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Charlie Chaplin in City Lights: can he
bring it in on budgat?

Charlie Chapiin. assembling the back-
drops on the 5T.

FIRING UP THE
AMIGA

£ irebird have some good news
“a= for Amiga owners with the
% planned launch of their classic
game Sentinel. Work will soon ba in
progress on this, their first Amiga
product. The ST wversion of this
game was very neat indeed, so the
Amiga ought to be a real treat. It's
good to see Firebird putting some
commitment behind Amiga as well
as the ST

US GOLD'S CHRISTMAS
CRACKERS

mas is coming, and US
Gold plan to be ready
for it. They've got
some heavyweight
licensing deals, a cou-
ple of big sequels and
a stockingful of coin-op conver-
sions, all due out between now
and you-know-when.

With Gauntiet's forthcoming
appearance on US Gold's block-
busting Xmas compilation Solid
Gold, it'll be replaced as a full-
price title by the potentially even
bigger Gauntlet 2 - based on the
coin-op sequel it'll have a host of
extra features to attract the slash
and grab crowd. The similarly
compiled Infiltrator will be
replaced by Infiltrator Il - The
Next Day, which features three
more missions for the heroic
McGibbits. The good news here
is that Infiftrator | owners (and
Solid Gold buyers for that matter)
can get the exira missions alone
at a very reasonable E5 off.
Shame they couldn't do a similar
upgrade for Gauntiet, really.

The real heavy hitters in
Gold's Xmas line-up should be
their new coin-op licences.
They've got Indiana Jones and
the Temple of Doom for all you
bullwhip fanatics out there, and
the really rather violent Rygar
should also be surfacing across
all major formats very soon.
Rather nearer Xmas we can
expect the smash hit skateboard-
em-up 720 Degrees - though how
they’ll manage without those spe-
cial controllers isn't too clear -
and the monstrously successful
road-race game Oulf Run.
Amstrad and C64 demos of the
latter look promising, but it's still
too early to tell whether the 8-bit
micros will be up to a decent Qut
Run conversion.

Last, but by no means least,
US Gold have pulled out all the
stops in their bid for the "Weird-
est Licensing Deal' award by
lying up games agreements on
no less than three dead people.
Not such obvious winners as

Gauntlet II: the ST character selection screen,

Out Run: an impressive Amstrad
mock-up, but what'll it move like?

films or coin-ops you might think,
but US Gold reckon that the dead
people in question - Charlie
Chaplin, Marilyn Monroe and
James Dean - should be worth a
bob or two for them. First in line
tor “conversion’ is Charlie Chap-
lin, but Gold have confounded
industry cynics by coming up

with a relevant and even tasteful
game.

Rather than the Jet Set Char-

lie the Chaplin license immedi-
ately suggests 1o most people,
the first game to come from the
deal will be a film industry arcade
adventure.
The player must finance, produce
and direct some of Chaplin's best
known pictures, starting with the
classic City Lights. ST screen
shots look very impressive, and
the monochrome theme should
lend itself nicely even to the
Spectrum. Looks like tasteful
stuff - but bear in mind the fact
that US Gold havent definitively
ruled out some kind of platform
game.

EYE EYE

vary week for what seems like
% ¥ the past few months ‘teasers
twss have been pounng in to the
ACE offices, all of them bearing
images of an eye. Tha PR source of
these resolutely refused to say what
it was all about. Now, at last, it can
be revealed, Eye is the computer
game of Eye, the brand new board
game — whose creators expect it fo
be the next Mastermind or Trvial
Pursuit.

Eye, its creators claim, can be
played by anyene fram 7 years
upwards; yel, they say, it can be
more complex than chess. The

7 M

board game consists of concentric
circles changing patterns as they
revolve. The colours of the players'
counters correspond ta some of the
colours on the board, and the aim is
to control your own  colour. Sounds
pretty baffling. Both 8 and 16-hit
MICro Versions are coming real soon
frem Endurance Games.
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COMMODORE
GET THE BLUES
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The lads line up with that bumper cheque; you'd think they could have pulled their socks up.

ome on you blues!' is likely
to be the rallying cry of
anyone working for Com-
modore UK following a £1.25 mil-
lion sponsorship deal signed
with Chelsea FC. For three years
the Chelsea team will wear the
Commodore name and lego on
their shirts. That's going to be
pretty good for Commodore if

Chelsea win lots of malches, do
well in the FA Cup and get them-
selves on the telly a lot. But
who'd want to be the man who
put pen to cheque it Chelsea
manage to get relegated to the
Third Division in successive sea-
sons? Soccer can be a funny old
game, Brian.

Soccer sponsorship is noth-

.,

ing new to the Amiga boys; Com-
modore Germany already spon-
sor Bayern Munich and - pretty
weird, this = Dynamo Kiev, on
their forays into western parts.

Will Atarl follow suit 7?7 Are
Rochdale set for the soccer
sponsorship deal of the century?
Probably not, but watch this
'sponsorship space’ anyway.

TELLY
GAMES

4 omark's new label TV Games
i @ is set to bombard you with the
gﬁ&_; prog of the prog. Launched at
the PCW Show is Treasure Hunl,
based on the Anneka Rice heli-
copler quiz show. This is to be fol-
lowed by Krypton Factor, a micro-
version of the superbeing pro-
gramme. Domark are also resusci-
taling Bullseye and Caountdown, two
maore quiz game programs that were
originally released by the now
defunct Macsen. We are informed
that these last two are being
upgraded.

VIRGIN'S
DOLL

e gl another game of the doll.
%’% Following Mask, Centurion,
L. Masters of the Universe,
Transformers and Gobols, Virgin
are finally getting in on the act with
Action Force, a game based on the
manipulabie toy.

Frogrammed by the Gang of
Five, Action Force takes place on
the island of Botsneda (silly name,
that is), whera the enemy COBRA
(nasty name, that is) have mounted
a surpnise attack on allied forces
The Action Force team have to res-
cue a hard disk left behind in the
ensuing panic. The game should be
available some time in October for
Spectrum and C64

DRILLER UPDATE

Latest Driller screenshots from
Incentive show just how close the
first Freescape game is getting 1o
solid, playable reality.

BERMUDA
PROJECT

i@ ot a nice littke holiday in the
.. 2 sun. Instead Mirrarsoft drop
wie you right in the middle of the
Bermuda Triangle, that mysterious
partion of the Atlantic that has
spawned more ‘amazing mystery'
books than the Creation. You play a
reporter - |ucky old you - dropped
an island which is made up of
numerous 'fime pockets’ You have
to use your skills to move around
and, presumably, get back to file
your story, £24.95 on ST, out mid-
October




CENSORED!

WoTE erman computer users may
i0% have fun hacking their way
o0 into NASA databases. but
they won't get quite so far hacking
people’s heads off from now on
Palace Software's slice'n'dice-am
up Barbarian has just fallen foul of
Wesl Germany's Bundesprufstelle
Fur Jugendgefahrdende Schriften -
the federal organisation responsible
for lesting youth-endangering publi-
cations — and cannat now be sold
there 1o anyone under 18

The Bundesprufstelle previous-
ly hit the news for banning the
MicroProse submarine simulation
Silent Service - oo militaristic. it
seams — bul it was the violence in
Barbarian that they 1ook issue with

ANTI-HERO

#.E ick of being Mr. Nice Guy? Mir-
&t rorsoft's King of Chicago

fa £24.95 on the Amiga - will give
you the opportunity to topple Al

Palace's response lo the banning
was surpnsingly low on outrage: as
with the controversy over Maria
Whittaker's scantily clad presence
on the inlay, it seems that any pub-
licity is good publicity

The same goes for CRL it
seems with their latest St Brides
adventure Jack the Ripper. Unusu-
ally for St Brides the game should
be taking a serious view of its grisly
subject matter, which should make
it gruesame stulf indeed. The signs
are that CAL will submit the game
for cerification as a home video,
repaating the publicity stunt of their
Dracuia launch, Whether they'll get
another 15 certificate for their trou
ble remains o be seen, but they're

Capone from his perch as boss of
the windy city's moebsters. How you
ndulge your nasty nature afier that
is unclear

Let's hope that limo don't move no further.

MIRRORSOFT'S
MEAN STREAK

. miserable bunch of skinflints,
e lust informing you hat they're
producing a game called Mean
Streak, featuring killer bikes and a
lot of mayhem. The game's due out
mid-Octaber an Spectrum and G4,
ST by Xmas and Amiga shortly
after. Mirrorsoft will be running a
compelition on the game giving you
the chance fo win a mountain bike

TR o, we're nol saying they're a
&
Ll

Look out tor that hole in the road
chum!

a
&

NEWSY

bound 1o get some publicity

mileage out of it — they're already
claiming that Dracuia ‘was so horrif-
ic that it had to be censored’|

UP'N'COMING

T-Minus 10 and counting...

art at

\mstrad v
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TIDDLE THAT
WINK

=g remlin's  Compendium  will
§,§ | offer a wacky arcade adven-
4 ture game based on those
classics of the board Snakes and
Ladders, Ludo and Tiddlywinks.
Your host for this unusual antertain-
ment are the EyWinks - pop Tiddly
and mom Mavis. You take the role
of ane of the four Wink kids, the
Wink baby or the Wink dog. Com

pendium should be around towards
the end of November on Spectrum,
Amsirad and C64.

AUTUMN ALL
SPORTS

%z his autumn sees a vogue
@i for compilations - a vogue
@ thal Ocean are not to be
left out of. They're bringing you
{and we quole] 'a bumper
sporting compilation pack of 10
games,’ This will fealure over
20 sporting events and will
have the imaginative title of
Game, Sef & Match.

For the C64/128, spec-
tfrum, and Amsirad the pack
gives you such sporting clas-
sics as Hypersports, Barry
McGuigan's Boxing, Ping Pong,
Jonah Barrington's Squash, and
Super Soccer among others. All
this for a price of £12.95 cas-
selte or £17.95 disk

trap on your goggles and it's
chucks away, chaps! That

evergreen WWII flight simu-
lator Spitfire "40 is coming out for
the ST, courtesy of Vickers-
Supermarine fans Mirrorsoft.
You'll now be able lo defend
South-East England from MNazi
bombers in 16 glowing colours -
the cockpit interiors in particular
look very impressive - s0 would-
be Douglas Baders can start pol-
ishing their tin legs right away.

If all this talk of snicking the
Hun's bails strikes you as poor
foreign relations on an interna-
tional machine like the ST, just
wait till you get hold of F-15
Strike Eagle. Now you can bomb,
strafe and dogfight your way
across the Middle East on your
ST, thanks to Major Bill Stealey's
very own MicroProse. The game
offers seven different missions
over Libya, Iran, North Vietnam
and a few other places Major Bill
doesn't like very much. There's a
positive embarassment of
weaponry on offer, plus the real-
istic controls and complex instru-
mentation we've come to expect
from the sim specialists.

Alternative Games competitor, looking lost
in taly

ALTERNATIVE GAMES

”g’;“; ick 1o death of all those sports
o J=z programs? Looking for some-
i thing just that smidgeon differ-
ent? Gremlin's ‘comical spons
spoof' Alternative Games may pos-
sibly provide the answer

The traditional events include
sack racing, boot throwing, pole
climbing and running up walts. Each

TALLY HO VS.
GUNG HO

Taking on a Libyan Sukhoi
fighter over the Gulf of Sir-
dar in your trusty F-15,

Spitfire "40: no head-up
displays on this one,
chaps!

one fakes place in a different loca
fion - in Italy, for some reason or
other. Players are guided through
the games by a squawking parrol.
Will it vomit when you lose, like the
proverbially sick one beloved of
footballers? Find out on Spectrum
Amstrad and C64/128.

T Ol

EYEBALL Q-
BALL

et for release on the
Amiga in mid-October is

English Software's Q
Bail. It's not pool, it's not
snooker and it's not billiards
but it is a ball game with the
same basic concept, but
played inside a cube which
has no gravity, eight pockets
and the ability to be rotated in
stunning 3D. So now you can
line up your shots in true per-
spective. With digitised music
and real sound effects (ale
quatfing noises in the back-
ground perhaps? ) it promis-

es to be an absorbing game,
despite the improbable name
of the author, a Mr — wail for it
~ Billyard. Price for Q Ball is
fixed at £19.95 inc VAT.
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rCOMPETITION

Two
rand
lam!!

£2000 worth of software up for grabs
in ACE's stunning Telecom Soft
games giveaway..

Ho ho ho, you just can't believe it, can you? Just
cmother Father Christmas fairy tale, we hear you
cry...OK! Just tumn the page! Go ahead and miss
out! After all, youll only be turning down the
chanece to walk away with a YEAR's supply of
FREE games, games from three of Britain's best
software labels, a whole string of red-hot releases
that will simply go ker-plopp through your
letterbox — without you having to do so much as
rise from your keybocrd!

The Prizes

ACE has joined up with Telecom Soft's Rainbird, Firebird, and
Firebird Silver labels to bring FOUR of you lucky readers the chance
of winning EVERY release from ALL THREE labels for a whole year.
Judging by the previous releases from Telecom Soft, that means a
whole year of top quality software for your machine, since the
company cover a very wide range of formats.

- . Currently there are twelve releases scheduled
k‘-\’ / from Rainbird for 1987 /8, with retail prices ranging
d between £14.95 and £24 95. With games like

Starglider already on the table, you simply cant
Y =h ‘IH go wrong. If you've got an ST that means you
could get at least £265 worth of games from
Rainbird alone. This part of the prize would be
worth a mega-competition on it's own!

Firebird of Elite cnd Sentinel fame are expecting
to conguer the charts with no less than ten releases
in 1987/8. At retail prices between £7.95 and
£9.95, that's worth cround £85.00 to Commodere
ond Spectrum owners, and even more tothose with
16-bit machines.
7T Finally, Firebird Silver. who have proved

themselves one of the most successtul budget

ﬁiREBtEE] companies around with affordable classics like
Thrust, Booty, and Zenjl. Best of all, they'te plonning over a hundred

releases over the next twelve months at £1.99 and ccecasional games

in their new £2.99 range, and since the lucky winners will be getting

thern for the price of a stroll to the front deor, thatll be worth at leqst

red
»

™

£200 to them

Add it all together and you get a four prizes worth between £4350
and £650 each, depending on which machine you own and the
exact number of releases from each label during the coming year,
Youd have to be mad to pass up a chemee like this

What you have to do...

Lets face it, it just couldnt be easiert All you have to do is check out
the screenshot section printed on the entry form and, by examining
the shots elsewhere on these pages, decide which game the section
comes from. For example, you might think the section was taken from
our screenshot of Starglider, in which case you should enter Starglider
in the space provided. Then all you have to do is complete the rest of
the form, using block capitals, cut it out of your magazine (or
photocopy i) and send it off to the address on the form. Entries must
reach us by November 14th 1987, The winners will be the first four
correct entries pulled out of the het.

Just a quick reminder of some of the
titles Telecom Soft have brought you
in the past — and a taste of what's to
come...

dvanced OCP Art Studio (Rainbird)
Available on almost all formats, we picked out AAS in issue 1 of ACE as

“the best bit-

mapped Paintbox program’, ﬂrSpewummrlemhmmlpm and easiest

to use piece of graphics software ever written for the machine, and it tops the list for
Amstrad and Commodore owners as well. Random sprays,
definable brushes, and you can manipulate your mawmw. pasti
reducing, squashing, stretching, flipping, and rotating.

with this year?

ys, sixteen pans, sixieen user-
, enlarging,

0 knows what | come up

Stargiider (Rainbird)
All-action air-to-air and air-t
and even been given it's own

I_nglht simulation that's achieved snormous popularity
:lul'

incorporates @ high degree of fast
movement and ability with & subtie of strategy as you do battle against the
naughty Egrons on [olly old Novenia. The Amiga version even has stereo soundtracks and
digitised speech! Other versions have been just as successtul, making this one of the mos!
sought-after space games around. You can Del that lhawmrm up for grabs in our
competition over the next year will be just as exciting.

T <RI




COMPETITION®

-—————--—————-—————-————-—————-ﬁ———--————--———1

Entry Form Please tick the following boxes where appropri-
crte before posting your entry:
Your name:

Your address: Which of the following magazines do you buy?

Comrnodore User
Your Commodore
Your Sincledr
Examine the screen shot section below and enter  Sincledr User
in the space provided the name of the game you Computer and Video Garnes

think it comes from. Your Computer
ST World

ST User

Crash

Personal Computer World
Zzapibd

The Games Machine
Computing with Amstrad CPC
Amstrad Action

CooO0O0O00C0DC0O0ODOD

Rules:
1, The closing date for entries is November 14th 1987
2. Employees of Telecom Soft, Puture Publishing Ltd, emd their families
are ineligible for entry.
3. The winners of the competition shall be the first four commect entries

: drarwm ot random from amongst those recaived prior to the Closing
This screenshot section shows part of the screen Do 1l 10 Cormasminilans il s sl ke
from: 4. Winners will be notitied by post and their names published in the
January issue of ACE.

-

I | am one of the lucky winners, | would like to

receive software compatible with the Send this form to:

Telecom Soft Competition, Advanced Computer
Entertainment, 4 Queen Street, BATH, BA1 1EJ

(state computer and format required - cass/disk)

—--—————-————--———-—-—————-———-—-————m--—————-—J

A Thrust (Firebird Silver)
One of the many Firebird Silver budget games that have proved to us all that cheap dogsn't
mean nasty. Thrust is a wonderful exampie of how & simple game can grab you for hours on
end &s you manoeuvre your spaceship through & series of caverns, Your object is to collect
fuel .,Jum hostile gun turrets without crashing into the tunnel walls. Tough enough as
it is, but you've aiso got to make a return 1|:-ormy with a heavy load slung under your craft.
Very mean and VERY addictive. Look oul for more winners like this next year..popping
through YOUR letterbox??

r—-————-n—-———qh———————

Sentinel (Firebird) »

A truly unique game in which you play the part af & Synthoid and must travel through
10000 sensational 30 landscapes in your quest o destroy the Sentinel. Strategy com-
bined with high-pressure puzzlin glr::dyw an immensely challenging game for people

who like to think on their feet. numerous awards for originality and pragram-

ming expertise.

and coming soon...

Dick Special: The Search for Spook (Rainbird)

Those with long memories will remember Ant Attack, a game that revolutionised
peoples ideas about 3D programmi maibilm on B-bit machines. Dick
Special Is the latest creation of Sarg ite and Angela Sutherland of Ant
Attack fame and has been over two years in the making. Rainbird reckon that if's
the first ever fully animated carloon character to be completely controlled by the
player with superb detail and ngh-qmllrp animation. Cartainly the preview pic
looks: pretty Interesting ~ ACE will of course be covering this release as soon as
W gl DUr sweaty paws on a copy




STRATEGY
SIMULATION

1. ORBITER

COMING SOON
The most accurate space shuttle
simulation available, taking you from
launchto landing. . and every possible
hazard in between,

2. BALANCE OF POWER
*Balance of Power is simply the best
strategy game out on the ST.” Popular
Computing Weekly. $£29.95

3. STRIKE FORCE HARRIER

The most realistic simulation yet of flight
and combat in one of Britain's most
exciting fighter planes. £24.95

4. GATO

Take command of a GATO class World
War Il submarine in this award-winning
simulation. £29.95

For the A TARIST

Hﬂﬁﬁ

*

BERMUDA
- PKROTECT

b
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5. DEFENDER OF THE CROWN
COMING SOON

Defender of fhe Crown brings back all

the romance, action, thrills and

adventures of the days of chivairy.

£29.95

6. BERMUDA PROJECT

COMING SOON
Danger and adventure in the mysterious
Bermuda Triangle.

7. SDI

The screen burns with forbidden passion
and globalwarl £29.95

8. SPITFIRE 40

COMING SOON
Fly the most famous warplane of all and
save your flight log. Rise through the
ranks of the RAF towards the covefed title
of Group Captain, DSO, DFC, VC.
£24.95

The publishers reserve the right 1o after prices and
specifications without notice, Please check prices
and availability before ordering.
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Mirrorsoft Limited
Athene House, 66-73 Shoe Lane, London EC4P 4AB
Telephone: 01 377 4645. Fax: 01-353 0565
Telex: 9312100112




LETTERSY

ACE LETTERS

ACE readers sound off about the state of the world and the state of ACE

¥ Who?
Could you please give me someone
1o write to? | think your new
magazine is brilliant. Howewver, | do
think that there are changes that
you should make.

Firstly, whao am | writing to? |
think that the personis) answering
letters such as this should have a
name or names so that people like
me would know how to head letters
like this

Gareth Saper
Neath

Well you should send letters to
Pete Connor. But please try to
make them a bit more interesling
than this one.

% Wow! Triff!
As | walked inta my local
newsagentis fo get a paper, |
noticed your mag — well, the game
really. So | picked up your mag,
bought it and went out of the shop
reading your mag. Wow! Triff! Mega
mixtures of computers mag' So I've
got an order at my newsagent for
your triff mag! Oh yep, | own a ZX
Spectrum + but I's scrapping my
pennies together for an ST but |
really would like 1o win one! Anyway
Great mag and keep up the good
work!

Darren Sparrow.

Eastleigh

Well, we'd all like an 5T, woufdn't
we? Still, you might gel lucky in the
competition.

i Standards
| am writing to air my views on the

standard of software available.
Software companies seem o be
going thraugh a phase of converiing
every arcade coin-op they can lay
thedr hands on. And then they
expect us o buy it because on the
cover of the game it says” Officially
Licensed Conversion’. Why must
we put up with pathetically childish
games such as The Astonishing
Adventures of Mr Weems And The
She Vampires? Piranha must be
desperate for ideas.

Why can't we have some
original plots instead of the usual
‘dodge the deadly nasties and then
blast the hypergalatic

What a relief to get some genuine letters on these
pages. They're proof that you do really exist. And a
very mixed bunch you are; the oldest authenticated
reader is 63, while the youngest is 9. Whatever the
age you seem to have liked - on the whole - our

first issue. Let us know what you think of the
second one; we reckon it's a whole lot better. Get
in touch with us on anything you feel strongly
about, by writing to ACE Letters, 4 Queen Street,
Bath, BA1 1EJ

pandimensional timewarp and then
do it all over again'. If software
companies want us to buy their
games they must at least iry and
produce something a bit more
interesting.

Andrew Russell

Cwribran, Gwent

The simple answer is that foo
many people are prepared fo put
up with ‘pathetically childish’
games, rather than advanced
ccomputer entertainment. We'll be
going in to bat for the latter kind

% Sad Amstrad

| must congratulate yourself and the
rest of the team at ACE for
praducing a really 'spoof' mag. |
especially enjoyed reading Pete
Connor's comments on Pirates
However, sadly, I'm an Amstrad
owner and was a bit frustraled at
the limited ofters for Amstrad
owners compared to the obviously
more favourable freebies offered to
owners of Spectrums or
Commodores. Please iry lo improve
your service to Amsirad owners.

John Wood

Greenwich

Frustrafed? While the cover
cassefte itself didn't offer Amsirad
owners a lof {OK - it offered them
nothing) you were given the
opportuhity to get a pretiy stunning
£8 off some very good games -
which Commodore and Spectrum
owners didn't gel. And the bargains
went on in the Mail Order pages.
So | don't really think you were
badly done by.

% Boulderdashed
| have just purchased your first

issue, and will be purchasing many
mare fo come. | recently bought the
game Boulder Dash |, and find it
reasonably easy up to level 1 then
find it impossible to do. Have you
any tips or pokes?

G. Brunet

Coventry

We've got stacks of tips for that
classic game — and, in fact, we
werg going e print them in this
issue. Bul pressure on space
meant we had to leave them out,
Heip will be at hand in the next
issue of ACE,

% Cheeky heq ar
]

In your first issue of ACE you made
three mistakes. They are:
(1) Page 88 Castle Computers
Rode Runner. (Road Runner)
(2) Page 74, game ‘Lords of
Midnight' missed out price list.
(3) Page 76, game ‘The Best of 30"
missed out price for Amstrad,

Do | get a prize for spotiing
these mistakas?

David Bird

Newport Gwent

No. The minimum number of
mistakes you need to spot in order
fo be eligible for a prize is 473
There were quite a few
typographical errors in ACE 1 - but
not that many.

i Lovesit
After reading your first issue of ACE

| was thoroughly surprised with the

colour reviews and the PIC is a
brilliant idea. Your Mail Order
software is fantastic. | own a
Commodore 64 (4 years old
yknow?!l} and love to see the
graphics and reviews of the Amiga
and Atari ST.
Stephen Middleton
| Thornton Heath

# Adding ROM

| read somewhere that the Atari ST
had 192K ROM but could be
expanded to 320K by adding extra
ROM packs. If that is correct how
are they added? i.e. plugged on
back or placed inside the computer.
| am seriously thinking about buying
an ST,

S Beniston

Notis

Yes, you can expand the ST's
ROM. There's a slot at the left side
of the computer where you can
plug in up 16 128K of extra ROM. A
widespread use for the extra ROM
is a better version of BASIC,

# Sound query
Could you please answer my

queshions;
(1) I have heard that the Atari ST
has the same sound chip as the
Spectrum, Does this mean the
sound is just going to be a bit better
than the 647
{2) 1 am working and | was in doubt
on whether to buy a Sega, Atari 5T
ar Amiga. Is it really worth the long
wait foran ST or Amiga?
Keep up the good work chaps.
Greig Stewart
| West Sussex

A Boffin writes: Yes, the ST does
hawve the same sound chip as the
Spectrum Pius 2. But sound quality
depends not only on the chip used
but alsa on the power of the
processor driving it — in this case
the speedy ol 68000, Clever
programmers can get some nifty
noises out of the ST — much batter
than you're ever likely to hear on a
Spectrum

& STor Ami%a?
Having been a dedicated 8-Bit

| machine man for some B years now




PLETTERS

I have decided to move onup to a
16-Bit machine but which one? The
Atari St or the Commodore Amiga?

Being a CBM 64 user | am
inclined towards the Amiga but
before shelling out some E500 |
want 1o know more details.

How about a Bench Test on the
two showing all the pros and cons
for each machine as well as your
views upon which one is ikely to be
belter software backed?

David Harrhy

Bargoed, Glamorgan

It's a tricky problem, and one that
needs a lot more space than we
can give it here. Which is why
we're doing a comparison of the
two machines in our next issue.

# Missing MSX

| looked al your new magazine on a
local book shelf this week, and see
that you found it very easy 1o
pretend that MSX has not been
invented as yet. Why is it that
magazines are so anti-MSX when it
is now a fact more people in the UK
use MSX than CBMB4s and BBCs,
yet mags like yours seems fo be so
nasty about it,

You are losing over 95,000
Msx readers in UK, and over 2 mil
in Europe.

You cannot have that amount
with Alari/BBC/CBMB4's put
together. We lost the Msx
Computing Mag by Haymarket
Publications, not because of lack of
readers but to lack of Ads.

| then logk forward with many
others to buying ACE when you
start printing about MSX.

D. Webb

Spalding

I understand your distress — and in
future we'l be trying to make more
mention of the MSX machines. At
the very least we'll be including
them in the Release Box thal every
review confains. The problem
though is that software just isn't
developed on MSX these days;
when a game is new it appears
somewhere efse. Finally, | think
you've exaggerated just a leensy-
weensy bil the importance of MSX
relative fo other computers,

& Nipper wins Crown
I'am only 9 years old and | have

completed Defender of the Crown
and you have my dad's signature
on the dotted lina o prove it. So
what do you think of that!
Nicholas Burne
Isleworth

I think il's pretly impressive.

# 128 games
I have recently saved enough

maoney from a summer job to buy a
new Commaodore 128 and 1571
disk drive. Please could you tell me
of software specifically designed for
it as the main software houses treat
it as a ‘ghost’,

A. Johal

Hayes Middx

Well, we've racked our puny brains
and we can't come up with any
titles written specifically for the

128. The paint is that there many
more 64s than 128s, so software
houses naturally write for the
larger user base and then ensure
that software runs on the higher
spec machine — generally, in 64
mode.

% PIC perfect
Well done on your fist issue. I'm

glad that you haven't reverted to
making you magazine look like a
comic with colours everywhere. The
colour pictures are greal, the news
section is great and the new review
system is excellent. | hate the other
reviews such as 5 stars , or 10 out
of 10. Your reviews give tons of
information and the PIC is really
clever.

Patrick Walsh

Slough

& Pre-pubescent
| simply wished to congratulate you

on the quality of the excellent first
issue of ACE.

The magazine has begun at a
fairly high standard and will,
hopefully stay there. Too many of
today’s publications cater 1o
'schoclboy humour ' so it was
pleasantly surpnsing to see that
there was no slly agdress to write
to on the Atari Competition, neither
was there a glut of ‘def’, "smash’,
‘wow', or other such expressions
edited by pre-pubescent schoolgirls!
Keep up the good work,

Steve Caple

Crewe
There was heated debate on the
subject of schoolgirls when we
began ACE, but this is nol the
place fo goin to it.

2 Is he crawling?

The mare good computer games
magazines there are, the better it is
for the dedicated games place. ACE
certainly ranks highly amongst my
favourite magazines. No, I'm not
crawling, | do mean it. Wouldn't it

| have been easy to jump onto the

magwagon and rate games in the
way we all know and love?, Instead
ACE came up with a totally novel
appreach, including a graph that
fold you roughly how your level of
interest would fluctuate over one
year. You must admit that is pretty
usetul, especially if you're in a
similar situation to mine and have to
spend your pennies wisely.

Rahul Joshi

London

Are you sure you're not crawling?

= 12117%!
Excellent, excellent, excellent! Oh
Boy! At long last, can | believe my
eyes! Am | dreaming!?! Have |
actually just found and read an
almost 16-Bit based, NON-
COMPUTER DISCRIMINATORY
entertainment-based magazina? A
magazine without pages of “pecks”
and “Prods” or whatever they're
called? & magazine full of down-to-
garth and incredibly colourful
games reviews, graphic, adventure
and music sections written in
everday average punter in the
sireel speak?

| wanted to rush out, buy and
play most items covered in the
reviews. Shame | haven't got a
computer! Then again, | could have
a go at the easy to enter
competition. None of that “finish the
following sentence” claptrap. (I
hope this letter doesn't exclude me
fram winning).

All this is too much for me.... Il
have 1o go and lie downina
darkened room until October 1st,
slobber, slobber,

Yours suffering from high blood
pressure.

Mike Casartelli

Derby

# Same stable
Having just bought ACE | figured |

should wnte and congratulate you
an a brilliant first issue.

When | sold my Amsirad the
ane thing | missed was Amstrad
Action. The impression | got is that
ACE is from the same stable. If not
it is very similar with its light hearted
approach and whatever the case |
like your style. | buy a wide vartiety
of mags, some specialist ST mags
and some general computer mags.
From what |'ve read your mag
seems set to compete with CVG
and it doesn't take a lot of
intelligence to figure that you will
win. ACE is light hearted and
simple ye! it doesn't become a mag
for 3 year olds. Obviously your mag
has siill to develop, but I'm sure it
will be a success.

By the way |'ve two grumbles.

T1TE T

One your fault, one not. Firstly |
object to paying 50p a ticket
booking fee for PCW show tickets
{perhaps the ed could blow up the
ticket agency — only kidding).
Secondly, | think game scores out
of 1000 is a bit OTT (I get
confused). Finally, your spoof
letters page was brilliant.

M. Knight

Harrow

# Impressed
| was most impressed with the

magazine — particularly the new
style reviews. |t is a good idea to
include the Predicted Interesi
Curve since when buying a game it
is often difficult to predict how long
into the future you will be playing it.
The 'IQ FACTOR' is also a good
idea as even a dedicated 'Zapper'
likes to have something to think
about in a game.

Cine problem with the review
system is the 'ACE rating’ which |
find a littke confusing due to it being
out of 1000. Wouldn't a mark out of
10 be sufficient?

| think the idea of giving away
free games is good. However, it
could be better to give away
playable levels of new releases
since this would be batter for the
public in that they would be able to
actually spend time playing part of a
game instead of simply buying it
outright — which is often a risk these
days at E10 a time.

Andrew Gaunt

Wailsall

A mark out of 10 wouldn't really do,
since the ACE Raling is directly
related to the area under the PIC:
we need the 1000 to show up the
vanations. Your suggestion about
the casseties is a good idea - so
good that we'ere doing it on this
very issue, with the five playable
Bubble Bobble screens.

i Fab

May | say thanks for such a fab
magazine. When | saw it | bought it
straight off and when | saw it was
by the ex-PCG team | was thrilled —
it's just how PCG used to be.
except better!

Whilst you were gane | have
started my own computer tanzine
for Commodore, Spectrum and
Amstrad Called Computer Lynx. It
costs 30p" and issue 5 is available
now! This issue contains a fab
Mastertronic Competition and news,
reviews, hints, tips, pokes, reviaws,
exclusive new games in depth elc.

Anyway, all the best for the
tuture of ACE, | sure hope it lasts a
long time!

Anyone ordering Computer




_

lynx please enclose a SAE plus
cheque/PO for 30p or cheque/PO
for 49p with no SAE, payable to
Jonathan Morris.

Jonathan Morris

187 Perrysfield Road,

Cheshunt

Herts EN8 OTL

We shouldn't really be publicizing
rival mags, but since you've been
s0 nice about us...But why you
should want to name your mag
after a long-defunct computer
beals me.

& Never before gublished
| have been writing to Popular

Compuling Weekly (especially Ken
Garroch} for years. Never ance
have | had a reply or a letter
published (perhaps they write their
own as well')

Nick Marshall

Newbury

Wil this do?

% The shape of things to
come

It kind of hit me between the eyes
while | was browsing thru' the usual
computer mags, C&VG, Crash,
Sinclair User, Your Sinclair, that
kind of stuff.

Is this the shape of things to
come, | asked myself? Do you at
ACE intend on handing oul freebies
all the time?? Will ACE fade away
after a few months into the darkest
recessess of obscure oblivion? (I
hope not).

| found the Graphics Scene
article really interesting, as I'm
considering the purchase of a 520
ST. | was wondering if there was
any games creation software for the
ST in the pipeline, as I'm well into
arcade guality animation & action. |
was wondering it there was the
slightest chance of something like
PAW being adapted 1o suit the ST
range as I'm well into adventures
and Talkien, rescuing fair maidens,
haobbites, eres, white haired
wizards, eq, Gandalf, putting an end
to totally evil madmen such as
Sauron releaving dragons of their
hoarded fortunes and the odd lone
deaf dwarf,

Oh well, must get gack to
finding a way out of this dungeon.
Good Luck to you at ACE with
further issues, beldly going where
no other magazine has bothered
going before...

The Jester

Ashford

ACE will not fade away into
oblivion. Unfortunately, we don't

know of any game creation
software or of any plans to produce
the adventure crealors for the ST,

& Rubber devil' fan
I thank you for your freebie game

with issue 1 of ACE, but | feel that
your format is another clone of the
other mags about - nothing's
changed; games games and
nothing but games: | know you
HAVE to cover games to sell the
mag, but could you try fo include a
listing or two for the people who
LOVE typing them in, ESPECIALLY
SPECTRUM (fanfare of trumpets)
the rubber devil!

A helpline on ADVENTURES,
especially the older ones, with tips,
hints and helpful advice, would be a
godsend to the imbecilic among us
who cannot selve them! Please
don't forget the 8 bit machines.
There are millions of us out here
with no job so we can't buy a new
16 bit job. Sorry about this!

Itis hard to believe, but there
are still ‘beginners” who have no
inkling as to what goes on inside
their machines, and it's only too
easy to be templed fo play games
instead of learning 1o program no
matter how simple the program may
be. How many mindless morons
simply zap anything on the screen
without caring a toss about who
wrole it, or what effort was made fo
atain the knowledge to write games
in machine code. Lecture over now!
| do hope that the FREE game tape
will be a regualr thing in the future
since you are charging £1.50 for the
rag-sormy MAG! Or maybe you could
charge a quid like everybody else
and fargo the freebie.

Whatever the situation, | for
one will be eagerly searching the
paper shops for the next issue.

John Hammond

Heywood, Lancs

After all these nasty things you've
said about us I'm surprised that I'm
even bothering to type a civilized
reply. But thal's the kind of nice
guy that | am. We most certainly
will not be carrying type-in listings
- not even for that rubber dewil of
yours. Listings are, frankly, a bore:
and anly a tiny minority of people
ge! anything out of them. ACE (s
for entertainment, nof punishment.-

The Pilgrim carmes loads of
hints and tips for adventurers — and
a helpline service may well be on
the way.

' & Drab and boring

Your mag is more organised than,
say , Computer and Video Games,
but to really pull computer freaks
away from their own machine
magazines your going 1o have ta:

1. Change tha cover. It's drab and
boring. Have a new cover each
week (sorry month). The present
cover is hardly eye-catching.
Perhaps use a picture of the latest
hit game. Anything as long as the
word ‘ACE' is in 3D and the colour
equals that of a rastafanan’s hat!
(love the texture of the back
cover., Keep it).
2. Contents. You must put a lot
more colour inside foo, otherwise
peopla will just read the sections
that greatly interest them. If anather
magazine reviews are befter than
yours Arcade freaks may switch
mags. Obwvious really, but you can
prevent it. Colour really will make
people stop and ook, | would say
reviews are read most, so try
incorporating some amusing
remarks like “What wuz dat ED?"
Many Computer mags are doing
this so try it! Divide games into
different categories (Strategy,
Simulation, Arcade and Adventure),
You shouldn't have based your
Adventure section on the Atari ST
and the Commaodore Amiga
because only a minority of readers
will have these micro's. The rating
syslem is the best I've ever seen.
Neat idea. Keep pumping in
Compas every month. (like the ST
comp). It would alsc be a good idea
if you brought in a new feature
every month or every twa months.

R.R. Moranzani

Devon

Comments like 'Wut wuz dat ED?"
are amusing ? Who are you Irying
fo kid?

# Competition cuts
My son was thrilled with your

excellent new magazine and has
read it from cover to cover. The
only regret was in finding that to
enter for your competition he had to
cut part of an anicle he wanted to
keep. Would it be possible to place
competition entries on the reverse
side of advertisemenis rather than
articles?

Mrs J.G. Brittan

Bristol

Lots of letters and Reader Surveys
have complained about the
positioning of the competition entry
form. We're sorry. It won't happen
again, we hope. If entering a
competition should mean cutting
pages you want to keep, then feel
free to send a photocopy  instead.

% Awesome
Just a short lefter to say how much |

enjoyed your the first issue of this
greal magazine, The new-style
games raling system works really

1> ME

LETTERS

well, It shows at a glance how good
or bad a game s, so is much better
than percentages. The Predicted
Interest Curve is the best idea in
games reviewing yel. Also the
section on MIDI is fabulous as |,
and many others, are interested in
music using computers. The
subscription offer is awesome and |
will be subscribing immediately.

Andrew Bisp

Birmingham

Preferences

please!
To help us provide the kind of
magazine you want to read,
please give a rating to each
section of ACE , on a scale of
1(liked least) to 10 (liked
most). When you write to ACE
Letters, please enclose the

toupon - or a photocopy of it

NEWS
ADVENTURES
COMPETITION
TRICKS ‘N’ TACTICS
LETTERS
SPECIAL OFFERS
STICK SENSE
BLITTER END

3D GAMES

MuUsIC
QUESTIONNAIRE
ARCADES
SCREEN TEST

BUDGET GAMES




FcOVER CASSETTE

Bubble

Bobble

How to load and play your FREE demo copy

Check out your free cover
cassette featuring
Firebird's amazing Bubble
Bobble - and see why it got
an ACE rating of a massive
958 last month!

You control Bub, a cute litfle dinoscnr
who leaps from platform to platiorm
tighting bullies - the bad guys whe fall
onto the start of each screen and
attack. Push left or right on your joystick
to move to either side, push up to jump
and press fire to blow a bubble.
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Bubbles are the key to handling those
nosty bullies: blow a bubble at a bully
and he floats off trapped inside. If you
now jump up cand burst the bubble,
that trapped bully fhes off across the
screen and turns into a piece of fruit for
Bub to collect. Youll have to be quick
about it, because the bully will break
out of the bubble after a while cnd he'l
be very angry indeed!
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You'l find you get plenty of bonuses
end all memner of strange side-effects
from picking up the various types of
food and other stramge objects around
the screen. You can cilso step your score
up by bursting several bullies' bubbles
at once, turning thern into exotic items
worth lots of points
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An even better way of munning up
the points is to use the various special
bubbles against the bullies. These float
down from the top of the screen on
higher levels, and when burst can
unleash all sorts of powerful forces. The
only ones youll encounter on the demo
screens are water bubbles - burst these
to wash the bullies clean away, and
then make lots of peints picking up the
jewels they tum into - but the full game
has a whole arsenal of other bubble-
Weapons. 2 e

Time is of the
essence bonuses
disappecr if left too
long, trapped bullies
escape after a
while, and the
whole game can
get decidedly nasty
if you spend too
long on any one
screen. I you use
the combo option
Bubs got player -
two's dinocsour Bob
to give him a hand, "w'®
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Load and
Run!

SIDE A: COMMODORE 64

Loading
C64: Rewind tape, hold down
SHIFT and press the RUN/STOP
key.
C128: Switch to C64 mode, and
then load as above.

Controls
Uses one or two joysticks: for sin-
gle player, use a joystick in port 2.
Player two can join in at any time
on the C64 version just by press-
ing the joystick 1 fire button.

The Screens
C64 users get five screens select-
ed from the first 20,

SIDE B: SPECTRUM

Loading
48k Spectrum: to load type
LOAD™", hit the ENTER key and
press PLAY on the tape deck.
128K Spectrums: select 'tape
loader', hit the ENTER key and
press PLAY on the tape deck.

Controls
Once the demo has loaded you
can select the normal types of joy-
stick or define keys for each play-
er. This is a one-off selection, so
make sure you get it right first
time!

The Screens
Spectrum users get the first five
screens of the game.

so that overall time lirnit's much less of a
problem. He's also got some hungry
competition for all that nice fruit though

sa it's a bit of a mixed blessingt




From Taito, the masters of arcaEle entertainment
‘BUBBLE BOBBLE’

Blow and bounce and bob your way into oblivion in this
incredible conversion of the greatest arcade game of
the year...

Bubble Bobble will blast your brains and bruise your
senses...

Baffle yourself...buy Bubble Bobble
Spectrum £7.95 Commodore & Amstrad cassette
£8.95 commodore disk £12.95 Amstrad disc

! £14.95, and for the Atari ST£19.95

\Taj70)
TAITRONICS 7 Eiresird

Firebird Software, First Floor, 64-76 New Oxford St., London WC1A 1PS.
Firebird is a Registered Trademark of British Telecommunications plc.
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@@ THE ULTIMATE
BA\" AERIAL EXPERIENCE
: ‘%"; . NOW AVAILABLE

3~ FORYOUR
“ COMPUTER

All the thrills and skills of real
skateboarding in this unique

=' challenge to become champion of
the skating world.
Starting out from *‘Skate City"’ test
your abilities amongst the numerous
skateparks improving your
techniques in both freestyle and
competitive action as you attempt to
complete the ultimate manceuvre —
the 720 degree twist while soaring
through the air.

Spectrum
£8 'gg Tape




CBMb4/128
E11-99 pisk
E£9-99 1:pc

Amstrad
E£14-99 pisi;
£9-99 r:pe
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A GIANT CONTEST
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EVENTS
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The days are long gone when
you could do without a joystick.
Now it's more a question of hav-

ing a stick for your shoot 'em

ups, another for games requiring
90 degree turns and, possibly,
another one for stirring your tea.
But how do you make

your decision? How do you
choose the right stick for the
right job out of the millions that
pour in and out of the world's
injection mouldings every year?
Fear not - we're naming the best
sticks for the games you play,
and giving you the lowdown on
all that confusing joystick jargon.

FEATUR

SHOOT 'EM UP STICKS

For all-action games whete you'te constantly
dodging and shooting you need a stick that
tulfils several criteria
It's got to be robust - it's no helds bared in
this kind of game
[ts got 1o be responsive — can you move easl
of the way of those pesky aliens, in all
5
o have a decent grippable shat -
& going fo be doing a lot of wrenching
on this thing, so you dont womt some twid-
cily little g the size of a toothpick
t helps if it has auto-ire - that old trgger fin-
ger can get very tired indeed
Its nice, lor the same reasons, to have a
choice of fire buttons - for thumb or fingers.
Ifs a boon o you con position it on a surlace
- alien-zopping's easier when your stick stays
in one place

Strangely enough, not all that memy
sticks fit the bill; too many lack vital ele-
ments, particulcrly a decent shaft and the
NECESSATY IeSponsivenass

First Choice
Suncom TAC 5
£13.99

This is the fop-ofthe-range TAC (Tactile
Audible Controller) joystick: it really does the
business on areade shoot-em-ups. The
microswitches give excellent B-way move-
ment - it's particulerly good on diagonals
The: base has four rubber pads which give a
reasonable heold on flat surfaces; they're not
suckers but theyll keep in you in cne place
There's a fire button  on the top of the shatt,
with two more on the base - giving you
plenty of choices when the blasting takes its
tell on your digits. While the TAC 5 is not the
most solid joystick we've ever seen - it's pret-
ty light - it's 50 responsive that once youre
used to it you wont find yourself giving it cs
much harmmer as other sticks require. All
that's lacking is an qute-fire button,

Honourable mentions
Competition Pro Extra
£16.49

The Pro comes in two versions, one of them
with a snazzy clear plastic base It's got o
good positive feel and s pretty responsive
Crnly problem with this stick is the lack of a
shatt fire button

Quickshot 2 Turbo
£14.95

Needs a bit more welly than the other two
joysticks in this section. Very stylish red and
bleck design, fire buttons everywhere you
need them, cutotfire, and suckers cn the
base to give you a good steady platform.
The shaft needs a pretty grown-up hond to
make the most of it

ut tha red
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PIXEL PERFEC STICKS

You know the kind of thing; one false
pixel and you're a gonner, as in
Head Over Heels or Spindizzy. These
games need a stick that gives you
that kind of minute control.
Robustness isn't so much of a prob-
lem, and neither is the postion of the

First Choice
Konix Speedking
£12.99

This original stick has sold real well since its
arrival. Its something of a gimmicky design,
and doesn't perform well on all kinds of
games - but for precision movernent its the
tops

fire buttons.
Honourable mentions

Competition Pro 5000

This good all-round stick performs pretty nect-
1y under precision testing conditions

Compelition Pro Extra - the latest in see-thro

WYG stick technology
-

90 DEGREES

Some games — Boulderdash and Konix Speedking Honourable Mention

Skulldiggery immediately spring to e e s ey DT 108 Competition Pre eans high

mind - require very swift changes of ey it o5 bt J = meuks; its not cuite as slick as the
NG =10 Fy o% 9 shick, o5 well- o5 being o very jrackie ohe. Speedking. but it outperformed everything

direction from the horizontal to the else

vertical. When you're racing down
the screen with a boulder or a skull
close behind, you have to have the
confidence that your stick will get
you left, right, up or down very quick-
ly indeed. Many sticks that are good
in other respects just won't do this
for you; our shoot-em-up choice, the
TAC 5, performed miserably on
Skuldiggery because the shaft needs
too much movement to get the
required effect.

First Choice

Konix Speedking - a snug fit and very, very precise

NON-STICK
TECHNOLOGY

In the Museum of Stick

the limelight, largely because of the money
Archaeology yc-u']l find an awful lot In a mercury switch, the circuit is made by a spent advertising them, but the novelty of a

Mercury Switching

. tiny amount of liquid memcury flowing joystick with no base couldn't disguise the
of b - game controllers that around inside. Depending on the angle you enormous underlying problem: if a stick's got
never quite caught on - usually for held the switch at, the mercury flows soaste 1o base, how do you know whether you're

the simple reason that they didn't bridge the gap betwsen the two contacts  holding it upright or not? Most well-known of
work very well. There's a strange {on) or not (offy. Put four of these switches ina  these gizmos were Le Stick, a knobbly rubber
lure about an exotic stick that joystick handle and you weon't need a base thing of French crigin, and the aptly named

1 : for it at all - you'll get left, right or whatever Trickstick, @ cylinder you were meant to
attracts ngsF = rs and simply depending cn which way the han- gently tilt in the direction you wished o
enormous publicity, even when dle's tipped. move. Neither of these wacky sticks set the

commeon sense says it's a turkey. Mercury sticks did have a few monthsin - world on fire

=< I
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A recenl curiosity is this grenade joystick, unpleasantly named The Terminator. You don't bite the
pin — marely waggle the stick and press the sleel strip lo fire. Strangely for such a gimmick it per-
forms reasonably well. It weighs in at an explosive £19.95

Biophysics

The humem bodys electrical capacitance
might not sound like a great basis for a
game conireller, but that didn't stop cm ugly
1ash of touch-sensitive devices cropping up
These varied from a conventional stick with
a capacitonce-operated fire button - the
merest brush of a fingertip unleashes a with-
ering hail of fire - to a fotally touch-operated
controller. Running yow finger over a
smooth pemel to generate the different direc-
tions mery sound interesting, but in practice
the lack of feel' sent such devices the scme
Wy as mearcury sticks

Thought Control

Even odder than biophysics were the bio-
feedback devices which, we were assured
all those years ago, would scon have the
games-playing public altaching electrodes
to their fingers and temples. The electiodes
were supposed to pick up changes in the
body's electrical characteristics and  tum
thern into joystick impulses. These changes
are normally dquite uhconscious but, the the-
ory ram, dafter a while you'd leam how to
mcke your sprite (or whatéver) do what you
want, effectively giving you thought conirol
over your games. In practice it didn't work et
all for most people, and never really got off
the ground

Analogue Control
Net a turkey ot all, this one, but a wonderful
idea that sadly lost the fight for industry sup-
port. The Atar joystick stomdeord we all take
for granted today is based on switches that
are either on or off. Theres no middle way
between centre and up or centre and left
eithar a direction s selected or it isn't,
Andlogue joysticks are based not on
switches but on wvariable resistors (alse
known as potentiometers or ‘pots). They dont
just tell the computer which way you've
moved the stick: they also tell it how big the
movement was. This makes them ideal for
flight simulators, and cpens up a lot of con-

trol possibilities for other games, But with a
very few exceptions - Acom, for example,
cnd the now defunc Dragon - home com-
puter monufacturers have opted for the Atori
standard instead

Ironically  encugh themselves
cffered two other types of analogue con-

Alari

FEATUR

troller - paddles and trackballs - with their 8-
bit micros, but these weren't too well support-
ed by software houses and arent available
for the 5T. The clesest thing to analogue
games confrol nowadeays is the mouse - and
that's another story altogether

Infra-red

How about a joystick you don't have to plug
into your micra? Ne mere tangled cables -
that's the promise of em infra-red joystick. You
just ploy your game by remcte control, like
youd chonge channels on a TV
Unfortunately, as with a TV contrel box, you
have to keep the stick pointed ot the receivear
all the time or the infrared control beam
won't be picked up. Youre bound to forget
this ot crucial moments and lose control of
the gome, making the whole exercise rather
pointless

Strain Sticks

Here's one you wen't find outside the hal
lowed circles of CAD (Compuer Aided
Design). Though the stick looks quite normal
at a glance, it is in foct completely solid: the
stick and base form o niged plece of metal
with no hinges or pivots of any kind. The
hemdle doesnt actuclly move bly when
you push it, but tiny strain gauges detect the
pressure and relay it to the oc
stuff for techno-snobs of course, b
of technology's a bit pricey for game:
the moment!

VL

STICK SWITCHES

The switches in a joystick
make a big difference to the
way it feels and performs.
There are four main types of
switch commonly used in
modern sticks:

Blister Switch

One contact is a small metal stud and the
other is a shallow, flexible dome arched over
it. When the stick or button presses down on
the switch, the metal dome pops in and
makes contact with the stud. Release the
pressure again and the dome pops back out,
breaking the contact. A very primitive kind of
switch found in older sticks like the
Quickshot Il the blister has an ugly feel to it
and is rather unresponsive. Still used some-
times for fire buttons.

Leaf Switch

Again, one contact is a small metal stud.
The other one's a strip of metal clamped at
one end. The slick bears against the free end
of this strip and bends it to make contact
with the stud. Leaf switches are very robust
and have a smooth action, but don't give the
postive click to them that players tend to
expecl nowadays.

=7

Direct Contact

The stick is pivoted where it enters the base,
and at its lower end has a metal contact.
Swing the stick to the right, the metal con-
tact on the other end swings left and bears
against a metal plate, ane of four surround-
ing the contact. This completes the circuit
directly, with no need for switches: in a
sense, the whaole stick is one big switch. The
principle has a few drawbacks - in particular
the completely dead action to it - but sticks
based on it make contact reliably and are
great for hitting those diagonals.

Microswitch
The magic word in joystick ads today, and
with some reason. A microswilch is a small
plastic box with a tiny, robust switch sealed
inside it. You can't get at the switch contacts
themselves: instead there's a small plastic
stud projecting from one end of the unit.
Press the stud in to make contact, and
release it to break the circuit again.
Microswitches are responsive, reliable,
they've got a good positive action and are a
must for most games. Drawbacks? Well,
diagonals can be very difficult to hit with a
microswitch-stick. The maost reliable method
for getting, say, top left is to push the stick
up and then slide it left so as to make con-
tact on both switches.
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Title Supplier Machine RRP Systema’ Title Supplier Machine RRP Systerns’
Barrowed Time Activision ST/Amiga 24.95 19.95 Wishbringer Infocom ST/Amiga 2995 495
Basketball Activision STIAmiga 495 19.95 Zark | Infocam 5TiAmiga 29.95 2495
Golf Activision Amiga 14.95 19.95 Zork I Infocam STiAmiga 1995 495
GFL Football Activision STiAmiga 2495 19.95 Zork il - Infocam STiAmiga 2995 2495
Hacker Activision STIAmiga 1495 19.95 Invsi-Clue Books Infecam MNiA 5.95 5.95
Hacker I1 Activision STiAmiga 1495 19.95 - Altair Infogrames 5T 19.95 16.95
Intern. Karate Activision 5T 19.95 16.95 Crafton & Xunk Infogrames ST 19.95 16.95
LCP Activision ST/Amiga 3495 1895 Eden Blues Infogrames 5T 19.95 16.95
Musie Studio Activision ST/ Amiga 3495 1835 Prohibitian Infogrames 5T 19.95 16.95
Portal Activision Amiga 3455 1895 TNT Infagrames 5T 19.95 16.95
Shanghal Activision STiAmaga 2495 19.95 McAdam Bumper Inforgrames 5T 19.95 16.95
Tass Times Activision ST/Amiga 24.95 19.95 Colourspace Llamasoft 5T 19.95 16,95
Demalition Anco Amiga 9.95 8.95 Ourcasy Mastertronic 5T 9.95 195
Karate King Anco STiAmiga 9.95 8.95 Minja Mission Mastertronic 5T 9.95 7.95
Space Battle Anco Amiga 9.95 895 Airball Microdeal 5T 1495 19.95
Emerald Mines Anco Amiga 9.95 895 Cards Micredeal 5T 19.95 16.95
Phakanx Anco Amiga 9.95 855 Galdrunner Microdeal STiAmiga 2495 19.95
Challenger Anco Amiga 9.95 B95 Jupiter Probe Microdeal ST/Amiga 1495 19.95
Cruncher Factory Anco Amiga 9.95 895 Karate Kid I Microdeal ST/Amiga 495 19.95
Tee-up Anca 5T 14.95 12.95 Silent Service Microprose STiAmiga 24.95 19.95
7 Cities Ariotasoft Amiga 19.95 14.95 Ultirma Il Micraprose ST/Amiga 2495 19.95
Archon Ariolasoft Amaga 19.95 14.95 Balance of Power Mirrorsaft STiAmiga 3995 3295
Archan Il Ariolasoft Amiga 19.95 1495 Defend. of Crown Mirrorsoft Amiga 1995 14.95
Adventure Const. Arinlasoft Amiga 19.95 4.95 Defa Vu Mirrorsaft Amiga 19.95 1495
Artic Fax Ariolasoft ST/ Amiga 995 2495 Sinbad Mirrorsoft Amiga 1995 2495
Marble Madness Ariolasoft Amiga 19.95 1495 S0l Mirrersoft ST/ Amiga 19.95 2495
One on Cne Ariolasoft Amiga 29.95 1495 Art Director Mirrarsaft ST 49.00 39.00
Instant Music Ariolasoft Amiga 19.95 2495 Film Director Mirrarsoft 5T 59.00 49.00
Skyfox Ariolasoft §TiAmiga 1995 2495 Fleet Street Mirrorsoft 5T 11500 95.00
Super Huey Arialasoft STiAmiga 19.95 16.95 Hades Mebula Neus 5T 19.95 16.95
Bridge Player P ST 19.95 16.95 Mercenary Comp. Mevagen 5T 2495 19.95
Chessmaster CP ST/Amiga 45.95 .95 Arkanoid Ocean 5T 14.95 11.95
Amiga Karate Eidersoft Amiga 19.95 16.95 Eagles’ MNest Pandora 5T TBC TBC
5T Karate Eidersoft 5T 19.95 16,95 Deep Space Psygnosis STiAmiga 3495 29.95
Pro-Sprite Eidersaft STiAmiga 39.95 3295 Arena | Brattacus Psygnosis ST/Amiga 3495 19.95
Pro-Sound Eidersoft 5T 5750 45.00 Barbarians Psygnasis STiAmiga 24.95 19.95
Ist Word + Electric 5T 79.95 6595 Sound Digitiser Robtek Amiga 49.95 3995
Q Ball English §T 19.95 1695 Hollywood Poker Robtek ST/Amiga 19.95 16,95
Jewels of Dark. Firebird ET/Amiga 19.95 16.95 Swooper Robtek ST/Amiga 19,95 16,95
The Pawn Firehird ST/Amiga 2495 19.95 Extensor Robtek ST/ Amiga 19.95 16,95
Guild of Thieves Firebird ST/Amiga 2455 19.95 Libarator Tynesoft 5T 12.95 9.95
The Golden Path Firebird 5T 19,95 16.95 Mausetrap Tynesalt ST 14.95 11,95
Silicon Dreams Firebird STIAmiga 19.95 1695 Plutos Tynesoft 5T 14,95 11.95
Searglider Firebird STiAmiga 14,95 19.95 Timeblast Tynesalft 5T 9.95 1.95
Typhoan Gremlin Graphics ST 2495 19.95 Leaderboard LIS Gold ST/Amiga 1495 19.95
Traliblazer Gremlin Graphics 5T 14.95 19.95 Tourn. Leader LS Gold ST/Amiga 9.95 B.95
Faerytale Haba Amiga 4995 39.95 Mean |8 US Gold ST/Amiga 995 2495
BallyHoo Infocom STiAmiga 2995 24.95 Merrocross U5 Gold 5T 495 19.95
Bureaucracy Infocom 5T/ Amiga 3495 19.95 Phantasie | LIS Gold 5T 2495 19.95
Curthroats Infacam STiAmiga 29.95 2495 Phantasie || US Gold 5T 1495 19.95
Deadline infacom STiAmiga 1995 14.95 Gauntlet U5 Geld 5T 495 2495
Enchanter Infacam ST/ Amiga 29.95 14.95 Hardball US Gald 5T 2495 19.95
Hitch Hiker Infocom ST/Amiga 29.95 2495 Autoduel US Gold 5T 495 19.95
Infidel Infocem ST/Amiga 19.95 1495 Roadrunmer LS Gald 5T 24.95 19.95
Leather Godess Infocom STiAmiga 19.95 2495 Roadwar 2000 US Gold STiAmiga 2495 19.95
Mind Forever Infocom STiAmiga 3495 1995 Colon. Conguest LS Gold 5T 24.95 19,95
Moonmist Infocom STiAmiga 995 2495 Ajrern. Reality LS Gold T 14,95 19.95
Planetfall Infocam STiAmiga 19.95 1495 Champ. Wresting US Gold 5T 1495 19.95
Seastalker Infocom STiAmiga 1995 2495 10ch Frame U5 Gold 5T 24.95 16,95
Sorcerer Infocom STiAmiga 29.95 24.95 Quest Probe US Gold ST 19.95 16.95
Spellbreaker Infocam STIAmiga 19.95 1495 Rogue Us Goid 5T 1495 19.95
Starcross Infocam STiAmiga 29.95 2495 Super Huey US Geld S§TiAmiga 19.95 17.95
Stationfall Infocom STiAmiga 1995 24,95 Submarine Sim, US Gold T 1495 19.95
Suspect Infocom STiAmiga 29.95 24,95 Temple Apshal US Gold STiAmiga 2495 19.95
Suspended Infocom STiAmiga 29.95 24,95 Warld Games U5 Gold STiAmiga 1495 19.95
Trinity Infocom ST/Amiga 3495 19.95 Winter Games U Gold STiAmiga 2495 19.95
VWitness Infecom 5T/ Amiga 2995 495
Piease make cheques payable to Systems Architects Led. We also accept Access and Visa, Prices subject ro availabilicy. _
VISA
01-549 3028 SR
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The rise of 16-bit micros
is causing a revolution in
games graphics, and solid
3D programs are in the
forefront of it. Andy 'I'm
no boffin — pass me that
slide-rule' Wilton explains
how the extra power of an
ST, an Amiga or even a
boring old PC clone can
be used to fill in shapes
which 8-bit machines
would have to leave as
'wire frames'.

B-bit versions of Hite , that wite frame grand-
daddy of them all, vary in speed cnd use of
colour, but for the most part you could easily
mistake any one formet for any other. On
the new PC vemsion due out soon from
Firebird however, you can choose between
wire frame and filled-in graphics. Choose
filled-in’, even on a humble Amstrad PC
and the farmiliar ships, astercids and space
siaiens move as smoothly as you could wish
for - but they're solid

PC Elite is the first 14-bat venture for Leeds
programming house Real Time, a firm thet
specialises in 3D graphics. It was Real Time's
3D Starstrike [T that storted the Hlled-graphics
ball rolling some two years ago on the
Spectrum and later the Amstrad, Neither of
these machines really had enough power for
all that area filling, cnd the results - though
very inpressive to look at - were cnly just
fast enough for the game to be playable

Both Starstrike I and the later Sfarfox
were Impressive enough to show that solid

SOLID

3D was worth pursuing, if only some way
could be found round the problem of speed
Firebirds Sentinel offered one answer - a
game format where movement is kept to a
minimum - but increasingly softweare houses
are tuming to the exira power of the 5T and
Amiga os the way forward: Gremilin's 3D
Galax (reviewed this issue) is
16-bit only, as is the forthcom-
ing Backlash, a game from
Mercenary publishers
Novagen

There's also o lot of activity
on the (as yet) chscure 32-hii
Acom  Archimedes,  with
Superior about to lounch the
new shootem-up Zarch. The
game’s amazing graphics are
already cousing quite a stir,
but thats nothing new for
author David Braben - he was
one of the programmers
responsible for the onginal BBC

STUFF

Elite. Expect another solid 3D game from
Superior later on this year, this time besed on
tank wartare. There's no title for it yet, but it's
said to be impressive stuff

Cwners of less exalted machines will just
have to drool over the speed and smoothness
of Zarch’s graphics for the time being, but ST
and Amiga versicns are
already under development
at Argoncut - the program-
ming team headed by Jez
San, cuthor of Raoinbirds
wire frame classic
Starglider. Asgongut are
also working en a filled
Starglider sequel due out
ecarly next yecr, though the
betting is that it wont be
called Starglider I

All of this is in sherp con-
trast to Incentive’s new solid
3D Freescope system, which
is firmly comed at the 8-bit
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machines. The emphasis in Freescape
games - such as the forthcoming Driller - will
be on exploration and puzzling rather than
shooting everything in sight. The graphics
shown here cre from demo programs, and
it's still not clear just how fast the finished

Wire Frame and Solid 3D
3D home computer games like Starglider or
Mercenary can trace their origins back 1o a
tomk warfare game called Battlezone. This
influential coin-op used a vector display to
create its bright, sharp straight-line graphics.

Vector displays are specitically designed
fo produce straight-lines. and are nomally
found only as part of purpose-built graphics
systerns. On your normal TV set, the image is
produced by a small beam of light thot
scans the screen line by line, starting at the
top lett hand comer of the display and work-
ing down, traversing the entire screen fifty
tirnes a second. With a vector display, how
ever, the beam is free to sweep in any direc-
tion so if the program wants to create a line
between any twe points, the bearn will do
precisely that There was a time when you
could pick up a small vector display arcade
machine calied the Vectrex for around
£50.00 - a borgain despite the lack of soft-
wiare for the machine

Home computers on the other hand nor-
mally use the ‘raster displerys of TVs or morni-
tors. These displays are made up of pixels -
tiny dots of colour - so the lines tend to be
rather jagged offairs, That didnt, however,
stop programmers imitating Batilezone's
graphics on home micros. Almest all true-
perspective 3D games since then have used
straight line graphics, despite the poor use
they make of the raster display’s real strong
point - solid areas of colour. Quite simply, ifs
much quicker to draw the outlines of shapes
them it s to fill them in

Even with the rise of the 5T cmd Amiga,
we'te unlikely to see ‘vector' graphics disap-
pear overnight. For one thing, large compa-
nies usually like to release games Qcross sev-
eral different machines simultcmecusly. Real
Tirne's latest project, Carrier Command, will
almost certainly not be converted to the Co4
- the ageing Commodore simply doesnt
have the power it would need

There e dlso arguments in favour of
straight line graphics even on machines
which are powerful enough for selid 3D, The
time saved by sticking with wire frame tech-
nicques could be used to give vehicles and
scenery more detail - a trade-off that might
prove popular once the initial dernand for
filled graphics is satistied.

Archimedes who?
If you've got a spare £800 knocking around,
you could buy o machine with no joystick
port and only one commercially available
game. Put that way, the Acormn Archimedes
doesnt sound an affractive proposition for
computer entertainment - so why e top
prograrmmers like David Braben cnd Jez San
putting so much effort into writing gomes for
it?

The answer is power. The 32-bit ARM
chip af the heart of the Archimedes offers

— =
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Stavstrike Il (Amstrad) from Firebird: Real Time's hrsi solid
1D game, and in its CPC version arguably still their best

Starfox (Amstrad) from Ariolasoft: Spectrum and
Amstrad versions, written by Real Time, were solid
30 - the CE4 conversion wasn't

undrecmnt-of power to move sprites, fill areas.
draw lines or do any of the other heavy duty
tasks a games machine has to handle - very,
very quickly. It's faster than the Armigas blit-
ter chip even at tasks the blitter was special-
ly designed for, and it leaves the 5T's speedy
68000 for dead.

If Acormn are planning a cheap ARM-
based home machine they're keeping it a
closely guarded secret, but don't worry - with
ST and Amiga conversions of Zarch already
under way, we com expect plenty of nice
spin-offs from all that Archimedes effor!! @
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Freescape
Manoeuvres

Incentive's Freescape system
is very impressive to walch.
You can move around a solid =
3D landscape and look in all

directions, including up and

down. This sequence ol shots

shows you approaching the

Thee ACE logo from o distance. Lets move in and take a
closel ook

(%

We're gelling there And on the way we weie
impressed by the spaad with which the aystem ran on
the Amstrad (lrom which these shols were taken)
Should be a corker on the V6-bil machines Lots hope
Ihe Qamess Bre 48 good as the graphics syslem

Etite (PC) hiopam Frrpdvied Approaching a space stalion - and it's solid!

| GAME_OVER'®

Once implemented in o game, you could climb up
inside that beg C and look up to see it curving down
above you This sort ol intaraction with the landscape
opens up more than jus! visual possibilities - the 3D
system provides the setting lor some 1cky puizles
and gameplay as well. Drillar could be the hirst game
where some of the objects you need are up on the
ceiking’

Elife (PC): You're dead! It's almas! worth getling kitled just to see your
ship disintegrating around you

= 1\
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MIDI MADE

JIMPLE

Part 2 of our course takes you
one step closer to making
music for yourself...

MIDI, as we discovered in the last issue,
aliows information to be exchanged byte-
by-byte in senial fashion between different
mstrurnents. Deta fiows out of a unit's MIDI
OUT pert and m to the unit through the MIDI
(went for it...) IN purt. Some units herve o MIDI
THRU port provided as well, which simply
gutputs a copy of the informertion received ot
the IN port - thereby providing a mecns of
densy-cheining'  instruments together (see
ltustration ovetleat)

But whot sort of mformotion 1s being
tremsmitted? Bad news for boffins, here, I
afrcad. The owiul truth is thot we are dealing
with strenght-forward musical information,
not non-maskable asynchronous peripheral
dnven miermupts, doctor. We're talking about
notes, start/stop commemnds, volume cnd 50
en So put away your Inmac RS232 Logic
cnalyser, heave a sigh of relief, and carry

an

Status information
You may remember from last month thet
MIDI data falls into two mon categories,

STATUS info and tHe DATA that mey follow
it. All status informetion is recognised by
having its seventh bit set, so it fcllows thedt
status bytes fall in the range 128-256. Not all
of these are actually used, however, but
youl] find a complete list of MIDI stertus mies-
chtrs in Table 2 over the page. The general
rule fo remember is that status bytes tell the
recelving instrument that it is going to have
get its act together and actually DO some-
thing, cnd deata bytes simply fill in the pic-
ture, as in status byte NOTE ON, followed by
deta byte MIDDLE C

If you lock at Table 2, you con sée that
fust about every kind of info about musical
performance is MiDlable

The only thing you may find puzziing
about the contents of this table, howevet, cre
since we
havent discussed these before. There cre four

the Channel Mode messages

different modes for MIDI opercation, and the
siguificcmee of these modes depends on
whether you're talking about a receiving or
tremsmiitting instrument, Check out Takle 1
beldw for more detcls

Next month we'll look at MIDI control
messages, but really there s precious little
else to tell you gbout MIDI theory The only
problems you're likely to encounter from now
on are those of jorgon and finanoe! Well do
our best to help you en both counts by

MUSIC

Polyglotted?

‘explamning techno-rmusic speak ot every
opporunity, and by reviewing products thort
fit your pursa. Obviocusly when you come to
putting it into practise with your own equip-
ment there may bs minor problems, and
that's why we'te setting up the ACE MIDI
Pemel of Experts. Youll find detdils of this in
the box elsewhere in this section. Further
informetion about MIDI possibilities con also
be found in the notes accomponying our
Mustration of a typical MIDI systern overleat

MIDI Channel Modes

Receiving Instrument

Transmitting Instrurnent

' Mode 1: Omni On/Poly
(sometimes called 'Omni
mode)

I Receives information on all channel and assigns it 1o

each voice in turm until thay have all been activated. If
more data comesan. It B elther ignored or else the synth
starts ogain at volce number 1, Useful for connecting
imatrumeants that nhawve been hord-wired fo fransmit or
recalve on ona channel only - moda 1 ensures that the a
twio instrumients will talk to each other. Soves you woiry-
Ing about channel assgnofion Datween hwo synihs,

Sands ol informaticn over o ‘basic channal’, which B
eftner assignabie or fiwed to channel 1

Mode 2: Omni Onch-no

Recelves Information on ol channels but assigns It o one
voice onlylf fhis means that the instrument 15
baing told to play more thon one note of a ime, it will
choose eithar the highast, the lowest, of the lost note
ﬁaﬂ. depending on the progrargming by e manu-
e t

Sends volce mMesiapes for one volce over 5 bosic
channe
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Putting it all together

Computer with MIDI interface

MIDI Controller Keyboard

A master keyboard can be a useful way of
controlling different instruments. Kawai's
M8000 - pictured opposite - boasts no less
than 4 MIDi OUTs and two [Ns, not lo men-
tion a host of other useful features.

MIDI Thru box
with one IN port and three OUT ports

p————
Mini Keyboard

g

Casio's CZ101 is a popular programmable
unit that comes into its own with MIDL

Sampler
The idea of digitally recarding real-|ife
sounds for reproduction across your key-
board or guitar strings, is now a practical
reality. Check out our look af budget sam-
pling next menth.

Expander

Also called "sound modules’, expanders are
simply the sound-generating circuitry of
ordinary synths, minus the keyboard. Con-
trolled via MIDI software, or another key-
board, they often have more voices and
other features than a synth costing twice as
much.

Drrurm unit

For those of us wha don't have a drummer in
the sitting room, this is the next best thing.
Pictured here, Cheetah's new MD8 digital
drum machine will set you back ondy £140,

MIDI status messages

1. Channel messages — data with a channel number in the range 0-15 occu-
pying the bit positions marked with a G below

Byte format No of data bytes lollowingDescription
1000CCCC 2 Note off

This code shuts off @ playeng note. the number of which & indicabed
by the first of the following data byles. and the velocity of release (eg. how guickly you &Rt
your finger off the key) by the second

1001CCCC 2 Note on

Turns on a note, the note number indicaled by the lirs! data byle and
the velocity (e.g. how guickly you depress a key) by the second. Note that you can use this
code with a velocity of 0 to indicate Mabe o

1010CCCC 2 Poly key pressure |(Aftertouch)

Indicales the pressure appled o each key depressed, as an individ
udl value for each note (for use with expensive keyboards that can respond 1o this infarma
tion)

1011CcCC 2 Control change

Dan't panich We'll be dealing with these next manth, For the moment,
suffice it to say thal thes code fransmils information relating 1o {oot switch controlars, motiu-
ignon wheals, and 50 on

i011ccce 2 Channel mode message

Changas the MIDI oparation mode — see table of mode cperalicns
an page 33 These are distinguished from Comrod Change messages above by having the
lirst clata Dyte s&t to & value betwsen 122 and 127,

1100CCCC 1 Program change

You're playing happily away on your synih using the special preset
sound ‘Rubber Harmrmers Hitting Metal Buckets Full of Hot Treacle’. which the manutaciurer
calls Yoice No. 26; Pang’ and you want fo change 1o 'Voice Mo, 14 Vielin' = this 5 the con-
trol code: you send to make the Synth Swap voices.

1101CCCC 1 Channel pressure (Aftertouch)
Charall pressure applied to the keyboard, as opposed o the pras-
sure applied fo individual notes (See polyphonic pressure above).

1110CCCC 2 Pitch wheel change
Many modern electronic metrurments incorporate a pitch bend leature
play a nate, turr the wheel, and hear the fraguancy of the note sithes nise er fall. The value
of the alterat:on 1o the pitch 5 ranslated inte 8 numerical measuremant, transmitted 1o the
synth by the fwo data bytes lollowing 1he status Dyte.

2. System messages

any number in range 0-127 System exclusive

The siatus byte alens 1he mnsirument that 1 is aboul to receive a
manufacturers exclusive message, and the first data byte containg the manufaciurer's 1D
code {sea last issue for an explanation of this). The string of data byles is terminated by a

11110000

new status byte. You canl. howevar, erminate a Sysex message with a Real-Time status
byte iwhich are specially desgned 1o inlewrupt data — s2e below), otharwise (he synith will
process the real-time message and then revert 10 System exchisive mode, expecting mare
data. | you'ne feeling really pedantic, you cam send an EOX {end of system exclusive) byte
— 588 balow

11110010 2 Song position pointer

Tha MIDI circuitry inchedes an internal regjsla.r {slorage sechon) Bat
halds the number of MIDI beats procassed since the start of a song. This message atters
thi contens of that register, allowing you to jump ta any position in the song. The two data
byles can confa:n any value batwesn 0 and 127, giving you 18129 (127 * 127) different
positions

11110011 1 Song select
The data byte contains the numbes of the song you wish 10 sedect
naturellement.

11110110 Tune request

You wan't be needing thes one, methinks. 1t's NOT a request for Auld
Lang Syne. but @ command 1o analogue synthesisers 10 tune thewr oscillators, You know it
makes sensa.,

11110111 0 End of System Exclusive
Mot realy needed, but some manufactirer's may hard-wire their
synihe to expect this at the end of thair Sysex routines, Probably bes! 10 use it just in case.

'
3. System real time messages. Those of you who were privileged 1o read last
manth's column will remember that these litile beauties can interrupt any flow
of dala or status bytes, tell the synth to adjust it's clock {or one of the other
operations outlined below) and then et it get on with what it was doing betore
the interruplion

11111000 0 Timing clock
Keeps everything in sync. by sendng 24 pulses for ewery croichet (or
quartar note i you're Amarican)

11111010 0 Start
On your marks, get set.

11111011 ] Continue
Er...carry on

11111100 Li] Stop

.- that awiul row!

11111110 0 Active sensing
Sends reguiar pulses to stop everyone faling asleep. Mot often
neaded, bul some synihe will expect to hear it and, if they don get one of thase al leas!

. Onca avery 300ms, they will switch off their voices and revert 1o defaull operation.

11111111 0 System reset
Aaaghgghg! You didrt.,.! To be used with caution — if ever.

=0
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Both the expander and the drum ung
have theua own scund cutput lines, whict
you can put through your cmp or hi-fi sys
tern. And of course meost poriable synths
have thelr own loudspecakers, os
here
This system would enable you to ente
ote cnd other playing porameters from the
ar i o the ¢ uters
ore, or 1o Compose Qirectly
Ter Usihg o sui GIam
data could then be ut to the
expander, drum machine and other MIDI
rate the sound Mot very satis
what you redlly want
) 15 control the exponder from the mas

left shows o thearstic

ter keybocrd directly. If the computer's MIDI
interfoce had o THRU port, you could run
the output from that to the exponder or
you could connect the master keyboord fo
the expander directly . or

The point here 15 that actually setting up
MIDI equipment takes a little thought and
depends very much on what you actually
want the system to do. Do you want to use
your computer and softwere o o digital

t0ol? Or coe you simply intere
ing several instruments simult
for that FATTER sound?

re, which you will en
ageain. They are
ry MIDI problem

solution. an

=re shall

there shail

ssues we shall
lock ot gadgets thet will make hooking up
your system that much easier. In the mean-
time, why net grab o paper and pencil and
sketch out your fantasy MIDI set-up. A small
token prize to the reader (if ony) who sub
one amusing enough to be printed on

Making
right co

» of the professionals, but
of us? Help is at hond in th
foorly mmexpensive hordwore-soft
packages from a variety of UK and US
memufacturers

SPECTRUM
There coe two main contenders for the Spec
frum ow - the XRI ond Cheetah inter
faces. While the Spectrum Plus 2 has a form
of MIDI built-in, it's incorporated into the Tele-

Y. 50115 DIE
a MIDI CUT
never be abl
keyboard into the comput

were ghle

U s0c

Mo such limaotcrtiorn
the Cheetah MIDI

1 THRU. and

sed  softwore

f music

usic recl-time’ as

stomy 1 f in step time" note by nole on the
dec. Syndromic Music cor o]
I A and sof The resuiting dota com be cssigned t

xteen availabie MIDI charnel:

= Sl

any of the

nections...

This means you!

If you're entering the world of elec-
tronic music, there's nothing more
helpful than having someone by your
side to give you good, down-to-earth
practical advice. We're looking for
people who can do just that.

If you want to earn yourself a rep-
utation, some extra pennies, and the
chance of previewing some of the
newest kit - and reckon you've the
knowledge and experience to answer
other readers’ problems, why not
apply to join our MIDI Panel of
Experts? You don't have to be Shake-
speare, but you should be able to
spell cintheseiza correctly and have
experience of using home keyboards,
synths, and other MIDI kit. Let's hear
from you...Write to Steve Cooke, ACE,
4 Queen Street, BATH, BA1 1EJ with
details of yourself and your interests —
and hurry! We want you for Issue 3!

chine
£49.95 this unit is an excellent fust step for
Spectrum owners
XRI's Micon MIDI 1
£49495 but it has a be
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MIDI IN. ©UT, THRU and sync IN cnd OUT
The synic line follows o standerd established
by Roland and operates on a baosis of 24
pulses per quarter note. There's an excellent
range of scftwere avedlable for the X1 mter-
face - 1ecltime and steplime sequencers,
Casio CZ and Yamaha DX voice program
editors, and o MIDI database which stores
patches from cny MIDI synith

T 5 us to the peint that softwre
desigmed for one MIDI interface will not nec
esscrily work on another; MIDI my be o stan-
dard, but its implementation on horme micres
depends very much on the whims of the
hardwane designers. 5o make sure thet your
hardware end software get along together
before buying

An unusual alternative to the above two
packages is the RAM Music Machine, which
includes g MIDI mmterface, sound sampler
and sequencer all in one package for
£49 95, Inevitably in cramming «ll these
functions into the unit some versatility is sac-

COMMODORE 64

After the Atam 5T, the second best micto for
musical purposes 1s the Commodore &4, It
standard disk dnve, relatively high memory
and selecticn of interface ports make it a
good budget system. Most 64 MIDI interfaces
plug into the cartridge port and include IN,
OUT, and THRU sockets

The cheapest is the Datel ot £2499
which supports most softweare from Jelling-
henas, 5eil, omd C-Lab, as well as the useful
Rainbiad Advanced Music System. The Datel
teatures the three MIDI socksts, plus a
Reland sync, on trailing leads

One excellent option is the C-Lab inter-
face with bullt-in Supertracks softwre, Just
plug in and youre ready to go. Of course
you still need a disk drive to store your music
deorta

A huge ronge of Commodore 64 MIDI
packages is avalable from the Amercom
company Passport. Unfortunately, to use
them you need the £110 Passport interface
{nothing else will work). This is a pity since
its nc more complex then the Datel, and
since the software packages themselves
arent cheap, the whole deal works out forly
expensively

Also available at around £99 from many
music shops, thoug officially discontinued, is
the Sell interface This is a large blue box
with a cartridge port connector on a ribbon
cable. It has the usual MIDI IN, THRU and
sync, but usefully it fectures three MIDI OUTs
Obviously this is handy if you have several
MIDI synths cnd dont hove a MIDI switch
baoy e shown in our illustration on page 34

AMSTRAD

There are two cheices of interface for the
Amstrad CPC micros. Mony Amstrad ownerts
will hove seen the notorious Mike Beecher of
ElectroMusic Reseqych +demonstroting  his
wares at theé PCW cnd Amstrad shows EMR
produce a whole series of units and software
covering the Amstrad CPC, MSX, BBC, Spec-
trum cand other &-bit machines. They also
provide o wide selection of software, both
sequencers and patch editors. We'll be look-

ng ot their products in more detall tnh a
future issue

Alematives for the Amstrad CPC and
PCW micres are available from DHCP, whose
ramnge includes interfaces for both machines
sequencers, and patch editors for obvious
synths like the Casio CZs as well as less com-
mone ones like the Korg DW senies

ATARI 8-BIT

Apart from the 5T, eight bit machines such as
the 400, 800, and XL series coent left out
either. There's an excellent system available
from Tweo-Bit. the MIDI mester comprising a
connecting cable interface ond o wide
range of disk sottware — including eight track
segquencers and sound editors for the Casio
CZ and Yomaha DX synths

BBC
Best known for the BBC is the UMI series, a
very professional set-up starting with the 2B,
a5 used by performers such as Bldmemange
and Vince Clarke, A cheaper version, the 35,
hos just come out at around £195. This
includes software on EPROMS, and the herd-
ware featuring MIDI IN, two QUTs, clock
in/out, sync out, and start/stop footswitch
sockets
EMR ailso do a BEC interface, quite a bit
cheaper tham the UMI system but with less
facilities

PC / MACINTOSH / AMIGA

Best bet for PC compatible owners is Passport
once agetn - high specs but high prices to go
with them. An interface for your FC compoati-
ble will cost you £245 and a softwcne pack-
age such as Master Tracks PC another £299
Hordly o bargain when you could buy a
whele Atfari 5T for less

Youre 1n a similar position if you own a
Maocintosh. Sonus' MacFace has two INs, sic
OUT/THRUs and data transmission LEDs cncd

Next month...
...we check out Budget Sampling - can
Rover's digitised woof put bite into Bach?
And can you afford to feed Rover after
you've bought the kit? A full featured arti-
cle on what sampling is, how to do it, what
it produces, and how much it costs...

PLUS...

- Roland's MT32 sound module - LA Syn-
thesis for under £500

we start a long-term exploration of
the techniques behind sound cre-
ation. Discover the hidden meaning of
FM synthesis, altack, PCM, and other
mysterious terms, all explained so clearly
that even a cow-bell could understand
them

works with software from OpCode, Mark of
the Unicomn, and Intelligent Music packages
- as well as Sonus’ own, of course, UK prices
have yet fo cmnounced, but expect them to
reflect the cost of the Mac this side of the
pond.

Amiga owners can pick up interfaces for
as little as 4995 Supersoft s distributing
the Skyles Electric Works interface ot just that
price, fecturing one IN, two OUTs, and one
THRU socket Pity, however, that there's no
decent music software for the Amiga just yet

Its clecr then that practically every
micro on the UK market has a meatching
MIDI interface which allows it to become
part of a music systern that five years ago
would have cost tens of thousands of
pounds. Actually producing goeod music is
down to you and your software packages
wertch this space!

Mark Jenkins

Master Keyboard — Mini Price

Cheatah are really attacking the budget end of the MIDI market this autumn with & whele range of equipment, mest of which
was previewed al this year's British Music Fair. Shown here is the MK5II MIDI master keyboard which features 61 full-size
keys, fully polyphonic operation, pitch bend wheel, 128 patch facility, octave switch and other goodies for only £188.95. The
product is sfill in protatype form, but |s expected to roll of the production line as you read this. We'll be covering this unit, and

comparing il with others, in a fullure issue.

= <SS




Preview The Future!
PROIJECT:STEALTH FIGHTER
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Stealth Fighter...the hottesttopic of conversationin aviation PROJECT: STEALTH FIGHTER. Another brillant simqlation
circles today. Space Age technology and engineering make from MicroProse. Available for the Commodore 64/128K.
these aircraft virtually undetectable by enemy radar. Cassette £14.95. Disk £19.95.

Stealth Fighters are believed to be in operation, flying the = SRR N
ARE
a w

most sensitive missions, flown by a superior class of pilot.You H =

can experience that thrill of flying a revolutionary aircraft, g —4
previewing the edge of the future. - -
SIMULATION L SOFTWARE

Please send _________ copy/ies of Project: Stealth Fighter CBM 64/128 [] Cassette £14.95 [] Disk £19.95 [] Further details.
Name (blockcapitals) —___ Address

Post Code

lenclose £~ including 55p P+P. Cheques payable to MicroProse Software Ltd.

or debit my Access/Visacard.Expirydate____ No.!
MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL8 8DA. UK. Tel: (0666) 54326.TIx: 43422 MPS/UKG.
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TIME SCANNER

Sega
20p per game

What really makes a game of pinball fun is
the ability to nudge the table in an atternpt
te keep your ball in play. You need feeling
to play pinball. Video pinball, unfortunately,
never managed to convey that important
physical aspect of the game and conse-
guently left you feeling cold

All that has now changed with the
advent of Sega’s Time Scanner, a video pin-
ball game thet allows you to manhondle the
machine in an attempt to keep your ball
rolling. Flipper controls are situated either
side of a central control box - looks a little
like a jozzy shoe box - and it's this you hang
onto as if it were the bottorn of the pin table,
By shifting this box left-right or up-down you
effectively move the whole screen display
separately from the ball For example, on
nomal pin tables if the ball manages to get
stuck behind something then nudging the
machine will send the ball slowly rolling fo
one side before it continues its descent down

LI I
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The battom of the volcano ball has just slipped
through the ﬂwﬂ%mnyl

the table The scme effect s possible with
Time Scanner, by shifting the box - and
therefore the screen - a trapped ball will
slowly roll to one side before travelling
toward your flippers.

The snappy control unit which you usa to till the screen.
Flipper buttons are on the side.

The game provides you with various
stages, each of which is like a separate pin
fable. First is the volcono stage which - like
all the others - is divided into two screen-
sized sections. You fire your ball up the side
track and using the flippers try to amass as
momy  points possible  before  you
inevitably let the ball slip between your flip-
pers. As the ball disappecns off the bottom,
the screen scrolls upwerds to reveal a differ-
ent arrangement of bumpers and tokens. By

Having mdhmhﬂmhuﬁ you're now on the
top the Saqgara stage

=580

High-speed motorway madness and time-trav-
elling pinball are what's happening down in
the arcades. Cub reporter Andy Smith reports
from the coin-ops, where he's been zapping
road-hogs out of his way in Road Blaster and
bashing his flippers like a manic penguin in
the video pinball game Time Scanner.

Thehpm«lflnnfﬂn nm?“uo.mmmﬂhl:‘m
another stage (if you can
WW y your

sending your ball down the comect chute the
letters of the word VOLCANO light up. Get
all the letters and you'll have completed that
stage of the game; but lose your ball here
and it's lost for good

Once more it's out of the time tunnel and on to the top sec-
tion of the ruins stage. The ‘collect ball’ hole is what you

aim for once you've completed the stage.
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But you don't necessarly have to com-
plete the stage to move onto cmother; if your
ball lands in a ‘time tunnel' you will be pre-
sented with one of the other stages - either
the ‘ruins' stage or the Egypltion ‘saoggoro’
stage. Your mission is to complete each
stage, bul each one must be complated dif-

ferently. f you monoge to complete the
three stages you're presented with the 'spe-
cial stage.

Sega have managed fo bring to life the
feel of several pin tables in one upright cabi-
net (suitably tilted menitor) and the graphics
and especially sound are superb. There's

ARCADE

nothing like the crack of a metal pinball hit-
ting the glass toble top of a pinball machine,
but Sega have managed to come extremely
close, If you're a pinball fan who thinks thet
carcade games never last long enough to get
your money's worth then play Time Scanner
and think agein.

ROAD
BLASTER
?;:r;or 2 games

Housed in a huge wedge-shaped cabinet,
this sit-down shoot‘'em-up puls power at
your feet and death at your fingertips. Once
you've clambered into the cabinet your mis-
sion is to drive a car through several stages
ol scrolling roads in a style somewhat remi-
niscent of Out Run.

Your controls consist of an accelerator
pedal and a steering wheel. Two fire buttons
are situated on the front of the wheel and
two on the top. Using the buttons you must
shoot all the other road users with your front-
finng connon. Sometimes a green or red ball
will appecr from an exploding car and con-
tinue to race along the rocad; catch it and
you get extra fuel. As you only have a limit-
ed amount of fuel - ineluding your reserve
tank - grabbing these balls is essential. Run
out of fuel and you run out of game.

Of course there are loads of other cars
that get in yowr way (the game does bea
some resemblonce fo ‘real’ life) and it's fon
easier 1o shoot these than avoid them
Motorbikes also make on appearcnce lkater
in the game and again your cannon is the
best way to despatch them. Some cars are
herder to destroy, particularly ‘the purple
armout-pleted roadsters that crop up now
nd again.

Hitting these with your cannon results in
a metalic ping but nothing else - the only
way 1o despateh this type of car is to gain
some extra wedpons., Some way into the

stage a jet flies over the roadway and releas-
£5 N eXira wedapon; steer your car properly
and the weapon will land on your roof. The
exira weapons vary and include a Nitrous
Oxide bumer which sends your car hurtling
at a fontastic rate through the stage in true
Mad Max fashion (if the car had wings it'd
beat Concorde; the impression of speed is
incredible. ) Other extra weapons include a
U.Z. connon which fires at a much increased
rate, and smart bombs which  will lqunch
themselves ahead of you and explode in the
distance; when you reach the explosion any
surrounding cars are just glowing shadows
that pose no problerns at all

Level Six - having
pursuit of 8 bonus fuel

Roadside obstacles vary from lamposts to
gun emplacements thert keep up a barage of
cross fire through which you must pass
unscathed. Crash or get shot and you restart
on the road from the same position, but with
a little less fuel Survive to the end of the
stage and you start on the next and shightly
horder one.

Road Blaster sports stunning graphics
with the backgrounds changing for each

avoided the mine you're hot in

= it

Level - the other cars are just a ﬂumm
mﬂm :on ﬂ the special weapon that the jet above
stage. Desert scenery gives way to forest
which in tum gives way to cityscapes etc.
Sound is equally impressive; the screech of
rubber on tarmac as you pull away on your
rear wheels at the start is frighteningly realis-
tic, as are the machine gun effects and
explosions.

For sheer speed and exhilorating action
Road Blaster is a winner; it makes Death
Race 2000 iook positively harmiess.
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winner or

The ACE Questionnaire
probes the depths of your
games-playing soul

What sets the games
champions apart from
the also-rans? How can
you tell if you're a win-
ner or a loser in the
great game of life?

asy - just complete
ACE's probing ques-
tionnaire and you'll get
a profile of your game
playin status and
potential

How to do it

Just select the answer you think is
correct from each question and
write them down on a piece of
paper. On the last page of this
questionnaire you'll find the right
answers, along with the scores. A
rating is given for each section, as
well as an overall assessment.

You've got to be involved in the whole culture of games
to get anywhere at all. This section checks out your back-
ground knowledge, savoir-faire and style.

1. Which of these photos shows the right way to hold a joystick?

=B O I
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Wimp?

2. Which of these bald gentlemen
would like you all to buy a 1&-bit
computer?

3. Wandering programmmer Tony
Crowther has not worked for which
of the following softwcre houses

Personality Profile

If you haven't got the right
stuff you're going to find it
real hard to live with the
games go-getters. This
psycho-profile will reveal
whether you have the dedi-
cation, stamina and moti-
vation you'll need to make
it to the top.

1. You're just about to clock up a
personcl best on Arkanoid when
you're told a policemen is at the
door to ask you about the £100,000
missing from the firm's Christrnas
Clul (of which you are secretary)
Do you

a) Pull the plugs and face the
music?

b) Calmly finish the game

c) Press fire and shout ‘Come in
and get me, copper!’

2. It's Friday afternoon and you've
got just £1 99 1n your pocket Do
You

a) Buy 1/3 of a share in BP?

b) Buy a bottle of brown ale and 10
Woodbines

c) Get the latest budget hit

3. It's 2 am. in the moming and
you are on the bnnk of solving for
the first ime The Hitchhikers Guide
to the Galaxy. Your nearest cnd

decarest shouts in your ear Tt's time
to go to bed. Now! Do you reply
a) Yes, nearest and dearest one. I'll
put the cat out and be right up.

b) You must be joking.

c) Nothing

4. On o Concorde flight to New
York the pilot, co-pilot and naviga-
tor, hdstesses and that man who
wais obviously an off- duty flier all
collapse at the same time. Do you

a) Stand up and calmly announce
Il take over — I've played Flight
Simulator.

b) Stand up and calmly announce
'l take over - I've played
Starglider'

c) Panic

5. When you meet cn alien do you

a) Zap first and ask questions later
b) Take it to your leader
c) Read the instructions

6. Encountering a new machine in
the crcades do you

a) Hang around for a few minutes
and see what the punters make of it
b) Instantly convert all your cash
into 10p pieces and feed the
machine

c) Decide to have a nice quiet game
of Frogger instead

<R W

4. Bouncing ball games coe very
necaly a dime a dozen these days -
and most of themn seem 1o be by
Gremlin. But which of the following
is not o Gremlin game”?

5. Shaggy pregrammer Jeff Minter
has featured o veritable mengerie
in his games over the yecrs. Which
of the following creatures has he not
given starnng role to?

6. Hete are two photographs of a
games player, one of them tcken
before cnd one of them after he
started reading ACE. Which one 15
before?
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Psycho Quotient

In some games you need a mean streak to suc-
ceed. This test shows whether you've got it — and
at the same time reveals what the inner you is
really like

Look carefully at this ink-blot What do you see in it?

a) A cute and lovable creature from
Alpha Centauri which you would
dearly like to keep for a pet.

b) A disgusting bug which has fallen
out of a tramp's beard.

c) A highly dangerous Alpha
Centaurian mutant which must be
destroyed at all costs before it reach-
es the core of the reactor and

¢ initiates meltdown, so causing the

. demise of civilization as we know it.

Problems, problems...

Time was when all you needed was the brain power of a
chimp to play computer games, but increasingly we are
being expected to think. Some of us have trouble with
this, so here are a couple of puzzlesome problems to see
if you've got the necessary grey matter.

1. Here's a wee problem
from Boulderdash
clone Skulldiggery
{reviewed on page 62
iof this issue). How do
you get all the dia
monds?
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2, In the classic
gemme shown here
should you
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BaANBEEss
a) Move left

b) Move right
c) Stay still
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THIS TIME I'LL TAKE MY
TALENTS TO THE
PROFESSIONALS.

MY LAST GAME 6OT NOWHERE
BUT | JUST KNOW IT WAS
600D ENOUGH.

L=/

SOME TIME LATER ...

7 N7 4

BUIF!RSrmEm’T IFyou haven't heard of Ocean then you're probably not the

person we're looking for, (unless you've been living on another planet, in which case we'd be delighted
to meet you) :
Ocean Software is sold worldwide and it's producing maximum sales revenue, That means a lot of
maoney for someone. That someone could be you!

/Sa" HWW mu HHSUEE UP? / We're looking for people who want to make their

names in program coding - graphic/games design—music and other related computer skills
If you hawe experience in the Software Industry all the better-it's a distinct advantage. |deally, we'd

Ik you to work wath us hiere, where we can give you the training support, equipment and advice -
that will help you grow but, if you insist, you can work on a freelance basis (providing you are ,:.‘_" =
good enough) ’-,;f_\l
And talking about freelance, we're- always looking for finished software to market successfully J'\{I‘l : e
and we can translate ongimal programs into every relevant micro format. And because we are iy \‘,:-J‘
ane of the I.J!g_{.{ﬂsi. w:”ulrl'::,uflrgl."rf't ::,!Il..lfl.?”u'”l‘}—l! whichewer way y 1all |:|;Ir|;z|1'. \1“?:?
purchase, flat fees, rovalties, payments in advance - it your work is good enough, the sky’s the PR
limit - remember, we work and p.;hinh n both 8 and 16 bit erwironments - worldwide - so no I."ka:
project is too large (or too smiall) for us to make the mast of its pdtentjal &

L)

/AEE mﬂ Hooxfp? l Then contact us today telex, fax or letter We promise we'll

treat your correspondence in total confidence We're waiting tor you to byte (sorry about that)

Garry Bracey, Telephone: 061-832 6633
Software Manager, Telex: 669977 OCEANS G
Ocean Software Limited, Fax No. 061-834 0650

6 Central Street,

Manchester M2 5NS

oI
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SPECTRUM RRPF OUR SPECTRUM RRPF OQUR COMMODORE 84/118 CASS DISK COMMODORE $4/178 CASS DISK ATARIST RRPF OUR AMSTRADPCISIL RRF OUR
Srarpader I F-15Eagle ... 995 7.15 Sargider .. 1195 1495 Deathscape 725 1135 Defof Crown 495 1995 Winer Gamei 1995 1695
Space Hareie 550 Trap Do 795 550 Leaderbesed 725 1195 Sanvieal 725 1155 Guild Thiewes ... 1455 595 Sumener Games (1) 19.95 695
Barbaran 5 15 Hydrakos T95 550 AMbens 735 11.95 Bigd B95 1195 Side Walk 19.95 1595 Pistop (1) P95 1695
Head over Heels PES E5O Trantor 859 £95 LauMinp 725 1195 Gobots 725 1195 Guild of Thieves 4595 1955 DDewn 1495 2295
Endure Bacer 585 718 SeldaMill 995 725  Trival Pursuit 1155 1495 Sgma? 695 M/A  The Paan. 2495 199%  Silene Service 1995 1895
Flie 995 750 Levisthan 7.95 550 Paperhoy 550 1295  Living Duplights 125 1195 Slem Service 2495 1999 Subbasthe sim T 1995
Fagerboy 795 550 Herdball B95 599 Sear Foo 750 1195 AwfMomy 795 1195 Knight Ore 1995 1595 Destroyer 5 1793
Be-wgade 785 550 Centuriom E¥ 650 Tramor 715 1195  Great Eicape . &%5- 1195 Schbare 499 1997  Leaderboard — L AL
B ron op %55 895 DuwrelhBig4 995 735 Acell 718 1195 Samurs Tricgy 725 1195 TaiPan 995 1595 Guald of Thieves — 2495 1995
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e 795 550 Silent Service 995 715 SppWipr)d 95 1198 Tak B50 1095 Adaneid ... 1455 1195 on che Wind 1495 1955
Arkanaid #7958 550 Aliers 999 725 Flunky 725 195 Saar Gansa T35 095 Exghes Men 1495 1995 Balance of Power 1495 1995
Leaderboard 5% 734 Footballer Yr 755 550 Eice 750 1495 FreeSuard 795 1095 Gauntles 495 1998 Orbrer 1995 1495
Ko O 1455 1195 Seardew B9 450 Keaght Orc 1055 1195  Ghest & Goblis 695 1195 Ghose + Gobs 2495 1995 F-16 Falcon 195 2495
Trowa Furiud 1495 1195 Gun Runner 795 550 Clasxi One B55 1195 Winball T.15 1155 Rosd Runner 2495 17995 Space Max WA M
Groan B Gob TR 550 jJack Mippll 79% 550 ComOp B55 1095 Sutlatile Mk 1195 Balance Pawes 2995 3495 Pmon Chen 495 1795
Tra (Elne: 715 Ml Monty 799 550 Pirases 1195 1895 W Lesderboard 725 1195 FlighaSm1... 4995 4495  Trw Pursst 2455 1995
B |ach 1 Ay Moy 795 550 Barbarun 715 1195 Sienc Service 750 1195 (FULL INFOCOM RANGE BN STOCK PLEASE RING FOR DETAILS)
Eapicn Rebel 995715 Trm 115 109F Adrojet 725 1155 (1517 BLSINESS PRODUCT ALSO M STOCK RING FOR
2 Micronmt | 795 550 Gaundet TI5 1195 Hesd over Heels £95 1195 FULLLIST & PRICE]
Sl Lip A Co 999 715 SoldatM] 695 1095 |k Ngpll T8 1195  AMSTRAD 4120484 CASS DISK  ATARI 800 CASS DISK
Super Soccer 795 550 Roud Rumner 725 1158 TwPam 725 1195 Mini Office 1 100 1495 Gauntiet 735 1195
Eagles Mest 995 715 EpyxEpas 725 11.5% Game Cver 715 1195 Trvial Pursst %5 189 Tomahawk TI% 1195
Faicon 995 719~ Caxch 1} 135 1195 SoldaMilliond T35 1195 Solds Milion 3 775 1095  Siwnc Servic T50 1195
Hybsr iy 899 695 Pewgade 95 1195 i Pak T8 1095  ploerboy 895 1195 Footbal Man 75 WA
Mask 799 550 Ace 725 1095  Konswi Cain Op 725 1155 Trantor T8 1095 Incer Karate 550 1095
Bubble Bobhie T8 550 Super Cylce T95 550 Megi Apodalypia 715 1195 Ewoion T8 11R5 Agrs jat 725 1095 Pole Position 125 NiA
Game Cleer T#5 550 Liwing Daylighcs 995 718 Pumies g 1155 1595  Parte Sheps 725 1195 Slag Servica 75 1095  The Pawn MiA 165%
Deeatrith § 7¥ 550 Zyeap 7.95 550 Frowe Framad Cart 3395  Gueahip 095 1495 Sorglider 1195 1695 Spithre 40 735 1155
995 725 Shockway Rider 7.95 550 Ewper Cart Wik T595 Desiroyer MUA 1095 Tenial Purgac (PCW) 1695 Trival Pursat 1195 795
3 Gauntler 8595 725 Dhemh or Glory T35 11 Calafornia Games T8 1195 Hegd Over Heets ... 635 1100 Super Huey 715 1195
550 Shadow Mordor 795 550 Contunos 735 1155 Quedex TS 1195 Army Moves . B35 1195 Leaderboard TI5 1185
Slap Fighe 795 550 SlapFighe T15 1195 Merwiis 695 1095 Eunlon £50 | 195 Football Year 725 1195
Game Dwar 7895 550 ThePawn Mk 1695 Eaee Hit Pak B35 1095 Sparghder (POW) A 995 Spin Diezzy .. 715 1198
50 Bubble B99 725 Elne# Pak T4 1195  Side 'Wiae 695 119 Gayncim =i 715 1195 Hardball 735 11.9%
0 Last Minjs 995 715 Aranod &95 1195 Death Wha 1 725 1195 Shadewn Mosdar £95 1195 TaiPan 550 1195
Rygar 899 695 Bobble Bubble 95 1195 Graph Ad Cra 1795 T1%5  Phan i (POW) Nid 1095 Winter Dtympic 630 1095
Deathscige B9 450 Defender Crown Bk 1195 WrdimParsdeaid 695 NA  abgiar 595 1195 Figho Migh A5 1095
Hgh Sogma 7 7H5 LED  Army Mowes TI8 1195 Mymeryol Nike 550 1195 fack Mipp LTS 1195 Seeip Paker 150 Wik
Elite & Pik Sarviver B9 650 Typnups TI5 1195 Gl of Treeves MA 1595 Baecle Ships £95 1195 Minja 150 Mk
Samurai Trilm 15 Gobots B99 650 Shadow Mordor TIE 1195  Jewsls Darkneid 195 1595 Rig Four 95 1195 Tawwoe 195 155
| P&P Inc. Overseas Orders Please add £1.00p per tape Mail Order only.
Cheques/post (Sterling only please) Made Payable to

CUT PRICE SOFTWARE LTD
UNIT 6, STORT HOUSE, RIVERWAY, HARLOW, ESSEX CM20 2DW
Telephone (0279 31956) or (24433)

From KJC Games, Britain's leading PBM CO
AN OFFER YOU CAN'T REFUSE!

ABSOLUTELY FREE

TRY A FREE TRIAL IN THE WORLD’S MOST
POPULAR PLAY-BY-MAIL GAME.

All you need to do is send us your name and address and we'll send you a
rulebook, start position in a new game, and credit for your first two
moves. If you enjoy the game, and we think you will, you can continue
playing It's a Crime! for the incredibly low price of only 75p a turn.

| YORK COMPUTER CENTRE

THE SPECIALIST IN YORKSHIRE

£245
£129
£476
£125
£149

£99

£99

Atari ST's from

Atari 130XE

Commodore Amigas (with voucher)
Commodore 64 from

Spectrum +2

Sega Master Console

Nintendo Games Console

THE SETTING

The game is set in New York City in the late 1990's. You role-play the
part of a gangleader who controls a group of misguided youths, The city l
has severley deteriorated. The brave citizens who remain are now in a life
and death struggle with the ever increasing number of drug-crazed street
gangs. The New York Police Department is severley undermanned.

* % K

Plus a very wide range of programs for all the
above machines at discount prices.

Your main goal is to become a very powerful gang. This is measured by
building your gang's turf into one of the largest and by becoming one of
the richest, toughest, and most notorious gangs in the city. This will allow
you to enter the MOB, and maybe later, become the Godfather.

* Kk ¥

Also disc drives, monitors, printers, joysticks,
books, blank tapes and discs all at competitive

; On a typical turn you could send your Pros, Punks and "Cruits out to take
prices.

aver a couple of city blocks and ambush an enemy gang, rob or firebomb a
building, buy and sell drugs, have yourselves a party, terrorize the
residents, and much more.

SEND YOUR NAME AND ADDRESS TODAY FOR YOUR
FREE TRIAL OF IT'S A CRIME! THE WORLD'S MOST
POPULAR PLAY-BY-MAIL.

Please call for details on 0904 641862 or
visit our shop in the centre of York

WRITE TO:

9 Davygate

Arcade, Davygate, York

0904 641862 KJC GAMES,

PO BOX ||, CLEVELEYS, BLACKPOOL, LANCS FY5 2UL

A

——




SCREEN TEST

SCREEN TEST
INDEX

46 ANARCHY Rack It
47 HOW TO BE A COMPLETE

BASTARD V
50 MOEBIUS Microprose

52 RED L.E.D.

54 SUPER SPRINT / ASIOT

55 CHUCK YEAGER ronic Arts
56 ACE2 Cc ©

57 CHAMPIONSHIP WATER-SKIING
nfogrames

58 3D GALA :milin

59 OUT RUN
61 PLEXAR I\ it
62 SKULLDIGGERY I
The PIC chart explained 65 HYSTERIA 5
A new systm takes a bit of getting used to, so we've cooked up some ratings for a fictional 66 WATER POLO ¢
game, Standard Issue Serolling Con-Op Conversion fo help you along. You know the kind 66 COMICS Ac

of thing: good scrolling, fast and noisy action, picking up extra weapons. Now check out

67 ON THE TILES
the ACE treatment this game gets

&7 BLAZER M

68 DEATHSTRIK

68 X15 Activis

69 MOONSTRIKE

73 REVENGE 2 1

73 SUNBURST Rack It

74 VERSION UPDATES

76 RAPID FIRE Mastertronic
76 DRAUGHTS GENIUS Rc
76 OCEAN CONQUEROR [Rc

ED INTEREST CURVE, or PIC for
look will give an instant idea of the
estion. The higher the curve, the
attention the game holds at any
top of the box means total
hile the bottom means complete
erence. In our fictional shoot-
se graphics mean you'll be
after a minute. You're even
pur, thanks to those nice
ration at those sudden
e edge off this by the end
after a week the lack of
pow as well. By a month
everything the game
new challenge, but the
phics mean you'll still
ally in a year's time.

AUDIO: How dd
in-game effects
screeches, or ju
an LP of the title
pair of earplugs? D
say "Missile launchi
“Mgissiye lauged"?

IQ FACTOR: How much
game demand? Is it an &
ning, or a mindless shoo
ing here doesn't mean the
don't expect it to tax your g
much.

FUN FACTOR: Is the game inst:
Can you just load it and notch u
hour’s enthralling play, or does it
term commitment to get anything
Expect a high fun factor for pure a
action in coin-op conversions and a
for games based on theology books.

#0le 1000 and is

e score - the better the game. Games
which are ACE Rated over 900 are really hot
stuff - see Skulldiggery or RED L.E.D. for
examples.




¥SCREEN TEST

ANARCHY

Block bashing gets a new twist from RACK IT

REBE have taken over the world. They
are ruling the helpless planet of
Sentinel Four through force of arms; it's your
missicn to break into their security complex
and destroy thetr entire supply of weapons
and explosives.
Despite the dubious story Anarchy is one

¥

oan be shot and doing so will tum them for
at least a short time in to an indestructible
brick which can be moved away from your
tank in a straight line by repeated shooting,

You hove two minutes to complete each
level, after which time the building’s security
systems will detect you and you will lose

PRUSE

of the best budget titles to appear in a long
while. In play you must guide an ACE
ME2 Interceptor (remorkably similor to a
Tank) cround a horzontally scrolling com-
plex made up of blocks, some destructible,
some not, Destructible blocks represent arms

RELEASE BOX
¢2Mey REVIEWED
£299¢3 oCt &

Cod 128

Spectum

containers and to compiete a level you have
to destroy all of thess; indestructible blocks
are , for the most part, there just to get in the
wiay

Wandering around the brick complex
ore numerous security dreids, These aren't
very fast-moving but do tend to head in the
direction of your tomk, though very indirect-
ly. Contact with a droid is fatal - but they

1

'-‘:?‘mﬁmr-rr—ﬂ‘:f—.!!‘m

i i i
1
T Wy WmTy T —

—
T — e T ey TR

one of your three lives. But if you manage to
destroy all the weapon containers in time an
exit will appear and you con escape to the
next complex. Caution is advised here
becouse as soon as you shoot the last brick
your wedapon becomes inoperative - so
mixke sure your route to the exit is droid free.
All this mery sound very easy until you
discover that your fank ean only shoot bricks
that cre one or mare brick widths away from
it: 50 you can't shoot bricks youTe right up
aguainst. Things now become very ircky
indeed. The amangement of walls and
weapon canisters on each level is such that
you are given very little room to mamoeuvie
until you have destroyed some bricks - but in
places youll find you cont destroy cny
bricks becouse you havent cny rcom to
MCNOEUvTe
However, one or more bricks con
always be destroyed and shooting these will
provide the key to destroying all the other

e X )

P
1
0
10
¥
4

e R

bricks. The problem. of course, is in finding
which bricks these are, cnd where you have
1o be fo shoot them; and even when you've
found and destroyed them it's not always
obvious where your next targets lie.

On every fifth level things get worse |
hers is where the temorists keep thedr nuclecr
weapons cnd the complex is guarded by a
special droid that follows your exact course.
Thesa droids are tricky customers but the key
to aveoiding them is the foct that they WILL
follow your EXACT course.

All these features make this a game that
requires as much thought as firing; you even
have to be coreful where you shoot an
enemy droid as i may bleck your only
escape route. Anarchy is an auspicious stort
for Hewsaon's budget label Rack-It, and is well
worth anyone's £2.99.

Andy Smith

VISUAL EFFECTS mEEN

Eye catching use of colour

AUDIO mmER

Weird and often subtie sound effects

I FACTOR mEEE

As much thinking as zapping required

FUN FACTOR mEm

Very absorbing and instantly gripping

i o | dewy | weok | monith | yéos

Play Time

Instant addiction - but @ monih should see it finished

ACE RATING 815




HOWTO BE A COMPLETE

BASTARD «*

Virgin's illegitimate crcade romp

SEXY Ade Edmondson (o5 he likes to
call himself) plays lead sprte in
this Spectrum version of the game based on
his book of the same name. With tps from
the great maon himself your mission is fo
invade a Yuppie party and enswe your
place in the Bastard Hall of Fame by ruining
the party and upsetting the guests so much
thert they all leave:

TG

The traines bastard's
the pockets of those coats?

With each yuppie that leaves the perty,
a letter from the words 'COMPLETE BASTARD
displayed across the bottom of the screen
lights up permomently. If you only mildly
upset a yuppie then the letter only lights up

RELEASE BOX
REVIEWED
REVIEWED
IMMINENT

Spectum

Amstrad
Cod/128

A bastard's gotta do...

yuppie and "hasmi:lun
chance to view the wm all pusuihll WPI::YE wonder what cou

for a while. The cbject is to get your new-
found status up in lights and achieve com-
plete bastardom

Lots of things can upset a yuppie. lce
cubes in a lady's underwear, for a start - thot
will upset her for a while, but not enough to
make her leave a party - whereas making
cuslcrd ples and splattering her dress with
them would have her out the door in no time
and 50 permmcnent-
ly light one of the
letteits. The men
cren't all that keen
on having perfume
sprayed on them
either, which might
give you the idea
that this game is
ever so slightly sex-
ist. Youd probably
be nght.

In oddition to
lighting up the let-
ters you've alse got
lo score oS momy
£ bastard points  as
ives you the Possible by doing
be lurking i generally obnox-

inus things like fort-
ng in front of people or drinking washing-up
liguid. Four meters displayed around the
screen measwe such things as your drunke-
ness - which increases as you drink more of
the Monster Get Pissed Fast loger- and a

(BN I0 Ly

In the bathroom, where a trainee bastard can find
lots efmfnruhk.'rho menu is your way of con-
trolling the character's actions, but unfortunately you
only get a text response to your requests.

‘weeometer which dlse increcases as you
drink various liquids found cround the house

As You wander around, the horizontally-
split screen gives you two seperate views of
the same location and both these views can
be rotated independently, enabling you to
see everything in any location. This is very
confusing to stert with but, after a little perse-

= "7 |1

Tl MR ; .-=_‘a

VISUAL EFFECTS

Good title tune but

I FACTOR

Same puzzling over what

FUN FACTOR

nce breeds |

ACE RATING 792

verance, it becomes a lot easier to handle
and eventually adds to the game,

Controlling your chenacter is done via a
menu that appears in the bottom window
whemever you press the fire button. Different
options becormne avalable depending upon
your location within the house or the room.

The graphics are nicely detailed and the
animation is smooth, though it's a shame you
never get to waich any of the bastcodly
deeds that you've commeanded your charac-
ter fo do - merely a text description of what
the consequences of yow actions were
Sound s limited to g jolly title fune and the
odd effect (fonty noises etc)

Being a complete bastard is a lot of fun
and requires quite a bit of puzling. The
dedas original (athough the game formert
nt) and the gameplay improves with fomil-
iamty. All in all a fer superior product to the
Young Ones game that wes released some
while ago. Andy Smith

Amstrad version

SCREEN TEST?
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Prices include postage and packing plus VAT,

FROM 2000 AD

A program by

N

Spectrum 48/128 Cassette £8'59
Amstrad CPC Cassette £9-99 Disc £14-99
Commodore 64/128 Cassette £9-99 Disc £12:99

Produced by t I

Martech is the registered trade mark of Martech Games Limited,
Martech House, Bay Terrace, Pevensey Bay, East Sussex BN24 6EE
TRADE ENQUIRIES WELCOME. PHONE (0323) 768456 TELEX: 878373 Martec G

Available from all leading software retailers or order today by mail.

laine (¢ Flegtway Publications 1987




SCREEN TESTY

CHAMPIONSHIP
WATER-SKIING

Sunny ski-ing simulation from Infogrames.

the time you read this we should
BY know if Poince Martin,d 23-year-old
World Chompion weoter-skier, has retained
his title: the championships were held in
London, from the 17th to 20th of September
Infogrames’ program gives you the chance
to take Pairice’s part in the three major
waterskiing  events, slalom, jump cnd
freestyle
Slalom is the first, and herdest, of the
events. Towed behind a speedboct you
have 1o weave around the buoys to left and
right. To begin with it's remarkably frustrat
ing, the frequency with which you fall over
makes you suspect thet the event is just
impossible. However. perserverance brings
you the knowledge that the key to the event
is lengthening or shortening the tow-rope,
and that the key to doing this is all in the
timing. Frustreding though the slalom is, it
does have a reasonaple amount of lasting
interest
Freestyle meons doing as many iricks as
¥ou can in the 20 second run. Using joystick
of keys you can do spins and steps. Again,
the problem is staying upnght emd - again -
the solution lies in the timing

The jump is the most spectacular event
and the one you're most likely to get instemt
results from. You pick up speed and try to hit
the take-off board at the right moment: then
mamntan a goed posture in the air and the
chances are you'll go for. young mon. A
good jump should be in excess of 60 metres

RELEASE BOX
Amsirad §9.95 cs £14.95 dk REVIEWED

Co4/128 £9.95 ¢ £14.95 dk OCTOBER
Atari 5T £19.95 dk OCTOBER

The prograom looks the business, with
bequtifully blue seas, luxuriomt palm trees
and a presumakly French beach beauty -
Patrice’s cherie? - indolently reclining n a
hammeock. The gameplay. though, rapidly

palls; only the slalom poses any lasting chal-

lenge. Once you've acquired the skills to get
on the high score table your only godl 5 to
topple a certain Meptun from his perch on
the top Peter Connor

PRE

REST
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MOEBIUS

Role—plcrymg high-kicking quest from ORIGIN SYSTEMS

KAIIMEN stolen the ©Orb of
Hoarmony from youwr master
Moebius the Windwalker and you must treny-

el the four elemental realms in secrch of this
all-powerful object that binds the very forces

VISUAL EFFECTS mEE

nimpressive

tle sound

e FAC’TOR EEEE

Frequent deaths and s

ACE RATING 628

of nature together. Fall and Kamen will use
the orb to do unspeakably hombie things to
your fellow citizens of Khemtun

You start the game with an initicll tredn-
ing penod and your chemnacter's two main
attributes of BODY and MIND are defined by
how well you perform in a senies of combats
and in divination. Combat 15 of the usual

Deadly encounters in Khantun.

marticl arts vamety but with a spot of sword-
play thrown in for good measure. Divination
is simply a quick reaction test in which you
must stop a Yin-Yeng symbol from moving
out of asmall squore

The quest itself begins outside the house
of Moebius, where you stant off with a limited
supply of food and water. The screen dis-
plays a mop-like section of the first of the four
Realms (EARTH) with your devilishly attrac-
tive visage in the centre, Movement in any
one of eight directions couses the screen fo
scroll cround you revedaling new teritory.

The lond is composed of large character
blocks over which you (omd cny other peo-
ple you may meet) move one block af o
time. Most of the recim is covered with forest
and in order to
travel through
this you must
chep a path
with your
sword, You will
dlso  encounter
beoriers of rock
which you need |
a hammer to
break though
Such  features
mctke move-
ment very frus
trating nd, §
combined with §
the rapidity
with which your
tood and water
nn out, com
reduce the thrill
of exploration to

g. In
R g e e e s e s

‘mone combats ik this to come.

a tiresome ordeal

On your way you'll encounter peasants,
guards, assassing and other onental types
Communication with them is limited either to
combqt or fo commends like STAY HERE and
FOLLOW ME but there is also a HELP com-
memd which con induce other characters to
reveal plots and sub-quests within the game

You must also clecmse the temples of
Moebius of the influence of the evil monks
Do this for all the tempies in a single realm
and Moebius will tramsport you to the next
Mornks are tough and not enly will they use
magic against you but they are also VERY
skilled fighters, so before tackling one be sure
you energy and strength status (see screen-
shot) sup toit

o L TP ey i

You start the game with a fireball spell
cnd by practising prayer, meditation and
fosting (often a dangerous business) you can
increase youwr magical powers, Invisibility,
teleportation and other spells will make life a
lot ecisier

Compiete the quest and a lite of relax-
ation in the house of Moebius will be yours.
But youll need luck and a lot of patience
(mostly with the Co4 disk drive - the gamne is
on two disks) to eam it. The idea of combin-
ing mertial aris action with role playing
could make for cn excellent game but
Mpebius, sadly, is more of an old boot them a
new kick-em-up Dave Packer

RELEASE BOX
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RED LE.

ACE
RATED

A great little roll-around from REAKTOR.

D londscape Marble Madness clones
3 take a new twist in Reakicrs latest
offering Red L.E.D.

You start with a grid of interconnected
hexagons, each of which represents a Mar-
ble Madnessstyle battle tenain, You select a
hexagon and send your battle droid into the
tenain to do battle with the resident aliens
and collect four energy pods before making
his escape. Complete a row, left to right
across the screen, of these hexes and you've
won the game (rather like a certain TV quiz
show... 'Give me an A plecse, Bob 1), All this
is done in a race against the clock. You have

40 minutes to complete your Chosen series of
terrains or it's curtains.

Red LED. has 37 different lcmdmpes or
"'Warzones, each of which is large and
extremely well-drawn with excellent use of
colour making the 3D effect very convincing.
These landscapes scroll wvery smoothly
around your droid making this a real graphic
treat and probably the best of its type.

As well as selecting different lomdscapes,
you can also select one of three different
droids, each with its own advantages and
disadventages, This is important becouse the
main challenge of each Warzone varies from

VISUAL EFFECTS EEEEEE

Qamep

ACE RATING 210

lemdscape to londscape and correct droid
selection is essential to survival. Some levels
are a maze of thin, twisting slopes and, as
falling off of the lendscape will cost you a
minute off the clock, precise control is of
upmost importcnce. The fanged and evilly-
grinning Red L.ED droid comes into his own
here since he is by far the most controllable

Beat the battle zones to beat that grid.

The grid and droids Sedecling a hexagon sends you off into one ol Red LE.D.'s 37 warzones - com-
pleie & line across the grid cracking each warzang in turn and win the game. Use careful hex selection,
howewer, since some of these zanes are mose difficull than others and taking  long route across the
grid may be your best policy. Be careful too with your droid selection for each expedition

S5 220




el is filled with acid
that will eat away your energy if

can withstond impacting aliens - so
im along if it's swerms of
25 Who will

to cross; smartbombs (o clear the whole
5 ) to be collected: enemy droid freezers:
end rotating time cylinders that can gramt
extra time - or take it away #f rotating in the
wrong direction

Teleport pads are another interesting fea-
ture of this game - there are usually
a number of these distributed
around each level and they are
often the only way of reaching oth-
erwise inaccessible looations

SCREEN TEST?

Aliens range All these features combined
spray cams on wheels but all attack in the with a view level' map option make
same way by rushing ot you in a suicidal this game stand
collision bid. Enemy droid generatars are the head and shoulders EDL BT
ur attackers and thesecem be . above the opposi- el
multiple shots - but by the 1. Challenging,
time you've found and destroyed them all at times frustrating
(particulerly  when
youre ftrying to
RELEASE BOX remember  which
londscape requires
which droid);, but
hugely addictive.
IMMIMENT Dave Packer

Anofher iandscape and another problem Bulb-head
finds-an snergy pod bul crossing that acid izke could
prove falal. Finding an ice switch is his only solution
but will he manage 1o get back here belore the ice melts
again?

Céd/128
Amshad
Spectrum

£999cs 1299 d REVIEWED

€999 csS1499 dk IMMINENT

or run ¢ut of time
will reveal more than just
. enemy droids and generaiors -
ce switches which will freeze the
s for a short time making them safe

The saucer-shaped droid s ideal for coping with atid
lakes. Here he discovers-an ice switch and & drpid gen-
aralae - will he freaze the lake fo make his escape fram
The swarming hordes ol nasties. or will he stand his
ground and blast the generatar?

Red L.E.D. looking for the energy pods: On this nasty twisting landscape any other
aroid would be useless - but with Red's slicking power you have'a good chance ol
SUCEESE,

Aed L.E.D. finds an energy pod and the level ext. Only
thrae more pods to find before he can leap 1o salaly -
- but finding your way biack te the exil agan is nol so
. 2 Lmasy

{1 QOOOOYSHr ————————
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CHUCK
YEAGER

“aTED

ADVANCED FLIGHT TRAINER

ELECTRONIC ARTS (and Chuck) wamt to get you

airborne
Yeager, the first mom to break

CHUC the sound barrier in an

aercplane, has lent his narne to this latest
release from the Electronic Arts stable.
Broadly speaking ifs a very enjoyable flight
simulator - but that's by no means the
wheole story

The game is split into four sections; youl
can choose to either test fly new planes or
have a bash at focrmation flying and
geroplane 1acing. You'd probably be better
off, though, starting with the flight instruction,
which teaches you how to achieve complex
moves such o5 ailercn rolls and loops.

THOSE MAGNIFICENT MEN....

The bridges you have to race through
|1

ying through

Your aftimeter

and c ng one of the many co

The teaching method is simple but
eflective. Your screen is herizontally split
with the top half as your cockpit view of the
surrounding countryside cnd the bottom half
filled with all your necessary flight
instrurnents. In the centre of the top of the

screen is o small cross;around this is o small
vellow square, which is your means of
controlling your plane. The farther away
from the cross the square is then the severer
the tum, dive or climb will be

= A1

CO‘N_OP racing games are all the
rage at the moment, but this
one could even put Out Run in the shade
With its distinctive overhead view, cdl
tuning options cnd multiple drones, Super
Sprint has been a huge arcade hit; so how
does the micro version shape up?

The most striking fecture of the coin-op is
the way up to four pecple can play at once
- and sadly there's no way that can carmy
across to a Spectrum. Electric Dreamms have
only been able to fit single and two-player
modes in, with 'drones’ - computer-
controlled cars - moking up the numbers

Each time you play you can select any
one of the game's eight tracks to start on
The default track is the easiest by some way
Viewed from above it locks very simple
indeed: a few bends. good long straights

nasty accident

The helicopter flies in — someone's had a

and a starting grid cum finishing line.
Actually getting round this is anything but
simple, and itll be a few races bafore you've
got the hang of driving your car at all,

It's not that there's a whole load of
controls lo wrestle with. In fact you've only

When you'te in training mode a larger
browr scquere is also visible, moving around
of its own accord. You follow this brown
square with your yellow square and so
execute the move. Getting to know the
moves is essential when it comes for you o
fly the pleme unaided. Crash your plane and
the digitised picture of good ol'Chuck
appears mouthing such encouraging
precepts as “youre ne fnend of mine!

IBM PC Version




ELECTRIC DREAMS' new race-em-up

got left, right and accelerate, but using
them comectly means lots of practice. Take
a comer foo late, early or fost and youll
crash into the barier cround the track

Hit the barrier a glancing blow and
you'll bounce off
again, but the more
normal iailed
comenng attempt will s
leave you well and 4
truly stuck, wheels
spinning. To get back
in the race you must
release the
acoelerator, tum your
car to lace directly
out onto the track and
then pull away. Even
it you manage this
your car's liable to
SWeIve Os you come
‘unstuck’ sending you |
straight inte the
barrier opposite if you RS
aren't very coreful

The drones don't drive any too fast on
the easier tracks, but they never crash. They
also don't seem to be affected by oil patches
(which send you skidding) or the game's
roving whiriwinds (which will leave you in
a spin). Their refiabie - if hurndrum - driving

VISUAL EFFECTS mmmm
Filled 3D and good perspective
AUDIO mm
Thrabhing engine noises
Ie. FACTOR mmm

Lots of learning belore you

FUN FACTOR mmm

Once you're aloft the game reveals i

B

g P

Loy, | e | ot 1 e

Play Time

Lois of opticns and features make for plenty lun

ACE RATING 912

Spanner  Your car

1 IR e

Whirlwind

Is quite enough to beat you hollow if you
keep crashing, so good comering and crosh
recovery technigques are essential. If you
beat them all over four laps, theyll get
meaner on the next race - and since that's

Get that spanner and you'll be on your way to a tune-up.

Drones

on a new track. you've got some learning to
do

You do have one trick up your sleeve
though, and thats tuning. As well as oil
slicks, whirlwinds and 100 point bonuses
you'll often come across little yellow

The graphics are stunning: by pressing
the apprepriate key any one of ten views
can be displayed. including a view of your
plane as seen from the control tower. All
ground features and
other planes e seen in
filled 3D: Sound is lirnited
to the drone of your
engine or the whirr of
your propeller
depending on which
particular plane you
happen to be flying

Chuck Yeager is
entertainingly different
from yer standard flight
sim; the fraining element
means that it's nowhere
near as difficult to get off
the ground. Once you've
earned your wings,
though, you can go solo
and experience a much

SCREEN TEST

spanners on the track. Collect three of these
and you'l get a chance to tune your car
before the next race. In any one session you
can boost your traction (roadholding),
acceleration or top speed.

Chicames, underpasses and gaps all
add to Super Sprint's considerable visual
appeal, and spice up the gameplay too, The
rescue helicopter is also nicely done -
though it only shows up after very bad
crashes on the Spectrum version - and the
trackside scenery locks good.

But there's a big visual problem on the
Spectrum - attribute clash. When the cars
are bunched up together their colours
inevitably merge, amd it can be very tough
to spot your own vehicle To make matters
worse, Super Sprint cars never collide with
each other so it's quite possible for two of
them to cocupy the same space!

Confusing stuff then, and very
frustrating at times too. What pulls the game
through so well is its remarkably addictive
gameplay. the challenge of new tracks cnd
the excitement of tuning your car to

periection Andy Wilton
a DO
) . ®
& O
PRE
INTEREST
ORV
i 3 N - .

higher level of difficulty, There is so much in
this game that it will iake many hours of
Instructive fun o experience and master all
the available options Andy Smith
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ACE 2

Aerobatic combart from CASCADE

Fou.om the success of thelr earli-
er flight simulator ACE
ffor Air Combat Emuletor), Cascade Garnes
heave relecsed the sequel - ACE 2 - which
sets out to give you more arcade action than
strmulcrtion in the cockpit of an advanced jet
fighter
This time, however, youre not dlone. In
ACE2 you must battle it out with either your
C4 or a friend in one of two possible scenc-
ios - dog tight or full-scale combiat.
Dogfight means just that - you fly your

jet and attempt to shoot down your oppo-
nent before he shoots you. Skill levels cre
incorporated by means of allowing the plery-
er to choose the number of jets each side has
at their disposal - from 3 to 20 - so the more
aircraft each side has, the longer the gume
will lost, Additionally you can choose just
how many missile hits each jet must receive
betore it comes down. If you'Te in one player
mode you can also choose the computers
skill level ( from 1 to 20} which mary o mcry
not help you win,

Bandit at 6 o'clock!

PILOT ONE
IANDRTARL
SCORG
0000000

COMPUTER
PLANES OS5
LEVEL 10
21E7170
[Wal=] ]
Fono

Here and throughout the garne the on-
screen action is divided into two areas with
each pilot having their own section, displery-
ing all the necessary informertion about alti-
tude, velocity and number of missiles etc.
Armaments include an cernial cannon, heat-
seeking air-to-cir missiles, radcr-guided cir-te-
ir missiles and air-to-ground missiles.

Full scale conflict is rather a gremd title
for what is in effect only slightly difterent
from the dogfight. You have cne ground
installation to destroy  (depending upon
which side youre on, this will be éither a
radar station or a spy ship). To help you, you

5 SN

herve the use of air-to-ground missiles, which
{like the rador-guided missiles) must be fired
and guided to their target by keeping the
object in your sights until the missile strikes
home. Destroy the installation plus the
remainder of the enemy's craft and youll win
the garme

You'll find no vecter graphics in ACE 2
becouse it's all filled. but fromkly the scenery
foils to impress and the severe lack of ground
detail means you can spot the installations
from several miles out. Sound, howsver, s a

nice feature of the program with o lively title
tune and some good effects within the germe.
ACE 2 fries fo combine the traditional
flight simulator with « fedr slice of action - but
with the emphasis hecrvily on the action side.
If you like your flight sims to have loads of
details like rudder control, underccmiage
control, flops contrel and so on then you
could well be disappointed. Unfortunately
the action still doesnt live up to expectations
- a limited cockpit view and only two (at
most) opponents o any one time darmpens
the thrills youd expect from a shoot-em up
ond fails to  compensate for the absence of
control options you'd get from a simulator

Andy Smith
s DIO
- 4 @
3 C
FRE
INTEREST
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CREEN TEST

D GALAX

Gremlin's Galaxians get the solid 3D treatment

GALAX,' have plucked up
cot e to retumn to the

screert, presumably because this time they
have bee cmited solid 3D status,

In 3D Galax the view from your cockpit
revedls ditferent formations of the four alien
types swooping toward your ship, gloriously
solidn'shaded, in the hope of impacting and
turning you into space dust. Your ship fires
rotating cubes at the enemy, shattering
them into fragments of debris - but you only

= ™~ =l 3 v LN
- k- 11

Release Box
Sego EVEAED
Cé4 and other versions USGoid DEC &7

{24 95 cortrdge k

get one shet ot a time so be sure of your aim
before pressing the button.

At the start of each wave a new fleet of
invaders floats down from above to hover

Lt =18 =
EREEEEEAEEEEAE

- e =

menacingly in front of your ship, swaying
gently from side to side in the same monner
their two-dimensional coin-op ancestors.
Then, row by row, they dive in for the kill
with any surviving attackers refuming to the
back of the formation ready to strike again
To complicote matters, after their initial
posturing the aliens will swoop in from
ditferent altitudes, approaching from above
and below. Pushing the joystick forward
sends your ship diving through space.



SCREEN TEST?

3D thrills?

u dodge your
blast
iles are
and
un-missile
the cubes,
their attack formation
are 25 formations
ou need to be very coref
¥ you, otherwise you can
0 crash ko

n the .:ldi—‘

or from behind like there is in Elife. This is
limiting but doesnt spoi 3 - VISUAL EFFECTS mEEEEE
':tt‘lt’i is more > Galaxi Some extremely attractive 30 displays
AUDIO mEmER

Calchy tune and good FX
I FACTOR =

All blast and no thought

FUN FACTOR mm

Kot enough action or

vanety

practise 1t is sadly lacking in excitement. It's
cnly after four waves that th atiack
formation changes and even then it's still

“t thut when Il.l.ng your r:ube- :
use when 1oVe The graphics grab you Ther the
re ping grim indeed, :
With a little more thought and a lot more ACE R ATIN‘G 692
action this could have been a winner, As
5 if this latest onslaught
g to claim many
Dave Packer

JAMBLIgy outs you off

VISUAL EFFECTS EEEEN

Very fasi. but rough in parts

AUDIO mnEER

Choice of three tunes

e I FACTOR mm

Only your route 1o

FUN FACTOR EEEEEER

nstantly add ictive

; ———mqm

| CURVE
|

obably the best graphics yel as the s

é

Different routes make for lasting interest

ACE RATING 852
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PLEXAR 15 the name of the plemet on
whuch this game is set, and the
natives are round. bouncy, and extramely
vulnerable

As o perky young Plexanon you have
been elected by your fellows to venture forth
along the plomet's crystal roods. These
consist of a network of highwerys, connecting
the vancus continents (which, incidentally,
do nol appear in the game) constructed by
an anclent and now-defunct race of Miracle
Engineers. The pnmitive Plexarions regord
these highweys with religious awe and
annually elect one of thetr number o follow
the yellow brck road to oblivion. This yec
1t's your tum

The obiect of the game is to travel all 16
connecting roads that spon the planet, each
of which is connected to the next by o 'warp-
bridge' - effectively a stretch of landscope
viewed from above. The gameplay on the
roads themselves can be divided info two
parts, the first of which has you bouncing
along o continually scrolling highway  in

RELEASE BOX
£299¢cs REVIEWED

UNDECIDED

Specium

C64/128 + other formals

Tralblazer style. Initially you're given a
choice of three roadways and you can
choose which one youd like to start on. You

SCREEN TEST

PLEXAR

MASTERTRONIC (ADDED DIMENSION)
bounce you down the road to oblivion.

have a limited amount of energy and must
travel the length of the road losing as little of
this as possible.

The crystal roads in this phase are made
up of different rectangles that affect you in
vanous ways. Black squares suck energy
whereas others will knock you sideways.
bounce you forward two places (or
backwards) and generally mess you about
In practice, howewer, you dont have much
control over the ball in this section. The road
scrolls inexorably toweards you without much
variation in the obstacles and all you can do
15 cope with the eflects of the ditferent
squares as pest you com Gomeplay sn't a
strong point here, but luckily thes part doesn't

o
=
L

appear

lest long

The second phase of highway hi-jinx
gives you complete control over the balls
progress and the roodways are vaned in
both formert and challenge. You may find
yourself on a single-squeare-width highway or
having to choose between two different
roads that meay lead to different obstacles,
swapping from one to the other. You may
alse find yourself bouncing happily along for
miles, only to find that you've reached a
deadend and must bounce all the way
back. There's a time limit, so a lot of practice
and road memeory is essential here

Agoan there are a number of different
rectangles in this phose with varying

< 1T

properties. Some switch you from one
roadway to another, others grab hold of you
cnd whisk you from side to side, at which
point you must choose at which point to
bounce off carefully and quickly. Running
out of road loses you one of five lives, as does
unning out of time (but with the added
annoyanece of sending you back to the
beginning)

The ‘warpbridge’ phase 5 viewed
directly from above os you move over d
londscape that scrolls from top to bottom.
avoiding hozerds ranging from black heles
(bridged, but only for a moment at a time) to
nasty flying objects overhead that deplete
your energy on contact. Again you're up
agenst the clock, and ot various points you
have to choose your route copefully as the
wrong one could have you up a blind alley

The graphics cre good, though the
rectcngles tend to strain your eyes after o
while cnd colour 15 used simply but
effectively. The otmosphere of Plexar is
obwiously not suitable for sound transmission,
other thcn the occasional blip, but this
doesn't detract from the goame. Gameplay is
simple encugh and it's easy to get invelved
but a bttle luck and hard work are needed if
you wish fo do well A thought-provoking
gem that should provide quite a few hours of
fun and frustration.

Andy Smith

VISUAL EFFECTS EEEEE

H-drawn

ferest level high

887

ACE RATIN
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CLONE are dall the rage these daoys,
especially clones of already
classic games. Skulldiggery weighs in as a
heavy duty Boulderdash clone and one that
- on the 5T - has evolved far beyond its
original. You get 100 different puzzle screens
to keep you hooked in the most infuriating
way as you dig for diamonds in the danges-
fraught underground
You control a rotund cave mite’ who
likes nothing better than gobbling up dio-
monds. In erder o leave g covem you hove
to eat the required number of dicrnonds
within a time limit - on certain screens time

is very tight indeed. Of course it's not just as
simple as gobbling away like crazy,; the cav-
ems include numerous hazords and a mult-
tude of puzzles.

Skulls are the most widespread problem
They are basically what in a certain other
game would have been boulders: take care
they don't drop on you. As you progress in
the game and the screens become more
complicated, skulls also have to be pushed
cround to smash walls and destroy various
nasties

Crystal Bats and Crazy Ghosts are the
pnncipal epponents. The latter are Pac-Man-

2 Player Capers

This kind of dig and gobble game doesn’t
sound the likellest of candidates for two-
playerdom, yet Skulldiggery's combo
option Is one of the most entertaining two-
player jobs we've seen for the ST - largely
because you can elther co-operate or com-
pete (or start off co-operating and then do
the dirty on your ‘partner’).

Player 1 controls the smiling original
character while Player 2 gets ‘The Masked
Avenger’, a creature which bears more than
a passing resemblance to a wise old owl.
The screen splits In two so that you can
both work away on different sections of the

since the games's scrolling s a little on the

fectly playable - especially when one play-
er starts fighting dirty and trying to drop
skulls on the other,

A bonus In two-player mode is that you
when you choose to stari at a screen other
than the first you get different ones from in
the single player game,

Rumour has it that The Masked

Avenger is due to star in his very own
game later this year.

same cavern. This can lead to tired ayes, ¢

jerky side at the best of times, but it's per- §

e ULLDIGGERY

Beefy Boulderdash clone, courtesy