets) and equipment cards
(detaiing commonly useful items
such as geiger counters, proton
packs and scuba gear). Oh, and
there are the dice - five baoring
ones and the infamous Ghosl
dice. What more could you ask?
‘Fun' RPGs can be harder 1o
referee than more conventional
ones = it takes a particular skill 1o
kaap the action moving all the time
in a way that is fun for both
yoursalf and tha players, whareas
in more complex games the rules
themselves provide some of the
action = bul Ghostbusters goes a
long way toward meeting this
difficulty. It provides a good
salection of pre-prepared
adventures and a wealth of
genuinaly helptul tips for refereaes
as well as a rule system so easy to
pick up that players soon know
axactly what they're supposed 1o

do to resoive a situation, and
referees needn’l spend time
frantically leafing through the

rulebook to see how to cope with
particular cases. And when the
scananos included run out and
Ghostmasters haven't time (o plan
out their own, thare are several




ROLEPLAY

excailent scenano packs
available.

Best of all, the rules are fun to
read. In dlustrating the Skill

systemn, most RPGs would take
the case of firing a blaster, casting
a spell or picking a lock,
Ghostbuster's example begins
Lat's say you are attempting to
éat a telephone :

In conclusion, a fast-paced
game thatl is easy to leam but
provides plenty of scope for

—

Games Workshop, £9.99

pparentty Games
Workshop's DungeonQuest
A fantasy boardgamae (which |
found rather disappointing
back in TGMOO04) has been a
sellout success, which justgoesto
show As all successful
companies in today's games
market know, sales figures like
that call for rapid release of a
supplement! 5o | was only mildly
surprised to find a review copy of
Heroes For DungeonQuest, the
first expansion set, lurking silently
within its padded enveiope. Inside
I found 12 heroes as vared as they
are dangerous, having in common
only the desire for treasure and the
willingness to rnsk becoming
dragon fodder in the deadly
catacombs of Dragonfire Castie!
The set, which can't be played
without the original game,

contains a metal miniature playing
piece and character card for each
new hero, a six-page rulsbook
descnbing

esach characler's

hilarious action. The rules are
simple in the extreme but have a
number of really nice touches, and
there's plenty of background
information to help you recreate all
your favourite bits from the movies
and much more besides. If you
fancy a spot of light-hearted
modem-day roleplaying and
laughed more than twice at the
mowvie, you'll love this. Just
remember — NEVER cross the
beams on those proton packs

HEROES FOR
DUNGEONQUEST

Expansion set for DungeonQuest fantasy boardgame

unique abilities, a few additional
card playng-pieces and a len-
sided die (neadad for soma of tha
new rules). The four characters
supplied with the original
DungeonQuest were all very
similar to @ach other, wheraas the
new characters are much more
vared

THE NEW HEROES

Helana the Swift is a light-fTooted
adventuress able to move fast and
use a slingshot against enemies
Thargrim the Dark Lord is a Chaos
worshipper whose evil gods give
him the power 1o repel certain
monsters, Ironhand the Mighty isa
thug = a gladiator with more Life
Points than a small town and a
rellance on pure brute strength
Two elves are included - Farendil
the Ranger, who uses a bow, and
Sarellia of Zimmendell (eat your
heart out JRR) with her familiar
Flame bright. She is one of the

most entertaining characters,
physically feable but gaining a lot
of special abilities through Flame
Bright who usually wams her of
any traps or deadly rooms before
she enters them.

Another fun character is Fhyll
Madaxe the dwarl beserker, who
has a tendency to lose control
during combat. t makes him a
fearsome opponent but may lead
to his rampaging wildly through
the dungeon under the control of
another player! Azoth the Faceless
brings some serous Magic into
the game with a choice of six
spelis — enough to make short
work of most monsters, but woe
betide him if he has to fight hand-
to-hand with his puny physical
strength! Tori-Jima the ninja, often
avoiding combat through his
impressive stealth abilities, is
deadly with his shuriken. And to fill
out the numbers we have Rildo the
thief, Sir Roland the Knight,
Siegiried Goldenhair and Vikas
Swordmaster.

STILL FLAWED

These new characters don't allow
more than four people to play
simuitaneously, but just add to the
variety of the game by allowing a
much wider choice of hero. Cther
slight additions are the inclusion of
a few new magical rings and two
sets of combat cards to replace
the combat chits and resolution
table in the basic game — the rules
are the same, but combat is made
slightly quicker 10 resolve.

Some of the new characters,
particularly Azoth and Sareflia,
require quite different tactics 1o
play successfully than those for
the basic game, and there is
anough variation between heroes
to make it fun to try and play each
in his, her or its own particular
way

But for me the basic flaw of
DungeonQuest still remains -
whilst the game is fun to play a few
times, there's very little depth to it
and even worsa no scope at all for
cooparation or enmity batween
different PCs, This expansion set
will certainly provide a new
injection of fun for those who
anjoyed the onginal but tired of it's
lack of variety, but | can't help
question the value for money it
offers. The main expensa must be
dua to the Citadel miniature
playing pieces - very fine if you like
that sort of thing but a neediess
luxury for anyone not a fanatic
miniature collector. Plastic figures
or even card counters would have
been complaetely satisfactory. The
rest of the set, and the part that
really enhances the original game,
consists of just a couple of
double-sided full-colour sheets of
card playing-pieces and a very
short rule booklet. Surely these
could have been included with the
basic sat withoul increasing the
price significantly? I'm afraid | find
mysell wondering cynically if the
whole product isn't really an affort

1o offload and-of-line
miniatures . . .

Mayba the promised second
expansion set, DungeonQuest

Catacombs,  will
general appeal.

IN BRIEF

I've just got hoid of a copy of
Games Designer's Workshop's
Travailier: 2300 game, a science
fiction RPG set as the title
suggests 300 years from now as
mankind explores and colonises
the nearby stars. The original
Travelier rules system was the first
SF roleplaying game, dating back
to the late Seventies and still
available as MegaTravelier, but
Traveller; 2300 is a completely
nNew game

My first impressions are
favourable - the boxed set at
£12.95 includes not only manuals
for players and referees, but an
impressively detailed starmap of
nearby space., an introductory
adventure booklet and more. It
has a sinkingly simple rules
system - leaving a lot to the
referea’s discretion but allowing a
fairly high degree of realism in play
—and it can easily be expanded to
include a referee’s own ideas.
Watch this space for a full review!

Finally this month two recent
releases in the Steve Jackson and
lan Livingstone Fighting Fantasy
senes of solo gamebooks have
come my way: Midnight Rogue
(written by Graeme Davis, £1.95)
and Chasms Of Malice (Luke
Sharp, £2.25), both published by
Puffin. In the former you guide the

have more

destingy of an aprentice thief
seeking to gain full membership of
the Thisves' Guild by stealing a
priceiess gam, whilst the latter is a
mara standard advanture romp as
your characler quests to save the
land of Gorak from avil Orghuz
The same simplistic combat and
record-keeping system that has
saen this series through 30 titlas
and over eight million sales is still
there, though in Midnight Rogue
thare is a minor addition in the
form of a choice of specialised
thiefly skills for your character
(dare | suggest slightly
reminiscent of the Lone Woll
books?) Nothing earth-shattering
hera, but a painless way to whila
away the odd half-hour,
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PLAY BY MAIL

GM's bid 10 become a New York

City Godfather rests on two

gang leaders participating in ft's

A Cnme's gama number 29, For

tha most part this column will
follow the progress of just one Gang,
but if anything exciting happens with
the other one, expect repors

The primary Gang began ils
ign by sending a Punk and two
'Cruits (recruits) led by a Pro
(professiconal) to ROB an apartment
buiiding in an adjacent city Block. This
heiped boost the gang's Notoriety
and Wealth but also made the local
residents and police more alart. Even
more maney — over a thousand dollars
— was raised by PUSHIng nine units of
Streetdope to a known child molester.
An effort 1o build some Notoneaty by
ACTING TOUGH failed due to lack of
personngl howaver. This failure was
mainly due 1o a CONTROL attempt
amed at another adjacent Block
which involved one Pro, five Punks
and 12 "Cruits. (With weighting factors
taken into account — e a Pro is more
important than a "Cruit - this
compnsed 75% of the gang)
Fortunately the group encountered no
resistence, and by threatening to cut
off the electricity took over tha block.
This significantly added to the
MNotorety of the Gang and attracted
two new "Cruits.

One former leader of the Gang,
Eddie ‘Four Eyes" Johnson, turned up
for a meeting in the park with the
current leader. His adwvice was to not

POSTE HASTE

THE GAMES MACHINE’S reqular
Play By Mail column

As last month’s PBM column was greeted with cries of ‘at last!’,
Los Angles saw the release of a controversial new movie on
gang warfare called Colours. According to Newsweek there
were more gang killings in LA than there were homicides in the
whole of Europe, so it was with renewed interest that we awaited
the responses to our turns in the game based on New York
street gang warfare — KJC's It's A Crime.

to be over-ambitious — atlempting
oparations more than 15 blocks from
home turf can be very dangerous, He
also reminisced over the old days
when his preferred mathod of raising
cash was to FIREBOMB warehouses,
raising monay from the owners who
got big compensation sums from the
insurance companies. A Pro, two
Punks and five ‘Cruits was his
favoured team set-up with eight small
bombs, just to be sure. Eddie also
advises caution in dealing with other
gangs, too often they backstab you,
and in any case il’s best not 1o make
friands with too many groups nearby
or you'll have no room to expand. The
meeting is ended by tha amival of
some cops who don't saem overly
concemed with taking Eddie alive.

Al the end of the first tum, the
pnmary Gang had doubled its
territory, Notonety and almost
doubled its Wealth as well, In addition
four new Blocks were scouted for
further action and experience led 10
the promotion of one Punk to Pro
level, and two 'Cruits to Punk level.
Morale, however, has fallen by a poini
20 maybe it will be time to USE
DRUGS soon and party — well, itis just
agame...

f that seems like enough
axcitement for one game week (ten
days) be warmed that according to one
reader it takes quite a few tums to
really get into It's A Crime. With other
gangs yet to be encountered and full-
scale gang warfare some way off, one
can appreciate what he means. By
way of contrast Gary McCambre of
Stonehaven thinks It's A Crime is
overrated as it is too easy for other
playess 1o control  numMerous
positions, making it potentially untair,

In fact, Gary, the IAC rules claim
having more than two original gangs
will lead to a player having all his
gangs expelled.

Gary recommends instead The
Chronicles Of The Knights Of Avalon
by Jade Games. A game we cannot
comment on as we haven't seen a
copy as yet.

Readers with similar or strongly
opposad. opinions are welcome (o
write.

DARK BLADES - A

LIVING ADVENTURE
Standard Games PBM

JUST as we were putting TGMOOT o
bed, a parcel containing the above-
mentioned materiatised in the office.
The ‘living adventure’ looks
imeresting enough to wamanl us
having a go; if that proves (o be so, a
report of our tum will appear naxt
month. Meanwhile a quickie
Dreviens . . .

Mon-Ogres, the beings created by
humans cohabiting with Ogres, and
man, are phaparing to do battle once
agawn.

The Mon-Ogres have revenge
burmned deep in their souls for they
were ensiaved and degraded by
human masters. While man slips
furthar down the red road of viclanca,
leaving his skills and intellect behind,
Mon- progress, slowly, quiatly,
Atime comes when tha two races can
no longer live together and the land of
Labrynthia runs red with their blood.
Equally matched. it is rumourad that
the victors will be the side that first
discovers The Goiden Dragon, lying
forgotten in & dark place somawhare
on the island.

You can either play a Mon-Ogre or
a Human and choose 1o be Warrior or
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DARK BLADES
PLAY - BYSiNIALL

Living
Advenii

Over 25,000 mapable positions; Unique line of sight vision; Over 20 different

types of armour and weapons to choose from and dozens of different items to

trade with: Play a mon-oger or human; 1000’'s of individual npc characters to
hire, trade with, fight, speak to or learn from.

There are thousands of creatures within the land of Dark Blades. all are different and
even the lowliest has OVER 70 elements built into its make-up to make it a true
individual. with its own reactions and. dare we say. LIFE? Using the unique Gamma
Operating system to control the game has created a living world inside a computer.
where the ‘game’ could go on even without players. You compiete 10 rasks before being
given your final ‘quest’ and the first player to complete their quest wins their game and
recelves free game play in another game, as well as a chance to become the ‘Champion

of Champions!

Don’t delay the exciting experience
of playing a LIVING ADVENTURE —

send for your start-up package now!!

The start-up package costs £5.00 and for this you get a rule
book, full colour A2 poster-size map and two free turns, all
enclosed in a full colour box to help you keep your turn sheets
tidy. Further turns are £1.25 each - and we mean £1.25, there
are no "HIDDEN" extras.

&
S‘t Pnze Dark Blades Play by Mail
prize for the Champion of

Champions. Hacker is
Hﬁcmn 22¢t Gold Plated and
valued ar OVER £ 1,000/
Sige: Approvimale wing span of J3°

the Golden Dragon an: measures 12 in teagm

ff"-?m_niﬁ""

DARK BLADES
PLAY:BY- MAIL

Send your L._rl"ﬂ'hq'hd.h.lu: cash posial order. no colns

Fl?-‘\'ﬂ'l to: STANDARD GAMES PBM. Arlon House, |8
Station Road. Kings Langiey. Herts WM BLE_ or if W
you're STILL nnh.:.-m nced send a stamped addressed .

Ervelope fo more deai s o
Y B
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GET INTO CRIME!

in the late 1990’s the streets of New York are a jungle.

You are the ice cool leader of a gang of drug crazed

terrorists. Your main goal is to become the richest,
toughest and most notorious gang in the city.

S

"

IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME

Write to: —
KJC GAMES, PO BOX 11, CLEVELEYS, BLACKPOOL, LANCS FY5 2U




MUSIC

What'’s this? THE GAMES MACHINE becoming a
rival for the New Musical Express? Not really —
just an in-depth feature on one of the best
original bands around at the moment and how
their main man is keen to take a month off to
learn machine code programming. He uses an
ST for lots of musical and non-musical work.

Theband...?

- o

™

About eighteen months ago several musician-type friends were
playing an album to death at an amazing amount of decibels
and raging over the songs, the musicianship, and the number of
beats per bar, harmonies, sequencing, etc, etc, at an even
greater level of decibels. This admiration was all the more
incredible as people who play for a living are usually fairly
critical, having built up a fairly healthy cynicism to most records
and bands and are not prone to going over the top without just

cause.
fier listening to the same album
| rapidly came to the same
conclusion and got holg of it;
the obliquely titled Big Lad In
The Windmill, which,
incidentally, I'm still playing to death
Funny thing is that nearly every
musician | ran into after that also had
acquired a great respect for the band.
It Bites (the name came from a sign
concaming a guard dog) seemed o
be fast becoming musicians'
musicians, who used amazingly
complex tmings and swopped
rhythms around like other people
change underwear, and yet retaneq

an aura of commerciality. Having
heard that front man and guitarist
Francis Dunnery was heavily into
micros, games, as well as music, it
seemed an ideal opportunity for THE
GAMES MACHINE to talk to people
who use the programs reviewed in the
music section for real: as in
professionally

The dressing rom at the
Powerhousa in Birmingham is about
the size of a large fridge. open the
door and the band fall out. Having no
mains power sockets to hand, the
interview was hastily scribbled down
on paper. Most of the conversation

‘‘some synth
sounds we use
on stage have
created

was with the aforementioned singer
and lead guitarist of extraordinary
speed. Tall, thin, hair tied back, he s
enthusiastic and very approachable

‘To what extent is your music
shaped by using a computer 1o work
with in the composing stages?”

‘Not at all. Most of the time | work
on a keyboard, pinched from John
(the keyboard player) and work out
pieces from there. He hales
computers.’ At this John Beck pulls a
suitably sour face and exits the
dressing room. Francis continued
‘I've got quite a lot of music software
for the ST, a Steinberg Pro Crealor, a
Hybrid Arts DX Droid voice editor for
the DX7, a Gen Patch Library, but
mainly | use the Steinberg Pro 24, I've
got both versions of it. | use i like a
musical sketchbook, recording ideas
in raal time as they occur. | discoverad
that if you ignore things like baats and
bars and turn the metronome off, it's
just like using a tape recorder only
better

“We've got our own studio, sort of
with an aight-track recorder that we
use to set our ideas up, a Yamaha Rev
7 revert unit and a TC2290 sampler to
play around with. Mind you, most of
the tima | transfer the stulf from thea
Steinberg and we and up using only
twa of tha aight tracks on tha recorder
becausa you can build up guite a lot of
tracks on the Steinberg. It is really a
very fast way of sketching out and
buiiding up ideas

‘I've also triggerad off sounds with
the Steinberg using a Stepp MIDI
guitar, that was pretty good as well
Wea're waiting at the moment for a
Yamaha digital drum kit which we
could possibly link up to the Atarl to
build up ideas as the digital drums will
imerface via the MIDI ports. |'ve also
got a Casio CZ3000, they wera going
dead cheap at the time, and I've used
that with the Steinberg software as
wall,’

EXPLANATION TIME

For the uninitiated, thae DX Drowd lets
you edit and store sounds for the DX7
synth. Thera's a review ol this
scheduled for later in the year. The
Gan Patch is a complex voica library
which stores and orders up sets of
sounds lor whataver synth you like
This is also due for a session on the
test bench real soon, The Pro Craalor
5 a DXV sound programmer. The
Steinberg Pro 24 is a 24-track real-
hime sequencer which was reviewed
in TGMOOD4. The second wversion
presents the music in traditional
notation on screan and has been
smartened up from the earier
versions with better synchronisation
features

The Stepp guitar is rather like a
conventional guitar axcept that i
converts the notes and sounds 10
MIIN code and outputs théem 1o
whatever you want. The Rev 7 does
exactly what you would expact a
digital reverb unt that doas have
some interfacing via MIDI 5o that you
can call up presat reverb programs
The TC2290 sampler Francis
mentioned | can't find anywhera! (You
can't win ‘em all), and the CZ3000 is
the larger brother of the humible
cZim
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Al this point tha main turn of the
evening, one Robert Plant, came into
the dressing room; 'Mext time | tour 'l
get a lousy band to support me,” he
said good humouredly. And off he
disappeared to deliver his set to the
packed house.

Meanwhile ‘How about synth
aditing, creating sounds with the aid
of the ST and suitable programming
software?’

Some of tha synth sounds that we
use on stage have been created by us
on the Atari using software
programming packages for the
relevant synths. It is a big help.’

‘What about the sequencers and
the sequences that you use live?'
Heare | was thinking of songs featured
in their set like You'll Never Go To
Heaven and Kiss Like Judas

‘No. Those are recorded into the
Qx5 (a Yamaha dedicated
sequancer). Anyway some of the
tracks wera written bafore we got into
using the software, At one point we
were toying with the idea of taking the
Atari ST on tour with us but it might ba
a bit too oodgy, getting bDatterad
about a bit and it could become a bil
unraliable. | maan they're not built for
touring. We'll probably wuse the
sequences created on the Atari more
for the next album, and probably
download the sequences into maybe
the QX5 for live gigs. '

GETTING TOGETHER

There is a lull, and then ha continuas
amphatically: ‘Mind you, having said
all that, | would really like to stress that
| hate computerised music. | don't like
music that is manufactured and
mechanical. It's too cold and
unhuman. | use mingé as a help and
don't use any of the dehumanising
parts of it, all the quantization features
and so on.’

The band mat first at primary school
in the Cumbrian village of Egremont,
which probably goes some way
toward explaining their unique style
and affable nature — face it, i's like
being married 10 three other guys
whan you are living out of each others'
suitcases. Thay have been playing

‘““As soon as |
get back home
1 stay in my
bedroom and
play games."’

“We’'ll proba-
bly use sequ-
ences created
on the Atari
more Tor the
next album,”

about

together for
working their way up tha hard way
Soon after a move to London in 1984/
85 they signed to Virgin. Thay soon
achieved a reasonably respectable
chart position with Calling Al The
Heroes and subseguent singles got

eight years,

airplay and bubbled
charts

Following tha releasa in '86 of the
first album, they embarked on the
treadmill of extensive gQigging,
headlining at colleges and universities
and supporting plenty of major tours
as wall as fitting on the bill of sevearal
LK and European fastivals, In short,
working thaeir assas off. The sacond
album, Onece Around The World, was
raleasad at the and of March this year
On the new album tha title track is a
mini saga of 13-minites duration
which is almost a throwhack to the
days of prétantious ‘concant albums,
circa 1970. Pretentious it's not
though, the album being a healthily
balanced diet of really quite original
matarial within an accessible style
Despite the langth of soma of the
s0ngs, they are very memorable and
sometimas quite hard-hitting. (Walch it!
= your could be ahigitle for pseads cormes af
this rate -Fd) Personally | find the
matarial a curious mixture of Go West
Yas and aven Frank Zappa but very
mamaorable

Talking to the band as a whola | was
surprised that musically they have had
littie formal training since the
complexity of some aof tha matenal is
quite stunning. Quite a few of the
numbers feature very rapid shifts in
accents and rhythm which naver get
to the cleverness-for-ite-own-sake
stage but flow togethar naturally, Al
times each of the four members are
playing in different time signatures
It's quite surprising that given this
unusual nature of their matarial plus
superimposed, repeated rnffs  of
differant langths atc, that a ot of thedr
songs didn’t onginate on A computer
program. All songs are cradited to the
band as a whola and not individually,
and of late they have also produced a
fair amount of their material. Live they
are eaqually as good as on record;
palished, punchy and virtuoso whan
required, | wouldn't really like to single
out any one star mamber, | guess they
practica a lot.

armund tha

‘“I don't like
music that is
manufactured
and mechani-
cal. #’s too
cold and unhu-
man."

SPARE TIME ST

‘What do you use the ST for bhasides
music?’

‘Everything. As snon as | get hack
noma | stayv in my badroom and play
games . | become really involved with
tham and stay up all hours, in fact it's
difficult to get me away from them. |
can't bear to leave a game unfinished
| havan't raally got into adventurs
gamas but il | had to makea a list of
gamas | play most | think my favourite
would be: Stargliclar, Pool, Tannis and
Arkanoid, in no particular order | just
play tham all

I also use the 5T for word
procassing, | do all my letters on it |
really anjoy writing programs as wall
| spend hours at it whanever | can, It's
great 1o iror oul all tha bisgs and et
yOUr Own program up and t-unmncj I
taught mysell to program aon the
AOOXL Atar N's a hit hard 10 program
in basic but | wrote some mMusic
programs for it. Really | think I'm more
inta computers than music, | can't
leave them alona

‘What | would like tn co right now is
in take af laast a month off and start to
laafn maﬂhu}p rrrle nruqf amming ]
maan 've q:n'l a covmpiler. Faat s it
the same as actually manipulating the
figuras. It just fascinates ma
if his guitar technigue s any guide, |
wolld be interestec 1o see the
results.) ‘One of the most useful things
I've got is the Back Pack, you know
the plug-tn ulility with calculator
diary, printer buffer and all that |'ve
tound that one really usetul

| get the impragsinn that It Bites are
on the verge of breaking out into the
hig laague. Hopefully they should sse
Amanca hafora the year 5 gt and
prowvided they gat anough waight and
clout bahind tham thay shouid go
down a storm. | told them so. So
apparantly has averyane alse As yol
read this they are undertaking a
promaotional tour, Sea tham now whila
you can still afford the tickets,

“"ara. You couldn't get me a cheap
mousa could you?"'

< (aalag

It Bites are: Francls Dunnery - Suitar
and Lead Vocals, John Back -
Kayboards, Richard Nolan - Bass
Robert Dalton - Drums, many thanks
to Martyn and the lads
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MUSIC

Hot-footing it from the Atari User Show, Jon
Bates plays some drums and tries to be a

minstrel.

And so to this month's music software proper which, owing to
spatial limitations, is confined to a couple of pieces of gear for
the Atari ST. | must advise you though that the two programs
reviewed are being updated and improved. Check out which
version you are purchasing before letting the shekels be prised

out of your mitts.

n TGMOOS | talked about
sampled drum programs and
indeed looked at a couple. Well,
here's another, this time from
the lads at 2-Bit Systems called
Digi Drum. It costs £24.95 according

NOT A COMPLETE BLONDIN

On we plough into the Kuma Minstral
program. It is, and | guote: ‘a musical
display editor for the Atari ST
microcomputers’, As such it isn't too

DISTANT DRUMS

The real horror

is that it
ignores the
MIDI ports . . .

to the latest Microdeal price list and
uses aload of drum samples slammead
into the memory. In fact it stores up to
16 samples al any ona tima; after
booting up it proceeds to pound away
at the usual sort of drum demo
patterns you would imagine, thus
demonstrating the drum kit samples
that come with it

Like all good sequencers, it runs on
the theory that you build pattemns via
step- or real-time. Each can be from 4
to 32 beats long and you can creale a
list of up to 99 patterns, which are then
arranged in o the 'song” format which
can have up to 70 entries, bearing in
mind that you can Ioop a sat sequance
of patterns and repeat any single
pattern nnumber of times. All patterns
can be saved, and | should think so
too if you've just spent a couple of
hours setting them up.

Verdict. Well it's not bad — but really
little improvement on other sampled
drum systems encountered for the
Atari,and if you compare it with the
wonderfully (and ridiculously) cheap
Microrhythm  available for the
Commodore B4 at nearly 1/20th the
price, there is really no comparison at
all.

[ ieeed  IPARE  SRIT MOEE  FI
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The wvisual display s functional
without going out of its way to help
you: you can't accent any of the beats,
and although you can halve the
sample rate you can't adjust the
relative volumes or fine-tune the tone
of individual drums. The samples
sound okay, but not stunning, and you
can't slam them through your sound
reinforcement system (natty phrase,
huh?) unless you have the ST Replay
system which Digi Drum was
obviously to complement.

The real horror is that it ignores the
MIDI ports (scream, how?, jibber),
rendering it pretty well naff-all use
unless you play along to it in real-time
— presumably with your sister's rinky-
dink toy piano balanced precariously
on your kneel | cannot see haow the
program can justify its existence in the

T
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It is also vague
when it comes
to handling
MIDI output
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bad at all. f you like, it is a musical
typewriter, a sort of nole-processer
that lets you enter your music in
standard notational form and play it
back either from the internal sound
chip (boring) or iven things up by
using the MIDI ports to hook up your
syth, keyboard, hair dryer, family pet
etc!

Like all good processors it copias
and inserts parts of your scora and
merges it with whatever you have
stored on the disk — storing up to
3.200 chords in the four-channel
maode, which my maths makes about
12,800 notes. Sounds impressive, but
not remarkable for a 520 ST really.
Music is written by mouse-clicking on
the note value or symbols you want
from a palette and positioning them

on the stave. Click again and the note
drops onto the stave, There is only one
choice of stave configuration (plano)
by the way, so string quartels are
definitely out this month,

It has some well-implemented
features, such as you can alter the
lampo to a carlain extant by speeding
up or slowing down; you can increase
or decrease the volume for the internal
channels and modify the tone of the
internal chip. It has a clear,
visual display that mltnrnnlmlly
justifies the note spacings for you. it is
good at putting expression into pieces
with very accurate markings, plus
slurs and tenuto markings.

However thara is no provision o put
in a time signature — a glaring
omission it Kuma see this as a musical
printer. As there is no time signature,
it cannot automatically insert barlines.
Another point is that the notes have
no joined beams; a succession of
quavers, for axample, remain
separate and not linked neally
together. It is also vague when it
comes to handliing MIDI output, as
you cannot inset any MIDI
commands; it meraly outpuls note
lengths and wvalues on separate
channels (unassignable), which is a bit
pedestrian. There doesn't appear to
be any provision for insarting notes
via MIDI either, which is a bit sad.

Really it isn't complete enough a
program to be taken seriously by, say,
& music teacher or professional, and it
is not designed for the rank amateur
as you do need a pretly good idea of
music notation to get going. So, |
wonder to myself, who is it aimed at?
For a few bucks more they could have
come up with quite a neat package.
Shamea. Kuma would like £29.95 for
this.

Next month: Casio CZ editors and
more about music scoring. A de-luxe
Amiga package is due for review and
the Archimedes gets its first airing as
soon as | get the software. Finally, the
letters page has been thick with MSX
freaks. Panic not. There is an M5X
special planned to give you all the info
on what's happening for MSX
musically. If you have written in and
not yet had the courtesy of a raply
from me it is because | am amassing a
problem page which to surface in due
course, Any hints, tips or problems will
be looked at and considered carefully,
I look forward to hearing from you.

besk Mygig

Sequence Chord m hnw:

Channe |
|
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END

UNCLE MEL’S TRIVIA QUIZ

1) In 1972 a young guy named
Nolan Bushnell

6) Which software titles are hidden

rate for participating in the
computerised heavy breathing
sarvice DESIRE, and how do you
gel into the main editing system
and rearrange Debbie re's
saxuality?

11) Which three Page Three Girls
have endorsed which UK
computer games?

12) How many Panamanians does

13) Wha is this myth

Himalayan creatura? l,'l

Abominable Snowman, b) The

WH&bh Francis Lea, ¢) Snow
ite

14) What are the threa definitions
of MIDI?

15) What's the difference between

it take to change a floppy disk? CRL adventures and bogeys?
wrote Pong. What | inthe following insults? PRAT! RE-
el R R e i@ hame st i
g - . = ! any of the Nexus-
ﬂ ﬂ‘.hl F”“QMGF%}S nT False? Computer-aided book i w::::‘hthayh 1#&3
rue or - in s .
Stun-Gun Guppy, ¢) Rod Pike m. o Jmmdw -
Which cooked meat wrote 180 years many grooves are there
:I’I l]l!mWﬂh%ﬂl-'hhl o de‘?mhr maah"ﬂmpg?:jn.-.k'-'
Hot
Lamb, ¢) Stu Beef - it B .
massage 18) Apart from an Eagles !
4) Who said, ‘Man is still the most mﬂﬁnm wrmtisHmndGan:uEag' 7 b,
extraordinary computer of all'? company, ¢) Yokelspeak
5) What are the Long-Tailed Tit, 9) What have the following stars 19) True or false? Max Headroom
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NEXT
MONTH

IN THE GAMES MACHINE!

® INSIDE THE SPACE SHUTTLE

Marshal T Rosenthal reports from "somewhare’ in America where
he has flown the Space Shuttle — in a simulator. It's the state-of-
the-art video game, with billions of dollars of hardware at your

fingertips.

= HYPE'S IN A NAME

Sorry, but we ran out of space this month for Barnaby Page's
investigation into the meaning behind all thosa sharp-edged
company and product names. But it will be there next month =

promisa.

= PARSEC PIXEL +

Watch out for the full-scale evaluation of the graphics system that
makes an Atari ST into something astonishingly different — a
follow-on from our article on page 79 of this issue, However,
production lines can be funny things, there is an outside chance

the prototype won't arrive in time for a review, so keep your fingers

crossed!

= BULLETIN BOARDS

Eschewing the obvious, Mel Croucher investigates the seamier
side of computerised Bulltin Boards, talking to people who use
them in search of sex, love, friendship, bomb-making equipment,

you name it = he'll talk to it .

FLIII THE GAMES MACHINE's incandescent mixture of the very
latest in reviews - (we said Carrigr Command would be Gamae of
the Year, but will it? Or will Interceptor, reviewed next month, be
the all-time beater?) — previews, boardgames, roleplay, play by

mail, compaetitions, techno-gadgets, graphics, not to mention Jon
Bates and his music. Don't miss out, TGMO008 goes on sale from

June 16.
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Crash

Licenssd fram « Taite Corp., 1906, Programmed lor
Amutred, Speciram, Commodore By IMafire Sallsare

new to the Sp

al'coin-op. It &
he combat skills

DTrewic

wings of alf the

. iy

G a
arbarian.£ounsk

| optiromsraito.
W, dragon slayrs: Be It his shadow —
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cro, enjoy superb graphics and realistic action as
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finally the living dead.
Is It more than you can handle?

_' Spectrum 795 Cass. SPECTRUM + 3 DISK 14.95
g Commodore B8.95Cass. 12.93 Disk

Amstrad B.95Cass. 14.95 Disk
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FROM THE MAJORINEOMENCY TEAM.
CREATORS OF THE AWARD WINNING Z277ZEZ88

—

network and jet pach io besi advaniage.
Time is short. END

MSSI00N: Locate B destroy 2ephyr One
weapon on Uark Side. Avoid Pleror ianks.
Disable Matriv ECO's, use tunnel

.

: SPECTHHI-‘IM COMMODORE 64 AMSTRAD CPC
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