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Well, maybe not a new logo, just a well needed revamp. It's all down to regular reader | uis
Troyano who makes a debut this issue with an article on inlay variations. When | recieved the
article, | was very impressed with the slick layout and page design, and when | told Luis how
much | liked it, he kindly offered to touch up the Retrogames logo. May | take this opportunity
to thank him, and if anyone else has any ideas for beefing up the presentation, then please let
me knaw.

BEDROONM BOREDONM

Over the last month, it seems the entire industry has been harking back to days of old, and the
evolution of the UK coding scene. It's all down to Sony and their sleek Yarouze playstation
development system. Every magazine has had something to say on the project, and why
should we be any different. Radio One's computer slot even dragged in Jon Ritman for a

comment. Jon held the-view that no-one would develop on the system, as you can write games.

at home for the PC already, but not many people do, so why should an alternative format make
any difference.

| think this is a very valid point, but probably the biggest reason that it will not change
anything is that you can not create a complete game/program which can be run seperately to
the Yarouze system. The thing about coding games on the Spectrum back in 1983 is that you
could save them to tape, and then give/sell them to anyone you liked who had a Spectrum.
What is the point of producing software on a Yarouze development system, which can only be
used by yourself, or someone else with a Yarouze development system! The ability to create a
finished product is paramaount. The Amiga (and even C64) demo scene still flourishes thanks to
it's easy to copy, easy ta wiite ta, format, and with secand hand Amiga prices now at well
under £100; Yarouze will have an extremely taugh time trying to replace it as The hame coders
prefered format.

STAR WARS FEVER

It seems just a bit coincidental that a lost Star Wars game has emarged just at the tima that
the new versions of the films are hitting the cinemas. The game is a Lucasfilm Atari 26500
prototype called Ewok Adventure, and there is thought to be only one copy in existence. As we
all know, Star Wars is a collecting phenomena in itself, so when something like this tums up,
you can expect an extrordinary price. Well bidding over the intemnet began a faw weeks ago,
and the current top price is around $2000, making it the most expensive cartridge to ever come
up for sale. fthink much of the value can be related ta the Star Wars licence rather than the
cartridge itself, though that is not to say that the game won' be any good. Atar collectors have
now got their fingers crassed that whoever buys it will release the rom imaga so that duplicates
can be made, or that it finds its way onte a multi-cart.

For those of you who find this game out of their price range, there are several other options.
On the VCS you can find Star Wars, Empire Strikes Back and Jedi Arena quite easily. Domark

released the official coin-ap conversion on Spectrum, Ams, C64, Amiga and ST in 1988, thaugh |

the best version of it is on the Atari ST, which plays a near perfect game including the excelent
speech. On the Spectrum, even hetter than the official version is Realtime's 3D StarStrike
which while being a complete copy of the game, does have filled polygons. Mastertronic

released the Droids game (featuring R2D2 & C3PQ) on the major 8-bit formats, and Hit Squad |

also re-released the Domark originals. The message is, if its Star Wars related, lnok after it!

SERVE YOU BETTER

Finally, you can expect a quicker, mare efficierit ordering service from now oni The Retrogames
staff has doubled. You guessed it, there are now two of us! Iif you have had delays with orders
over the past few months | must apologise. The simple reason is that we have just got to

successful for our own good, indeed, it was touch and go for a while whether we would continue _

selling games and machines at all. Anyway, it is all sorted now, and you can now have the
efficient senvice you all deserve.
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success in Turkey, where 8-bit
computers stil remain as prized
totheir owners as they do to
retrogamers over here.

God to Vecirex owners, creator
of Palriots, Vectrex Vaders, and -
Al good things, Jon Donzilla has
aimost finished his new project, |
Jon left the Vectrex to write
Colecovision, and the first frults
of his labour are about to come
to light. Let's just hope they .
metch the standard ofhis
Vetirex games, or if they dont,
that he retums tothe Vectrex . —
LEND 1S YOUR GAMEMATE
While American collaciors shun - |
British games computersand. . - |
games, they do hanker after our-
‘conzoles. The Commodore 3
6465, Amstrad GX and.
Acetrofic sre Nighty desirable
there is one other machine -
. Cheetah Gamemate was g =
bletant copy of the Nintendo -

- unsuccesful over here, wasnt .

On the subject of AfterBurner,
. | did you knovy the UK Amiga

nigh on Arcade perfect!




So, Nintendo has finally launched the N4 in the UK, tal_m much to wurk_' out that with a £3Cl_difference_ no-one is
- complete with black boarders, and as anyone who has an | going to choose either over a Playstation. Perhaps the
4: import machine will know, a very noticable slower speed. ; machines will reside in the previous Mastersystem position,

"F/ _ Some would say that since Nintendo's huge US launch, | entry level machines priced at around £29.

5 : : |
Sony are running scared. Certainly, chopping off seventy quid | The problem is the software, Go in your local games

of the UK retail price was unexpected. Like most gamers, | | shop, and if you can find any, SNES games are selling at
bought my UK playstation as soon as it came out, paying the | £40-£50. Maybe this is a marketing strategy to make NG4

full £300 for it. Now it doesnt really bother me that the | cartndges seem more reasonablel Megadrive cartridges still
machine has come down in price so much, as | have hada | command prices of £30+, and even if you do manage to find
good two years of play from it. However, | would be more than | Some in a shap, there is unlikely to be much of a chaice. In
just a little upset with Sony if | had bought a Playstation at - our local HMV, they have three (count 'em) SNES titles, Kirby
i

Christmas. The kick in the teeth effect this move has had  Dream Land at £40, DK Country 3 at £50 and Super Mario
could be just enough to tum people away from Sony inthe | World (the first ever SNES game) at £20. It seems that most

future. The press build up, the TV adverts, the in-shop  alternative machines are suffering the same fate in highstreet
promotions, all directed at selling Playstations at Christmas, i stores. The best Gameboy selection | could find in the entire
even the slightest rumour of a price cut would have put all | Shopping centre was six titles, and that included a "Best
those sales in jeopardy. Three months later, and they say Resturant Guide", covering a small area in central Americal
“Hey, we just sold a million units at £70 dearer than we | The only thing that this undersupport can do is make the N64

needed to, just to to take advantage of you at Christmas, oh | l00k like it has a good software selection! :

and we are halving the price of games too, just to rub it inl* | | suppose what | am trying to say is that these machines
It's common knowledge that Sega can' afford that kind of f are now as good as Retro. Let's face it, if you collect

price cut, and was only forced into it's current £199 position | Gameboy or Megadrive, then you probably pick up your

thanks to Sony's previous cut throat pricing strateqy. Some | 9amMes in second hand shops, exchange shupls or r:ar_hoot

say competition can only help the industry, but the thought of | sales, exactly the same places you find classic machines

squeezing a major player out of the market is not something | 3nd games. Nintendo and Sega have both given up on their
| older machines, so its about time the high street did too. The

most gamers will relish. Cut down on choice and the market i ; ) ; . L
may well become dominated again in true Nintendo style. possible exception being the Gameboy, which keeps hanging

What | am wondering is what will happen to the 16-bit | on inlthere daspi_ta everyﬂ_miqg, though it is strgnga_that ‘_he.
market now. Is it a case of one major players price cut ; few titles left available for it include retro classics like missile

crealing two instant Retro machines? Look in your Argos { command and Galaga. Maybe its time Nintendo released its

book and you will see SNES and Megadrives at £99, it doesnt | handheld SNES rumoured so many years ago, at least we
(N TR 1 s * would have three more games to choose from!

COLLECTORS DIRECTORY o m.  remesmcmos

1 Olympics 60 Games including Ping Pong, Tennis,
Just when you thought that good old Retrogames had defined Volleyball, Basketball, Hockey, Breakthr-
its format tal the millenium, we go and introduce a new feature! ough & Knockout. (suppiied with consaole)
Believe it or not, | get many letters asking for lists (of course | 2 Grand Prix 10 Action driving games from Grand Prix
don't print those sorts of letters in the letters page as they are through Relly and Track Racing.
often duller than the rantings | scrawl when introducing a new 3 Black Jack For 1 or 2 players - Superb graphics -
feature) Obviously, filling seventeen pages with lists of games Las Yegas Rules.
would result in a very dull magazine, so unlike our American rival, 4 TankiPlane Battle 26 Action games with planes, tanks, and
Digital Press, | will dedicate just half a page an issue to collating numerous battle strategies.
the definitive directory of every software title available for a 3 AlrfSea Aftack 20 Games of naval wartare using depth-
particluar format, and to start we take a look at the Acetronic. The charges, missiles and submarines.
details are taken from a catalogue supplied with the UK machine, 5 Shodting Gallery 64 games to test duckshooting and big
and completes the range as of 1981, though | do know of several game hunting prowess.
other cartridges. i anyone out there can fill the gaps, (not Radofin =~ 9 Challenge 14 games, super party games where
or Prinztronic) | will update the list in a future issue. If we carry on object is to get four noughts or crasses in
lile this with each machine, we will complete the directory by the a row. Compelling action.
year 2010! 10 CodeBreaker 24 Games, video tests of logic, superb
g mental challenges. '
NN N N OO 2 i " Supermaze 24 games, 16 different mazes through
3 ' = which player(s) have to pass and find an
Acetronic = extintne st e, S ganes
Game Owners Club 12 HorssRacng 16 games, remendous animation, 16
55 o different steeplechases up ta grand
B3 Your chance to join ~ FREE 3 e
?: 2 s Y L L TR 13 Circus 14 Skill testing circus acts.
= -i 15 Soccer All action eleven a side game.
E § 17 Musical Games 8 variations, write your own tunes and
= ; ; = follow the leader.
£ gy ke e TERNL b 18 Treasure Hunt 16 Yariations on two themes, flag
&= soplgee A jf} flag capture and concentration,
= e ™ e 24 The gripping strategy game.
= W = 25 . 8 Variations of the fiipper arcade game.
{ - S i ks = 27 16 Variations of this pub and arcade
e SR game.
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FORMAT TO WRITE FOR

It says something about the state of todays market when a
major Japanese games producer chose to write for a UK
format. Hudson are probably more famous for the Bomber
Man series rather than their excelent range of PC Engine
games, but the veteran Japanese games company started
out writing for the good old Spectrum. Impotted titles like
Bubble Busters and Stop the Express were released
through Sinclair's own software label, with Stop the Express
achieving considerable sales. The super tough arcade game
has you leaping from carriage to cariage dodging oncoming
obstacles and defeating tricky enemies. A highly addictive
and innovative product which can now be seen as an early
indication of the great games Hudson went on to create.

| STRCIATR HFERTFAGE

This little beauty is one of

many prequels to the
highly desirable Z480.

"
¥

ordinary calculator, it is in
fact a highly intelligent.
mini computer, capable of
giving information on a
Enterprise Programimable i |variety of subjects from
Physics, Engineering and
Electronics to Statistics
and Finance. The machine
comes in a package along
with three very thick
manuals, a power supply,
and even your very own
Sinclair felt tipped pen.
Released at the bargain
price of £25, the machine
is now one of the most
desirable Slnclair
collectables available.

CDTV BEATER

Commodore arch rival Atari did not take the threat
of the CDTV lying down. The CDST was announced on
the same day Commodore released their ill-fated
machine. The CDST was to halwve the price of the
CDTV, while retaining ST compatibility. When the
CDTV crashed, the CDET was quickly dropped, but it
is believed that two finished CD games still exist
for this super rare prototype machine.

JAPANESE SUPER-AMIGA

You guessed it, yet another Amiga story, this time courtesy
of Thomas Holzer. Back in August 1989, Japanese
electronics manufacturer, Sanyo, began work on a prototype
of the worlds first Amiga, with a CD Rom drive. The machine
resembles an Amiga 2000, with the obvious addition of the
drive. It is thought that the machine was developed to help
push the Amiga into the Japanese games market. At the
time, NEC's PC Engine was relying on CDs for it's greatest
software titles, and it made sense for the Amiga to go the
same way. However, rather than change the operating
system, and doctoring existing software, a la CDTV, Sanyo
simply added a CD drive to the existing system, creating an
instant new format, one that Japanese games companies
like Konami and Capcom would be used to. Unfortunately,
the machine never gol past the prototype stage, but for CBM,
success in.Japan was a good dream while it lasted.

Halograms ahoy!
A peek inside
Sega's Time
Traveler cabinel.

While it may look like an THE FUTURE IS DEA

Hands up who remembers Sega's hologramatic arcade
machine, Time Traveller. Ok, you can put your hands down now
because | am going to tell you about it anyway. The most
interesting fact about the machine was that it did not use
holograms at all. Instead, images are beamed onto a Parabolic
mirror, which while sounding like a cop out, actually gives a
fantastic impression of solid objects walking around in thin air.

The game, Time Traveller, was not so revolutionary, being a
typical "Dragons Lair" style interactive adventure, not a type of
game Sega would usually develop, and the eventual downfall of
the entire system.

As all gamers know, it takes more than a gimmick to make
a good game, and Time Traveller's shoddy game framework
becomes apparent after only a couple of plays. Thanks to this
lack of gameplay and the cabinet's high price, the machine was
a major flop, putting pay to any future developmenis for the
format. There is no doubt that if Sega had used the technigue to
produce even a simple interactive experience, maybe a
hologramatic updated version of Space Invaders; or even a block
related puzzle game like Klax, then it would have rocked the
arcade world,

| recently found a machine in an aging arcade, and after
playing one game for old times sake, stood back to watch. It
was amazing how many people came over to the machine and
put their hand into the screen, trying to grab the game
characters. That kind of attraction to a machine is something
Sega should never have decided ta ignore.
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| Dear WBetrogames”

"

11 have been unable to get any colour or mono printer cartridges for the

Commodore IP3300 Printer. Do you know of anyone or anywhere that |
can get them from.
David Parker
| Middlesex

Ok, s its a dull letter to start off with, | can't help wha get to the
top of the pile. If anyoneé has any spare cartridges for sale, or can
help, let me know and | will pass on your details.

Dear Jason,

Hope all is well, the retro-scene seems to be holding steady . You just cant
seem to keep good games down, regardless of their age! | have written
some more articles and will be sending them soon, a3 the main thing | have
been making plenty of time for is my M64. No, | wasn' daft enough to buy a
UK model, | got & US version back in November. | have never been so
pleased with a machine as | have with the N64, Long Live Nintendol
Finally, do you know anywhere that | can get cheap Jaguar games
from? They are getting harder to find all the time.
B Cassidy
Cheshire
You don't have to tell me how good the H64 is, | am a dedicated
Hintendo fan already. As for Jag cartg, | think we could be in the
middie of a very special happening. With the machine's swift
swilch from state of the art to retro collectible, we have two
markets fighting for the same software. Hormal gamers who got
stung by Atarl, and are desperately trying to find games to play on
their new white elephant, and Atari fans hoping to complete their
collection in record time. The result of all this leaves the Jaguar
with some of the rarist and most valuable cartridges while still in
its comparative infancy. The only oasis in the software droubt is
Telegames, but as the only retailer left carrying Jaguar cartridges
they are taking full advantage of the situation. Jaguar cartridges
dearer than N84 carts, who would have thought it. Let's hope |
manage to secure some Jaguar stock for Retrogames before too
long.

Dear Retrogames,

I have just finished reading your issue 8 (the first issue | have seen) and |
must tell you that | wish | had read every issue from number one. :

Anyway, | thought | would let you know why | decided to have a look &t
one of you issues after seeing the advert. | am 30 years old and | was not a
"Speccy" inthe eighties, though | did have & ZX81, and | did not have an
Atari when they first hit, but since the Megadrive first arrived, | suddenly
tound myself drawn towards GAMES. | bought a Megadrive, Mega CD, and
loved them. | went on to buy an Amiga CD32 and was totally hooked, Since
thenlhave got a MD 182, CD2, Sega 32X, SNES, NES MS 182, 300, Jag,
PSX, Saturn, N64, as wel s my handhelds, Lynx, Game Gear and GB. The
list does not include the Retromachines that | have been gathering for the
last two years that now exceeds 60 machines and is still growing. My
latest addtion being an MSX which | bought yesterday from a boat sale. The
full list also includes some Pong Variants, some weird and wonderful,

| would also like to say thet | have had a lot of help from the gaming
companies, Namco sent me load of Promo gear, o did Sega and EA. Also
my local Elecironics Boutique stores.

Well, my ambition is to create a "Games Museum® which will be in a brick
outbuilding | havs in my garden. The first photos should be ready in about
two or three months time. Maturally | will send you some pictures, and a list
of my full collection once | have compiled it. Have you any ideas on
insurance? This is my next worry,

Anyway, | just thought that | would drop you a line and let yvou know that
Retra lives, and keep up the good work.

Steve Lucas

Farnborough
lndmttmnyﬁwwﬁluﬂsmdfﬂni&ttﬁn}k_m;mgmﬂ
was down the pub and told my mates that Pias Openin a
museum in my garden they would twist appy & till |

couldn‘t breath. Unlike those people, | think it is a brilliant idea,
and would be grateful if you could keep us up to date with your

[=]

progress. Be careful though, you could end up with three
hundred hungry retro fans knocking on your door. As for
insurance, being solely responsible for pushing Vectrex prices
from a tenner to £489, | am not the best person to ask. In reality,
clagsic machines are only really worth what an individual is
prepared to pay for them. The only guide is availability, ie: it
would be a lot harder to replace a Colecovision than a Spectrum.
Goud luck with the project, and | am sure | speak for the majority
of the readers when | say that | can’t wait for your photos.

Dear Jason,

The reason for this letter Is to ask you ar your readers if they have heard
of a particular console that | have acquired. ts an Optima 600 licensed by
Magnavox (Japanese?). | have no instructions and no cartridge. | have
completely no knowledge of this machine and would be indebted to
anyone who has any informsation on this machine.

Mark Hula

Bristol
Magnavox are famous for releasing the first ever home console,
the Odyssey in 1972. The American company went on to release
the the sequel, Odyssey 2 in the States, which was rebadged the
Videopac by Philips for release in Europe. To be honest, | have
no knowledge of any related machines released in either the UK
or the US. If anyone can help, please write to the usual address.
(How about a photo in the meantime Mark)

Dear Jazon,

I have just read my first Issue of Retrogames, and it's exactly what | was
after, a tascinating, unpretentious read. You have good taste as well |
Forbidden Forest is a briliant game for the C64 is a briliant game on the
C64, and anyone who rates Space Duel has my video game respect.

I'm also lucky enough to work with old and nevy video games and
computers. | work in a special care centre for adults with profound
physical endlor mental disabilities. I've buill a few adaptors for Alari
Joystick port machines (and a Playstation), allowing people to play video
games, create computer artdnusic, run light show's, cordrol @ music CcD,
event if they can only operate one switch at a time.

On Atari VCS Combat bi-planes, | may put one switch to steer the
rudder dovwn with fore locked on for one person (3 small planes), and a
joystick (but fet plane) for & more able person. This sets up a fair game,
&nd people have gained as much fun from this as on Destruction Derby
on the Playstation.

A Boast? Have you seen the excellent Microsoft Arcade for PC
Windows? The history of the games documents are warth reading but |
was amazed &t the Battle Zone texd. The programmer mentions recieving
a lefter from a fan, saying that his friend kept going in one direction
towards the volcano amd finally reached it, and found e castle inside.
I'am 99% that this was my letter, although | can't prove it. | remember
writing & lot to Atari in the early 80s when the VCS has an official fan
club, and | do remember writing such a letter (83 or 84). Yes it was
bullshit, | was very young. i

I have colourspace for the Atart 800, and very good it is too. t was
tape only, but my copy is on disk (| made a donation to Liamasoft for the
instructions). It is miles better than the CB4 version (psychedelia) with
much better colour and effects and you can have twa people using it at
once. Co-incidertly, last week | set up B-bit colowrspace with a control
spiitter for a severely disabled man, as & joystick trainer. The home asked
me if | could help this man learn how to control an electric wheelchair,
before they could get the go ahead to buy one, so all this stuff gets used
somevwhere.

Barrie Elis
Essex

it must be very rewarding to give people the ability to interact
with games for the first time. lt's amazing to think that there
are still such ideal applications for classic machines and games.
Thanks for but next time you write, can you make it
a cheekym%ﬂ‘%{%m sent to Atari. | remember on Pole
Position, if you took a turn onto the grass after the seventh
Hamco sign, the track turned to mud, and after around two
minutes you could see 4 emall town coming over the horizon_.




SEGA AGES!

‘r One thing that gets harder with each issue, is finding
decent research on rare machines. Sega's early

* ‘consoles were briefly covered in last issue's Super
Rare, but the pictures left most of us (including me)
hungry for more. Enter regular Japanese reader (and
top man at Hamco), Yasayoshi Machida. Thanks to his
brilliant research, | can now help put together some of
the pieces, and shed more light on Segas early series

of innovative, but highly unsuccesful consoles. SEGA MARK 3

It all started with the SG 1000, Sega's first stab at the consale market in 1982, Atari
were al the height of their reign over the console market, and with the YCS and its
competition threatening to take over the market, Sega acted quickly to get a machine
into the shops. The result was an under-powered, under supported console, which did
little to impress the Japanese games player. With its central cartridge slot, and
simple button lay out, it is not difficult to see which console Sega were trying to
imitate. Details of the games released are sketchy, but it seems Sega did not cash in
on their own hot licences (Zaxxon, Camival). but still continued converting them to rival
machines. While the SG 1000 did little to impress Japanese gamers, Sega were

SG - 1000 el determined not to let the machine die.

In 1984 the SG-1000 spawned a bigger and better sequel. The SC-3000 had |SC-3000
a faster processor, more colours, better sound, and a more stylish look.
According to two sources, the SC-3000 remained backwards compatible
with the SG-1000, meaning that the few loyal fans Sega had made could
still play their older games on the machine. The cartridges are similar to
VCS carts, and thought to hold games of 4k - Bk in size. Software was still
not Sega’s priority. With shoddy ports of VCS style arcade classics, Sega
failed to cash in on their biggest asset, and Sega classics like Zaxxon and
Carnival failed to make it onto the 3000, despite Sega converting them to
the machines rivals. On the brighter side, the machine had a very
impressive range of pheripherals. Considering Sega helped design, and
released the only game for Coleca’s Steering Wheel module, it is perhaps
unsurprising that the 3000 version looks almost identical. The same can be
said of the similarities between Coleco’s Supersketch and Sega's own i
“Graphics Board". There were more innovative pheripherals however, namely | :
the BH-400 Yolk, and SJ-300 arcade style joystick which more than I
resembles Sega's later Megadrive efforts. Even at this point is is clear that
Sega had very little faith in the success of their new consacle. Their range of s

pheripherals were made to be MSX compatible, which while highlighting the Only months after the 3000s release, Sega
success of the MSX range in Japan at the time, also represents a desperate released the Mark 3. The mark three may look
attempt to guarantee sales of Sega hardware. While the SC-3000 compared very similar to the 3000, but marked a whale new
well with the Colecovision, it's lack of power and software support wasto  direction in Sega's marketing strategy.

P T TR
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become evident when Nintendo's fledgling Famicom started to gain In design terms the Mark 3 was hardly a huge
momentum. It would take more than a steering wheel and a handful of step forward. Joystick ports were moved from the
average games to halt Nintendo's imminent market domination. side 1o the front, additional venting and araised
SC-3000 PHERIPHERALS IEdgﬂ above the Elpanﬁjun

port complete the
aesthetic alterations.
“~ ux -~ - The notable addition is a
= "f AT4 '-:’7:/ U_Z _ simple slot. Seqa

. i produced the first ever
consale capable of holding
its software on wafer thin
cards. At this time in
history, the thought of
having your games on thin
slithers of plastic was
remarkable in itself.
Cards could hold an
impressive 32k of memaory,
and Sega even released
games with shared
memory, 32k for the game,
and 2k of writahle RAM for
keeping scores or game




SEGA AGES! | '
o
SEGA'S ORIGINAL FULL PAGE M3 ADVERTISMENT ~ |positions. The mark three also continued the backwards compatible
ability, meaning that all 3000 carridges were not redundant despite
§ |the machines very short life. Though technically the 3000 and Mark 3
were the same, Sega had been carefully judging the rest of the
i 4 | competition, and in line with the booming Japanese MSX market, and
& | similar efforts in the US, the Mk3 was the first Japanese console -
N |computer hybrid. The SK-1100 was Sega's ultimate pheripheral. A
computer keyboard, expanding the machine in a similar way to the
Intellivision Keyboard, Coleco Adam system, and prototype VCS
keyboard. The range of add-ons didnt stop at a keyboard, there was a
printer and tape recorder. The thought of loading a game into a Sega
console by tape is almost laughable now, but in 1984 it was a reality.
To maintain the Mk3's image as a credible computer, Sega released
Home Basic, a simple language to teach programming. A full version
{ | of Basic for the more advanced user, and Study, a maths/stats
# |homework helper, destined to be just about the only Sega educational
2 [title to ever be released. Programs could be stored on tape, or even
27¢ [on blank "Epmycard” ram cards. At this point, things get sketchy
a1 [again. We know that Sega released it's pheripherals to work with the
&4 | MSX, but it is also possible that the Mk3 was also an MSX
{|compatible. Where's your praof | hear you cryl Well, one of the first
games available for the Mk3 was Konami's Track & Field, and judging
| by the screenshot, it looks pretty accurate and almost identical to
4 |Konami's MSX version. Konami were alsa well known for sticking with
i . 2=l the MSX format, and not supporting other machines. Either they
iﬁ%?#iﬁag ERR : ~< | converted the game as a one off tester, or the machines, if not
: = : 4f |compatible, are remarkably similar allowing for very easy conversion.
{| There is another rather strange pheripheral for the Mk3, the

telecon pack is a mini radar disk that sits on top of your DREAM SET UP, C'RWHAP._ S
television, beaming an infa-red signal into a unit which plugs EETE

into the console, allowing you to use the machine without

connecting it to the TV. The downpoint is that it looks
absolutely awful. :

With the Mk3 Sega started to invest more effort into its
games, while being aimed as an all round family computer,
Sega did not want people to forget that undemeath it was a
games machine. :
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With classic versions of games like Hang On, Choplifter, Zaxxon,
Bomb Jack, and Bank Panic, Sega finally started investing some
of its arcade heritage into it's new machine. The progress towards -
Sega's next machine, the Mastersystem, is obvious. What you
may not know, is that while the MS retums to a cartridge format,
the card slot (Mk1 MS's) means that Mk3 games are actually
compatible with it. The reverse however is not true, and
Mastersystem cards are incompatible with the Mark 3.

Right, so youVe read the article, and you want one of each to
complete your collection! Well | am afraid that all three remain in
the super rare domain. Nane were released outside Japan, and
the SG-1000 sold in particularly low numbers. Japanese gamers
trade them from anything between £500-1000, and you can forget
finding the pheripherals. Of course, if anyone knows different
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‘of us have either a Gameboy or a Lynx tucked

KING OF HANDHEILDS

The cartridge based handheld is something that
gamers of today take for granted. The majority

away for long joumneys or those dull Christmas
family gatherings. Well despite the formats rise
in populanity in the late eighties, the cartridge
handheld stems back to the very roots of the
gaming revolution.

The year is 1979, and Japanese toy giant
Tomy, inspired by the huge success of cartridge
based home console systems, decide to
experiment with a cartridge based handheld.
The result was a shoddy LED sports game with
an interchangable screen, letting you play either
Tennis or Football. Though this machine was
not exactly going to set the world on fire, it was
enough to get many major players starting work
on the ultimate cartridge based handheld. In
Europe, Grandstand madified Tamy's machina,

BASHETBALL

...nel plcks... ..-last break and lay-up
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Mattel made their own version, and even Tandy released one,
which neatly stored the spare screens in it's casing. The best of
the LED bunch however was to come from Coleca Enter the Total
Control 4. Coleco obviously realised the benefit of an exclusive
cartridge market, and were the first manufacturer to release their
games seperately from the machine itself. As you can see from
the picture abave, the TC4 is a smart looking unit. Realising that
computer Al of the time left little to challenge, the machine was
aimed as a two player sports simulator. The problem with LED is
that any detailed graphics have to be etched into the screen itself,
so the TC4 uses simple red dots to make up its image.

-The additional cartridges were all released in a pack together,
and though they look to be simple screen overlays, there is a
connecting strip on the under side which interfaces the new game
code. To be hanest, the games offer very little variety.

The joystick offers pretty unresponsive play, and action is far
from hectic. Each game offers simple variations on the ball and
tackle theme, with tackling serving only to bounce the ball in the
opposite direction. It doesn' take much to realise that you need
more than different artwork overlaying the screen to produce a
different game. That is not to say that the TC4 wasnt an important
development. Machines preceeding it had not altered the
specification of each game at all, simply overlaying new play area
features.

The problem was technology. LED simply could not handle the
intricate detail required to produce different games. The result
meant that the only way a company could market the games its
system was capable of, was to call them sports. By the end of
1979, technology had moved on a level, and one of the games
industry's true innovators prepared to shock the handheld market.

TOTRE [ONTROL &
HOCREY EARTRIUNE




KING OF HANDHEFELDS ¥

The MB Microvision represented as much of a leap forward as the Atari
Lynx eight years later. MO had created the first ever LCD pixelated screen
cartndge handhield, and were set to take over the market.

Micravision cartridges make up the entire front of the machine,
complete with overlayed perspex screen and game controls. Another
revolutionary development was the machines unique analogue paddle
controller, allowing for accurate control over game sprites, and once
mastered gives a tremendous feeling of ability. The supplied Blockbuster
game is a simple, but addictive, breakout clone, but with practise you can
place the bat with pin point accuracy. For me, handheld games should
always be difficult. Most LCD games require simple learning of set enemy
routines, or precise button press timing to complete, or reach the
maximum score. Thanks to the remarkable speed of the microvision, along
with its vital analogue ingredient, Blockbuster remains one of the most
nerve jangling, unforgiving, and ultimately highly rewarding handhelds ever
available.

There was around a year between the release of the machine in the
US, and its release in Europe. MB had plenty of time to refine the
The Original US Microvision machine, and unlike many other companies, they actually did.

The UK Microvision's main improvement is the remaoval of the touch sensitive game buttons,
replaced with proper plastic levers. While these are far more responsive, they were prone to
being snapped out of the cartridge when not in use on the machine. Other improvements
include shiny metalic name badges on the games, instead of rather tacky plastic transfers,
and a filled paddle knob, with better grip. The machine was also supplied with a rather tacky
leatherette pouch, which when used tends to make the machine look quite seedy. The
machines screen is made up of a 16x16 grid of pixels, which while incomparable with the
screen clarity of a Gameboy, is still perfectly adequate for simple arcade games, and simple
arcade games was exactly what the multivision had! In total MB released ten cartridges for its
machine, though many of them did not make it over to the UK. In 1979 they released Bowling,
Mindbuster, Pinball, Connect 4, Vegas Slots, and the machines only licenced cartridge, Star
Trek Phaser Strike. 1980 saw the release of Baseball and Sea Duel, with the machines final
releases, Cosmic Hunter and Alien Raiders coming out in 1981, Titles which were definitely
released in the UK were, connect 4, Pinball and Bowling. Star Trek was released here, but
renamed Shooting Star. (some

: US cartriddes are
thing MB would repeat on the beige and very
Yectrex, with the Star Trek/Star dull, while the
Ship name change). | know that UK carts each
other games were released into the have their

own bright

UK but suspect that they also

s suffered name changes. In particular
| remember a completely silver cartridge named Space Docking, though
it is no doubt the US Cosmic Hunter or Alien Raiders. Of the games |
have played, few of the cartridges match the gameplay of the original
Blockbuster, though Pinball (which uses the same bat at the bottom of
the screen) is excelent. Sadly the MV became undersupported when MB
began working on the Vectrex, eventually being pulled from the market
years before it should have been dropped. If you ever get the chance to
own one, snap it up, as for me it still remains, King of Handhelds.

colour. For




~ ENTERPRISE ALLOWANCE

Bﬂhﬁumcﬂ%.abﬁﬂaragaimﬂuﬂl
raged in schools accross the UK. A battle more fierce
than any ciher before, B made the first world wer look
like & mild dispute between two apologetic priests:

Which Is Best : Commodore 64 Or Spectrum?
This was certainly happening &t my school, and as sad
as it seems, friendships were forged or severed
depending on what side of the fence you were
ertrenched. This situation continued for some months,
¥ | but slowly the battle focus changed to what machine
g | you were going to upgrade to. t was like the old, my
Dads bigger than yours. Ml never forgetit......

We were all happily going to spend about £400 of
¥ | our parents' money on these mythical machines . Me, |
. | was having a Sinclair QL, a couple of my friends were
having BBC micros, and one oddball said he was going
to have an Elan Enterprise.

He reeled off the specs, 64k, Z80, Built-in joystick. |
| Yas impressed. He showed me the first pre-launch
| phatos of the machine. Unfortunately, that sealed it for
- | me, I wouldn't ever buy & computer that looked like a
lump of melted plastic

it's launch date was put back and back, here is the development story of
the Elanf lan/SamauriEnterprise: 4

Following the world wide home computer boom, stared in the UK by
Sinclair's groundbresking IX Spectrum, a giant Hong Kong based trading
company called Locumals decided to jump onto the bandwagon. Their
plan was shrevvd, they knew that in the home computer industry, no-one
at the time was more innovative than the British, and so they decided to
use this pool of talert, rather than develop it themselves. Anonymously,
through the United Commercial Bank, they approached Intelligent Software
and commisioned them with the task of developing a totally new home
computer.

Within & month, |.S had project DP.C underway - The D P C referred to
Damp Proofing Course, a “nom de plume” which was used to side track
the curious, in the event of any snoopers having a peek.

Whilst |.S was formulating the innards, Geoff Holington and Nick
Oakley were appointed to create the outward appearance to the machine,
and by February 1983 had produced a strikingly different shape.
Unfortunatety, a lot of the design team's forward thinking was
compromised when, later on, 1.S. decided on a seperate graphic design
consultant who dismissed their two-tone grey format in favour of a
primary colour coded scheme. Not only did this short sighted decision fly
inthe face of the growing trend towards more professional-looking
computers, but also lead on to an unfortunate set of circumstances when
it reached the shops later on.

Although the exierior was suffering from too many cooks, the internals
were bubbling away happily. Nick Toop was busy designing a
revolutionary “soft* Uncommitted Logic Array (ULA) chip. The square,
custom buitt 72-pin chip was to allow the most flexible colour display of
any 8-bit home computer ever made. In unisson with the development of
the "Nick" video chip, Dave Woodfield was creating a similar square ULA,
chip, “Dave”, giving full stereo sound and the ability to address up 1o four
megabyted of Ram and Rom.

For reasons of costs t was decided to use a rubber mat in place of an
individual sprung keyboard, edge connector ports as opposed to sockets
and the Ziog Z80A central processaor rather than the taster 7808, Cost
¥vas also a reason for the exclusion of an extra ROM chip from the circuit
board, which could have allowed the computer a buill-in assembler and &
more professional word processor.

The marketing wing of the operateion was set up at the London office
of Domicrest, and Anglo-indian trading company, which was also involved
in the venture by this stage. The first task was to decide upon a name far
the company who were to produce this world beating machine and no
doutt with an eye to its Far-East arigins, the name “Samurai” was arrived
at. However, Hitachi started producing a series of computers with that
name, so # was back to the drawing board. For a while & was known as
“Oscar” but no-one really liked that, and o "Han" was the name the

' pre-launch publicity machine centered around. This proved to be the
biggest mistake of all, for a software company of the same name took
them to court. Whilst all this was going on during 1984, the newly-formed
company decided to hedge it's bets by naming the computer itself the

Erterpise. Elan Software won the legal wrangie and after & desperate
aitempt not to loose &l the benefits of the previous publicity by calling the
company “Flan” (which looked and sounded like Elan) they decided to
finally admit defest dropping this sily name and caling themselves,
Enterprize Computers.

Entersott, the software marketing arm of Enterprise Computers, was
set up soon afterwards to ensure (in theory) a free fiow of programs
from independent software houses and to promote the development of
high quality programs designed to fully exploit the enormous potential of
the machine.

Before the company's infrastructure had been decided upon, a
decision was made to press launch the machine in September 1983, inan
attempt to drum up publicity and dissuade possible customers from buying
other machines. The computer was lsunched despite the fact that the
IS-Basic language, which had been under developmert for two years,
had yet to be finalised and thet the production of specialised chips and
manufacture by Crystalate Holdings had not yet been sorted out.

The Enterprise was to go on sale during April 1984, the press and
public were so0 impressed with the specificetion and the value for money
that the then “Elan” computers announced thet by early 1554
pre-production orders for over 80,000 machines, worth £20m, had been
made. Entersoft planned to have around a dozen programs ready for sale
at the same time, and everyone waited with beited breath, which by Juby
1384 became a sigh, and by December 1984 a yawn - i was late.

Pre-launch publicity is a dangerous business, one must take all things
into accourt before committing oneself to a date, the media was rigid fully
sceptical of Enterprise Computers' far too optimistic target date and were
naw busy telling the public * | told you sa*. Untold damage had been done
to the campany's image, much of the previous interest had evaporated
along with the pre-production orders, by the time the Enterprise finally
arrived in any numbers,  was nine months later, January 1985,

The world that the Enterprise launched into wwas far more hostile than &
would have been back in April 1984, the public was far more 4
conservative, critical, cynical and price conscious: the golden years of
home computer sales were over. The rival competition was keener also,
and although the Enterprise stil stook head and shoulders above the rest,
it would have proved itself.

Moww wwas the time for the marketing arm to show s true colours -
unforiunately these colours were green and yellow. Green because they
hadn't put the wasted time to good use. Of the software originally
intended at launch date (12 in number), they praduced a pathitic third of
that figure (4) and instead of an eye-catching machine code poird-of-sale
display they had only the awful IS-Basic introductory cassette, and
yelow because they chickened out of a massive £2.5m advettising
campaign through Low Howard-Spink which was planned to start with an
intial phase costing £50,000 in late February.

Probably, t was decided during the delay to low-key launch the 64k
madel and bring forward the 128k model launch. This machine would be
more instantly competitive in the market place than the 64k, and the
advertising was to be delayed to coincide with its infroduction.

Those faithful few who waited from the original launch snnouncement
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of the 64k maching's arival were met by an unecessary 25% price increase (when the
y competition were lowering theirs) that only helped damn its name even more in the media,
Y. who by now were going off the management of the company rather fast.
H{.  The folly of this price rise came home to roost when it was admilied that prices had to
~°  come down, This coincided with the bungled changeover from high volume manufacture at
Wehwyn to low volume production at GRI of Perth, Scotland. The result of these two factors
was that the trade saw prices drop in the shops whilst manutacturing had, as fer as they
knew, came to a hak. Everyone presumed Enterprise Computers were going under, all
becausa they charged an unrealistic price to start with and didnt inform the press of the
change in production early enough.
Another naid in the Erterprise coffin was the fact that the general public could not tell the
Enterprise 64 from the Amstrad CPC454, which arrived (on time) three months earlier, The oo 3 = 3
concklence et beth machines ke imie, § wes et vacon e o seiiad | ENTERPRISE SPECIFICATIONS

who benefited from most of the Enterprise's pre-launch publicity. If, however, it was by :
design that the CPC464 was coloured to mimic the Enterpriss, shown to the press six | - Z80 Processor running at 4Mhz
months earlier, then Alan Sugar must be given due credit for a marketing masterstroke. Not | - 64K or 128k RAM Expandable to
onty did Amstrad gain, but the Enterprise when t arrived seemed from the outside nothing 3900k
more than a spartan imitation of the Amstrad. |

By the time the 128k model was ready for introduction, Erterprise were commitedto | - 206 Colours

thewr colour scheme, far too many 64k machines had been produced by Wehwyn Electronics | - 3 Sound Channels, inc. White

in anticipation of the original demant, and Erterprise were frantically modifying 64k MNoise Generator

machines for sale as 128ks outwardly changing only the name pane! and the joystick knob i 5

from green to grey. i - 84x28 Character dlsplay - 672256
The media advertising, when it arrived was a shadow of thet first envisaged, during - Typewriter Keyboard

May only £250,00 was spent on press ads promoling the expansion system that didnt g :

exist, and the T.V. commercials promating the stereo sound when there was no software | Parallel Centronics

available to adequately demonstrate it. This sad comedy of errors put the trade right offthe | - RS 423 Port

Enterprise. - | - Joystick Port
By this time the money was running out, the disasterous launch, legal batties and e Monitor Port
production delays had all taken their toll. Despite the fact that Erderprise were operating o |
this stage in 15 different countries, including Eire, France, Germany, Scandanavia, South | - Input Cassette Remote Control

Africa, and Australia, # was England that accounted for the bulk of all home computer sales | _ Outpu[- Cassette Remote Control
outside the US. and there was no software there to ertice people to but the computer . - Stereo Sound

Promise after promise of software never matched the reality - * Forty programs by 1985" |

."A hundred programs by January 1985".... Unable to persuade software houses to - Power Supply Connector i
produce dedicated Enterprise programs without the incentive of huge commisions, | - PAL/TV Modulator
thus, software availabilty,

by the time EXDOS arrived (February 1936) Enterprise was in distrubution difficulties
and had to generate sales through mail order and small ads. In a last-dich attempt to get out
of the doldrums, Enterprise approached Dixons with a new machine, the PW360, designed
to compete directly wilh the Amstrad 8256 in the crucial pre-Christmas sales period. For
rmsmsbestkmwntnﬁxum,tmd&idssﬂveduﬂlhadadsiuntoicﬂdﬂeﬁielwise
Computer Ltd was taken by the United Commercial Bank on June the 18th, 1986, leaving a
debt of approximately £8m and were put in the hands of Grant Thornton recievers.

ARTICLE BY KEITH ADAMS - BLACKPOOL

This shot shows just how well endowed with expansion slots the I'nterprise 64 was:
Svstem Reset, 2 joystick ports, Printer, Network slot, Tape deck ports, Monitor output, TV and Power
On the left hand side is a cartridge slot, labelled "ROM Bay" and on the right is an edge connector,

Final note from Keith, It only remains for me to thank Keith for his excelent
| actually own one of these machines and am intrigued by it. | debut article, and if anyone has anything te add, then
picked it up in a second hand shop for £1.50 minus the power please write to the usual address.

supply unit. | would dearly love to get the thing working but Next issue, Keith delves into the history of the Oric, a
have no spec details for the PSU. and Id like. d some. machinm#ﬁuihad as a useless lump of
If you or you know of anyone who can help, pléa& assthe  plastic, ave recieved several complaints about,

details on to Retrogames, who will pass them on to me. so | will rephrase that, “almost useless lumnp of plastic™
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MNow onto some more slighily more unusual varations in
packaging. | have two variations of Everyone's a Wally by
Mikro-Gen. The more traditional of the two comes in a
standard cassetle box with Hyperload printed in while an the
cassetle box ouler, whilst the other version comes in quite a
large cardboard and plastic type affair The cover designs are
identical yet there is no mention of hyperdoad on the
cardboard version. Alchemist by Imagine for the Spectrum
was another big hit in the eighties and | have a rather

unusual release of it which comes in a standard cassette box - bul it is
all in metallic Gold including the tape itself (and no it hasn't been sprayed

as an aflerthought!). g

F?IREEH.*-?E{

by Luis Troyano

Whiist reading through a recent issue of the Retrogames
fanzine | suddenly felt inspired to write an article. But what
could | write about? I've been playing and collecting
games since the late seventies, yet have no programming
or circuit making knowledge. Writing about these subjects
are out of the question. It was whilst | was looking through
my caollection of Spectrum and Commodore games one

mmang

“wl . Saturday afternoon that inspiration hit me. One of the things

| love about retrogaming is the pleasure | gei from finding a

game that | already own - yet it has a subtle difference to the
cover dasign, completely different packaging or even a change fo the
game code itself. | have no explanation, just theories, to these factors,
but would like to tell you about a few of these variations | have in my
collection. Let the article begin.....

Fll start off with that old classic Manic Miner for the Spectrum. To date |
have four different cover designs, two by Bug Byte, one Soltware Projects
and one as a Maslertronic budget re-release. Granted the latter two are
diflerent company releases, but why did Bug Byte have two different cover
designs for the same game? Gunship and Solo Right by Micropose for
the C64 also fall into this category, both being released in different
packagings on, as far as | know, two ocassions. The two versions of

Gunship | have are both in large card boxes, the difference
being different cover designs (interior manuals are the same).
Whereas Solo Flight comes in a large card box as one version
released by Micropose and a plastic case issue with a US
Gold/Micropose badge on the front in ancther. The card box is
the more elaborate of the two having very similar design and
packaging to Gunship. Other releases
which are in a very similar vein to the
ones described are Booly by Firebird (C64),
Sprite Man by Interceptor
Software (C64) and
Football Manager by
Addictive (Spectrum). Most é

are illustrated on this page.
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k: the variation factar continued

%

| am sure we all emember the boom of the Spectrum in the eighties
and retailers decided to take it upon themselves to sell bundie sets
which included games. Unlike today where buntles are merely a
console and a few games thrown in, retailers seemed to go 'to maore
trouble in the early days. Two examples | have are Alchemist by
Imagine and Project Future by Micromania which were
repackaged by Cumys and from what | can tell were sold with
Spectrums at the time. Both are very cheap looking with simplified
single colour packaging and bare minimum instructions.

But how far do we take the variation factor? Well, if you are as
manic a collector as myself you'll be looking more closely than
what | have lalked about already. Cassetle labels seem o change
for the same game and although it didnt seem to happen that
much | have two different examples,
which strangely enough are Donkey
Kong games by Ocean for the
Spectrum. The first is just Kong, one
has a white label and the other has a
sliver one. The second is Donkey
Kong, both labels are identical apart
from the fact that one tape is labled
Spectrum 48K.128K and the other
Specirum +2. Another slight difference
| have noticed is on the sleeve for
Hover Bower by Llamasoft for the CB4d.
| am quite a big Jeff Minter fan and have most of his games in my
collection so | know that most of his C64 games have a code
printed on the spine, the one for Hover Bowver being LLA21005. Yet
| also have a version with no code on it, strange.
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Spotting van‘alion-s in coding itself is slightly more dificult. To date | have
only spotied four. The first 1l tell you about is Elite by Firebird for the
Spectrum. | curently have two versions of this game, both are in the
standard Firebird Elite card box packaging, yet one comes with a dreaded
lenslok and one doesn’l. The one without loads and runs perdectly well
without it, and the one with it has the lenslok coding built-in. | would be
very interested in finding out which came first. Was the Lenslok introduced
lo stop the escalating pirating of this era or was it withdrawn because of
it's impracticality and cost? Another unusual variation | have is Paradroid
lthe best game of all time?7?) by Hewson for the C64. | acquired a tape to
tapad version of it which labels itself as the Competition Edition once it
has loaded and the startup screen appears, there is no sign of this on the
original. Does anyone know where this came from? Was it a special
edition released on a magazine cover tape as a compelition version? I'm
sure you all remember the Currah Speech cartridge for the Spectrum, but
how many games actually took advantage of it? The only one | have is
Steve Davis Snocker by CDS Micro Systems, which has a small sticker on
the cover promoting the fact its compatible with the Curah. Yet 1 also
have a version which doesn't have the coding for the speech unit built-in,
Both were released in 1984 and the other difference between them is
different coloured tape labels. The last
varation | suppose doesn't really
count but it's interesting to see that
Software Projects decided to put a
much larger anti-pirate code system
for the CB4 version of Jet Set Willy in
comparisonito the Spectrum version.

So that's about it as far as this

article is oo:}camsd ] hope you -
enjoyed re what

a never ending quest collecting retrogames is. Just when you think a
collection is becoming complele variations start turning up. If you do
come across any interesting or unusual variations thén please let the
rest of the Retrogames community know,
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. Just when you thought it was safe to go back in the water, Vectrex Crazy returns with resiews of all

7

. sthe latest Vectrex titles. All you Veccy fans will be pleased to hear that this is the firet in a three part
.ﬁ-!mmmtrmn reviewing the new games, will algo reveal yvet more unknown facts about
| 'Fthe indisputed king of retro machines.

PATRIOTS

The Vectrex back catalogue is something of a wonder. Official arcade licenses; blatant copies
of arcade games, and a handful of original titles thrown in for good measure. Berzerk,
Scramble, Asteroids, Pac Man, to name but a few, it is little wonder that the machine is so
popular with collectors, as the games often offer the most playable version of the original arcade
machine on any home format. Despite this stunning software range, there are a few gaps. One
was the lack of a Space Invaders game, which was filled nicely with Vectrex Vaders in 1995,
Patriots fills in another important gap, Missile Command.

If there are any readers unaware of the game (Impossible?), this Vectrex version places two
missile launchers in the bottom two comers of the screen. In between there is a line of six
bases which you must protect. Missiles come in from the top of the screen, represented by a
bright pixel and leaving a line trail behind it. Each of your launchers has a set amount of ammo
at the beginning of each level, and each fires with seperate corresponding joystick buttons. You
must guide a cross-hair with the joystick and try to pre-empt the position of the incoming
missiles. Press fire fo shoot from the nearest launcher, and when your missile reaches its
destination, a large ball of fire destroys any enemy missiles in the vicinity. The further into the
level, the faster the enemy missiles, the higher the level, the more missiles are dropped on you.
Strategy is often required to reserve missiles in each gun, and it is important to retain a high
level of accuracy. In addition to all this, enemy space ships come down during levels, dropping
more missiles from lower levels. It is also possible to have one of your
making it very difficult (but possible) to continue.

So, that's what you do, but what's it like? Fans of the genre will
find this one of the best available. Blistering pace, frantic action,
even the sound effects hail back to the arcade original. There is no
doubt that if this had been in the original MB line up, it would have
been one of the games to buy the system for. More than just a gap
filler, one of the greatest Vectrex games available.

SPIKE'S WATER BALLOONS WHERE DO THEY
So the Spectrum has Willy, Coleco has the . COME FRO .

Smurfs and Atari has Pac Man, the poor old \Wectrex fans accross the world owe a grest
Vectrex got lumbered with Spike. Yes, the | deal to legendary games creator, John
character with a voice like Madge Bishop on | Dondzilla. John's first creation, Vectrex
steroids is back! Spike's water balloons is | Vaders rocked the retro scene, the news of
included on the four game, ALL GOOD THINGS | ;:ﬂ* Wectrex title :‘d ﬂd.vﬁdmh:::d
; -, ithe machine's rige in popularity, but

pack. _The problem is, Spike’s not all gnn:d. it b
This game is very, and | mean very, simple. | s
Y laced at the bottom of th & UIAR SR Sauaan, A Wi

ou are placed at the bottom of the screen, an on to create the phenomenal Patriots, and
once again have to rescue your girlfriend. To do in the same year completed All Good
this you must catch a load of water balloons | Things. This four game compilation

i

One base gone, it's getting trickyl

Missiles coming from every
direction, Time to get busy.

being thrown down the screen at you by a nasty  includes Vectris, a version of Tetris which
monster. To begin with the balloons are thrown in we will review next issue.

a line formation making it easy to catch them John has now left the Vectrax and
one after another. However, as the levels
progress things get more difficult, and you have
to run from one side of the screen to the other, often in some almost impossible
attempts to catch the oncoming balloons. If things get too tricky, you can put your
hands in the air and bounce off balloons from the side, but this simply flings them
back to the top of the screen and makes it even harder when they come back
down. If you miss one balloon then you have to start the level again, and there is
an annoying pause while the level resets itself. Now if you thought | was going to
carry on and tell you more about the game, your wrong, that is it. Admittedly there
wasnl mach to do in the original spike game, but this

'moved on to conwert more classic games,

| this time onto the Colecovision. It is not

| certain whether John will return to the

| Vectrex, or whether anyone else will start

| writing software for the machine. One thing
/is for sure, we should all be very thankful
|for the six new games he has given us.

| The new titles are available on the latest
‘version of Sean Kelly's multi-cart, which
includes every other Vectrex title released.

psuedo sequel does little to push Spike closer to
being the Vectrex hero we all want him to be.

The game is actually smooth and the graphics are
detailed, and thanks to the fast speed on later levels
there is a degree of challenge. Overall, a very simple
game, more like a Game & “Watch than a Vectrex

G—.m- 2 _.'_.__,.
Originality:

 SPIKE'S BALLOORS
i 3% e be coded onthe PC end downloaded io &

|} versions of the system are being worked on at

classic.

VECFAX

Jetl Woolsey mekes a Vectrex interface,
allowing connection with your PC. Games can

blank cartridge, and run on the machine. Newy

the moment, $0 it showldn't be long until we get
a deluge of new Vectrex titles.




FUTURE BOY

4" There are two things | get more calls about than any other, first is PC
a ! Engine, which we have yet to cover, and second is the Virtual Boy, nat
}-mmarwummﬂnrhi Withdraven in the US and Japan, the ¥B
- now joins ranks with the Jaguar, 32X and 3D0. A new breed of retro
machines, and even a few games to die for..........

SPACE INVADERS (released in Japen only)

While we are all used to finding Space Invaders games on
extinct machines, the game makes a surprising addition to the
VB's otherwise “retro-free” software catalogue.

Now if your hoping for a no frills version of the Taito original,
you are in luck, and if you are after a super new 3D version
your in luck too. This game features in effect, four games.
Standard 2D versions of Space Invaders and Space Invaders 2,
complete with original sound effects, and identical gameplay.
Meanwhile, Virtual Space Invaders and Virtual Space Invaders
2 offer fantastic 3D backdrops and an altered angle of play. The
enemy is layed out in a similar way to a typical 3D chess
game, invaders moving towards you as well as down the
screen. Bonus flying saucers fly accross the screen, and then 7
fly towards you in a spiralling 3D motion. The stereo sound - e

also helps to convey the ships movement. WARIO LAND

To add an exira element fo the classic gameplay, there are ..y computer related publications have related the Virtual
two new modes, score attack and time attack, where you play Boy's lack of success with a lack of quality Nintendo

to achieve set targets in strict time limits. software, the blame being put on the compan :
i ek ' concentratin
An original Space Invaders game, complete with different its efforts on the NG4. s it .

scoring modes, 3D enhanced versions, wiitten by the arcade This is a complete load of rubbish. Sure, early Nintendo
manufacturers and remaining faithful to the original, what sourced games like Mario Tennis offered little out of the
could possible be wrong? In a word, the score board. The ordinary and did little to push the VB in the new directions

whole point of Space Invaders in the arcade, was to beat the everyone expected. That is not to say that Nintendo were not
top score, and that is exactly how you feel playing the VB going to put the record straight....

version. The scores already on the table are high, and it Wario Land demonstrates what Nintendo do best, platform
takes dedicated hours to reach the top. Once you manage it, games. Be it Nes, Snes or NB4, it is the genre that s.lells
you will have wasted your time. Just like so many classic Nintendo machines. Wario Land continues the exploits of the

retrogames, there is no score save. Tum it off and your high Gameboy's Wario character, which | have always thought an

scoring efiorts are forgotten. This is surprising considering not incredibly uninspired Mario relative. Who's next, Leisure Suit

only the nature of the game, but the vast majority of VB cants | o None the less, Wario Land offers typical Mario style

which are battery backed. platform action, though with far larger and more detailed
Despite this flaw, this is the SPACE INVADERS characters than on the SNES or Gamehoy.

best version of Space Invaders Gameplay: 86% The VB offers a brilliant opportunity for games

:ﬂil:naﬁe;g 1";:5';:_:‘: ;'r’;ar:: Originality: 54% ‘prﬂgram_mers to show off, and Wario Land features a fantastic
SHOlE (it That | welelt e Packaging: 78% | inteduction sequence, complete !_nith 3D special effects.
one) and a vital reason 1o get a Retrofactor: 92% | The VB element also comes into play duritg the game
Virtual Boy ASAP. OVERALL: 91% | itself. Instead of simply jumping and running along in a
——— straight line, you can change lanes by jumping into the
T G forground, or inta the background. The high resolution means

that Wario remains detailed despite being in the distance. The
_ ' levels are inventive in typical Nintendo fashion. Loads of secret
' - levels and bonus waves, also lots of interesting weapons,
m HHE 353. : mainly taking the form of different style hats, each giving you
- ' different magic powers. After finishing a level, you can save
S . your position, choose to play the gambling bonus games, or
move on. After completing several stages you are faced with a
boss level, these often involve negating an enemy head on in 2
sort of Space Harrier perspective.
lts not only graphics which impress, the sound is also
excelent, with lots of stereo effects. The game is also very
long, giving you hours of play,

though | have only got to level 7. WARIO LAND

Owerall, an essantral Nmtandu Gameplay: 87%
classm If thig.gal agl been in | Originality: 63%
the initial VB Packaging: 79%,
machine may well of shll been in | Retrofactor: 84%
the shops today. OVERALL: 88%




N - Ccé SUPERSTORE SPECVIEW

CHAMPIONSHIP SPRINT KOSMIC KANGA

Super Sprint was always one of Ygu\,-a got Kangeroo on the
my favourite arcade machines, it | Alarl VCS, Roger in Tekken 2
was kind of a wrist flicking and Kosmic KKanga on the
excersise machine. The only way Spectrum. How many Kanga-
to make those comers was 1o |roo games could you want?

spin the steering wheel,then | This relatively rare game

grab it at the precise moment | is one of only two hits by

when your car was facing the | UK software house, Micro-

right way. It's sequel, ‘Mania. (the other being

championship sprint was not very Project Future). DESpltE it's platform game styling, and cute
common, but featured better ‘character, the game is in fact a shoot em up. You bounce
power ups, and new tracks. The  along the scrolling floor, jumping on buildings, cars, and

C64 conversion by Electric ‘people, while shooting on coming planes and helicoptors. The
Dreams, lacks the essential . idea of the game is to reach the end of all of the levels to find
steering wheel, and therefore | your spaceship and fly home.

plays quite a different game. As ~ Released in 1984, the graphics were big bold and colourful
a multi-player racing game it ‘and quite ahead of their time. Extra points are awarded for

seems dated, and as an arcade ICD"ECHHQ items on clouds, though when playing, you

. conversion, the lack of colour | ¢oncentrate more on reachlng the end of the level than on your
and unresponsive controls leaves the game feeling far from lscure Instead of the usual missiles or bullets, you fire

related to its parent. One interesting addition is a track 'spinning boxing gloves, which luckily are big enuugh to take
designer, which | remember being very excited about when the g4 45 aeroplanel  Overall the game offers quite a good

game was originally released. These days | have not got the ‘challenge, decievingly easy at first. Ok, so it's a simple

:‘r‘:fi"ﬂ‘lg f;:fj;;"i;;d‘;?n‘r:";nk“ CHAMP SPRINT iv;-riaiion ki shuut-:_mup KOSMIC KANGA
: theme, wath cute graphics,
highlights the lack of any really Ga.m.el’"?y‘ 29% 'and average scrnlﬁ'n g but | dont Gameplay: 1%
3 Originality: 37% | sL59 J. : Originali 44%
good tracks in the game. |care, it's got a Kangaroo twice gmaugy-
L an Packaging: 41% | care, ns g 9 Packaging: 62%
Overall, a game distinctive |the size of a double decker bus ging:
Retrofactor: 42% | 1M1° g Retrofactor: 7%
Drll'h' as a hEnCh mark Uf hﬁw OVERALL' 33“ ias its th[]. and I llkE “l =
guickly some games age. 3 g OVERALL: 63%
ZAXXON FAT WORM BLOWS A SPARKY
Zaxxon was absolutely massive in the arcades when I have had a half written article on Durell since around issue
released, one of Sega's earliest major successes, and two, and still havn' finished it. | thought they have been

converted to many machines, from Atan 800 and 2600, to C64  ignored too long, enter one of the craziest titled games in the
and board game, not forgetting the many Spectrum, Oric and | histary of gaming, FWBAS. Firstly, and most important, is the

Dragon copies. (anyone for a game of Zacksoon?) ‘games final tag line on the back of the box, " This game is
The CB4 version was programmed by American Synsoft | like, Well Crucial Man", now you can' beat that for hard-selll
and released in the UK by US Gold. For anyone who doesnt | Fat Warm, despite it's title, i1s a revolutionary game. | am
know, Zaxxan is an Isometric 3D shoot em up, similar in style | going to stick my neck out and say that this was the first ever
to Scramble, but played fram this angle, you have another | top down 30D game. Released in 1985, the game uses filled
dimension of freedom to dodge on-coming enemies. i vectors to produce a detailed 3D area. When you move
Synsoft's conversion is quite early, written in 1984, and | around, the graphics move with you, giving a 3D effect similar
unfortunately it shows. Even the arcade machine isn't ‘to that found in the new Playstation game, Micro Machines
particularly speedy, but the B4 version chugs along at a snails | V3. In the game you play the part of a worm, and the game
pace, often leaving it unplayable. The graphics are colourful, | arena is actually the inside of a spectrum. You navigate
and relatively accurate to the original, and sound is also  crucial components like the CPU and Data bus, blasting bugs

adequate. As quite often with old games, it comes downto and searching for the infamous Spectrum Disk Drive so that
speed, and thanks to poor programming, C64 Zaxxon looks | you can clone yourself, and finally de-bug the system.
feeble in comparison to the excelent Colecavision version. . When released, this game was so revolutionary that it won
Those of you desperate for a decent version of the game | countless accolades. Despite this, the games theme and
SR e S R cuntent meant it sold very few copies. Today the game seems
Saturn re-release, which | Vﬁf! slow, and rather Pumtless That is not to say that it is not
recently heard rumoured. T||| ' an important title to add to

k I your collection, it's just not,
1hen, kaep op chugging! “Well Crucial Man‘

e

ZAXXON | FAT WORM
Gameplay: 29% | Gameplay: 47%
Originality: 21% | Originality: 92%
Packaging: 58% ; Packaging: 78%
Retrofactor: %] Retrofactor:

OVERALL: 42%| OVERALL: :;:
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THE WORLDS FIRST FANZINE

IDEDICATED TO COLLECTORS
| OF CLASSIC GAMES SYSTEMS

- ACETRONIC : AQUARIUS : ATARI 2600/5200/7800/400/800/XE
APPLE 2 : BBC : COLECOVISION : COMMODORE 64/16/VIC 20
DRAGON 32/64 : ELECTRON : EINSTEIN : INTELLIVISION
JUPITER ACE : MASTERSYSTEM : MEMOTECH : MSX : NES
ORIC 1/ATMOS : SINCLAIR QL : SPECTRUM : TEXAS 7199
HANDHELDS : VECTREX : ZX80/81: TV GAMES : VIDEOPAC

IF THEY DONT MAKE IT - WE STOCK IT 0k so here are your

So, what is hot for collectors this month. Well, | must say that | am staggered by the amount of

Atari 2600 software being traded and bought. It highlights a possible change in UK collecting
habits, or a change in the kind of readers Retrogames is getting. Back at the beginning, when
issue one didnt even list the actual stock, it was Spectrum games that sold like hot cakes,
also, many Vectrex machines were sold, and so with them were sold many Vectrex cartridges.
By issue four, the situation had changed, C64 became the key collectable format and | had
difficulty getting enough stock to match the demand. Almost a year later and things have
changed again, C64 sales are slowing dawn, and this month sees the biggest ever selection.
The new hot format is Atari, which has ruled the US collecting scene for many years. In some
ways | find this rather sad, | have never made any secret of being proud of UK games, and the :
formats they were released on. Maybe it is to early to predict the state of the UK market at this | 3: 1 year subscription to |
stage, you never know, in a couple of months time ZX81 games might be all the rage. |
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RETROGAMES BACK ISSUES 6:

RETROGAMES ISSUE 1

Where is the Konix Multisystern ? Who is Kevin Toms?
Nol includes full features on both of them as wel as

SRR EEIR T SRR H TR R P S A S i

Lecad UREREIRGEG
250 PERISSUE

RETROGAMES ISSUE 2
Features include - MSX - 3D0 of the eighties?, a look

at some of the best games on the Vectiex, an in depth study

MACHINES - If you are
looking for a specific
classic machine, call
0181 203 8668 between
10.30 AM and 6.00 PM
to check price and
availability. Or write to
the usual address.

SUBSCRIPTIONS

options,

- 1: 1 year subscription to
i  Retrogames .
(six issues) for£14 |

2: 1 year subscription to
' Retrogames + i
Gamefinder Xtra £20

Gamefinder Xtra &6 |

| ALL CHEQUES/POSTAL ORDERS MUST BE MADE PAYABLE | | |
TO " J MOORE ", C/O 61T BACCARA GROVE, BLETCHLEY ’
MiL TON. KEYNES, MK2 3AS 3§ 0181 203 8668

| FUTURE ISSUE DATES |
. GAMEFINDER 8
| 20th Apr 1997
. RETROGAMES 10 |
. 20th May 1997 |
- GAMEFINDER 1

i !
a full hardware analysis on the Vechiex and Colecovision, of classic software house Automata, as well as all the usual 5 20th Jun 1997
news, retiofacts. reviews. and our one and only letteis page . RETROGAMES 11

reviews and retrofacts, the ugly machine hall of fame,
and lots mare.

RETROGAMES ISSUE 3

Our fist serious look at handhelds brings a three page’
feature on the world of Nintendo Game & Watch, as
well as Palitoy's early analogue machines. The first
guest article on computer music. Extended CE4 heaven
and all the usual retrofacts and reviews.

RETROGAMES ISSUE 5

The Acetronic, Radafin and Prinzlionic consoles make
there Retiogames debut, and we take ouw first serious
lock at the Matte! Intellivision. Mast exciting is a three
page lealure on the ultra rate Vectiex 30 headset, and
lightpen. Handheld heaven looks at the official Pac-Man
and more Nintendo GEW. + all the regulars.

e i,
: -00 - 7xe1- o0
= 2 X} - A

RETROGAMES ISSUE 4

The worlds first review of the unbelievable Vectrex
multi-cat. We also look at games never released in the
UK. as well as Tamytronic’s 3D handhelds. There are
guest MSX reviews, a look at formidable progiaming
hcu;se Denton Designs aswell as the usual Retrofacts
anhd news.

RETROGAMES ISSUE 6

Ouwr first ook at the Coleco Adam system, and some
classic coin-ops. There is a double helping of CE4
Heaven and our usual look at classic handhelds. We
also take & look at the Lynx and some future rerities like
the Sega Momad and MNintendo Viruaboy. Specview and
Retrafacts comolete the issue.

| RETROGAMES ISSUE 7

‘| Our biggest ever issue, first part of double feature, Super
-| Rare. including the handheld NES and Vectrex Keyboard

Thiee page article on Whistwatch games, Full featue on
the huge Retrogames Exhibition, First guest US article from

| the creator of the multi-carts, MSX-Xlra, Lyri reviews, and
= all the regulars.
| RETROGAMES ISSUE 8

Our first feature on the Atar 2600, another look at classic
-| Konami caits in MSX-XTRA, an extended handheld
| heaven, pait 2 of Super Rare includes the infated Atari
| VCS protatype, Intelivision Keyboaid, Grundig Interton,
-} and Sega SG3I000 consoles, C64 Superstoie, Specview,

o
]

" i

i T

fium budget packs - 25 individual titles (e

St | [re-issues) for E10 inc pip. While stocks last.

- 20th Jul 1997

- GAMEFINDER

- 20th Aug 1997
- RETROGAMES 12 |
| 20th Sep 1997 -
. GAMEFINDER

| 20th Oct 1997 ;
RETROGAMES 13 |
20th Nov 1997 f

. POSTAGE

. Machines 5.00
, Games 15 100
Games 5-10 FREE |
| Other tems 1.00

| overseas
| EURDPE - AS ABOVE |
| USA - £20 PER MACHINE |
\JAPAN - £25 PER MACHINE
| OVERSEAS VECTREX P&P |
| *PLEASE WRITE OR CALL |

| SEE ADVERTS INEDGE |
| FOR FUTURE DETALS |



FRBARE R 13
PRRSSER 17
LB NES THARTLIGH DR GLAES
KRAHAIDS
ALE A ST o
SPAMLL WARP
RECAIOR
ENURD RACEN
TGS RS TN
fﬂﬂ'ﬂFlS‘ENS‘P
I‘IFBHIUI
B ALL 200
RAMFASE
e AR
T SCARMER
TN B ARNE
T Bl aReRE
FOCGTRALL MAN WOR D DU
FOCHEA | MANATIER
FOOTBALL MANAGER (B0 BO®)
FEOTBALL MANAGER 2
HEADCOALH
HE MR
EBILL
METAM EX
BUTLH H&RTFGLUY
WUON TS
AL T LAY
GRS
CLIESTERTBE ol
GIPACHE THE AR
BECREY mis!
SOLOF iAGTEIH
CHICHI LG5
CHUCRIG B33 3
CHUCKIE EDO 3
CrwkE GG 7
CHOM R 5 3
CORE
JGLE FEVER
LAST SLISET FOR LA TTICA
ANEHICAN FOOTBALL
R RE R 1O BIRGAL BT
ML LRI
AR AL
TLilan
1 CTMPAT Z0RE
I COMAAT 20 1
0 COMBAT POvil
BE AR BOCVER
AR B R
BRI ER ATy
Evh OF Pam
HURSETTT DIMETY
SECTHAPAGHE
THE MASTER
POLE aios
TiHRk s GO0 CRCET
ChRARAM GOOC CREWET
CHANIAM GOOOH CROSET
0 10 uan
FISISRES,
FIMAREA,
DN DR S e VENGE
LCHELES O BT
ROALGOF W80T
PRYTE
HPELLBT U0
&Y VE S
BARMY BUNGERS
By EAGTRS
Fsdinag monicres
]
T R A Y
Lo ion msr R
B AR 510000
DI E Rk CRVE FiGiILR
D00 s WLSAAIS L AR
G BTTE A ARELIS
DL BPTE DEILS A& TVE BEES
BT BrIE LA ML R
8] BYIE ROy
B BrTE P
Eneavig HAPSCALL KR
B e SPELYRML BVADERS
AT FANTALUS
G ATTE P RO Y ALLEY
CANPEELL G ERAS
CAPCIM Bl DML
CAPLOM OOHA S W SIS
CARRIELL ML RILIRE OF ST BE Rndaie
CASCADE WIGAMES
CASLALE SOLAMES
CASCADE ALk
CASCADE FICHIMARE
CAGTADE AT OO
O AT LAR
ooy
ns IR BPTER TAMMENT CENERE
(L] WOLE EMTER TARBIEH] PACK
<hg PiEa
Chs PLEa
=5 Sk AR AR AR
(=1
(=]
CTHIRY
PN Y
(=R
CALAREL &
CHEE TAHSDFT
COMM™LIT AW
CORtEM | SERVCES
Ao sl TR S5 T
CRCATIVE SPRAKS B AT HsHH
CREMIVE SPAAHE  DANGER MOUSE
CREATVE GPRARS  LECMARIDY
CREATWE SPASKS  TOUCHIDUW Lsa &
R AT MY
LR ACATE M T (00 BASHEDY
CRL HALTRCAP GOLF
CAL RESCRIE
CHL mvlum!nﬂ
CHL FOFHE
R TENWI
CAL
AL R B CAVE ADVEMTURE
CAL JCERTARAT
CAL TEST MATCH
CHYSTAL HALLS OF THE THHG S
CRYSTAL RS0 OF BOOY BHATCHERS
CHYETA AN OF BOY SHA TC DS
CHYS T8 HIMAMEL 5 REVENGE
CHTEIM ACMAMEL § REVENCE
CAvSTAL BOMMELS MEVERCE
i 3 PLATER SUFEA LEAGUE
RN PRI S TR
DATAEASE LI SO0, 3
DT AIAST ME CFFCE
TAGITE BFT VG BT § ARG ANTICS
DEE AT HASTER CLUTL
D Sy Do a3 51N
N SHGH D SN HEXOR
IS4G DEBION BEXGR
[£ 3.5 win
EWHTAL BIERGR PR BT

CCHTAL BTG TICR 830 (T 04 HNER
IDCH AL BTEGRA NI 05 10 GLaa i
IEBCH PAL BT GRA TR T A L
ATF

ST Tl A GE S

SFLINTREG IMAGE S

STAR WAKS TRILOGY () (AMES)
ToiT - & Gkl 3

THIRL PLHSLET

THIGAL PURSLIT

TRWAL PRSIl

s NERSTER
RN OF JERES

G
(el
a5 G ONDER
T
AL
DREL |
[eRELL
DARRELL
DasRELL
[amiag
[ lENY

Ea

ELECTIOU (REAMS
ELECTHK: [REANS
ELECTHC DR ARG
Ei FCIRIC DRE A4S
El ECTHIC DRE s
Bl ECTRC DREAMS
1 EC TR (RIEAMS
BTE

BE

ELITE

ELITE

ELmE

ELITE

ELIIE

Erig

ELIE

ELAE

ELitE

EIAE

ELNE

EIME

Eing

E1IE

ENE

EUFHE

Efvx

EFTE

EPTR

TR

FAHAST

Fhnragy
FARILASY
PTG FAWTASY
FUaTRG Fas agy
Fofrd el
Feied el
PHEDRD
FREBED
Futd gy
FIHCERT
FIREERRT)
FUIERRD
FIHEBRD
FEERHD
FiRr R
FREREID

DCHACLES CAYE 4|
DRACT ES CAVE o
(DK CHAPYICS PHOGRAM PACK. 100

OIS PO B Y R O RSy 00

CCRANAT | vrid 200
FALWOHM BLOWE & SPAinY 800
HARRER ATTACK (TORN #LAY] 100
RINGLE TR i E am
SANGITAR ] Tm
SUURLA CYE T
THANA TS Wi
BARTIS TALE R
DAY 10
[ )
VOF THE Mass 400
T b 100
R ERS DEN I
500
BLEEI HANG OH 3m
Lo 1M
TS 1m
o Acn
oeveein ik o e ace 1m0
L PR * am
DUMES OF HATZARD s00
FRANH (RN BOOHG a0
HIT PAK {7 GAMES) S0
WCAE AATR T
Ton
-
30
b0
M
m
1|
30
300
400
30
50
lr.n

AL RPALHE RS 4 MUE
BALKFACHEHS (LILE 70 UM UIW

DOGNELIRY CASTLE

DRIVE W !W
THE FryRAML LT
RLREL PLAMER ang
SEAS OF BLODO ag
ANTHIAD L]
ALK | Asu 1
BOGIY 10
BLEIS! E BOBOLE Fin
EHRERA 200
COSTA CARERS At
Ll Bl
L0 350
IR Ton
FLYING GHARK 200
VAL o

on
L MRS AL R
RCTETHST AR
ROCCO
ROCKY (JMHE - BANMEDY
1ASL FOUR GANES
THIE FRiAL RAATFiI
TRALBLAZER
ORRTE D MO TY MOLE
WRHTED MONTY WOLE
WY OF T14E THGER
AN LN (145 1ST)
MORNTT S RMOCENT
CLASS TRARER
A SasH
VAL
CYBERNOID
CrBERrc
ChLivieom LT
EVEranG 51,
Faad] A, Cas MOHD)
FAr 1 AmA DIANCHD
FILLORE B RS DB PACK
CUMILINHE
LB
HEA TR
MRIPCLS S AL
MEBLAUS
HEBLA S
MEGEHTFLIE 3
I TF LT 2
WRTLE 2
CRIALATRON
RIS TRON
DUEST ALVENTURE
SICHRA ORD
FECRACIAM
& FRELORD (DI, PACH) # 00
g Ao
ZYHAES 500
MASTER Wy 200
RALLY DHIVER (MO INST) 0
TABLES WIZARD 103
MEMEmS 1m0
e 100
ST A WAL LT 4 G am
TOF B 1m0
THE # CHRTH PROICCOL wu
HEA
BACK 103 Tl FUTURE 7 gm
CIELO MU AT 300
WO FIGHTS BACK 100
MRS TUATLES 00
A L'EY 100
o (Y115 1o
AL s 1o
ALCIHE MesT 100
ALCIEMST 30y
AP AL 100
ARC. AL 100
ARCALNA 160
ARCALA F=
AT FA T
CHACCRRIRIL 30
GALYAL i
Gkl WA 300
GAME OVER Im
GAWE OviR L
FRHE R R S
HYFLR SPORTS rm
Al AL :.m.

ARG RO
ur!u!-l-h"-".llil.'i’lﬂlﬁ B LAML :w

IS GO
] uurauu :.m.
RG a4 I
Fiks 4
UL R SOCCER LT
TARTET RENENALE Fo
TE s o
T HRA LR 5T m
NVEC LE MaziS b
ST 0SS A SERALL 500
W [ SERES BARKETHALL S00

EENTE
M ENIWE
MLl
WA LNIE

RICENTIVE
WEENNVE
WECERTIVE

(TS
E T IVE
I ERCLPFTON

FHEACEM O
L3

R IEL
K IEL
K EEL
® TEL
 JEL
=P
miFL
K IEL
B A L

LARCAS W
AR RS | AN
MALE WK | i

MAGHTCENT P
MARTECH
MRRTECH

AR ECH
MAILITCH

BB TECH

MASIEA (AMES
ARG E S IR
BAASEH TRONI
BALTRAL R

WL BCH FIE vl
WS BCH RE HOLISE
MER BOURNE HOLISE
WL LR HCRISE
ML L BCHARHE 108 SE
ML B R 1S
WL LB RV
MELDEE
IR SrT SE
MELDCR E bR rSE
MDA PORUSE
ML BRI IR HORISE

et 00 E il i b AR e
X0 e S A W AR
D0 0 ES0 CASTLE CO4ENTZe
DCASN F e CASTLE COLERET s
WA ESHGE CASILE COH PHTT e
A S CASTLE SO NI
HAR | SR 1T (R ¥ K, e
R A | SIOE TS O ¥ RO
T8 CHTETAL FROG

THE MY IR

OHCET pe

Lo Ve

THL GHE &R SPACE RACE
WAL LA

VALIAALA

SCALE KRG

LESN TAPE COPER [7)

TAPE LOPER iy

LOADS OF T

PIBCE OF MAR

B FHICE CF WA

DOR RO TATION

LR MOLISE

FaRAS

WD & LAST CHUSADE [ACTH)
THE E o ci

POrEYE

BIACH SCAN

B CKINISTERS

&l TVE

IRENEOR SOCCER

AHBAAGE wns

ETAE il Al Camg | ERRGE

MEIEL MAISILL S GRAND PRIK
Anr

POl PLARE T3 128

SFVCTRUIM SN mallies (& nawy

GHASHER

ARG M

Prol 1

THRORDARTL 40

wTE R

EXPUCH® G FIST

[ LR

CvROSCOPrg

RAAIER B MATHI 63 COM SET
HMIIII BRI 85 GO SET

MAE| B PR
Hii"ﬂ.rlﬂ
RO e WL STUE
ERIALCANS OF
SO

MELRCUALE HCRISE 51 AR

WEL BT FOLISE
SE LB HOLISE
HELDCUENE HOUSE
LB KE HOUSE
MEI B ENE HOLSE
LiE1 BOURNE s
MEL B M LS

ETARON

BTASE

SIREET HASSLE

TEFHOH AT, 40

WY OF EXFLOCEHNG FIST
WA OF EXFLOCSNG. FIST
AT OF THE EXI O3 FIST

ML ROLENE HOUSE  XEMCH
MICADOEN EVERTCOHES & WALLY
MLADGEN FROSGIEYTE
MLMOGEN HERDERTS Dusa rum
MECTO Gl MAD WA
MLRD GEW MAD HART)
RO GEN MAL WARTHA 2 (¥ REHEY
MRS GEN PrIAMAR A
MECRI GEN ERADCW OF THE UNCORN
M RO T W SN RS CASTLE
WeCRO GEN TREE WEERS I PR HALEE
WP L U A GREA] GAMES
NECR WALLUE. FOUIE GHEAT GAMES
[ LR MR K AR
e,
MICIEOM A M ERASE B LT P
MECRCHEDA AT ASE
WICROME TTA 3 OF A THCHASE
WICROMEDA. mnumﬁmns
MICREMEGA bt COOES
M HORE GA I'HJNQL'M
AR PEOMIE Full TrfRoniue
SICHTIT A HEH L SPOPTER
H
2 KEHELLA
MCAOUE A KEHFLLA
M ATEGA ACHICHT HI RSN
B R
Mg HOSERL SO0 DATE
ARSI E R WAKELE
W GaneEs GIVE MY AEGARDS 10 R0AD.
R ANt PR S0 ARED of
eSO T AT AEFLER
MUIRCASOFT OVIRARTE DA
MERCRSFT EVHRRETE DAM 3
MRRORSOFT MO STRRE
MERRCRACF T TERROA OF 11E CEEP
MOSAK THE S4C4N CRIEEN
MUNGEMECRATION A0 fLuasEr
HEW GEMERATION 300 11 B
NEW GEMCHATCH 30 TUBEL
WOV GENERATION 30 TLsilay
HEN OEMERAICH  ESCAPE
HEW GEMIHATEN  ESCAPE
MEW OENERATICN  ESCARE (RARE FIRST HLAY]

HEW GENE Ao
W GELERATION
NEW GENEHATION
HEW GELEHATION
e

WOVAGEN

DCEAN

KO 11 30
LECHT A - GRAPHICS PACK
L]

BARCI CENT 7
MAHIG 0S8
ARSI D0
MATCH DY 7
MALECHDAY [0S

e
800
200
3o
500
&od
o
3o
3 0
5
200
i
100
sm
10

300

St
£y iRt
Sy AR
Sany R
BitCy MR
SR
SINCY MR
S mie
A AR
BT M
sy m
S MR
Sty it

SOFT SIFER SAVE
BOFTCAT

R TRTR Y
EIER

BFIER

TR

HOHTER

EVIER

R NIE

[V n.luu
BOVE

e ALY
NEVER ENOREG STORY {1 )
W R R S RO )

ROBOCON
AL THE GALITLET
SCREEN HERDES (7 GAMES)
SCAL LN HERDS (¥ DAMES)
BHORT

284
200
a5
200
300
100
-]
L]
[+
o

it

FRARET OpuL es
FRAREY L RSN
UNITLCHARLES
v 3
WAE FE T STOO0 STLL (1280

el a

L
AMTAIAA | N GARES |

i ittt dh e . L
BBEESBBEEEEBSEHBERABEREEEER

i
:
¥

E
=
5
:
-

BEEEBEEBEEBBEEEEEE

§
H
FRE

EE

CriES
CHESS
CHESS

CHESS

EMBASSY ASsaLn T
EHIC & THE FLOATERS.
FLEGT Sabin i A fCw
FLIGIT S AT
HORALE (0ES Sl
HOBALE GO0S SR
FRRIGRY SeORACE
Mkt ) T CAVES

RETLSIN O T JET0
SLOAREN E
BCAMBERE
SCHAEEN £

510F THE EXPAESS
B EIVIVAL

BURVIVAL

MR S 1T T L




4 MRCRD ACCESS  FREEPE FRAMT [CART) am
rem Ea THE LAST of ArMuTOw s KB VT MYORES & L T -3
sm Ed WL FLVL R s ML GEM EVL RO & A Ly S0
B Ea Nacany B RO PO GHad g E3)
sm EA 0N LIS L
s EA IG5 R D5 00
LI ERNUCARNNG  EIHFE FLEDT T6K) i
E COM SE [TSRY [ ELAPSE B s00
[ EFECTRIC EHIAMS. CHAMPAGH S50 SR asky 300
30 TR TS Ex am
8ia EVECTRA DHEAMS BKCHT DL E 6 5o SPVCHE =
ALSAGSI i) 1000 6 ELC 1100 CREANS. SIAR RALENS 3 [05K) 15
i WL ECTRCHEE ARTS Pribd I GATLUS 3 iy
5 I | a0 1 ECTACHAT ARTS SeATE CH D6 H [
LAGILE £F LN CREEF Sum ELTE 51 HIAKE AP TRAL NIRAVEL] ER m
ER 11 AHEN ASET LERILIG0H S [DEEK) T ELITE [T AR CFHE ATDR am
it tgis oo [ e e i AL [OATABASE) (HG) T MARUHSOFT  SPYNRE & i
S1aR s A CHASH SMARICS s ,M”" . h 106 MAROAST TEIRE am
SOFT ICICLE WORKS S ] oo oA M E 300
iy WAl D [RA PACK) (128 100 e P e e " H
B IE AHDRCIDN - gm EAHATERA | Bl 100

| mmmaE mﬂmﬁ ,: fhin Chte pousTERS U] 800 4o

| Rt sewaIng THUNCERFLASH e,

! BYSTEM ¥ ML V)us T sy e L=
TaRGET {asen sousso ”' RACHE DESINUCTION SET sy 900 B ALE CLANS T [, NG : H-
AT O OF CHADE Lt RS G301 BURKGL I BLAY as e LA GAMES 1) i) 3 3 i
THA SANRON SN ROTIT MASICAL S i) 700 e 1ML H GAMES. } 100 05T} DCLAN s e b o
THE EDGE BORHIY BE ARG, 44 SAIE 4 ATIAGK [TASE] i EFTX  arme g i I 1WA THE AWV Ty sm
THE EDGE FALGHT el SEVEN CTIES OF GORD DRy 1700 EYX BUPER CYCUE Xsape Wy R R i Eag =g
T EOGE s 1 o A or g ] P BATLE STATANGE [ GANES. (R 310
THE ELFIE L e Sicu¥ O s Lo i) BT S e B AE CHIE ¢4 GAMAE 5] =
s CRISE THAT AACH BLM T T STAHFCE S 5w s EFTE VANTER BAMES [I35K) ] it 2y g‘ e
THo EN HOAD RACER am BIAHZL W A AROMEDS DN 1000 Ebrx WL D GAMES OOl AN o CAME i
neo BUACKEPT 3 it S1LAL T 00 Evvx VWL CAMILS (L5, M) ST OUEAN EALIAL [TA5K) -
TIAMPROGAAMS  GRUUME [ CHCE PR e THE RARES Tod i fask) o EF ELIULR GAMES 2 (MO MST) ocE Sanut sk "
s e M H WL WFSE ey Jam S :’;“"’"""‘D oot CHASE HE v e
o SN, 8 R O SR DR 2
Ly e g o ‘M s i e D"-!:" CArk Y IDE A THA O i IS T 3o
00 iEN SwLAED e hoa m o L5 DALEY THOMPSON DECATILDM 400
T8 IEH WALLIE ALK D 4 AL H) e GAMES MACHIME  BNLLL [TA5H) (5 ot e i
bt e i ey T B e b ocEmm PRARSE GUES TO HOLLYWDOD 500
it L J— e e Mo e T L e o - BLEAN FRANSE GOFS 10 HOULYWOOD 500
TV GAMES Ty BECIAL [IEAMES ALK O E G AR GO L vt 1 : ] — HOH WAAN DAl GMLLILANE G4 0 T

s W B CLL R (138 1m BEREFLEY e e i GRANDE AR SAHT WO DREAVEE (NG M5 OCE AN HUCHIALE ACVERTURE s0m
THESCHT MR MeRSGERICRETI S o T ENCNA G 5 GREM LI ML OGEAN A 3
TRMESLY | NS WO TR AL § MDA e SRRy LOHEE & UEHSGRE e GHEWE 1 BOUNDER OCEAM MATCHOAY }

TYHESLET A0 Bavhon H GHEMLI LD Botan MECIA M (4 CHAME ) (150 800
LTI TE 7im Bvinin PIvIRON ; S T ECHNEYY RAIDER AN MUTANTS. o
UL IindalE e a5 TYLOGDN 300 GHERLI FOOTBALLER OF T YEAR DCEAM HIOW ZEALARD SECRY [H5K] ;E
LA TIKIATE 5 A ELHEENE ([RSANS -0 A0 DREWLH HELHTAAY EHCOUITER (D8I, WO ) 300 CCEAM DT R [LREK)
L I TE 7o PERSINA) i et "0 OREMII JACK THll 1APPER (DRI, NO NS 4 00} BCRAN PAROoH 8o
: Bon BHCUALREGHD e Leny o arerun i MSHTY R THE Feub B OCEAN IATOON i@
it . fon,  URCUEPENMG. . CHOPUFTEN iDESans. -8 o SR AOY OF THE ROVERS ] CCEAN HARCW GLANDE [LISK) T
LR ThATE 4 rive it L g g GHER B TECHIG £08 1m OCE HANBO 500
rivs 100 DR CREED {LASKAS &) e GREM 1 LA TIMATE G i 100 OCEAN FAE =
LI TR T oo LHIOL [IAGRANS 0T s GHE RN WYARTE L MONTY MOLE -] DCEAN nn.m:‘_msq. _
Ui TRAAFE aoo CiIVELA | DA, ) e HaP THE § AL CARTRIDGE JOSK COPY) 00 LCEAN RED HEAT iasw) -]
7ol LLDE ALk R S0 AR RASER AN L]
U TiasTE: OF THE Sul rL'sumJ BT CEAH PR THE GALMTLET e rm
iR imea FE L1 Mese H VAR ALLEYRAT . 4
LR TRARFE 7ol [LERIRE REISRY i - DELRE [E=q 1] -m;namu'“:m s L)
T T 1 ity ‘W“M " s ot 7o R LTI p— am
s
e 1M Ol SPANE CHANGE 5K 8) s FICR O CEAN WHUSTUE WARSA, @
LS GIAD (=TT & o BT R M STEALTH IL5 SHRNS Hy e i MJES{!"E!-W iz
UE GO BOUNTY BOR GTRIKES BACK. 310 prc(emiam@ WwelrsTLERS INMOTHER (65K, 15 -0} ATOM ANT oon ROERN OF TE wooos: e
S oD [ el ELBLE S ERIMF G BIGOES YO AND FH RS Bkl ACE :‘:‘r'":uem '
S GenE CirrSia CASTLES :g A E 15 ru.]t:n T mum:?r:r‘:mf :::-'Ea .M';‘“““‘m H-1
IS et TR T 1 T BIOORT CARC FRIMAN THFs#1 & KL ICARD SKLS 2m
[t 3mt|urmu.lmu- 3 FOLRTH PraToco P ATERS. HOLL PO PR l:!n
ﬁgg QA D COLLECTION [ GAMER 300 HERRC TLUHTLES (WO S PUATERM :"“,'.{,":'"" e !;
[E3-~1.] G 5 RGOS 500 g‘iw;ﬂmn{mmn ::31. ::;lumm n:&uu‘i!ﬁ ACEDY i
s At e H-1 HoOHEAY & o s BATHLE O GRITARY 1m0
frber LEADEM BOAAD PAR 3 100 WGVAGR AST TS, ) r=s MPER s
USOUD MASTENS COF THE LNWVERSE 300 Acarea =3 s
S5 D MERCS am e pas ang
W GOD MR ALKER ;: SN MMLIA "0
LS HUD =y 500
3m ITERGIOAS L
U G0 1 HERETA0E 3 s .
s o 1m A CALILE MASTER g
4 L] Ll
Us oo D ,: g.,..m B N ARG S 24 IS N DOX d-: it ADVEHIUNE CREATOR [iS%) 4 m :m
TR AR SO} CIANECL B AN OF [ ATH -l TRE m
USGMD sm ChHkhgirL EGCARE FROM FULBAR 7 ’m TOIAL ECLIPSE & T ECLISE 3 s
us gD o CHAREIEL B FEAGERITY EX-ERMENT & T84 T3 C3 THE DR 00
usg: T ChikiFEL & EEnLnTnE:i.'m! :: EREIE 1 WAMN ?:
us DOARD 300 = T Cae MUHDES OF KARM
TR ear TR T A0 CHALMICL B R OCL P BATOH e 3 VERCES OF WANN ]
us oD 1A a® OB THE THE WIERCERION Lo o oo =
L5 GHD WORLD QAL AB0 ChaRETLA THE WIZAAL OF AksRE dip WIERCEFIGR  oakGo am
AL s SD0  COUE MATENE 4 QUATTHO SPORTE P WIEMCLPTON PR AND THE FLY T
Us GEUD e &t 300 COUE MASTERS  RMLAGE FLIHT SManATCR g ity s
pref o BT T g L o SPRIE MAN i b
COLE MAGTENS o 1K T
CEMAITER KMAS CAAD ;: CoLd MAGTEMS GiRAND PR SIMIL ATOR L5 ?.-:.:\,(s' (T R PECH AR SHEFHER]LIABAN LIPS TART e
RGH Fe oy 30 COGA MASIEHS  GLIRALEAN AHGRL 05 o oo e RS LAY SHERHER] TRANSYA VANUAS TOWER i
it DOUMMEDAAGGHZ oW 00 COOF el JE . TN L CRAZY 8 FCHOCHET mapm g o
bresiei WAL B Py o 2 i shaing =1 ‘BKATE ROER ]
VRGN RACHTY IPYTHON (0 ST) Yoo CODEMASIERS  COScenft T PEISE S8 <4 RS CRAMONDS 300
RGN m:m!ﬂnulf_: b :-:Ir::ll: = ﬁ‘,{""“ =g
VR ;;;Enmum LEISURE GEfIS 3 AN DO ATHR :2 ”mmmg S00
WHMGH R EEFRA AL LEISURE SFANIS  CLUELD 1 DECTH o
g GORCERY LEFSURE TERRIS  MONOPCLT ESG BB SR DELEVERT [ASK) 800
ITANS GENRIS  SCALFNTRC L1
WMIEONE HETY LETY ‘ 5 10 HISTERSA [a5H) 8
EEVEH LEERNRE GEAIUS  BORATMN E &
A el ENILANE G2 Too & e,
WSS o b B s okl b HMCSHIACK AT THE CLYMACS. 50
WEKHS e g P g ::
= SEE g 3
e e T L i
VORTEX MW H w oot iy Hr HALL 5 OF MONTETUMA wen
- e T e
e o cranE AHUSCCE TIRBRIUE R A okl i
ENELDHE ATIACE D8 THE MUITAN T A L 4
ot HORE# BEVWER 00 ] ]
ALARAEN | 1M DOVVER 500 AGTROCHASE (N By T
i ST 1AER BONVER am Wb Foe e
MMD el e Frel FILAK 84 (45 BOR) 00
i LARRSoF] R A 4 ;g EPELCHI T
¥ s ARLECE | WERTIGE AT L]
“ 0 MEANS . DRk GAKE WA THCUT B0 }t.:‘wy WPEGACALACI U1 AdddS. i) sy lm ;ﬂmﬂEﬁhL (U4 TARAEE) E:
AMF LRE $ i o FCMEDE LI #
HER LA - e T :: CLAMAaCRT REVENGE oF e muthnt CANELS nw m' e
e oSN SoacHEmAD 3R NN e e Mt
RAITH R S CHEAINE “‘*w'm‘mhi‘ﬂ w@m VLR am MYTH e s 300 »
PRSI 1 SACE U 065 100 CREATVE GOFT  DAAGAR A (kG oo pickamu oy EAD Ca YSASIOR s
T A PP SR B0 CREANVE BPARKS ELufY o L e o iy b ISR PASTER (D6, MOME) ©
MmARCOdEN (R M | CAL e e 508 png LN Tatgioase o PERIER PaTEn ]
A ORI MM KD (8 AJUH WAE L
FLASIFY WACOHAOAH BOTG im  cm mcgnwmkmbm unmn;‘:ﬂ o ey ek P SEASKIE BPECIL 5ol
b Rl Tl WG 500 M oS A 05 T HrarAL STLLIA PODRER 500
fLCanLn R  Eiiir KARATE CHANE (651G nee MASH B IES  1OMB ERRY 5K 50 TheAlL s RHARE S8
e R R L 5 BT ARIE Alf TS i MARTECH 1K AT 4o THE ELsaE v - s
EEpatea e Etainy :’::: ATE RIS AWTECS 200 MAGIFAGANMES 3 SIFONM FERFTCT (4 GAMES) 200 THE EDCE A B OOORNE T
GEE DEE ASE RALLY e5e) a0 mmmt; o T8 MESTEMIRUSAT AL TROM PR 0L URESY COLRg 100 Thiaiy K STEPS GAEN OF FRAHSEHSIER s 700 HEEER
R TUARE L GOADEN LR pocKaE 408 BAGTEAIROGL  BACK 1) REALITY o% THIIY KNC ETEPS MAET SIOUE A MLLIH o9 700 Rasan
UL COMPUIEN PECALE (g X0 | Duaesd i a0 MASIERIHIGE BRI W IGAN B 0% THUNDER IAOLT,  RAMID ottt 1
it Bl gt B L LS 200 A THIAI 5 s TOP TEN R e om
RS TN RN L o ¥ LT ang FRAR TRIALE o TR AL ) (1
BERNERON e e e o DA ST AR 280 FYHESDFT SUEER FRAN m
RERDAM i i m:ﬁ:ﬂh"‘&. :?-T:mnmu(m 500 [0 8 E LA AGGOM in TYMESOFT WITER CLYMBAD 8 150
HARTAGE Emc bl i, ¥ a0
R SCemmes 1% Gxoiin videes 1] B I a2
BOCK & BT son gﬁﬂ o WASTERE IERS 5% ] s
TASYS TRAIS I TOWE TOWSE DISK) !nn prerre 200 O TR osa LT A TE am
:-:n ap'::rm (V3 am MASIERTROUEE  FHANTOM OF TV ASTROOS Do LS Gon 700 g
i e 7 Ll m:r:w KL B CROSSIMEIES Im MASIERIRGAE g L b5 1S GO 500 Hew
TOCHENL W TRk avers m MASIERIPCNG  POD L] IS GO ey 5y
Fampiiang) an:n?-:m lth el . 1 WAAE TER RIS SHTAET [ 1YY 5 30D 300 ;
RMECOH e 00 BOIK MIEN SYRTEM am MASIERTIRE  SEack walk | ] ryer 400 2
AT ATES D543 T Irﬂ. eyt ok i} e et i =iy o b i §
GREWA IS oim sty g [FhG FLAERS) 200 MASTERTAONT  STARACE Ll UG LD i
T L BRIAL FUMSLET [FRI PLAYERS) 8 00 MASIEH MRS AR HIDGE FX0 a5 e 100
ROUATE ACVRATLLE o THE CAARLER CAVE m MASIUHINNES T ELE TN OVAE sm LEGOLD H
sy _ - -'-“n:-“:a_mnnm;nnm sm MASTEHTACIAC +  DiOUBLE DRAGS | o L 1m
MAGGER s . EL",._., WAL RCRISE THE bl g (L] usaoin im
CHASTEISTERS @ aasis am s | i g Wik F EAIL # 1T iy #m 118 ooLD 3 n 5
L S MELR HOUSE EALASSI AT s S G am =
AR o WAL RIS HLHACE GOES i .- VS GoLD T §
ALLKRATA [l e MLLA ERIE HARKIRY R0k .o 5 00LD am
AimAA SN OF DLAGSLR (NO 0y e MY B84 I RSP OCHA0 FIST f5, W i) U8 50D m
s nu-nt,llﬂnllﬂ el WA AR B SEE P GG PR T e S G D 308
W] [WARE 5 WG A B B G BN G FEST 7 4m USGOHT Am
BN E Lo s T 2000 ¢ L] B LB IR ISE 2 OOR FIGT 2 dog S GD 200
RIGUE HESONER L CLIT & PAGTE (Wi sy sm ML (504 L HERISEFIGHTING W ARRSOR 300 e E -
AL TEy .m,g RN FOA GTLD L DL [arx) 1000 WL [ AR HERISEG YRGS S0 US OO D 100
AMANMIVE  STARREES SIEEL Rl a0 FRIANCIAL COOMBOGK (LISK) £i0 WELHOH 5214 HICLISEHAMPS TEAD soa S GO am
& IERHATIVE FrefR 2l wis i DOom 140 FAHD] BIAT BAACH %50 120 WL HCR TR | KIS MCRTCHS GUEST S o0 S GO D S
Ay IEANATVE TEILIE hsrer 50 MU LE [Lasky 2o 50 US 00 0
AR nr.l(m:z :$ MLALEA O S TEUF (Do) ?SET :: v m
ARICEY CK GF L5 COMS SET [Desk) 3m
aicn MM WAL 55 hoo DHE DN ORE (TS T WL U LOUSTWAY 06 IHE Exfs o T am i o
AR TIAIBORNG [NSK ¢ INS ONLY} 300 RAGHG LESTRUCTIGH SET {5 1000 WELICH T2 MO T LA 5 0 vEiaN S00
Azl Glea g e REALWOF BPOESERITY fag 1700 BRI n-.sm:.-. 1 WER. ERTRSASSEREL IS 00 -
AN 30 THUE THEK L SEVENCIVES OF Conb oisky . 1200
EEIET FLaEl PATH 73F EaL] -




OTHER FORMATS

ALE 190 ALETHOISL
ACE TR AL T
BLE DA 8T ACE TRTHAC
% WCE Mt ac ACE THONSC
§ ACETEDRAC ALE TACHSC
ACETRMAC ALE THORSC
[ HALYH B
(=)
[ SR aARE

BIER FANTASY

A e
AROE T
AEECLUTE
AESRLUIE
AL BT
AL e

AT FRON
AT

PCHSE RACENS CART DY) m

PREE A e 0 B L1
BVALEHS |AIST CART) &
W ADERS [0 BOXy L1

SR eaG Gl T ey iCAT ra v S0
AR % ArA [IATELE (U1 CHALY) 5 00
INIIORBIB"MH 1000
st

!l‘-'l"M‘ME E"?Q
WAL L Fa e

i
ALL 0N TRAIE 5 AR W THICNET RN WL T 55 S 1A TR O

ErML A0 o0
Fora rosscal Suol

Aon
I'II'lk II'ﬁ'lt.IiI'E\.-lEI:B L
CHORS | B LR AL son

CrelrE bl CORRAAND [+ Ri5] Won
L]

DR CATFE O (2] ]
ORAOSTER am
[T o
FREEWAT s
FRLEWAT 500
FROAT ME 500
HE R0 BOXEDY i3
O KRR o) L)
WO el R 500
B TST0NT mAPERS & 0f
WL Fif MASTENE (s 5] L]
PITFALL 2= #iS) &
E S R COORER LL
PRI T RS EL ]
PRVATE ETR 1o
RIVER RALH Aon
ROAGT TAIE s
REEOT | Alst &
S G AT (S i
L B
ST A (S B
SPACE RIRITILE 40
STARFETE 40
B AMFELE 50
ETAIR MASTER {« 05y e
TS 1m
TEIE RS 105 4
TE v MBCTED, MO BEsy o
A TNE 00
200
o
A IBRCAIES {1 FiS) 1w
Bk b (AR 1m0
ARSACE] {5 LS FE]
BASHE TLALL am
BASHETBALL A
AT EUE a0
mnu—zunc [AET A
au
IA. 100
n.mrrg—rnq. lW

[
MR GARES (MEE D HE Y 008 CW

e s

ke i¢0
e LR Vao
BREKKCAT 100
BRE 00T 16
BiVE AR T OREDY i
RS am

CIRE

CUREII AR B PARS j«BiS)

U“HRI“FRG mrmm
CORSAT

COMERT

Conssal

Coaaiiay

AT

AT

CORMAT

CRTSIAL CASTLES
CHYEIAL CARTLES
CHYSIAL CASILES
DARK CHALIBL 8
PlEigd R
OEFELER i #i8)
R e 3

0 DG

Ik MLKG (RRO0ED, SEALEDY o6
(2] A

O e
EEEEZETESHBEBEBEEE

Loy 4 3
GG AN (BTNED, BEALFDY a0
[~ 1) o

A B (i) m
[HABL i TED HORIRE &
+RLALED HORIGE [+048) s

SHIE L2 (AT DHTVREG COMT | 800
BILT 500 + DRIVING CORTRCLS 9:!1
AMEGLE HRNT

AFRGE VR BOXED BERLED) ut.rl

AR AR i
WLmE (OEL Ty "nm
MR R a1
BARHIECH OIS (1 BIS) L]
T AT (R o
WEHATURE GOLF B} Ll
MESEn E COMbAMD

e 4
PAZ MAH JR BOUED SEMEDR AMD
PELE SBOCCER 1oy

FELE SOCCER 2o
FELE BOGCER im
PELE SOCCER{* MaT m

T
Phiceies Tm
P § POSITION 10
PO E POSITION im
POLE POSITION {+Bi5) 1w
PR E POSITIOR {06} m
FOLE PUSIION RN, SEALED] 800
L E P TR PG BT T

UKL SIS PO THALL (W) uu:

SN MASFER lm
SIAR GATE 00
BIARN RAKE S [+ ST} aog
B Y RACER o
SOPER BN AT 1
alqﬂmimjl A08
SUFEA FOOTRAL 300
mqrmtmlm«sn 400
BUFE PR
SIIIIIHAN L1 1]
SUEEFIMAR 3m
GUITEHRIAR (M0 BEETHLC) L]
SARCuy A%0
SWOHICLEST (NS COMDY 1500
VEHGLIAHI B+ 5 00
VD DI ECRERS (Hiie) 1]
VER D CHESS peOrELny (L
VI 1 YN 210
Wk ({8 S0
ALWVENIUE S
AR GO (o T4
CERIIET: nm
CEMIIELA 100
CHAMPY HGIHP BOCCER A
ConRAT 1,00
TWREE LM ERC
PLAE POSITIGH (41 a8

wales Ml v G g

RER

TECFLECTRTN
B A LT TR
B EG IR
L BV
N FETVECRE

LA BEOREIN
N [LFASER
Lol LS
SO EETAE

WAL OF TR 503
WCHEE THAR L]
B RIE PR 150
ShLINT i
VAN LK IRIEETY am
SHCFRFER G APPRERNTICE (0
SLBmMAH TLALES S
L3 8 0a
VI HTURE 50
[ L] T
WAL ] = A
ATLAMIIS (R RS, m
CAEM. AR am
DEMC ATTACK [HORM CANTY 500
ERLATSOR HE 4
B B IGHIER
WO EWE EFER (=iesy
RIE B O 01 S AR
RENAE OF THE SFYilN 408
RIDDLUE OF THE S5y imis! (OXETH 900
MMM ARSI [0 1500
FROGS & FLIES 4085 1500
HTEHMNATONM GOCLER LI

SUPCR CIAL PASERALL (+IMG) 1800
BUFTR CHAL FOOTTALL (W 18 00
PRI LF A0 W (5HS (1]

LI

20
FPARKER B
FaikEm sm
PankrE T oo
PARKER S0
Pk sop
FARKER REACTOR fABEL FOAN < A
PARKER STAR WRHS JELS AREMA ]
PAAKER SR AAAS SULE AR R (s BIS] 700
PRIHEM STAR WAHS JFTH ARERA JBE0Y 13 00
PARKER BIRANEERRY SORTCAKE (84 1500
PARMER S s Soo
EFELHLAED VAP M L1
T LERAYVERRN THIHD, SiTIOROME (L]
TFLE{LAMES AICALE PuasaLL 17
TEIDGAMES USA  SISEH CHAY Mmmnm
TELESTS mmcmftw

CoEFEY SRR
STARPATH SIFERCH El.l!lﬁnltl.l.l

ATARI CEFEMDER (ExX0Y
At Gl AXIAN RN
ATas WES FACMAH R W)
FaRASC O Do i @Dy
ATARY BAGNy AR R ARTER FIEW)
AT&RI CENINEDE | ST CART)
AR 3 FTER (HEW
Al
AraR
Adin
ATaR| S
ATAH| AL A8 (P
AT&RI HAT TR fixly
ALAH] AT THICK @il
ATAH AT IRICH FiEW)
ATHRI AR WARHIORE (MEW)
LG L] B BRI AN
ATERI IAFOS5IE MIGSICHN [MEW)
ATARI SHAST paEwh
ATAI WARATEEA TS0
ATHR ARATENA [NEWY
ATaF LA {BOLF [BADY
ATARD ORE O O ARET)
AR O C T 1A
ATAR
ATARI BLRARYARD D000 (B2
AL &HE BHAEA
AFAHY SHPER [t ]
Ans AR LY MU
ATk SUPEA VLETY (IO
ATArE TCRT R TR IR
ATARE KEWIOLIG { RIGT CART)
[0 B R RS Ry
MARRCEY EEUKALLS
M TR (CAREN RO R Ry
AR WARRKIR G [BAANT HEW)
T SN KA Ry
AtaR ARSI S TR AR R
Al CHIE 55
AR CHESS
AR DESEHT FALCOR XD CAAT)
ATARN EAGTEHN FRONT 1841
AlaAu Eu«:&mmuml—s
ATARE ELMLE AN OB R
WA Py |mun-mr_m|1
ATAFE mmﬂmuﬁl}
Wl
A1RE Inmmmu.ammn
WA
AT WEPO'!I WO (e CART)
AT TR HAE RS AR o
ATARN S1AH RANERS RHRORED CART) & 0
BLLDOG BavALK R 1m
BYIE RACK LATLE CEvL 10
BTEVE Davig SraddeE i Ans
CREATVE SRS Srfcil DULWERY L]
[y [y ) 1ron
DAF A | ToRnn ana
E ABDAOLF 1m
EMNCILERH SOFTWARE  POUR SMASH TS 7 [ GAMTS T 0o
EPTR DAL STORLS O BN (1]
[ I R GAMF (6] L1
ANTH RACE 100
PR R RERLLA A0
WIEG T 200
CEWTRY BGADE (CAS & DI5Ky B
GEWIMT SR RAS [LAS & DREHY noo
M1 sUAD GHEEF BERET ]
[Cpe e DAL (Dafay 1300
(L] ENCHANTLE s 13m
L= WELEL [A%) tam
[ e ] PLANETFALL [AIET [R5K) 200
OO0 PLANETFRLL [AIST [asky m
WA S STALFIDH [LASK) 3o
OO R 110
OO SLGFENDED Trsk) 13
WFCCON DORR 1 AST RS Joa
GO DOME 1 ST ] 2
KOMAMLTATASORT  POCIAS JCAS B Da5H A
eV 5
TEVEL & RE VLI T0 EDEM 500
ALICAZF LMW L1 L
e RESCLE OH FRACTAL LS L1
LA H | MO O s Lok [ E5]
MASTER | HTRC CRYBIAL RALER 0%a
MASTER [AOWAC UL 00
WABIERACC HEHITT S IOUBE 05
WASTER RN G KICKETART e
WARTER TR CoE WUNDMED AND EKHTY 020
MASTER THOAC CGE WIAH AA0 S D0 e
MASIERTROHC LRTEMSAL FIE Y 0
& BRI W T CESERT JORT) 800
MEHONHOSE SFUIFIRE ACE a0
REDAAT RO WET REFAR BAH [ 1§ B 00
BE QAT TARDF i Cote [CAS & D0y LI
SV =R a0
THERR LR S COMMANDER (BaD CART) 1100
ACCRRS0ET ELATE s
AL ORTEOFT TAfnl S ALVENTLNE S il
ADCE T L MAHAGER A
ASH THE TRUCRER am
B BYTE LB am
LCaGAN WML RS O 100
OGN HALILLE 5 O ]
ME|BOLHNE HOLIGE  HOGET am
MFLBOUANE HOUSE WO A
PHOGHAM PIRT R (ANGEH LR A
PROCHAR FOYER Ea-:-APE FRM RCOCIEASE ALY 3 02
BALAMALIE R Tanr 402
wmaummnm»uv Ang
ANGREL SOFT FFEHOOLF A
EUiim 3 RALSE am
FARH ¥ OIAMES anG
ok Ay
T A 5
AL CERMDAT Lviia i}
ELIPE R HARATE Cosnay 4m
LR b T FORMATS OH TARE] 400
on5 ML, AVENEGER (AT &
(1] TEMRET K am
cls DXL ¥ ORI (RO ey 3
= P Y RO il e L]
LBS VAL LG st s
B LRIFPILIG, JUISE CART) Ao
ks o LOCEREG (Fealy G0
LES CRIEGA RALE pany 500
£BS IR T, FRALE (TN s

Col Crinsatn  Cog
COLECOMSION  CRS
ECLDLOMSER OB
I ECTVISION  CRS

CCH ECTVISON
©om ECOvIEn
Cm ECOVISTH
48 EO IS
O P
ConE LT
T ST
L0 CERSEon
LA LLERASI
1N RSN
COH ECOvISeOh
L8 P OVER
T8 Flnvsan
A ELraon
£ ECOMSIoN
L CERASION

SEGA
BENA
WENILEE
AL U T
CONREIRE 18 &1 TTRNATIVE
TR RN 18 ALARTYG

€ lm-{i.ﬁE L]

Flang
CROORE
ORI
Ml

ST H RO
MASTEA TR 8
M&SITH IHreac
MASIE M M
AR ISR
an AR
MRS T IR
MR IRCR G
L

SIAE GAMES
COMWHTORE 18 STsTIM S
COORs E 18 WASTE RIRONG

DRACH 12 I AL
THRAGIR R m T AL
THAGDN 1] :
ARAGIN 32

AR AGOR 32

SRS
DARAGON A2 WAL TE RSO
[ RTS8 A8 F SOF WaRl
FFCTRIN AR SO TWARE

ACLIRT

RO

BT

TS

RO PR
EREE IRCR LR POMER
ELFCIROE WATAD POATR
ELECTROR BHTHOR

ELEC IR{R)

GHMESIAND PO o8
BAlE Lol ACHREON
BELLRENRE  ACTISE
FOELLMSKON  ACTIVISSH
FOELLMSON  ACKIvSON
Dk Ensi
BAGO
L
IR | FADION ML RISION
FUELLPIGKM  IRL RSN
LIS TR L | SN
RIS BIEL] SN
HIELISION  MATTEL

MUIELLPASEN MATIEL

INEL IVESHR
BISELLIVERR
WTEL LIV ESORY
FITELL IviTacmn
RITEL L VEROR
FITEL] IV EROR
NIEll IV

L1l IVEON
MEELLAS0M
WIRELL Iveistni
WELL IV ESOR
EELLWESOr

HEELL VISR
EELLIVEIN
IRELL IV
WIEELE IWEEI0
FINELL IWrsse
HEELY I EION
HEELLIVEIOM
HEELL vty
IFELLNESON
HINELL fvesson)
BINELE IWeion
RIFELN IWESE0R
WIRELL rhsiacn)
IVELR I
RIPLLE IS0

RITELLISION
FHIELL RS
R PSR
PHEL LivISE
PUEL LIV
PUIEL |V
RIIELT V08
FIVELRvrSosd s iinL
HATIEL
WA TIEL
MEELENVERON  MATIFL
RIBOLASON AT TEL
WTE| LMASION  WaTTE
ITELLIMENN  MATTEL
HIELLTASION AT INELINTHEE),
MIELURGEIGH  BEEC ST ECo unat
IHIFLERASKS P AR
WIEI LG50 Pane g
HIE LMSon  PARKER
BELLAISION  PARKER
BEIELLWISON  SEAGILBEE
IR R i
MITATON W Ag -
BEATLH WL A0
BiIEA10N W G
=] WG A0
PERICN WL A
FTERTGH W S0
FITERNGH WA
FilERICH WA
wiEiRien e )
LT VLA
WIERICR VEAaD
WITRITE) VA
HEVER ACE FELD
HFIER ACE B O ELD
HIFIER ALE AR
RIFTER ACE MICHDMER
RINFER ACR M ECHAE

PERILIE 2 kg
PLRRERE 0 Pl
SR JlAl

VENTLME (2151 CART)
VEHILE, (Tarn

(DR o T el [l
Sl g

CARMIVAL (R

WEMILHE [CAHT (i v)
WEFTURE (WS W7 D)
WO VE I IR RIS CART)
TIGE PR OT S BT MO B0
OHHE W R [CRIT OH V)
LEMAE ¥ KOS 54 T
DMOREE W WM S a0 1
[ENE ¥ KRS (REST CART)
OB s

OB 1 LT A B0
SRELIHF fART D W

LT e B3 £ ey
CRAMvAL @i BT NO DORy
BFACE Fuits [vis BT 1 ROK)
SLEIICK [TANT (LY

AR IO T RESCUE
FLIGHT PATH 737
SKRAMIME

BOar}

B S A TR

HIALE SAFER B MYALEAS
BER=S

ARIWIHF

DCRLIATE,
IDECS HLE WA Y
BARIHTS AT Frec
MR RE OF 0 WA

CHABILI {10 CARAE 5}
PETEHNATFRISL RARATE
]
AN A TR
DitaaliL e e m
Fuirici
EATERIL AR ATTACK

TAL MIeG ARDACE ATTACK
T G

EATUTESLLAR ATTACH
e

WP OF DARKHESS
CHIRRE EQG
whhaxa

L
NS DS GAME S

il 5sS

AN LY WS
HYPLADRE

AN BAKK B
OHEADER

SaAn)
NS AT 30 CLOCK
WAL AR R

A

MOTOE CVCLE o
CAR FACE 6F (a0, TATTT) 800
FDMARIGE (P 15T 50
SUPEARMPECUT JIX0 TATTY) 18 00
FUAPTY 1183 S (LRI CART) S0
P AL gy

FII0ALL LRIST CART)
STARDELE (RIST CART)
ERIROER NME |JUISE CART)
DN ATTACK [AI51 CAAT) 800
CHERICH A TACH [AITT CAAT) L
ASTRISMASH EIN0 AS HEW) 900
ST R LD RS FIEW) Ll
TR DK ALK ¥ (S 1ALy LT
USRS (D G HEA 1o
AOVANCED DAD GhAST CARE)  do0
ARMOH ATTLE A0 L[
AR BATTUE (ST CART) L1
AHMOR BATTLE (RIST GART) S
ASTRO GMASH

SRS ROy Ll
ASTROSMAGH [AIST CART L

LOCK & CHASE [BXD, OS] 400
LOCK & CHASE (IST CANT ag
LOCK & CHASH [HEST CART] 400
MAKR | EACLE BRASERALL mnm
MATE & FROH

HASL SOCTER (E5T CART) Icn
HAEL SOCCER (AUST CaAn a0
FFL FOOTIALL [AIGT GART}

MEL FOOTBALL | JUST CART) aon

BIAR STHIKE LREST CART) Ten
Sl VLT [AIST CART) am
THRHES (R aco
TENRES [AIGT CARTH A0
TRFVLE AC TN NEW) L1

TRCRI [ ACR ¥ LI5S [+ CARDY) 300
THON DOADLY [45K5 (BaD) A
SPACE GRARTANS XD ung
SPACE SEARTAHS Pl em
EMFIAE STHISES DACK |40y 1500

CIGER 140
FROGGER [AIST CAH ) s
FRCKIGER: (W)

CARNIVAL (AIST CamTy 1500
§ AR RACES @ommm 000
015 MTELLKGNE 2 @ONED) 3000
D WY CWECAES (ROREDR 00
N1 I PADTEE GAMES [BOXED) 3000
O A TARS BATTLE [BOXE 0 0l
MO T AR EEA BATTLE MOKEDY 50 00
D B PTG RGE 1 (BOREDy oo
MG 13 BTG 3000
L]
5o

3am

X

oo

Ll

L

& D

&0

I AN & PSR i o
MRIJHERIM MATCH 400




OTHER FORMATS ; .

I'Il‘f-[l.u e

1L S e p B iy
ELHSMI E CHASK ST CRRT)
COGNE CHASM [BAD) A5 WY
COSMC LHAEM |S0R)
PETERCHARE [ iR TOimg
B RIS CART)
SCAKKGLE LAISE CARTY
SCRAWBL E [A1ST CARTY

SO0 AR ST (AR A8 HEW
SO AR LIS RIST CRIT)
SIE | MAST CARTY

G 58P [HA0 AS HEW)

SRS (SR illl % to Ill..l'
o Counk i readers, there will alua eresting to write about. As long as there is
Bk s interested readers to & ying up till, oh, 2:47 Avito write it.

ErRANELE

SIAR DEFENLE

AR ATTE R 55 ATTER
(%% m.aw:u
[l
PEATT |l:>

time.......

Retrogames didn't exist there is no doubt | would still be unaware of the Telstar
Freade, Handheld Mes, SG1000, and the many other unbelievable machines | have
lined up for fulure issues. Many gaming friends have expressed surprise that unlike
other fanzines, Retrogames has remained fact packed and waffle free, even when
about to hit double figures. Quite frankly. | am a serious gamer, and would rather nat
pmdmthemg:aneaﬂneachamlwﬂ panedlh‘tnetestme Retrogaming
is bigger than | ever i

Thanks as averto - HnssSilﬁlt Thomas Holzer - Luis Trowano - Keith Adams -
And everyone else who has written to me over the past couple of months. Till next
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