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BATMAN is a shadow

in the darkness,
as elusive as a dream. High above

_ the seamy streets of GOTHAM,

he is a criminal’s nightmare.
\ g
The only hope fora

R desperate city —
‘ i BATMAN.
A
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T
NEWS ‘N' PREVIEWS
All the latest happenings in the wonderful world
of computers — including some sneak-preview
shots of Nebulus 2.

19
REVIEWS
Reviews get the star treatment this month. Over
80 games featured with sackfuls of Star Players
and Top Scores. So many games that we've had
to split the review section. Part two starts on
page 77 with loads of console reviews. There's
even a stop press review of Die Hard, featured
on this month terrific cover, on page 10.

58
PLAYING TIPS
Mr Heli gets the full map treatment this month.
Battlehawks 1942 gets the Star Tips accolade.

BT Ve ¥ ¥R S A § s e

14
SNOW WHITE AND 30,000 DWARFS
Richard Henderson looks at one possible future
world for TGM readers as he visits the massive
EPCOT centre at Disneyworld in America

67
IMAGINATION WORKSHOP

Your quarterly eight-page dose of American
activity. Written, designed and researched total-
ly within the USA, this is the definitive guide to

overseas action from the biggest computer-
owning population in the world. This issue con-
tains an exclusive interview with the designers

contents
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There's also a WORKING Batman cheat for
the Amiga, the last part of the Tusker solution
and loads more besides. the lowdown on how
strategists think as well as some hot news on

forthcoming games.

86
OUR MAN IN JAPAN
Shintaro Kanaoya gets his tatami out and sits
down to play thelatest console games. This
month there's more news on the Super Grafx
console and some very exciting Batman news.

90
ADVENTURE m STRATEGY m ROLEPLAY
Electronic Arts' Keef The Thief get a TGM
Golden Scroll this month. There's also plenty
of room for the most comprehensive ARS
news guide around today.

of Atari's Lynx hand-held and MORE information

and pictures on Activision's Die Hard.

89
MASTERS OF STRATEGY
Paul Rigby grabs the nearest kangaroo and

bounds over to Australia to speak to SSG, at the

forefront of strategy games for ALL FORMATS.

a4
THE SEARCH FOR CHRISTMAS SPIRIT
In the final part, find out if The Games Machine
crew found the Christmas spirit they were
looking for.
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41
THE PUNISHERS

As Christmas approaches, there's little time to
get any more presents. But, there's one thing

that every gamesplayer can never have too
many of: joysticks. The Centre Bytes team take

over 20 joysticks and put them through their
paces. There's also news of an innovative foot

pedal from Euromax...

49
I'M HAVING THAT!

Everyone knows how easy and relatively cheap
it is to grab and digitize pictures. But did you
know that it's even cheaper — and a lot easier
— to synthesize your favourite sounds?
Whether they're from CD, record, video or live

speech, there's nothing to stop you from saying
‘I'm having that!"... over and over again.

52
PC SOUND CARDS
Don't take the mick out of the PC anymore. Not
only has it got some great graphics boards, it
also has some better-than-arcade sound cards.
Turn to page 52 and experience the reality of
professional PC sound.

54
READERPAGE
Reduced in size to cope for the extra reviews
this month, Readerpage is still full of people who
need to air their views. And if that bores you to
death, try solving Mel Croucher’s Trivia Quiz.




NO MERCY-NO SURRENDER

A NEW 3D DUO FROM LOGOTRON ENTERTAINMENT

ou've fallen into Bad Company. In this place
there are no good guys, just you, your sidekick F \
and wave upon wave of insectoid enemies who i 4 ) -
have just one thing in mind - the total destruction { g a5
of every human they set their nasty littie bug eyes = '

on. No quarter is asked and none is given, you know what '

to do - if it's alien, blast i!

i

Bad Company is programming legend Steve Bak's latest
and greatest masterwork with scrolling of vanishing point =
perspective surfaces, the latest superfast 3D sprite VN =S b
techniques and featuring: o -

Simultaneous two-player oplion

Unigue choice of weaponry, with fire power boosters
Choice of eight different combat heroes
Uncountable waves of sickening insectoid attack

ATARI 5T SCREEN SHOT

ATARI 5T & COMMODORE AMIGA
END NOVEMBER ‘89. PRICE £24.99

tarBlaze is pure solid vector 3D Shoot 'em Up
from the programmers that brought you 16 bit
Elite! To qualify as a Tamsinian warrior in an
. e intergalactic war of unparalled ferocity, you

must prove your prowess by taking on scores of
fiendish alien attack waves and live to tell the tale. How
will you do it? With quick reactions and the fastest frigger
finger on the planet !

StarBlaze is o game which draws upon the strongest
features of the classic arcade fitles fo introduce a wholly

o original style of game to the arcade genre, featuring:
. Over a hundred different attack patterns
. Action-packed gameplay in stunning solid 3D
\ 7 . Five colourful backdrops (forget boring starfields)
F Yy i . Shield, smart bomb and extra power pickups
s IR T f . ‘
S / pe ATARI ST & COMMODORE AMIGA
T e . > END OCTOBER '89. PRICE £19.99
= : [Fas == A = u | 'u
&% e

A
|
|

U LosoTRON ENTERTUNMENT

i | e
'

e
ATARI ST SCREEN SHOT i 2

Tha Logotton name and mark ore used under license frem Logotion Limited




NEWY 'N” PREVIEWS -

STUFF THAT HAPPENED — STUFF THAT WILL

‘16-Bit
games? To
you, guv, a
fiver’

Hot on the heels of
Mastertronic's mnew budget
label, 16 Blitz (see the review

section ‘for their first games), |

the Interceptor Group now
have Smash 16 to keep the
popular 8-bit budget label,
Players, company. Like 16 Blitz,
the games are £4.99 and a mix-

ture of re-released and original | form shoot-outs,

games.
Headed by the re-emer-

gance of Eagle's Nest and Joe
Blades 1 and 2, there's also
Roman combat from
Gladiators, Tron-like 3-D in
Extensor, War Machine's plat-

Amegas (a
Break-Out variant) and
Hollywood Poker (less said

‘Ho ho ho, readers. It's me, Santa here. Don't I look tacky this
year? I'd be more convincing if I'd tied a V-neck jumper
around my chin. And this tinsel's cheaper than Woolies'. But
at least I've got a trendy Batman buckle. Anyway, if you've
been to the Commodore Computer Christmas Show, you'll
have met me IN-PERSON!! Lucky you, eh?"

about that, the better!).

And for budding Robin
Candys, there's even a drum
machine program, Drum
Studio, for the Amiga that lets
you compose drum pattems
using 20 sampled sounds.
Smash 16 think of everything,
don't they?

' Alternative

sweep
stake

It had to be done. Yes it's true,
there is to be a Sooty and
Sweep game from Welsh bud-

get software house,
Alternative.
Apparently, the Sooty TV

show is the longest running
TV series in the world — not
bad for two glove puppets and
a Richard Branson lookalikel
Matthew Corbett and the two
lowvable rogues will be back on
our screens again this autumn
with a new series and a super-
fun Christmas Special. Like
Postman Pat, the game will
have two lavels of difficulty —
for children and parents —,

and features an accurate rendi-
tion of the catchy TV theme
music.

Flaying either Sooty, Sweep
or both, you must collect all of

Sweep's bones from about the
house before Matthew gets
back (Sweep's an untidy little
rascal, isn't he?!). Can the furry
friends tidy up the shack before
Mat gets back from the boozer?
Or will the yellow and grey
dusters trash the place and flee
to Australia. You can find out
{and even help) for only £2.89
(8-bit only).

NEW YEAR
DELIGHTS
THE TOP GAMES
WE’RE PLAYING AT
i THE MOMENT

1

KICK OFF
(Anca) all formats
|
|

NORTH AND
SOUTH
{Infouﬂmﬂal Amiga/ST
HARD DRIVIN’
(Domark) all formats
4
GHOULS ‘N’
GHOSTS
(US Gold) all formats
5
SIM CITY

(Infogrames)
Amiga/ST/PC

WONDER BOY
; ([[H
MONSTERLAIR
(Hudson Soft) PC Engine
7
. POWER DRIFT
(Activision) all formats
8
BATMAN
(Ocean) all formats
9
TOOBIN’
(Domark) all formats
10

BLUE ANGEL 69
{ReLine) Amiga
{(We've seen everybody
playing number ten, but no-
one will actually admit to
liking it!)

TGM TX 026:1-907
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| There seems to be somewhat
of a French software invasion
this year — and by the look of
things recently, it's not a bad
thing either. Imported into the
UK by The Software Business,
Hurikan  Software's  first

;mlﬂﬂsa. Vaux, is set for

| release on Atari ST and

,Am:gasuon[ﬂz-igﬁ}

| Hurkan Software was
formed by two directors of a
top French ad agency earlier

| this year They immediately
| recruited programmer Tony

Cooper (of 16-bit Cybernoid
fame) for their first game. So

h'lli}aihﬁﬂmaﬁngtc see if
Tony can come up with some-
thmgorigh:alanduptetha
standards the superb
Cybernoid.

In true Elite style, Vaux is
described as an interplane-
tary space trading game.
There are six planetoids to
find and explore, each one
with its own special environ-

ping in a fully armoured space
cruiser you will encounter
other traders and police. Both
do not react kindly to hostile
activity. Just as well you've 32
weapons to chose from!

Nebulus 2

Claimed by some to be the
most original game of 1987,
Nebulus was certainly one of
the most addictive and consis-
tently well-converted programs
of that year. And now the lov-
able (esurrgh!) Pogo is back —
and this time he's brought his

helicopter. Although still very |
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much in the development
stages, Nebulus 2 promises the
same revolving towers as seen
in the original, plus a flying
bonus stage — similar to the
submarine one in the first we
suspect. There's 16 towers of
action, slides, ladders, moving
platforms, doors and ropes.
FPlus much, much more.

John Phillips, author of the

prequel, is working in collabo- |

g | =ty L
‘ B’__.u .' LIRS 19898 a0 o0 B4

ration with Infernal Byte
Systems to release Nebulus 2
for May 1990. Only planned for
the Amiga and Atari ST at the
moment, although we can't see
why it shouldn't be as success-
ful on the Spectrum, Amstrad
and Commodore 64. Come on,
Hewson, don't ignore the mar-
ket which supported you for all
those vears!

Starflight

Previously only seen on the
IBM PC, Starflight, the galactic
space trading game, is set to
appear on the Amiga, Atari ST
(£24.99) and C64 (£14.99 disk
only) before the end of the year.
Described by Electronic Arts as
a fantasy roleplaying game, you
can be assured that it's a lot
more exciting than it sounds.
The galaxy within which you

exist consists of 270 star sys-
tems and 800 planets. There
are an amazing 1.9 million
unique locations on each plan-
et, and another 1.5 million
within the galaxy as a whole —
it's a BIG game.

WES T
s

At the helm of an interstellar
spaceship, you must control six
hand-picked crew and with the
help of your onboard Starmap
navigation system, command
the ship through the galaxy in
search of new planets.

Each planet colonised will
gain you intergalactic recogni-
tion, as well as extra artifacts;
minerals; the secrets of alien
races; and, ultimately, money.

Despite the high armoury of

your ship, you are advised that

it is better to communicate
with your fellow man than
immediately blow him apart.
Only you can tip the balance
between global warfare or
colonisation.

Herakles |

Adventures, adventurers, dcn-
cha just love 'em both. Let's
hope so, cos the number of type
‘n' treks available for 16-bit
computers has been increasing
at a hell of a rate recently —
and we're not just talking

about US imports. One British
company dedicated to produc-
ing top-guality 16-bit adven-
tures is Gainstar. Using the
well-tried and tested formula of
setting the adventure in a

8 TGM TX026:1-90




mythical world (Ancient Greece
— filled with gods), Gainstar
have opened up a whole new
era in which the intrepid
adventurer can travel,

As Herakles, son of Zeus, you
must explore your land in
search of 12 pieces of a broken
tablet. When together, this
tablet will restore power to the
gods of the land and end the
tyrannical reign of evil.

Herakles will be available in
January on Amiga, PC and
Atari ST at £24.99.

Highway
Patrol 1l

Infogrames must be contenders
for foreign software house of
the year award — with such
hits as North & South, Sim City,
Teenage Cueen and Kult, the
Parisians have become a major
force in the British marketplace.
And with a bevy of new releas-
es this month, times seem rosy
for the Nineties.

Their latest release to be
announced is the driving simu-
lation, Highway Patrol II. Very
much in the mould of Taito's
Chase HQ, Patrol II mixes fast
arcade action with strategy as
you must decide which one of
the many gangsters to go after
next, Available soon on the
Atari ST, Amiga and PC for
£19.99,

Jumping
Jack Son

Named after the old Rolling
Stones classic

is a strange little platform
game in which you must collect
various records to be placed on
turntables. Sounds like grip-
ping stuff A great soundtrack
is promised. (Don't expect a
Spectrum version then.)

song, |
Infogrames' Jumping Jack Son |

Cyberball

As software companies look
back on their achievements
over the past year, Domark is
one producer who can hold its

head high in the knowledge
that they've improved the
gquantity AND cuality of their
product. And they're not rest-
ing on their laurels for next
year, either.

The Tengen licence has
proved their most popular
acquisition of 1989 — spawn-
ing such coin-op conversions
as Hard Drivin', APB, Dragon
Spirit and Xybots. The new
year promises even better and
bigger games from the
Domark/Tengen deal.

To be available in January is

| Cyberball — a futuristic
American football-type game.
| And continuing Domark's poli-

oYy to support as many com-
puters as possible, it'll be
available on Spectrum,

Amstrad, C64, Amiga, ST and

PC.

Set in the Twenties — the
two thousand and twenties —
Cyberball brings to mind
Speedball, as a fieldful of play-
ers collide and smash into
each other in the hope of at
least sending each other to
the hospital, at most scoring a
touchdown. But your players
arent the average Dan
Marinos, these guys give a
whaole new meaning to the
word Fridge!

Ever since 2015 there have
been cybernetic players on
the field — it was just two
years ago that Dallas put out
the first all-robot line-up and

smashed the Raiders 82-24.
The challenge was then on to |
build to most aggressive and |
effective robot possible. That
time is near and it is only the |
head coaches that set the
teams apart. Choosing the
right team can literally mean |

the choice between life and
death — for the robots, that is!

All this player progression
has not passed the NFL by,
though. A few new nules have |
been implemented since the |
TV Replay Official in 1988. The
ball is made up of 350 pounds |
of steel and highly explosive
material, and measures a
whopping three feet in diame-
ter. But the players have
grown to about 20 feet tall and
eight feet wide — costing
about $1,250,000.

What will Michael Grade
have to say about all this!

o8 o8 ofjfis




Activision

N uitably for this seasonal issue, Die
Hard, like the film it portrays, is set
: at the Nakatomi Corporation's
Bl Christmas party, high in their
< skyscraper headquarters. The staff
are all enjoying themselves when the party
takes a dramatic turn for the worst. Armed
terrorists storm the building and sieze con-
trol, sealing it off from the outside world.
The partygoers are now trapped and in
danger.

However, the terrorists aren’t quite what
they seem. Masterminded by Hans Gruber,
their intention is to break into the main vault
and steal the $600 million in negotiable
bonds inside it. But it won't be that easy:
John McClane, an off-duty cop played by
Bruce Willis in the movie, is loose some-
where in the building. His wife is amongst
those being held and he'll stop at nothing to
free the hostages.

As the game begins, McClane is stand-
ing in a 32nd floor bathroom and has to
reach the 40th where the hostages and
vaults are located. He has 20 minutes
before the main vault is breached, giving
the terrorists the bonds and making the
hostages expendable.

The McClane sprite is viewed from
behind, rooms and corridors spreading out
in filled 3-D as extensive keyboard or joy-
stick controls guide him. He can rotate
through 90 or 180 degrees, sidestep and

walk forwards or backwards, and so these |

manoeuvres don't result in McClane
becoming lost, a map of the floor can be
called up by using a special wall panel.
Progress is sometimes hindered by security
systems but they're easily deactivated
using the manual’s codes.

Sooner or later, McClane will meet a ter-
rorist, at which point he has two courses of
action — three if you include running away.
As a tough cop he's skilled at unarmed
combat so can attack with a forward kick,
punch or roundhouse kick, while preserving
his own health by ducking, blocking or for-
ward-rolling out of a tight situation. When
the terrorist is armed it's wiser to use the
handgun, which still allows evasive tactics.

A killed terrorist can be searched for
items that often prove to be useful later.
Electric cord, First Aid kit, walkie-talkie and
a screwdriver are just some of them, but, as
ammo is limited, replacement guns are
most useful. Ten items can be carried whilst
two others are used, shown in boxes at the
bottorn of screen.

Other displays show McClane's health
level, time elapsed, outer vaults breached
and, if the walkie-talkie’s been found, mes-
sages from the terrorists. But just because
he knows what they're up to doesn't make
his mission easy.

Maze games have been around since the
beginning of the games industry but none
have been guite so effective as Die Hard.
Although a significant proportion of its
appeal lies in its clever graphics (see PC

box), the 3-D environment has been
designed with much thought and controls
allow you to explore unhindered.

Just exploring an office complex, howev-
er well created, would soon become tire-
some but Die Hard's action sequences pre-
vent that. Simply shooting someone is a
task itself, tracking a constantly moving ter-
rorist with a cursor while dodging his
attacks being far from the brainless game-
play of most shoot-out games. And even
without firearms there's plenty of activity,
offensive and defensive unarmed moves
needing to be carefully combined to knock-
out an opponent at minimal loss to personal
health.

All these things would be great in them-
selves but when they're combined with the
discovery and use of objects, adventure-
style, and digitised stills from the fim to
enhance already high presentation, you're
looking at a very professional, playable

product. Gameplay is surprisingly deep
considering Die Hard is an action game and
completing it is a major challenge, especial-
ly under a time limif — if you survive long
enough, you'll find 20 minutes pass very
quickly.

10 TGM TX026:1-90

For both a compelling action-biased
arcade adventure and a great, representa-
tive movie licence look no further than Die
Hard.
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You are Captain Kirk!

You are Captain T Kirk, the Enterprise is yours and your mission is fo drop off three
intergalactic ombassadors on a safe planet, without sfarting @ War.
You can interact freely with your crew - Spotk, Scotty and the .
usual team are there, but you are pitted against the remorseless g\ -
oggression of Kloo and the Klingons, and you have 1o escape —a L\
from the deadly Befrrier Zone 4 |

The revolutionary graphics create
the most realistic gome ever.
The play of Star Trek V changes o suit the
challenge at hand. The strategy and action is your
responsibility. Not anly do you have 1o deal with outside
forces, but all is not well within the Starship. Just how
good a Caplain are you?

Actual IBM streen
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For further information on Mindscape products ond your locd) Dealer-contrct
Mindscape International Limited, PO Box 1019, Lewes, Eost Sussex BNB 4DW-Tel. (044 486) 545/547,
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Over 30
million
passengers
have been
carried on
Disney
People
Movers, with
not one
injury
caused by
system
perfomance.

Pictures: © 1989, The
Walt Disney Co.

£\

n 30 May, 1967, the bull-
dozers moved in to begin
construction on the 27,400
acres of land that had
been designated the Reedy Creek
Improvement District by the United
States government of Central
Florida.

The Reedy Creek Improvement
District was eventually to become
one of the most impressive, if
unorthodox, New Towns anywhere
in the world. A new town which
would introduce many innovations
in the fields of transportation, archi-
tecture and construction, energy
generation and conservation, agri-
culture, and communications. A
new town which would receive
countless awards, and be visited by
over 25 million visitors every year.

Why haven't you heard of it?
Well, you probably have.

The Reedy Creek Improvement
District is more popularly known as
Walt Disney World.

After Walt Disney opened
California’s Disneyland in 1955, he
began to plan another project _
Disney World. If people could
spend a day at Disneyland, he rea-
soned, why shouldn't they be able
to stay for a few days? Or a week?

Disney managed to acquire
27,400 acres of Central Florida —
an area roughly the size of Paris —
before word finally leaked out in
late 1965 and land prices skyrock-
eted. Disney World was designed
as a complete holiday resort.
Similar to Disneyland, it has the
Magic Kingdom theme park, but the
first phase of the project also had
hotels, campgrounds, golf courses,
tennis, water sports, beaches and
shopping. However, Walt Disney's
most ambitious plans for his Florida
property revolved around EPCOT
— the Experimental Prototype
Community Of Tomorrow.

EPCOT was supposed to be an
actual city, with full-time residents
and faciliies common to any city:
education, public transport, housing
and s0 on. The major purposes of
EPCOT, however, was to find solu-
tions to the problems facing the
cities of the world. It was to act as
an ‘urban laboratory’ where new
technology could be tested before
being introduced on a large scale.

Man with a
vision

Walt Disney died in 1966, and the
EPCOT that is now included within
Walt Disney World is not the
EPCOT that he envisaged.
However, the entire 43 square
miles of Walt Disney World comes
pretty close to what he had intend-
ed. It is a community of roughly
30,000 residents. The only differ-
ence between Disney World and
Walt's original plan for EPCOT is
that the residents only stay for a
few days.

When you walk around Disney
World, you are actually on the first
ficor. Most of the built-up areas are
placed on top of a network of utility
corridors — utilidors — that criss-
cross their way under the theme
parks, carrying vital services such
as electricity, telephone lines
(Disney World has its own tele-
phone system, the first in the US to
be installed using only fibre-optic
cabling), and water. They also pro-
vide a means for staff to get around
without destroying the fantasy
atmosphere above ground.

The pipes also carry garbage
away from the guest areas. There
are no bin vans in Disney World!
Litter is collected from ground level
and dumped into special intakes to

Snow White and the

be fired along the underground
pipes to Disney World's own
garbage disposal plant. The rub-
bish is then compacted into bricks
and transported to a landfill site. All
maintenance to the services is car-
ried out underground, away from
the sight of visitors. It also means
that there’s never any roadworks to
clog the streets and disrupt the traf-
fic.

Green from
the start

Right from the start, Disney World
was planned with a view to preserv-
ing the environment. The swamp-
land which Disney World is built on
I a haven for wildlife, and a size-
able proportion of the land has
been set aside as a conservation
area, and will never be built on.
Development is designed around
existing features of the landscape
— a particularly old tree will be built
around, instead of felled.

Many drainage canals are need-
ed because of Florida's high water
table. But instead of cutting through
the landscape in straight lines, as is
common in Florida, the canals in
Disney World follow natural con-
tours, snaking through the swamp
just like natural rivers,

Disney has found a unique solu-
tion to the problem of sewage pro-
cessing — flowers. The nasty stuff
is pumped to Disney World's Waste
Water Treatment Plant, where it is
siphoned into pools. On the surface
of these pools grow water
hyacinths. These plants used to be
thought of as nothing but hassle, as
they multiply at a terrific rate and
get caught in boat propellors. One
day, though, someone discovered
that the water hyacinth acts as a
form of water filter, taking in impuri-
ties through its roots and releasing
oxygen into the bargain. Water
hyacinths actually thrive on raw
sewage and remove over 90% of
impurities from the water.

The entire process depends only
on the sun to provide its energy,
and since the hyacinths reproduce
s0 quickly, the filtration system cre-
ates its own inexhaustible supply of
new filters. When the plants have
taken in as much sewage as they
can, they are removed from the
pools and used for compost, animal
food, and the production of

methane gas. So one day you may
be able to heat your house on..

14 TGM TX026:1-90
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er... sewage.

The remaining water, though
greatly cleaned up, is still unfit to be
recycled for drinking, but it's not
wasted, The water is sprayed over
the Tree Farm. This 145-acre site
produces trees and plants for use
in the landscaping of Disney Waorld
attractions. The trees remove prati-
cally all of the remaining impurities
from the water before returning it to
the water table. Makes you wonder
why we insist on dumping our crap
into the sea, to have it washed up
on our beaches a few days later...

Achieving the
impossible

Disney World seems to have
achieved the impossible — they

have developed a public trans- |

portation that is pleasant (and even
fun) to travel on. The forms of
transportation are many, ranging
from submarine (Disney World has
the fifth largest submarine fleet in
the world) to spaceship, but the
most innovative forms of transport
are slightly more functional. The
most widely used of Disney World's
transportation system is the mono-
rail. Disney's monorail system has
carried more than 500 million pas-
sengers since the World opened its
gates to the other world in 1971. An
average of 80,000 passengers
per day use the system,
which uses only a guar-

ter of the power of

cars and has well

over 99% reliability.

Of the amazing

EPCOT project,

Dick MNunis,

President of Walt

Disney Attractions,

says: ‘Walt Disney

would be thrilled by this
project which helps to fulfil

his vision that Walt Disney
World would become
Experimental Protoype Community
Of Tomorrow by demonstrating the
advances made available to the
cities of the future like the monorail
systern.’

The city of Miami has already
introduced a monorail system in its
city centre, which whizzes travellers
around far above the traffic below,
and is a good deal more pleasant

| that being microwaved to death
under the hot Florida sun in slow-
moving traffic.

Another Disney-designed innova-
tion which has been adopted for
use in the outside world is the
WEDway PeopleMover (WED, an
acronym for Walter Elias Disney, is
the company which develops new

an |

by Richard Henderson

technology for the Disney parks).
This driverless, pollution-free trans-
portation system is  quaintly
described by Disney as a "horizontal
elevator’.

The PeopleMover is powered by
linear induction motors embedded
in the track which the vehicle travels
along. These motors generate a
magnetic field which propels the
cars along. As with the monorail,
energy efficiency is high. The
PeopleMover is only applied to an
induction motor when a car is
directly over it.

A Disney PeopleMover system
was infroduced in  Houston
International Airport in 1981, where

| it has since operated 22 hours a

day, 365 days a year with virtually
100% reliability. Over 30 million
passengers have been carried on
Disney PeopleMovers, with not one
injury caused by system perfor-
mance.

Even though Disney World has
an excellent road system which
puts our motorways to shame, visi-
tors are encouraged to park their
cars and use Disney's mass transit
systems. All corners of Disney
World are connected by a carefully-
controlled network of monorails,
buses and watercraft. The fact that
most people do leave their cars
says a lot for the way the trans-
portation network is managed.

Wherever possible, pollution-free

vehicles are used.

PeopleMovers and

B, Monorails use electricity

§ instead of petrol, and

a large proportion of

Disney World's ser-

vice and utility vehi-

cles run on electric

motors. Also, as

part of an

experimental project,

a number of buses

have been converted to

electricity. Research into

electrical transport 15 very

important for the United States at

the moment. Southern California is

to ban all petrol-burning engines

inside 20 years, so alternatives

must be found, or the population

may have to chug around in C5s in
the not-too-distant future!

Power to the
people

Energy conservation is likely to be
very important in any city of the
future, and Disney World is very
geared up to this idea, The Walt

Disney World Administration
Building is entirely heated and
cooled by solar energy, and the




Future

Restaurant
reservations
can be made
by talking to |

an actual
human

person via a
videophone

facility.

Universe of Energy pavilion (an
attraction which presents the histo-
ry of current energy sources and
examines alternatives for the

| future) has an array of 80,000 solar

cells on its roof. This is the largest
privately-funded solar installation in
the world, and the power it gener-
ates is used to drive the ‘travelling
theatre cars’ which transport guests
around the inside of the building.

Disney World's Central Energy
Plant produces the power for the
43-square-mile property. Waste
from the generators is used to pro-
duce hot and chilled water by
means of absorption chillers. Also
in operation is an experimental
Fuel Cell Power Plant. Running on
natural gas, the fuel cell produces
less than a tenth the pollution of the
most efficient conventional fossil
fuel power plant, and converts a
whopping 80% of the fuel's energy
into useful power, compared with
the measly 30% most generators
can manage.

Some of the gas for the fuel cell

comes from the sewage plant. |

Harvested water hyacinths are fed
into a gruesome-sounding device
called an anaerobic digestor. The
hyacinths are broken down by bac-
teria which produce methane gas.
As well as using energy more
efficiently, less energy is wasted in
everyday usage. The Disney World
central computer .runs an Energy
Management and Control System
program which automatically shuts
off all unnecessary lighting and air

conditioning throughout Disney
World.
The Land Pavilion is one of

Disney World's largest attractions,

| and is dedicated to exploring new

and more efficient agricultural
methods; an area of major conecern
in the world today, especially in
developing countries. It is the
world's largest display of food and
fibre crops under one roof,

Disney scientists are currently
working with NASA, tesling new
ways to sustain Infa in space.
Visitors can see crops such as let-
tuces being grown under zero grav-
ity in revolving drums, without any
soil! Another project is engaged in
synthesising a lunar soil simulant to
research ways in which a lunar

colony might be sup-

ported.
More down to earth
projects include

research into pest con-
trol using natural pesti-
cides and intercropping,
a technigue invaolving
the placing of pest-
repelling plants along-
side or even within the
main crop. A Plant
Biotech Lab was
opened in 1988 which
aims to develop tech-
niques which will
improve crop vyields,
make crops resistant to
drought, and improve
nutritional value, flavour, appear-
ance and shelf life. And most
strangely, a type of bean which can
be used to produce petrol...

Another crop being grown on the |

Land is fish! Scientists are studying
the eftects of overhead lighting on
fish. In some cases, the growth pro-
cess is dramatically accelerated.

None of the crops grown in the
Land are wasted. Surplus produce
i5 used in Disney World's many
dozens of restaurants, where the
choice of dining ranges from a
highly exclusive, six-course can-
dlelite dinner in a restaurant with
only 12 tables, to that rarity, nutri-
tious (and delicious) fast food. Fish
from the Living Seas Pavilion is
used in the same way.

Planning for
the future

The World Key information Service
exists for those who are awed by

the sheer size of DisneyWorld. it |

offers help and advice to visitors by
means of an interactive videodisk
system which is accessed via a
touch screen. Your WorldKey host
— a glowing, animated sguare
called Bip — assists you in English,
Spanish, French and German, and
with the ha&lp of recorded commen-
tary and video clips. Restaurant

Disney World is working to
| improve the rest of the world, and f
| you can help! The place is full

demonstrations of new technolo-

gy, and feedback from visitors is
highly valued. Touch screens are
employed again as a means of
collecting visitors’ opinions on
such subjects as education, ener-
gy and the environment. The
results of these elecironic ques- |
poriioiah gt iy ||
ies, uding e

Government. How much weight

they place on the resulis is

unclear, but since 30,000 visitors
is considered a quiat day at

Disney World, they must be hard

to ignore.

The EPCOT is a similar appli-
cation of this idea. Participants in |
the poll sit in a theatre, where
they are asked questions on a
given topic which they answer by
means of a row of buttons on the
seat armrests. The audience
responses can instantly be |
gauged from the results displayed
on a large screen at the front of |
the theatre. The questions will be |
the same each day for a month, |
and the totalled results are widely
published.

reservations can also be made, by
talking to an actual human person
via a videophone facility.

A visit to Disney World is the best
form of education. You're so busy
having fun that you don't realise
how much you're learning. Behind
the mouse ears lies a serious pur-
pose — Disney is trying to find
ways to make life not just better,
but perhaps even possible in the
future. Before he died, Walt Disney
said: ‘There's enough land here to
hold all the ideas and plans we
could possibly imagine.' As yet,
they havent run out of land or
ideas.

Many thanks to the staff of Walt
Disney World for their help in the
researching of this article.
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Look out, Beverly Hills

Here comes Axel Foley !

The hero of "Beverly Hills Cop” and "Beverly Hills Cop II" is back in Beverly
Hills - and this time he's working on a case that's a real stumper! He's going
to stop the crime of the year, unless an army of trigger-happy gunmen stop
him first !

You'll roar down crowded city streets, race againstlime to stop a daring rob-
bery, stalk armed killers, hunt for clues to a bizarre crime, and fight for your :
life again and again in this high-speed action adventure starring the fast-talk- — f‘"lr
Ing, quick-shooting detective

AVAILABLE ON:

ST £24.99 AMIGA £24.99 PC £24.99 CBM64 CASS £9.99
CBMé64 DISK £14.99 AMSTRAD CASS £9.99 AMSTRAD DISK £14.99
SPECTRUM CASS £8.99 SPECTRUM DISK £14.99

l'ynesoft Computer Software Ltd., Addison Industrial Estate Blaydon, Tyne & Wear NE21 4TE. UK. Tel: (0%1) 414 4611
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20 v F-29 RETALIATOR
Qcean come up with the goods yet again. Be a
scourge of the skies in an F-29 or F-22, flying
aver four warzones in any one of many missions.
Combining the realism of Falcon with the depth
of F-16 Combat Pilot, F-29 adds ideas of its own
fo form one of the best flight simulators yet.

26 = SIM CITY
Ever driven around Milton Keynes or Telford and
wished the town planner had been drowned at
birth? Now you can get your own back by sub-
jecting computer people to your horrendous
designs as you strive to become a popular
mayor. A compelling Infogrames 16-bit strategy
game with surprisingly wide appeal.

TOP SCORE

10 12 DIE HARD
The game of the film of the book has arrived all
the way from the States. Check out the EXCLU-
SIVE stop press review now.

29 . RETROGRADE
More aliens have been busy invading and now
have their eyes on your home planet. To stop
them you have to neutralise the alien bunker
which is hidden way underground. Use money to
obtain weapons at the local shops. Thalamus yet
again provide a innovative and challenging
shoot-"em-up.

24 1 SUPER WONDER BOY

In his second adventure the cheeky little chappie
has to defeat the Meka dragon at the enter of
Monsterland. There's loads of cash around to be
spent at the neighbourhood bonus outlets. Out-
and-out fun platform action from Activision.

28 = GALAXY FORCE Il
Like Afterburner, a 'sequel’ to the original Galaxy
Force coin-op soon appeared in the arcades but
which bore little differences. Still, who's complain-
ing when Activision have managed to recreate
the speedy 3-D shoot-'em-up to 16-bits with com-
mendable accuracy,

22 11 GHOULS 'N’ GHOSTS
Many a werewolfmrealin? moon has passed
since Arthur the knight's first goblin-maiming
jaunt but know he faces a journey bigger, better
and tougher than ever before, Monsters are more
varied and unusual, and platform networks are
more complex. However, the gameplay is just as
fun and addictive as it ever was.

25 1" HARD DRIVIN'

The long-awaited filled vector racin’ game is final-
ly on computer. It's more than the usual high-
speed chase though, as tracks are littered with all
manner stunt racin’ ramps, includin' the famous
loop. Hold onto your hats, joysticks and goggles
as you experience the stomach-churnin’ journey
of a lifetime.

35 1 GHOSTBUSTERS 1l

Who ya... | ain't... Hmm, the old Ghostbusters
quotes are difficult to avoid. And in the game of
the sequel, many of the sprites are, too, as you

swing down a hole, steer the Statue of Liberty

and attempt to trap a 17th Century power-crazed
madman! But it's all done in the best possible
Star-Playing taste.

28 1 NINJA WARRIORS
As with the highly playable shoot-"'em-up
Silkworm, The Sales Curve have produced an
amazingly accurate conversion of the coin-op —
Amiga graphics identical to the arcade original. A
Ninja robot slays similar mechanical martial arts
maniacs in brilliant beat-'em-up battles.

TGM TX 026:1-80 19
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Ocean

he Advanced Technical Fighter is
$00n to be decided by a competition
between Lockheed and Northrop
prototypes. Ocean have backed the
Lockheed F-22, which has yet to fiy!
But the real future of aircraft lies with for-
ward-swept wings and the Grumman F-29,
whose ‘impossible wings' were perfected
too late for the ATF design but soon
enough for Ocean to incorporate into this
simulator.

Mow jump forward a couple of decades
into the early 21st century, when both
planes are in service. For reasons which
are obscure, the world has plunged into
World War Ill. As yet no-one’s gone ‘nucle-
ar’, and the skill of conventional forces in
containing the conflict to prevent dooms-
day is crucial.

Retaliator begins with you enrolling as
an Air Force pilot at any of five ranks (1st
Lieutenant up to Colonel). Once cleared for
pilot status by a security routine, your mili-
tary career can begin by selecting an F-22
or F-29, the craft you must stick with under
your selected identity. You can then go
direct into war with the arcade-style Zulu

Alert, starting in mid-air with unlimited
weaponry, or pick a scenario.

Thankfully you don't need to be a genius
to fly the planes. Three console monitors
provide all the data you need to perform
your mission, selecting through the dis-
plays brings up an amazing array of
radars, indicators and moving maps.
External views are also available for you to
admire yourself from, as is a view from a
satellite. Autopilot is provided, with elec-
tronic countermeasures (ECMs which jams
radar), plus chaff and flares (to distract
enemy missiles).

The American Test Range is your best
bet if you want to get the feel of your new
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environment, Various remotely-controlled
targets and drones are scattered through-
out the 1000-odd miles making up the
Range. Tanks, trucks, bridges, industrial
plants, command centres, airbases, SAM
sites and more provide target fodder for
ground attacks while drone MiG-29
Fulcrums practice patrols around the
Range skies, eager for an air-to-air to take
them out.

There are five types of air-to-air missile
to choose from, and four types of air-to-
surface missile, all highly advanced and
‘'smart’ with it. Load up with whatever
weapon you want and use them to the full
on the test range. In the warzones you
may well experience weapon shortages,
s0 this may be the best chance you get to
play around with AGM-10H Cruise
Missiles, Back-Winders, Conventional
Stand Off Weapons and the rest.

In the 21st Century the future of air
power will be a mixture of superlative fight-
er agility and stealth tactics which is where
the ATF fits right in. Shut down all the
radars and the aircraft enters Stealth
mode, vital for passing through defence
zones crammed full of surface-to-air mis-
siles (SAMs) and heavy radar coverage.
For high speed, high level flights kick in
the Supercruise to thrust up to 100%. For
your missions the two modes are as
important as the savef/load position fea-
ture.

To enter a mission select the theatre of
conflict from the main option screen. The
three warzones are all hot spots for the US
in the next 20 years and you're in the thick
of it. Choose from the Middle East (where

20 TGM TX026:1-90



friendly nations engage enemy ground

forces on two fronts), the Pacific Solomos |

Islands (a USA calony rich in oil deposits
but under threat from enemy naval attack
and invasion) and The Big One — conven-
tional war in Central Europe. With 9000
tanks and three million soldiers to hand,

the enemy isn't going into this half-hearted- |

Iy!

Logically, you can't tackle a mission that
theoretically occured towards the end of
the war so only by completing missions
and surviving the air war do more missions
come to light (in the form of War Updates).
For instance, in the Pacific warzone the
first few missions aren't too demanding at
all (down a few MiGs, hit a small enemy oil
depot, and so on) but with time the war sit-
uation changes, new War Updates appear,
and ever harder different missions crop up
(ranging from crippling a Super Tanker to

| option, where engines, landing, radar etc

defending the New Jersey from all out
attack, or even taking on an Aircraft
Carrier!).

Ocean have always been known for their

fun, arcade-style games but haven't come |

with a proper flight sim, until now. And what
a way to start! True, it has got an arcade

can be forgotten about in favour of out-
and-out fun combat but even that is of a
higher quality than most first-person flying
games.

Although you can spend many hours on
the arcade section and admiring the graph-
ics on the Test Range, F-29's depth and
realism can only be appreciated by tackling
missions. Those in the Pacific are quite
straightforward and gradually ease you into
the more difficult and complex missions of
the Middle East. F-29 then becomes a Iot
more challenging and it will be a long time
before you're experienced enough to tackle
the fronts of Central Europe — but it'll be
satisfying when you are.

First class presentation (aided by a high-
ly informative manual), realistic aircraft
response, four completely different war-
zones, countless missions and many,
many enemies all add up to make F-29
Retaliator a fantastic product. It puts all
other home computer flight simulators to
shame and should be enjoyed by strate-
gists, arcade players and sim enthusiasts
alike. RH

AMIGA

96%

£24.99

Graphics are beautifully detailed, fast-
moving polygons thoughtfully
coloured to form realistic vehicles and
immensely varied ground detail, the
sandy beaches and shallows of the
Pacific islands being particularly
attractive and authentic. This and the | |
smooth, fast 3-D effect make F-29 the
best-looking flight sim around, The
soundtrack is a great rock piece plus
some amazing sampled effects, from
gunshots to the groan of the pilot dur-
ing high-G turns!

' OTHER FORMATS
Only the ST is planned at present, and
that for release in the New Year.

VERSION UPDATES

ATARI ST* AMSTRAD CPC
Power Drift

ACTIVISION * £19.99/£9.99, £14.99
Commodore 64 92%, Amiga 80% — TGMO025
Although it has the high presentation
and colourful arcade look of the Amiga,
the ST uses fewer colours, less detail
and moves slower. Sound effects are
weaker and samples a touch distorted,
but overall audio is good. The driver
portraits on the Amstrad selection
screen scroll horizontally. They're much
larger than on other versions so only
five can fit onscreen at once. Unfortu-
nately, the portraits, like the poorly ani-
mated cars, jerky road and just about
everything in the game, are gaudy and
very blocky. The music’s quite good but
effects are just a dull roar and the occa-
sional ping.

Machine update Atari ST B4%
Amstrad 45%

ATARI ST *

PC Fiendish Freddy’s
Big Top O’ Fun

MINDSCAPE £29.99

Amiga 89% — TGMO22

Graphics have the same brilliant car-
toon look and movement, which like the
Amiga lacks animation frames in
places. Sound is still as jolly as the
Amiga's. PC owners will also have to
juggle between five disks but with less
impressive results. There have been
some strange choices of colouration in
some places and there's less graphic
detail than in the other two versions. On
sluggish PCs (less than 8Mhz) every-
thing moves very slowly and jerkily,
damaging look, feel and playability.
Owners of standard Amstrad machines
should perhaps steer clear of an ather-
wise fun multi-event, multi-player game.
Machine update Atari ST 88%
PC B5%

PC ENGINE
Altered Beast

SEGA/NEC AVENUE £39.95 CD-ROM
Amiga B9%, Atari ST 70%, Commodore B4 B4%
— TGMO25

No nasty disks, tapes, cartridges or
ROM cards for the PC Engine incama-
tion of Altered Beast. Only CD-ROM
owners can play it, but they've nothing
to brag about.

Backgrounds are adequate (if some-
what lacking in colour and detail) but
sprites are deformed and often strange-
ly coloured. Animation is weak and
there's horrible sprite flicker whan
there's more than a few creatures
onscreen. Worst of all is the disk
access which interrupts the game for a
number of seconds several times during
each level. Sound is very weak consid-
ering this is CD-ROM — a rather ordi-
nary tune and a few sound effects that
are worse than most Engine samples.
Average playability ruined by tortuous
loading, Engine Altered Beast is a big
disappointment. For a real conversion,
try it on the Sega Mega Drive.
Machine update 60%
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t's been three years since Arthur last

lobbed a lance in the classic Ghosts

‘N’ Goblins, and now he's finally about

to make an honest woman out of the

lady he rescued — Princess Hus. But
just when the lovely woman starts going
down the aisle up pops a demon and spirits
her away.

Being the sort of chap he is, Art isn
about to shri.g his shoulders and say "c'est
la vie'. His penguin suit is swiftly swapped
for armour, and a clutch of lances is prompt-

ly pocketed for the upcoming battle. The |

brave, not to say suicidal, adventure begins
in a graveyard complete with wultures, zom-
bies and guillotines. Being careless with
these villains reduces Art to his boxer
shorts. After a bit of flashing, during which
you're invulnerable, another hit sends you

back to the last trigger point — usually a |

long, long way back. This is irritating, but it's
part of the game’s appeal that forces you to
learn the sadistic attack patterns by heart

The second part of level one features
whirling demons, which can be shot only
when they're briefly not whirling, skull-spit-
ting fires and pig-headed guardians. Beat
these and it's face-to-face with a fire-breath-
ing monster who has the key to level two.

To provide some help on your (virtually)
impossible quest there are chests which can
be opened by firing at them. Sometimes a
magician will spring out who, if you don't
shoot him first, will turm you into a helpless
duck for a few seconds. But if you're lucky
you'll find a weapon like mega-armour. Hold
down fire when you're in this blue armour

and a special weapon is activated, such as |

a another knight to mirror your every move,
or a ray which shoots out in three directions.
Alternatively there might be a normal
weapon to swap for your lance, such as a
fast-firing dagger, an arcing axe or a fiery
torch which sets alight the ground where it

lands. These weapons can also be found in
sacks carried by the baddies, as well as
treasure for bonus points.

Level two takes place in a ruined city
complete with bouncing metal skulls, fire-
bats, collapsing ground and a feline end-of-
level monster. The next level has Art
whizzing upwards on a magical carpet, mix-
ing horizontal and vertical-scrolling for a big-
ger challenge, This is the ruined tower and
stopping to chat with baddies will see you
crushed against the roof.

The penultimate level takes you to the
skeleton caves where the bones of massive
creatures make up the scenery, and the res-
ident denizens make you feel as unwelcome
as their pals in previous levels, More vertical
scrolling takes you down slippery slopes to
a fearsome sea monster and much, much
more besides.

But the worst is saved to last, and the evil
red knight's castle is one of the toughest
tests around. Lethal clouds with eyes at
their centre, huge bullet-spitting skulls and a
seemingly endless supply of
demons are all out to get you. Clearly this is
one massive challenge, but the imagination
of Capcom makes it all worthwhile. Unlike
s0 many lesser games, the later leveis are
virtually new games in their own right, rather
than pale rehashes of the first level with dif-
ferent graphics.

The original game, converted by Elite,
was great, 50 it's good to see that US Gold
have more than lived up to the high stan-
dards it set. The sheer playability of the
coin-op has been transferred to all the com-
puter versions thanks to top programming
house Software Creations, right down to the
rib-tickling duck and boxer short sequences.
Ghouls ‘N' Ghosts is a great platform romp
that will appeal to fans of the arcade game
and the uninitiated alike.

MC

winged |

STAR
PLAYER

SPEGTRUI’ \
£9.99 B 5 ':."ﬂ
Cass,
£14.99 disk

Beautifully detailed sprites and boun-
cy title tune blend together to create a
first class conversion of a very
playable coin-op. The only slight moan
is that some of the sprites are a little
difficult to see at times.

ATARI ST

90%

Graphics and sonics are both up to
scratch in this first 16-bit version. The
sprites are small, but great attention to
detail has been paid and rewards close
ingpection. In fact, TGM has no hesita-
tion in recommending that you go out
and buy Ghouls ‘N’ Ghosts now!

£19.99

AMSTRAD

cass, T—
£14.99 disk

The bright, colourful, chunky Amstrad
sprites do their best to entertain, but
sadly this is the worst of the versions
reviewed. The game is quite playable,
but only with a pair of sunglasses.

OTHER FORMATS

C64 (£9.99 cass, £14.99 disk) and
Amiga (£24.99) wversions should be
appearing about now.
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What you ,
ShGUId know time. Every dedsion instontly influences the life of your town.
ubou' '.h e gum e In o speciol mode, you con even couse fornodoes, floods, fires and other

disnsters i your whim. Save San Froncisco from the great earthquoke of
eqa 1906. Or sove Tokyo of pollution ond from his famaus B-movie monster.
olf the y r. Sim City is an all-absorbing unique game which contains 8 pre-defined sce-
naris - e.g San Francisco, Tokyo, Rio de Joneiro... With it's exceptional
depth of play, it's still simple fo ploy with icons and grophics, without text
commiands.

axes, bolance your budget, manipulate property values.
i with onimetion ond detailed sound effects

Build roads, cars appears. Loy frocks, trains go. Build an wirport, plones
Neighbourhoods go upper-tioss. Areas detenorate into shems. Small indus-
managed and animated in real

E T habw - B
EHEL L

Design ond build the dity of your dreams. Sim City gives you the keys. The
mest i up to you.

INFOWORLD Vokume I Issue 20 - “People playing Sim City ore completely plugged
imto the woeld they create, disappearing for hours.”

NEW YORK TIMES - “The model is very sophisticoted, vet understondable. And just
o5 importord, i#'s fun, too.”

INFOGRAMES /S
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Game Paused. ..

Superboy follows in Dad'’s footsteps

Activision

here's a dragon on the warpath in
Monsterland and there's only one

cheeky chappie who can stop him. |

Tom-Tom, known to his friends as
Wonder Boy, is just the bloke for the
job.

During your quest, you will meet many
allies of the firebreathing Meka dragon. The
menagerie of bats, anacondas and skele-
tons is helped out by an assortment of
Japanese half breeds. However, each one
can be quickly turned into a shiny coin with
a swift slash from your sword.

Coins, of course, should be picked up as
they are used for purchasing extra abilities.
Enter a shop and a trader will appear, offer-
ing magic potions, armour, shields, bombs
and whirlwinds.

You'll need all the help you can muster to
get past the guardian of each level. On the
defeat of each of the 27 monsters, you
receive substantial cash remuneration and
the prospect of an even tougher fight to
come.

Super Wonder Boy is the second game
in the Wonder Boy trilogy (versions of the
third are already available on PC Engine

C64
| cass, £14.99
disk
On the Commodore the game is
colourful. However, the mmm ar;d
haekﬂoum are of the res in
'Legoland variety and severely spoil
the presentation of a game which is, in
. fact, very playable.

SUPER WONDERBOY

and Sega) and Activision have done them-
selves proud. The eponymous super-char-
acter takes his job seriously, which is just
as well — firebreathing dragons ain’t that
easy to kill you know.

MC

Tom-Tom is
just the job on the Spectrum. Although
he's simply monochrome, the back-
grounds are extremely detailed and
| highly involving. Probably the best
conversion you could expect on the
Spectrum, and certainly worth a tenner
of any Speccy owner’s cash.

On the ST, Super Wonder Boy is not

| only playable, but the graphics are the

nearest to the arcade machine you're
| going to get. Sound is also good, with
a bouncy tune playing throughout the
game. On the ST, Super Wonder Boy is
certainly deserving of the Star Player
| accolade.

| OTHER FORMATS

Amiga (£24.99) and Amstrad (£9.99
| cass, £14.99 disk) versions should be
' available now.

‘It was kinda cigar shaped...’

subLogic

n UFQO you pilot a Zytar 7654 craft,

equipped with many propulsion sys-

tems and clever devices beyond our

ken. The simplest of these is anti-

gravity which, on Earth, just pushes
the Zytar into the air, but by varying pitch,
yaw and power level can make the craft
hover and move in any direction.

Steering -is accomplished by rotational
controls, which enable the Zytar to be
pitched, yawed and rolled, and six individu-
al thrusters for finer movement.

The main propulsion system is the gluon
drive which enables high-speed travel and
rapid changes of direction — perfect for all
those impressive manoeuvres so character-
istic of sighted UFOs. Yet another form of
propulsion is the graviton which attracts the
Zytar to the nearest large body.

The UFQ has two other motion-related
systems. The motion neutraliser is, quite
simply, a brake, while anti-laminar reduces
friction and drag when in a planet's atmo-
sphere, thus increasing speed and efficien-
cy.

A pop-up menu can be used to select a
destination, which, in turn, activates the
navigation display. It gives distance from
target, the speed at which it's being
approached, heading, vertical trajectory,
time (actual, elapsed, ETA and time
remaining before target's reached) and
round display to guide you onto the correct
heading. If all this is too much, a teleport
can transport the Zytar there instantly.

If flying around space and the Earth
becomes a little tiresome there are two
‘entertainment options’. In Energy Trader,
the Earth is scoured for the rare Q-energy,
usually found in city buildings (huh?). The
energy is detected by the illuminator device
and collected using a special beam —
absorb too much and the building will col-
lapse, prompting Earth forces to attack.

| Should this happen, you can fall back on

i ATCONTROUS 7
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the translucer (a device which makes the
Zytar invisible) and a defence shield, but
both require a lot of energy.

To be a real mean alien and worry hun-
dreds of innocent people try Earth Craft
Chase! The Zytar has to manoeuvre close
to an aircraft (preferably a commercial
aeroplane) and engage the graviton to cap-
ture it.

Well, we've seen many different simula-
tors in our time but this is the first time
we've piloted a realistically designed inter-
planetary saucer! That certainly doesn't

mean it's a superficial game, however. On
the contrary, UFO is a deal more complicat-
ed and involved than most simulators but
as it's such a software oddity it has the
appeal of a much more easily accessible
game.

Just mastering anti-gravity and rotational
controls is almost as challenging as any

| ordinary flight sim but considering the

Zytar's other capabilities, UFO has enough
to keep you occupied for many hours.
Energy Trader and Earth Craft Chase are
highly interesting diversions that are
designed to be fun and succeed.

With sublogic’s scenery disks and the
strong possibility of UFO spacecraft data
disks in the future, UFO is an intriguing sim-
ulator with tremendous lasting interest.
Worry the human race: buy it or at the very
least try it.

WL

| £29.99

The extensive collection of dials and
readouts that surround the action
have a rather rushed and 8-bit look:
they could've been a lot neater and
much more futuristic-looking. The 3-D |
graphics depicting the action would've
benefitted from more attention, too.
The UFO itself is white, red, black,
blue and yellow, so with it's round,
spoked design it looks much like a
jovial umbrella. Still, it and the tuanary
are sharply defined
animated/updated  with praaslng
smoothness and speed (unless you've
got a bog-standard PC, but even then |
gameplay makes up for aesthetic nig-
gles). Sound is duff, of course, and
although control response can be
highly dubious it's adjustable to suit
personal preference.

OTHER FORMATS

Amiga and ST versions to follow in
early 1989. Expect them to be very
similar to the terrific PC version.

robably one of the most eagerly-
awaited arcade conversions of the
year. Hard Drivin', due to its size
and sound, is one of those
machines that everyone crowds
around in the arcades. Because of this, it's
bound to become one of the top Christmas
games, Domark's computer version has all
the features and appeal of its older brother.

Choose either manual or automatic gear
box and just wait for the lights to turn green.
As you progress down the road, you have
two choices: turn right for the Stunt track, or
continue cruising down the road for a swift
trip around the Speed track. Both tracks
must be completed within a time limit for
you to qualify for the Championship Lap.

The Speed track, as you would imagine,
is full of high-speed bends and long
straights ending in hairpins. Comers,
although not being a hazard, are the main
problem. All have to be taken at an exact,
high speed, with any deviation from the
norm resulting in you either flying off the top
of the corner or falling off the bottom.
Further hassle is added by cars and lorries
coming around the corner towards you —
usually only in view when they hit your front
fender.

For real professionals, there's the more
challenging Stunt course. There are three
major obstacles here: the Bridge Jump, the
Loop, and the gut-wrenching Bend (com-
plete with G-forces!). Take care to read all
the signs displaying maximum speeds for
obstacles — unlike other games, these are
NOT flexible,

Both courses will eventually be complet-
ed, but not before you've seen the terrific

Replay function a few times — each time
you crash! The Replay shows from a bird's
eye view just where you went wrong, com-
plete with explosion.

When qualified for the Championship
Lap, you find yourself up against the
Phantom Photon. This guy's just the sort of
reliable and consistent driver you could do
without. The Phantom Photon never crash-
es and hardly ever leaves the track — in
fact he's enough to make you sick! You,
however, are disqualified after ten seconds
on the grass or after one little spill. Beat this
guy around the Stunt track and your racing
line, technique and style will be recorded
for use by the Photon next race. Effectively
challenging yourself!

Originally designed as a professional
driving simulator, Hard Drivin' is now fast
and furious arcade action all the way. The
conversion on all formats is top-notch. All
speed freaks should have a copy of Hard
Drivin' in their garage.

MC

ATAR! ST :
t1990 N\l |

su've got it! Go get this on ST

'OTHER FORMATS
mmmmmzammm
(£9.99 cass, £14.99 disk), Amiga
(£19.99), PC | and Archimedes
versions are all nent.
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Dragon’s Lair

WONDER BOY i

Hudson Soft/Westone/Sega

e gets around a bit, this Wonder |

Boy. Elsewhere, we review his sec-
ond game on home computers
while here we look at his third, in
two separate guises: Wonder Boy
lll — Monster Lair on CD-ROM for the PC
Engine and Wonder Boy Il — The Dragon’s
Trap on the B-bit Sega. Plot isn't too impor-
tant and there's not much of it, but although
in the same basic format, gameplay has
enough difference to separate the games.
MONSTER LAIR
The lair has been previously explored by a
legendary man called Book and now
Wonder Boy and his girlfriend (Wonder Gir,
presumably) are out to follow in his foot-
steps. Each level has two sections, the first
a familiar run and jump along horizontally
scrolling platforms and slopes. Gorillas,
snails, parrots, squid and elephants leave
behind icons to enhance the capabilities of
the heroes' firing swords and fruit gives
extra points.

The Wonder duo are astride small drag-

ons in the second halves of the 14 levels
and again go rightward, this time facing curl-
ing patterns of creatures, all of whom have
a strange tendency to throw beachballs.
Again, icons are collected to increase fire-
power and it's very necessary to do so
when you consider the size of the end-of-
level nasties (ie BIG).

Wonder Boy Il is quite simply the best,
most playable platform game this side of
Super Maric Bros. It has a fun, free-flowing

PC ENGINE

86%

£39.95
CD-ROM

Although bright and jolly backgrounds
they lack detail but scrolling is smooth
and, at the end-of-level monster stage,
fast. Sprites are excellent, making
great use of colour and with a cute
cartoon look. Spot effects, produced
by the Engine itself, are merely aver-
age but the music from the CD is bril-
liant, a mixture of funny, dramatic and
speedy pieces.

style that urges you to rush along, bounding
and blasting, and this feeling is enhanced
when you play the brilliant two-player game,
which has the amusing feature of being able
to stand on each others head!

The flying shoot-'em-up section has a
fast, irresistible pace so that it's almost as
playable as the platform section; the two
sections combined easily make it one of the

£27.95

Wonder Boy Il is a very jolly looking
game with some nicely shaded back-
grounds overlaid with colourful car-
toon-like sprites, the Boy himself
being particu well-drawn.
Animation is weak on some characters
but effective on others and the game
only scrolis on short, CinemaScope
corridors, and then with a judder,
albeit a minor one. It's still one of the
best looking Sega games around but
:g you really want to spend 28 quid on

i they want from Wonder Boy.

most enjoyable Engine games yet available
and the two-player option makes it the best
platfiorm game for the console.
THE DRAGON'S TRAP
The Sega Wonder Boy Il follows on from
Super Wonder Boy and the defeat of the
Meka dragon, which forms the first part of
the game. Actually, make that semi defeat
the dying beast had enough energy to
transform Wonder Boy into a lizard-man!!
The only way he can turn back to normal is
to find the Salamander Cross of legend, hid-
den by the powerful Vampire Dragon in the
distant Monster Land (see, the two Wonder
Boy |lI's had to be linked somehow!)

As Tom-Tom defeats each end-of-level
dragon and gets nearer the Cross he
becomes mouse-man, piranha-man, lion-
man and finally hawk-man. Some of these
forms bestow extra abilities such as wall-
clinging, swimming and flying.

Pick-ups restore energy, give extra
weapons and money. Money can be spent
in hospitals, to restore life, or shops, for
weaponry. The amount of equipment offered
in a shop depends on the Boy's current
charm; piranha- and lion-man have the most
initial charm and dragon-man the least but
more can be gained by collecting charm
stones.

In contrast to the two previous Wonder
Boy games and, indeed, the Engine
Monster Lair, The Dragon's Trap has distinct
arcade adventure elements amongst its
familiar jumping and sword swiping.

With its multiple forms of Tom-Tom,
Dragon's Trap does have some treasures to
be revealed, if you have the necessary per-
sistence. Bul why spoil the previous suc-
cess of the simple jump and hack formula
when the Engine version works so well?
That's a mystery too late to resolve but one
which leaves Sega owners to decide what
WL
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'NCRO
XPRESS

W SYNCRO EXPRESS IS A HIGH SPEED
DISK DUPLICATION SYSTEM THAT WILL
PRODUCE COPIES OF YOUR DISK IN
AROUND 50 SECONDS!!

¥ Syncro Express requires a second drive &
works by controlling it as a slave device &
ignoring the ST or AMIGA disk drive con-
troller chip whereby high speeds & great
data accuracy are achieved.

Menu driven selection for Start Track/End
‘.l‘ Track - up to 80 tracks. 1 side, 2 sides.

W Very simple to use, requires no user
CARTRIDGE CONNECTS TO knowledge.

PARALLEL (PRINTER) PORT
¥ Also duplicates other formats such as
ON BOARD CUSTOM LSI CHIP IBM, MAC etc.

MAKES THIS UNIT EXTREMELY
SMALL & EFFICIENT. ¥ Ideal for clubs, user groups or just for
your own disks.

¥ No more waiting around for your disks to
copy.

¥ Probably the only duplication system you
will ever need!

LATEST CUSTOM LSI CHIP TECHNOLOGY
CUSTOM

¥ By using an on-board custom LSI Chip, Synchro Express has the : = LSl

power to transfer an MFM image of the original disk directly to o' B o CHIP
your blank disk - quickly, simply and without any user knowledge. ’
One external disk drive is required*.

SYNCHRO EXPRESS IS AVAILABLE FOR BOTH THE ST AND AMIGA
SYSTEMS - PLEASE STATE WHICH REQUIRED WHEN ORDERING

HOW TO ORDER

THE ANSWER TO
YOUR DISK
DUPLICATION
PROBLEMS

ONLY £34.99

COMPLETE HARDWARE/SOFTWARE
PLEASE STATE ST OR AMIGA

If you don't have a second drive we can supply
SYNCRO EXPRESS together with a drive for

ONLY £104.99 (AMIGA) BY PHONE BY POST
ONLY £119.99 (ST) mo = P 0732 744202
0782 744707 s.muchuqm;m-mun UK ORDERS FOST FREE
o | e
POWER PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS
AND SUBJECT TO CHANGE WITHOUT NOTICE
BY CALLERS WELCOME - Please reserve goods by telephone prior to visit,

DESIGN

MANUFACTURED IN OUR EUROPEAN
FACILITY USING THE LATEST
SURFACE MOUNT TECHNIQUES -
SYNCHRO EXPRESS 18 WARRANTED
FOR & MONTHS AGAINST
MANUFACTURING DEFECTS.

WARNING lt'lHH COPYRIGHT ACT WARNING
Datel Electronies netther condones or authorises the use of it's products for the DATEL momcs LTD., FENTON INDUSTRIAL ESTATE
Hrdeh _""" GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND.

TECHNICAL ONLY:
0782 744324

The back-up acilities ol t
public dom T

SALES ONLY
0782 744707

he copyright owner, or thelr licences




Two’s bad company

NINJA

Virgin/The Sales Curve

he year is 1993. Thatcher's out and
Bangler's in. Bangler is just the sort
of evil dictator Britain can do with-
out. He controls both the army and
the criminal undarworld.
Subsequently, the population's in a bit of a
terrible state. However, one man has grown
up through the ranks of the people and is
leading a revolt against the evil dictator-
ship. The brave young warrior is known to

WARRIORS

the people as Marc and under his direction
the people are building the ultimate fighting
machines, Ninja Warriors.

Two Ninja Warriors must travel the six
continents, facing various government
forces on their way, to finally meet Bangler
in an explosive climax.

Choose either red of blue warior (or
grab a friend to help) and get cracking. The
first level places you on the wartorn city
streets. Watch out for the aggressive
inhabitants and enemy forces as they
charge at you wielding knives, grenade
launchers and numerous guns. Level two
occupants include dogs, hunchback ground
spiders and a huge tank.

Although you can take more punishment
than mere mortals, the energy bar soon
finds itself near the bottom. Each level, and
its obligatory guardian, must be overcome
before your final confrontation with the evil
Bangler.

_—E.:
S |

The arcade version of Ninja Warriors has
three screens. The Sales Curve have done

a magnificent job in squashing all this |

action onto a smaller screen.
MC

AMIGA

0%

The graphics are small but very
' colourful and detailed. The sound is
m with the title tune taken straight
the coin-op. A must-buy for fans

| of the immortal murder machines.

£19.99

£9.99

cass,
£14.99 disk
'Bearing in mind the C64's limited
- colour and resolution, the graphics are
|an accurate representation of their
arcade selves. Sound is mediocre and
does the job.

OTHER FORMATS

(£9.99 cass, £14.99 disk) will be avail-
able in early December

wmmdnmchCwmmnsél

The Forth dimension...

GALAXY
FORCE Ii

Activision

he Forth Empire are running riot and

as a member of the Space

Federation you must stop them. But

this is nothing to the fact that The

Empire are building the strongest
fortress of all time; a base from which they
will multiply and expand. You must stop
them!

Your system, Junos, is split into five plan-
ets: Velteor, Malkland, Orthea, Ashutar and
Junos itself. First choose which planet you
wish to defend first, then hit the thrusters
and you're off...

Your offensive weaponry consists of a
laser gun and an unlimited supply of hom-
ing missiles. Each planet differs in climate,
so whilst one is a lush green paradise,
another is an icy hell hole or a barren
wasteland.

Your mission for each planet is the same;
battle your way across the surface and then

ATARI 5T

i
!
Galaxy Force iusmw furious
blast-"em-up on A sprites are
smooth and colourful, and
very involving. However, wh
tains the heart of the (includ-
ing the great soundtrack), it lacks the
guts provided by the hydraulics.




dive through the tunnel and destroy the
fortress.
As with the arcade version, it's no use

| zipping through at warp speed, this is a
| sure way to scrape all the paint off your

ship and get killed. A speed indicator is
thoughtfully provided and its use is recom-
mended. Alongside it are indicators for
shield power and energy level (which can

| be replenished).

Galaxy Foree is one of the best hydraulic
arcade games around. Unlike Afterbumer,
Activision have done a terrific job in trans-
ferring speed and playability onto the home
computer.

MC

SPECTRUM

78%

£9.99 cass

The Spectrum version is fast but sadly
the chequered patterns on the planet's

| surface confuse the matter. Sound
though is, like the ST, a great rendition
of the arcade dance track.

AMIGA

7 8% =

| Very similar to the ST: bright and bold, |
| sprites often vague in the distance but |
generally well designed. Tunnels
approach jerkily but with reasonable
speed so the illusion of depth is quite
effective. The music is weak (for the
Amiga) but effects are reasonabie.

£24.99

'The C64 and Amstrad (both £9.99
| cass, £14.99 disk) versions should be |

| good for a larf, and with you now,

OTHER FORMATS i

Keep bustin’

RETROGRADE

Thalamus

he Thwok system is under attack.

Seven vile races have already

invaded seven of its planets. The

eighth and final planet is Choom,

you're home world, and you're fight-
ing for its existence. Climbing into your
armoured battle suit, complete with jet
pack, you start your life-saving, planet-pre-
serving mission.

To prevent eternal misery, you must
destroy the alien nerve centres buried deep
underground. Obviously, a planetbuster is
required! Aliens walking on the horizontally
scrolling surface of the planet carry these; a
few quick blasts to kill them and it's yours.
Also on the planet surface are crystals (the
local currency). Using your money, prime
up your 'buster at the local shop and you're
in action.

Shops contain a large range of weapon-
ry. The Flying Weapons section is the
largest, with 12 devices available. Weapons
can be installed on one of 16 points around
you, but there's a limit of nine power points
so freedom is limited. Most weapons can
be upgraded to higher power levels but ear-
lier planets lack the supplies to let you do
this.

There are also five different strengths of
powerfist available from their own menu,
again restricted on earlier levels. All types
of weapon and their upgrades can be sold
but you'll only get a fraction of what you
paid for them,

With the planetbuster primed an opened
bunker has to be found, where the game
switches to wvertical scrolling. Weaponry
reduced to a powerfist, you have to negoti-
ate the platforms and reach the bottom of
the bunker to destroy a resilient alien.
 OTHER FORMATS
Conversions are under consideration
but none planned as yet.

machine

-

=

.
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Transported to the surface, the process is
repeated until all bunkers have been neu-
tralised and the aliens' control is lost.

Getting to the next planet is far from
easy. As you make your way through space
a massive creature attacks. In this section
of the game you are fixed at the centre of
the screen, controls scrolling the massive
alien around you.

| always thought the first level of a game
was supposed to be easy and inviting. Not
so with Retrograde! Hordes of alien sprites
attack from the moment you begin and,
other than nicely relaxing shop visits, it
never lets up.

The add-on weapons system is much
more sophisticated and better designed
than in any other game. Having 12 flying
weapons is good in itself but with different
power levels for them and an amazing 16
firing directions its the most versatile sys-
tem around. With a limited number of
weapons useable at once and financial
waorries, it requires much thought, too.

Retrograde is one of the toughest and
challenging games around, with consider-
able lasting interest. Be a planetbuster and
try it soon.

WL

others imaginative and well designed.
| The main character is small and slim |
is remarkably detailed and
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5 FIRST PRIZES OF

£1,000 worth of software of your choice, or an Amfg.a or ST plmfﬁm a
of software of your choice !
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to bu%hree of these games:
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SHINOBI
DOUBLE DRAGON i
GEMINI WING

Simply collect three tokens - you'll find one in each game - and send them
to Virgin Games. The prizetdraw will take place an 29th January 1990,
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SILKWORM
+It's.not-true! Even

-\ﬁ‘f’ months of

SHINOBI : i3 132 : ; " / we're still under threat. Thara s noene left
ou're masashi, a tough mn;s = = ' 10.press the Nuke button so the batile has
ariior on a mission terakoRr th switched to copters and plane. Non-stop
wn from rebel martial arts shoot-"em-up arcade action.

natics. Explore the scrolling
urban landscape and beat the
hell out of your opponents,
but watch out for the

end-of-level guardians.

going to ‘take their brethién Mirtg blasted
MTINE\II'AL on computer screen any more, So they've
CIRCUS come down ip their hordes to blast
the pitiful race &f carbon-based
' lifeforms called humans. Can
you stop them? Somebody
has to do it.

Compete in farmula
one races in Brazil,
America, Fran‘c{a.'
Monaco, Germapy,
Spain and Japan, Race harﬂ.l‘!&{:' ik
sich out for other cars. . ,‘f
ﬁa fatal. Anddaﬁ“"-‘f{;
for fuel andE &

NINJA
WARRIORS

Can you survive
brutal enemy
onslaught? Fight
with hand, foot and

_,,de conversion.

£19.99
£19.99
£14.99

£9.99
SPECTRUM CASS  £9.99
SPECTRUM +3 DISK £14.99 i
AMSTRAD CASS £9.99 ' 24 VERNON YARD

« T19°PORTOBELLD ROAD

DOUBLE
DRAGON i

Ferocious two-player simultaneous
| martial arts mayhem. Evil fiends have
| captured your girffriend - it's up tGyou
| and your brother to'f@scue her. Don't fail,

Through the town, countryside, mountains

| andfinally into the lair. Use whatever weapons
F you can find to stay alive.

— —




e e

machine
E

STARE

PLAYERE

Second time lucky?

US Gold

fter much deliberation, US Gold

have released Sega’s sequel, Turbo

Out Run. But throw your history

books out of the window, US Gold

have come up with the goods sec-
ond time around — almost.

The sequel brings you, and a Ferrari F-40
(bit of an upgrade on the old Testarossa), up
against some flash New Yorker (Marshal M
Rosenthal perhaps?) and his Porsche 959,
You push the temptations of physical vio-
lence to one side and challenge him to a
race across America. New York to Los
Angeles, 16 levels split into four races of
four stages.

Strangely for a sports car, you have the
choice of automatic or manual gearbox.
Still, there’s no complaining when you're
racing through the car-packed streets of
New York. Drastic measures are needed
(you're allowed to break the speed limit,
y'know!) to make the first checkpoint in time.
And for speed you need a turbo. Kick the
beast into action and the Porsche driver will
be left fiddling with his furry dice. Watch out,
though, excessive use of the turbo results in
overheating.

At the end of the first four stages a bonus
is awarded, and in an amusing, animated
sequence the price for letting the Porsche
tear ahead of you is paid — your girlfriend
leaps out of your car and into the other
guy's. So get cracking in the workshop
where you can choose between a hi-power
engine, hi-power tyres and a special turbo.
The race to get her back continues through
deserts, forests, a very treacherous snowy
scene and oily city streets. Five Continue
Plays are provided to get the gal back in
your leather bucket seats. See you in Los
Angeles...

Both the Sega coin-ops are great fun.
The computer versions of Turbo are not
only as good they're a helluva lot cheaper.
The risk of losing the beautiful blonde to the
Porsche owner, as well as the cops always
on your tail, adds to the addiction. Want a

TURBO OUT RUN

L

racing game for Christmas? It's a tough one
this year. Compare versions very carefully.
Regardiess, US Gold have supplied the

goods with Turbo Out Run — or my name |

isn't Santa.

R _93%

cass,
£14.99 disk
Excellent presentation and superb def |
title track, samples and effects from
the Maniacs of Noise create a great
atmosphere. It's not just a mere race
game, it's a real package. Turbo is fast,
colourful and the C64 sprites surpris-
ingly well defined. To choose between |
this and Power Drift is like choosing
between an Amiga and an ST. The
Amiga's miles better. Ha ha.

£24.99

On the Amiga, Turbo Out Run is as
fast as the C64 — with the addition of
car horns and police sirens a welcome
bonus. But what's to the
funky intro tune present on the Cé4
version? And where's that playability
gone? There's not much actually bad
about the Amiga version — but the
(lack of) use of the machine does not
justify the higher. You'll wish you kept
your C64 after all. Go get Power Drift
this Christmas.

OTHER FORMATS {
Spectrum, Amstrad (£9.99 cass, £14.99
disk) and ST (£19.99) versions will be
out by the time you read this.

A little tin god

SIM
CITY

Infogrames

n Populous you played God. Although
not 'quite as powerful, your job as
mayor in Sim City isn't easy — difficult
decisions have to be made regarding
all the problems of an expanding city.
The Simulated Citizens of the city act in a
realistic human manner, moaning about
taxes, pollution, crime etc, and must be
kept happy to keep you in office! Your may-
oral duties include zoning (designating
areas for residential/commercial/industrial
development), building roads and light rail
tracks, and setting the annual tax rate.

You are given the choice at the beginning
of each game to either start a new city, load
a city or select one of eight existing scenar-
ios. If you choose to build a city from
scratch a new section of land is created,
you are then asked to select one of three
difficulty levels — this determines your ini-
tial budget and the risk of natural disasters.
You can then name your city (Ludlow was a
very popular choice with us), and it's on
with the game.

Three types of terrain are present on the
map: open spaces, forests (which can be
bulldozed to make way for buildings), and
water (you can build road bridges and rail
tunnels overfunder it) To the right of the
scrolling map display are the all-important
building icons: bulldozer, road, rail track,
power line, park, residential, commerce,
industry, fire and police departments, power
station, sports stadium, and air and sea
ports.

The first thing to build on the desolate
piece of land you now own is a power sta-
tion, these come in two types: coal and
nuclear — the latter is more powerful but
has a slight chance of meltdown! To build,
just click on the icon and then on a suitable
location on the map — voila one ready-built
power plant. If your city is to be a financial
success you'll need to earn money from
external markets, achieved by industrial
areas. Of course the workers will need resi-
dential areas to live in and commercial sites
for shops and offices. However, placing
either of these type of zones too near to
industrial areas makes them unpopular due
to the pollution — it's better to put them
near water or forest (or build a park near-
by). You'll also need a good road/rail net-
work to connect the different areas.

But as in the real world your Sims are
very quick to moan if your planning isn't to
their liking. You can find out your popularity
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rating on the evaluation screen as well as | the seven real cities each have a particular

fic, housing, jobs etc). Financial decisions
are made on the budget screen which
appears annually. Spending on the fire
department, police and transit can be set as

well as the tax rate. If the latter is too low |
you won't cover your expenditure; too high

and the Sims will start leaving the city. You
can also call up a map and graph to track
impending problems.

Additional options include save game,
undo (to cancel a mistake), and the disas-
ters menu which allows you have fun
destroying your city with anything from tor-
nadoes and earthquakes to a Godzilla-style
sea monster!

Rather than build a city from scratch you
can tackle one of eight scenarios: Dullsville,

| San Francisco, Hamburg, Bern, Tokyo,
Detroit, Boston, or Rio De Janeiro.
Dulisville is a fictional small town which you
must try and build into a metropalis while

£19.95
disk only

| Commodore Sim City is quite ugly in
appearance, the different zones being
the same colour as the scenery with
harsh overuse of black. The map
scrolls jerkily and slowly, and the cur-
sor is equally slothful. Bleeps of
acknowledgment pass for sound. A
great disappointment.

the unpopularity of the city's problems (traf- |

problem (eq traffic in Detroit, floods in Rio)
that must be solved within a certain number
of years,

But whichever scenario you choose, Sim
City isn’t the sort of game you sit down and
play for a few minutes: much thought is
needed to decide how to build and run what
will hopefully one day be a huge megalopo-
lis. The manual is a hefty beast that needs
a good read through to understand the finer
points of the game. Building tactics have to
be tried and tested to find the best combi-
nation and this resulted in many late nights
for all in the TGM office (thank goodness
for the load/save option).

Although not too difficult to get into, Sim
City is a complex game that will provide
many hours of fun for all budding city plan-
ners. PK

' £29.99

| The easy-to-use icon system and the
promise of hours of architectural fun
make Sim City a must buy, even at the
slightly higher than usual price.

OTHER FORMATS

A PC (£29.99) version will be available
very soon with the Atari ST game
appearing early in the New Year,
priced £29.99,

Amiga i PC j C64
Eye of Horus

LOGOTRON C64 (£9.99 cass, £14.99
disk) AMIGA (£24.99) PC (£29.99)

ATARI ST 75% — TGM023

Horus is still at it. On the Amiga, Eye Of
Horus is virtually identical to the ST
game, the graphics are as detailed and
well drawn. On the C84 our hawk-head-
ed hero is a splodgy little guy who wan-
ders aimlessly around the place. PC
scrolling is jerky, but like the other ver-
sions is very hard to play. If you are an
arcade strategy fan take a look, blasters
probably won't like it very much.
Machine update Amiga 75%

COMMODORE 84
Strider

US GOLD £9.99 cass, £14.99 disk
Amstrad CPC 89%, Amiga 94%, Atari ST 93%
— TGMO23

After the excellent 16-bit versions, you'd
expect more than this disappointing
offering. The graphics are okay; Hiryu is
a colourful, if rather porky, character
wha is still capable of performing his
amazing feats. In fact, he needs to on
the C64, this version is just too bloody
difficult to play. What are US Gold play-
ing at?

Machine update 45%a

ATARI ST
Ferrari Formula One

ELECTRONIC ARTS £24.99

Amiga 83% — TGMOOS, PC 75% — TGM025
Although basically similar to the original
Amiga version, ST Formula One is too
litle, too late. When comparing this
against such releases as Test Drive ||
and The Cycles, Electronic Arts' team is
sadly left in the pits fiddling with their air
wrenches,

Mzchine update 68%

COMMODORE 54l AMIGA
Dragon Spirit

DOMARK/TENGEN C64 (£9.99 cass,
£14.99 disk), Amiga (£19.99)

Spectrum 70%, Amsirad CPC 63% — TGMD24,
Aarl ST 65% — TGM025

The Amiga game is as colourful and
tough to play as the ST version, though
sadly the nasty screen glitch when our
hero moves from side to side is still
there. Don't bother with the C64 game,
it is utter garbage, the sprites are small,
ill-defined and look nothing like the
characters they are meant to depict.
Machine update Amiga 64%6
Commodore 64 30%
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A tube full of smarties

TOOBIN’

Domark

oads these days are pretty congest-

ed. As rebel teenagers, Biff and Jet

realise the raddest transport avail-

able comes in the shape of a car

tyre innertube. There's a party going
on, so jump on your tubes and get down
there. Well, it's not quite as simple as that
for our two partygoers. Acid parties are
okay, but if you want some real fun you
have to travel — and that's where the tube
comes in handy. The best parties in the
world are always at the end of a river; be it
the Amazon, Colorado, Nile, Mars, Hell...
you never know where the partying’s at
next!

Just like at acid parties, the local inhabi-
tants are non too happy with all this merry-
making. As you (and a friend if you need
the help) bounce on down the river you'll be
attacked by all sorts of creatures: fly fisher-
men, punks, swamp monsters and
kamikaze penguins, for example. There's
also a large range of river predators to pre-
vent your progress: animals like snakes
and big crocodiles, along with the usual
logs and poisonous plants. However, most
obstacles can be staved off with a quick
bash on the head from your limited supply
of tins cans.

As you slip through the water getting
extra cans, you can also pick up bonuses
for sixpacks of beer, beach balls and the
letters that make up Toobin'. Real masters
of the art of toobing can pick up even mare
points by guiding themselves through
bonus gates strewn all the way down the
river stretch. Although, be careful, bashing
into the side of gates halves their value.

Unlike the strange arcade game's circle
of buttons, computer Toobin' is joystick con-
trolled — but just as challenging. All the
attractions of the arcade original have been
maintained in Domark's conversion.
Playable, addictive and above all, GREAT
FUN!

B seccTRuM
£9.99 83%

cass, !
£14.99 disk

As with the Amiga and still with great

tunes. Toobin' is one of the craziest
games around. ST owners get your
armbands out.

80%

The background graphics are great,
and thankfully the problem of seeing
(or rather not seeing) your attackers
doesn't arise on the Amiga. But the

£19.99

poor quality of the sprites is just not |

acceptable on the Amiga. Still, it's
playable and the Hispanic tunes set a
hot and sweaty atmosphere,

OTHER FORMATS

Amstrad CPC and C64 (£9.99 cass,
£14.99 disk) versions should be out
now.

Front room bikin’

THE
CYCLES

Accolade

ver fancied having more metal in

your legs than your car? Or has the

hazardous sport of motorcycling put

you off because of this possibility?

Either way, Accolade have just the
game for you. From the programmers of the
hit car game, Test Drive |l, comes The
Cycles — motorbike racing in your own front
room.

Choose to either practice, participate in a
single race, or compete in a championship
circuit. Set your difficulty level, enter your
name and give the amount of laps you can
stand (or sit?). Now on to the garage...

Here you have a choice of 125cc (wimpao),

. 250cc (butch) or 500cc (suicidal) machines.

Best to swallow your pride and go for a
125cc first go. (Otherwise you could end up
swapping limbs with the crowd on the first
corner) Last question is where to go?
Choose from the likes of GB, Japan,
Australia, USA, Holland and Austria
amongst 15 countries. Now, get into your
leathers and onto the track (none of this bor-
ing pits stuffl).

The lights tun green and you're offl
Difficulty level also chooses whether you
have an automatic or manual gearbox.
However, one thing's for sure, all the bikes

| have brakes and you'd better use them pret-

ty soon.
Qualifying is against the clock and
decides your place among nine other racers |
take too long, though, and you're stopped |
right there. When qualified, you enter the big
race. No messing around here, it's dog eat
dog in the big time, so ride to win, there's no

| glory for runners-up.Most people in the TGM

office prefer other means of transport, but
this one had us glued to the PC for hours _
which can't be bad. The follow-up to Test
Drive || was eagerly-awaited, and this'll do
great till Test Drive III!

The sprites are big and bold. However,
dahllhunulhnninmrud':.ﬂ;m'::
diebars are a good examp

and sharp
up
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Griping, grinding and sliming

GHOSTBUSTERS

Activision

ive years on the 'Busters are down
on their luck. All four have resorted
to pretty boring, normal lives.
However, things start to change
when Dana Barrett (Sigourney
Weaver) loses control of her baby Oscar's
pram while out walking him. It zooms
through the MNew York streets, passed
Marshal M Rosenthal's penthouse, and
suddenly stops at a particular spot on the
road. The Ghostbusters are back in busi-
ness.
This is where the first section of the
three-part computer game begins, with a

| deep hole already dug, leading down to an

underground river of slime. The
Ghostbusters need a sample of it for analy-
sis. Lowering Stantz (Dan Aykroyd) down,
you can use his beam to zap the various
monsters that jump out of the walls, trying

| to obstruct you or gnaw away at his rope.

As you descend, on ledges you find bombs
{for awkward monsters), elixir bottles (to
restore strength), a shield and three parts
-::If the scoop needed to gain the slime sam-
ple.

The Ghostbusters deduce that the nox-
tous slime responds to human emotion and
the river is fuelled by the bad feeling of New
York's citizens. The river leads to a muse-

um where a painting of ancient, barbaric |
leader Vego is being restored. His spirit |

needs a physical form to manifest himself in
and Vego has manipulated painter Janos
into gaining that form — bye, bye, baby
Oscar.

The museum is covered in a wall of bad
slime, so the ‘Busters take control of a good
old American symbol, the Statue of Liberty.
The waves of ghost which attack her as she
strides toward the museum can be

destroyed with flameballs from her torch.
The torch is sustained with slime which is
picked up by the New Yorkers that lead
Liberty. Fire too fast and they can't keep up

| 'c64 and

with you; ignore them and the ghosts will
gobble ‘em up.

At the museum, an isometric view of the
inner chambers is given, and the
Ghostbusters' grip is adjusted as they
absail to the floor — too fast and one of the
team can be stunned or die. Two with beam
and two with positive-mood slime guns,
they have to rescue the baby and put both
Janos and Vego out of action, thus saving
New York from the seventh level of Hell.

Happily, Ghostbusters [l is one of the few
movie licences that actually warks. But, to
get the bad news over with, the final sec-

£24.99

Littie to add to the ST box except that
considering the Amiga's capabilities,
graphics could've used more colour.
Some lively samples improve the
soundtrack, in terms of both music
and effects.

AMSTRAD
cass,
£14.99 disk

Despite being in shades of yellow and
orange, the digitised film p s are
quite good, as is the theme tune. In-
game graphics make good use of
Mode two, colours liberally used and
blockiness kept down to a minimum.

| Overall, it compares quife well with the

16-bit wversions

, although
' scrolling’s on the jerky side. Sound

effects are harsh and noisy but ade-
quate for the Amstrad.

OTHER FORMATS

Spectrum (Amstrad prices) !
available as you read this.

turing the atmosphere of the film. You must

| great game for your ST.

tion, which should be climactic, is rather
weak and tedious.

By contrast, the first section is immense
fun, spinning and swinging around, blasting
a beam in all directions while picking up
handy items. Though much less original,
the Statue of Liberty shoot-'em-up is almaost
as good, slime collecting and restricted use
of the flameball adding a further dimension,

Presentation is high and adds appeal to a
game which, despite the mediocre last sec-
tion, is quite addictive and succeeds in cap-

have already seen Ghostbusters Il, the

movie. The game will do as well — or bet-
ter. WL

ATARI 5T

87%

In the opening sequence, the ghost of |
the films' logos strolls out from a
stormy New York nightime sky to take
his place in the game's title. Cue a
great rendition of the familiar theme
music. Digitised stills from the film
and occasional movie mw
pany the text of the plot. one
has a good Ghostbuster sprite whose
small face is still recognisable (even
when grimacing with pain) as Stantz

)
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Double trouble from little China

DOUBLE DRAGON I
THE REVENGE

Virgin

0 you've completed Double Dragon
and you're satisfied. Ha! Time to get
the black belts out again, one of
those hoodlums survived your last
little martial arts extravaganza. Yes,
years later, the Black Warriors are back to
cause havoc, and have once again kid-
napped the fated Marilyn — however,
they've killed her this time. If you both fancy

the battle against them again then put your
dosh here. However, we won't feel slighted
if only one applies — you've had a bad few
years, we understand.

It's revenge this time. Jimmy {and Billy
hopefully) start without any weapons (these
guys are pros, aren’t they?) so first things
first, get some knives, guns and hand
grenades. The new members of the Black
Warriors have got the hardware, so like it or

ATARI ST

0
£19.99 830 [
Playable, colourful, detailed and,

although not the Amiga, decent sound
effects and tune. Compared to other
16-bit beat-'em-ups, Double Dragon I
— The R e is a major improve- |
ment and competitively priced. '

£19.99

In both the 16-bit versions the bros are
colourful, drawn chaps who
take their baddie-biffing very serious-
ly. Only gripe is the lack of the Amiga’s
colour palette for background graph-
ics.

not, you're gonna have to kick some ninja
ass fo be on a par with them.

Watch out for crates etc, these are
unlikely weapons but can be lifted and
lobbed at all and sundry — though watch
out for your partner. The energy bar zips
down at an alarming rate each time you are
hit, so duck and dive.

Get all the weapons you can for each

end-of-level baddie — this guy's a mean
mother! Talking of mothers, it's all for
Marilyn, remember...

Oriental beat-'em-ups are a bit old hat
now, but playable ones are always wel-
comed on the TGM doormat as was
DDIL. It closely follows the coin-op in not
only look but also addictiveness. The going
is tough with plenty of aggressors and pit-
falls to overcome before the final show-

down on level five. DDIl puts another injec- |

tion of life into the dying beat-'em-up genre.

SPECTRU“
cass,
£14.99 disk

The sprites are monochromatic
throughout. Which is great as this
means accurate collision detection,
detailed graphics and fluid movement
— who needs colour? Both Jimmy and
Billy stride around the screen with a
definite in their walk, though
they have good reason to be cocky
with the amount of moves they have
up their sleeves. |

OTHER FORMATS

Expect the C64 and Amstrad versions

::13;( day now priced £9.99 cass, £14.99
sk.

Can you beat this game?

SNARE

Thalamus

| ery rich people also tend to be pret-

~ ty strange ones. Andre Thelman

~ was certainly no exception. Was,

~ because in this game, set in the

™ 21st Century, Thelman is more than

two years dead. But his deranged mind
lives on...

During the last ten years he built a futur-
istic maze — the Snare — constructed from
20 areas of floating platforms and linked by
teleports. Weirder still, he put patrolling
robot vehicles inside the labyrinth and cov-
ered it with pressure-sensitive pads that
trigger wvarious devices. It's also strongly
rumoured he placed an extremely precious
itern at the end of the maze — perhaps the
deeds to the entire vast estate.

Many people have tried to navigate the
entire maze to gain the glittering prize but
all have failed. Nevertheless, the challenge
of the Snare remains irresistible to some,
their number so great that the giant maze is
now videotaped for popular television.

‘fou have accepted the challenge and are
sitting eagerly at the controls of the stan-
dard craft used by all competitors.
However, your view of the proceedings is
the same as that of Snare TV viewers — a
plan view of the area surrounding the craft
is given, shifting as it tums such that it
always appears to be travelling forwards.

The craft can move at different speeds
around the angular geometric platforms,
turn instantly to the left or right and jump
over gaps between platforms. There are a
maximum of four local teleports that help
lead to the end of area one but many obsta-
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£9.99
cass,
£14.99 disk
Snare looks rather plain, platforms
lacking in colour and detail, but
scrolling is smooth, fast and parallax.
When turning, the background shifts
remarkably quickly, considering the
data involved. Sprites are pleasant, the
player craft having a nice colourful
highlight (changing position as it
turns), and spot effects are the charac-
t';risllc atmospheric burbles of Martin

alker.

OTHER FORMATS
None planned.

| cles stand in the way, not least of which the
robot vehicles, despatched with the craft's _

laser,

Special tiles complicate matters, prevent-
ing jumps or increasing or decreasing
speed. Switch tiles are most important, cre-
ating new platforms and walkways to
bridge unjumpable gaps, but they can be
switched back again by robots — danger-
ous! Fortunately, your craft also has the
ability to create walls, enabling robots to be
trapped, guided or destroyed.

Well it must be said that Rob Stevens,
the designer and programmer of Snare, is
a cruel, devious son-of-a-bitmapper!
Watching someone else play the game,
platiorms speeding by, viewpoint changing

in the blink of an eye, and it seems that just |

keeping track of the game is task enough.
When at the joystick, however, it's not so
disorienting, although it still requires con-
siderably dexterity to avoid a swift demise.

And then there's the puzzles. Flicking a
switch to visibly create a platform is one
thing but having to activate a number of
them in order, take specific routes (disinte-
grating platforms forcing the way) and build
walls to get robots to perform tasks for you,
gets a bit much!

Snare is a rare and fortunate game that
combines fast, dextrous manoeuvres with
challenging puzzles (and a touch of shoot-
‘em-up for good measure) and while this
may not be altractive to some, especially
considering the extreme difficulty of later
areas, hardened gamesplayers will love it.
WL
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Upside-down land

TWINWORLD

Ubi Soft

ar centuries, the prosperous people
known as the Gaspards were led by
the magical command of the

Cariken family. Then, one day, the |

family’s powers faded and Maldur
the Druid led an army to overthrow them
and thus also gaining their magical amulet
However, Maldur soon destroyed the
amulet when he discovered the only surviv-
ing Cariken could use it to kill him.
What Maldur didn't know though, was

that Ulopa, son of the dead Cariken king, |

survived his army's attack and was brought
up by faithful servant Tharox. Now, 14
years on from Maldur's voyage of destruc-
tion, the 16-year-old Ulopa is going in
search of the pieces of the amulet so that
he can banish Maldur and his monsters
forever.

Ulopa can run and jump around 23 lev-
els, one for each piece of amulet, Armed
with red, green and blue magic — red is
the weakest and most commen, although
magic, along with lives, bonus powers and
keys, can be picked up — are of use
against the roaming guards. Ulopa's
stamping movement is also comes in
handy and can cause holes in weak plat-
forms to jump down through.

Twinworld is a large platform-based
arcade adventure with a hint of Super
Mario Brothers, and as such has bath
instant appeal and lasting interest. Though
Ulopa looks too childlike his leaps and
stamps are fun to control, but the parabolic
flight of his magic is a little irritating to use.
Still, having to work out which type to use
in which situation — and keeping an eye
on their supplies — makes up for it.

Having seem all the levels using a cheat
mode (look out for it in a future edition of

Robin Candy's tips!), it'll take a long time to |

complete the game properly. The varisty of
screens, above and below ground (the twin
worlds) that have to be negotiated and the
amusing, imaginative creatures along with
fun gameplay ensure you'll be interested
enough to play through to the end. Only
you can save the Twinworld from Maldur!
WL
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AMIGA

78%

£24.99

Although colourful, the backgrounds

are plain and lack detail but, despite

the occasional bland creatures, sprites

jolly-up the look of the game. Ulopa's

body movements are neat and fitting

but his head is just too 'kiddy’' and is

actually quite irritating. Happy little |
spot effects are adequate and music is

quite good, if dramatic considering the

game and its graphics.

OTHER FORMATS
ST very soon and Commodore 64
around January.
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es indeed, another variation on the

multi-event, multi-player ‘sports’

theme, this time with a distinctly cold

and icy feel. Up to four players can

take part in the five snowy events,
the first of which is Operation Snowball. As
you'll have assumed, you use the mouse to
move a cursor around the screen the snow-
balls you fire from a shoulder gun. Your tar-
gets are eskimos building a giant catapult;
let too many wood-carrying men pass by
and they build a giant catapult that lands a
giant snowball right on top of you.

A mobile frame is rolled back and forth
along the edge of a cliff in Eggsterminator
so that the rope which hangs from it dan-
gles in front of birds' nests. You have to
shin up and down the rope to collect the
eggs they lay but avoid contact with the
birds themselves; they make you slip into
the water, wasting valuable time.

In lce 'n’' Ilgioos you stand in front of an
ice wall and waggle the joystick to hack out
a piece of ice with your pick-axe. It then has
to be carried over to the partly built igloo,
avoiding holes in the ice and Robbi the
seal.

There are some very weird tourists in the
artic: they like wisiting ice cream bars!
Masochists! Anyway, you're serving at the
bar and must slide their ice creams down
the bar to them, collecting the empty dishes
which they slide back. Smash too many
dishes or fail to serve too many customers
and a polar bear hits you over the head.

Finally, there's Barbearian (groan!). You
hawve to knock out a big bear with a big stick
but be careful of where you step — the ring

rapidly melts and a cold dip in the water |

means instant defeat.
Epyx’s concept of multi-event sport was a
brilliant one, howewver, Magic Bytes haven't

Snowball's gun

achieved similar standards.

Each event has its faults. Operation
doesn't operate well
enough, Eggsterminator is ridiculously sim-
plistic and boring, Miami lce is an inferior
and awkward Tapper clone, Barbearian
lacks moves and is luck-dependent, and as
for lce 'N' lgloos...! It has to be the most
frustrating event in the history of the Games
and its copies. Joystick response is highly
dubious so Robbi the smug seal has
become the most hated sprite in TGM. It's a
shame you can only use the pick-axe on
the ice and not on him! Save the seal and
avoid the game.

WL

AMIGA

42%

£19.99

Backgrounds and sprites are dreadful-
ly simplistic, almost completely lack-
ing in shading. The filled line drawings
are crudely animated, bar the odd
character. Scrolling Is unheard of in
these old-fashioned game designs and
sound is some jolly but mediocre
tunes.

OTHER FORMATS

Further versions expected on the ST
(£19.99) and C64 (£9.99 cass, £14.99)
next year.

Britain’s biggest export?

FIGHTING
SOCCER

Activision

espite what you might think, this has

nothing whatever to do with football

hooligans. Instead, it's a knock-out

tournament involving ten countries

‘fighting it out’ for the highly sought-
after Olympic trophy.

The different play modes are against the
computer, a second player, or two players
combining forces to thrash the nasty 8- or
16-bit. Action is viewed from above and
shows a small segment of the multi-direc-
tional scrolling pitch. Beside it is a status
area giving score, time and a small radar

AMIGA

display of the whole pitch.

The control system allows kicks of vari-
ous strengths, headers and sliding tackles
— 50 you can get a bit violent.

That's really all there is to it but it doesn't
even seem like that much when you play it.
It was okay as an SNK coin-op but as a
computer game it's beaten hands down by
the likes of MicroProse Soccer, Kick Off
and Match Day 2.

The player sprites stroll slowly and aim-
lessly around in all three versions reviewed,
responding awkwardly and sluggishly to
joystick control. Making headway to a goal
is usually a matter of luck or sheer bloody-
mindedness, charging through the opposi-
tion — accurate passing and skill are the
stuff of dreams.

Put simply, Fighting Soccer is awkward
and boring to play so you're unlikely to want
to get past the first round, least of all win
the championship. Footy fans should take
their studded boots and halftime oranges
elsewhere.

WL

SPECTRUM

29%

£24.99

An animated sequence, common to all
versions, shows a colourful scene of a
footballer banana-shooting a ball into
the back of the net. Sprites are well
shaded but animation is simple and
they move slowly, as does the reason-
able scrolling. Audio is disposable jin-
gle music and harsh inappropriate
effects.

28%

£9.99

Black-on-green sprites are little more
than square line drawings and though
they move at a passable speed, anima-
tion is jerky, as is the scrolling. Sound
is little more than a grating buzz but at
least the Spectrum version responds
reasonably to control. However, it's
still an uninteresting kickabout that's
best avoided.

C64/128
£9.99 23%
cass,
£14.99 disk |
This looks depressingly like a
Spectrum game (no offence intended).
Other than the ball, status panel and
the sprite currently under the player's
control, the game is black-on-colour
monochrome and the small design of
the poorly animated sprites makes the
‘action’ rather hard to follow. Music is
highly repetitive, using old C6&4
sounds, and effects are crude white
noise,

OTHER FORMATS
Amstrad CPC (C64 prices) out now, 5T
to follow.
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US Gold

ur Michael's adventure begins on
the backlot of a movie studio. A
weird assortment of fans have
snuck in, and are desperate to
obtain one of the superstar's 20

platinum disks (lives). To escape you must
find a disguise (seven pieces of a rabbit
suit), the key to a motorbike and some sou-
venirs. Your quest is shown from an over-
head view, with a radar scanner to show
distant baddies, but not the walls of the
maze.

The next level takes place in another
maze, this one divided up into four sec-

| tions. Mr Big and his goons are in pursuit

£9.99
cass,£14.99
disk

The C64 version is pretty close to the
Amiga one graphically, which isn't
saying that much, admittedly, but the
shoot-'em-up levels are very nice.
Sonics are okay but with such poor
playability only the most avid Jacko
whacko fans will enjoy it.

Get the moonboots out for winter

MOONWALKER

now, and you must run over bags of drugs
and collect glowing green orbs. Once all
the orbs have been collected you turmn into
a car, but only for ten seconds. If you don't
jump into the next maze during this time
you tun back into a rabbit and must start
collecting the orbs again. The last part of
the maze takes place on jetbikes.

The third part of the game finally
escapes from the maze format to a shoot-
‘em-up one. As hoods open fire from win-
dows above, you can run left, farcing a hor-
izontal scroll, looking for a gun and ammo.
Once tooled up you can move a cursor
about, shooting back while dodging the bul-
lets. Kill enough baddies and it's on to
stage four.

One of Michael's friends has been kid-

Moonwalker starts with some impres-
sive Bad samples but the tunes get
repetitive after a while. Graphics start
out badly with the poor maze games,
and improve only to average for the
other levels.

napped and is being held hostage in Mr
Big’s lair, Michael now turns into a massive
robot (who's he kidding?), standing in the
centre of a room packed with heavily
armed hoods. As it rotates you can blast
the hoods and the huge plasma cannon
which occasionally pokes its nose in to
slowly take aim.

As the game structure makes clear, US
Gold seem to have fallen in love with
mazes, all packed with lots and lots of bad-
dies. One of these would've been bad
enough, but five have you tearing your hair
out. Fortunately we had some cheat ver-
sions, allowing progression to the later
shoot-'em-up levels. These are both quite
fun but only hardened maze maniacs will
get to see them
MC

OTHER FORMATS

Spectrum, Amstrad CPC (£9.99 cass,
£14.99 disk) and Atari ST (£19.99) ver-
sions are available now.

Logotron get BAD, too

BAD
COMPANY

Logotron

he Bad Company were formed by
Company Command to be the ulti-
mate killing machines — and they're
good at their job. This is a story of
| their latest, and possibly last, mis-
| sion.

Earth is slowly dying, its atmosphere pol-

luted by the billions of inhabitants.
Therefore another planted is needad if Man
iI5 to continue existence. As luck would
have it, not one but four habitable planets
have been discovered. The Nu-Worlds
seem perfect, except that they already
have occupants: a race of alien lifeforms
that hate humans. But the planets must be
conguered: call in the professionals.

Eight members make up the merciless
team. Choose from Lance 'Flash' Gordon,
Leroy "Shades’ Henriksen, Stefan ‘lronside’
Hunter, Met Steinberg, Athena De Santez,
Chronos Warchild, Sandi Kalishnov and
Bruce ‘Maniac’ Morth. Each member has
their own characteristics, so choose care-
fully.

Your representative is dropped onto the
surface of the first world with only a
Farnham P111 Megadeath and a Zarman

T90 Killomatic. Other weapons can be col- |

lected by shooting at black spheres
dropped by the Company Command.
Special boosters can be picked up to
improve the power of your current weapaon.
The screen scrolls vertically, with the
aliens charging down towards. Hits from
their laser bolts results in an energy loss,
which eventually builds up to a loss of life.
But Company Command have thought of
this and provide three life regenerators.
Programmed by Steve Bak (who's cred-
its include Gold runner and Return to
Genesis), it's basically a fairly simple
shoot-'em-up, Bad Companys well pre-
sented, although you'd expect more from a
programmer of such calibre.
MC

ATARI ST

T2%

Smooth, fast-moving sprites keep up
with the relentless pace of the game.
Graphics are well-detailed, with a good
use of colour and shading. Blasting
fans are certainly well catered for here.
Although it's too expensive for such

an old formula.

OTHER FORMATS
The Amiga version priced £24.99 will
be in the shops for Christmas.
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NEW FOR YOUR COMMODORE

FROM TRILOGICY

AMIGA
AUDIO
DIGITISER

— NEW, CHOOSE MONO OR STEREO VERSION
Both Amiga audio digitisers give superb performance, u at the price. No
m;mmmmmmmmmm
Designer, Audiomaster, and Datei's Prosampler. Sam) mmwhmmnmm
depending upon the software. An audio lead is supplied for connecting to

socket or line output of a radio, personal stereo, keyboard etc. Full instructions are
ndud.alndmemmahom:nLEDmrhdmiUApuuwmn
hmwm“mhmwmm:m“dm“ﬂwlw

THROUGH .VER\"DUIETOFEREI’IDN
# SLIMLINE STEEL CASE & LOW POWER CONSUMFTION
3.5° DRIVE WITH ON/OFF SWITCH ... . £79.99 POST FREE

provided it has an RG wmummw-mmm

pnclunmanu“un IGA MODULATOR, permit ALL 4096 colours
1o be displayed and include the audio lead (to give stersa with sterro tv's). Wi/

ORDER AL 1 FOR TV's WITH 21 PIN EURD (SCART) SOCKET.

FITS PHILIPS, FIDELITY, SONY, GRUNDIG, NORMENEDE, [~ OMLY £10.99

ORDER AL 2 FOR FERGUSON TV's WITH 7 or 8 PIN DIN SOCKET. ~
MODELS MCD1 & MOOS,ETC.................... ONLY £10.99 =
- \

onoennﬂonmw-nmmm

ET. MODELS CPT !
mm TO MULTISYNC IIONIFOR (analogue RGE) AL .. -19.99
MANY OTHER AMIGA MONITOR/TV LEADS LISTED IN OUR FREE CATALOGUE.
OUR LEADS ARE GUARANTEED TO WORK WHERE OTHERS DON'T!
LEADS ALSO AVAILABLE FOR ATARI/ST RANGE. PLEASE CONSULT US IF IN DOUBT.

NEW - MONITOR SHARER

SHARE 2 COMPUTERS WITH ONE TV/MONITOR

Plug-in the scart laads from any two computers eg AMIGA & ST, and Y e
connect the SHARER to the tv or monitor's scart sockst. Just press ~

the switch to instantly select either computer ............... MSWI £15.99
OTHER LEADS

AMIGA 64 EMULATOR LEADS.............. coovcenccsmresmmresmsesssssinssns e OMLY £4.99
MODULATOR EXTENSION LEADS... OMLY E8.99
AMIGA PRINTER LEAD — Flnlll‘lypclsulmg : OMLY £6.99

3.0M long.. ¥ OMLY £9.99
AMIGA ASO0/BBC EMULATOR LEAD .................... OMLY £7.99
AMIGA AS00 R} SERIAL (RS232) F'RIHTER 1.5m... .RS1 ONLY £9.99
AMIGA AS00 TO MODEM (25W 'D') 1L5m_..............0 RSE ONLY £9.99
AMIGA NULL MODEM LEAD — LINKS TWO AS00s L. [RS5 OMLY £7.99
AMIGA TO HIFI LEAD 3m 2 PHONO PLUGS EACH END HL1 ONLY £4.99
AMIGA TO HIFI LEAD 5m 2 PHONO PLUGS EACHEND .........ccoconnene HLZ ONLY £5.99
OTHER LEMGTHS OF LEAD AVAILABLE — PLEASE SEE OUR CATALOGUE
EXTERNAL DRIVE SWITCH FOR DF1 ..o ADE3 ONLY £8.99
EXTERMAL DRIVE SWITCHFORDFLEDF2 ..........ooooeeccercvrnenn ADE4 ONLY £10.99

MINIAMP 2 combines a mini Stérsg power
amp with two neat spaaker units which connect directly to your

AMIGA. They are ideal for usa with mono TV's & monitors, & simply
plug in for instant stereo sound. You'll be amazed at the difference.
MINIAMP 2 WITH REMOTE VOLUME CONTROL & ALL LEADS ONLY E19.99

MINIAMP 4 comprises separate 4 watts per channel high quality mini stereo amplifier
with loudspeakerheadphone socket, mnmmhrumtswﬂhai twin cone drivers,

mains power pack & connecting lead for AM b

CAN BE USED AS 'WALKMAN' BOOSTER a.wrru OTHER COMPUTERS g
MINIAMP 4 STEREQ AMPLIFIER SPEAKER SYSTEM ... MA4 9 - ~

NEW - AMIGA MIDI INTERFACES

MIDI INTERFACE 1 FOR AS00/2000 OR AL000 MiF1 £29.99 b3
This has MIDI IN,OUT & THRU sockets. —— ~
MIDI INTERFACE 2 FOR ASOQ/2000 OR AL000 MIF2 E34.99

This has MIDI IN, MIDI OUT, MIDI THRU plus 2 switchable MIDI OUTITHRU
mmhmmmwmu DI leads when using mome than one MIDI

instrumant. FREE MIDI LEAD WITH BOTH INTERFACES

SUNDRY ITEMS — BARGAIN PRICES

SONY 3.5" DISKS 100% Guaranteed DS/DD disks

Liwest Prices ... Per 10 £12.99 & Postage Lowest Prices ......Per 25 E28.49 Post Free
qu'lPrm -Per 50 £55.99 Post Free Lowest Prices ... Mmtﬂﬂm&:

Prices

" DISK m FOR 40 DISKS. SMOKED LID, LOCKABLE, DSBM4 ............, ONLY
3\‘: DISK BOX FOR B0 DISKS. SMOKED LID. LOCKABLE, DSB6 .......... A
AS00 DUSTCOVER. ANTISTATIC TYPE, ADCL
Ad NON-SLIP MOUSEPAD, AFM1 L...ONLY EA.99
WE ALSO STOCK AMIGAS PCs, PRINTERS, MONITORS, HARD DISKS, MEMORY EXPANSIONS, VIDEOD
DIGITISERS. SELECTED SOFTWARE & BOOKS — PHONE FOR OUR FREE 20 PAGE CATALOGUE.
TRADE ENQUIRIES WELCOME. Please add 75p part postage - packing to orders under £15.00

FREE CATALOGUE WITH ALL ORDERS EXPRESS DELIVERY £1.99 Exfry

AFPE

After Burner

Batman The Mowvie
Einod Maney
Bioodwych

Carrigr Cormmand
Chessmaster 2000
Curse of the A Bonds
Diragan Spirit

Hilkgtar

| Jones & Last Crusade
Licance 1o Kill
Millgnm 2.2

i Heli

Mew Zeaiand Stary
P Gascoigne Soccer
Phobia

Paol of Rakance
Qusptgrack

Aeal Ghosibusiess
Rid Heat
RoboCop

Aurring Man

Aun the Gauntiit
Shinabi

Sioworm

Star Wars Trio
Stunt Car Racer
Thunderterds
Toliden Trio
Vigiants

Wi reams
Xenon ll
Xenophobe

Postage and Packaging included for great Britain. For EEC please add £1.00 per lem
erseas please add £2.00

Please make cheqgues and postal orders payable to SUNCOMP

MAIL ORDER ONLY

IS SUNCOMP
LU =B 39 Edmunds Road |

PERIOD OMNLY

BUY 4 GAMES AND JSIEE (TG MR TS
=) GET 1 MYSTERY

GAME FREE

1199 .99
743 999 .55
743 99 209
2095
11.99 099
2.0
749 1184 1695
748 1188 1695
1245 1665 2095
T4 1189 2095
16.99 2099
748 MW 16.99
T4 1@ 16.99
20.99
T4 40 20,99
740 110 20.09
740 1184 20.09
21.99
749 199
699
74 19 209
745 1185 2059
740 1195 205
745
740 16.99
740 1195 16.99
1048 1690 20.59
740 1190 20.99
1045 1195 209
104% 1499
743 199 1199
745 1199 2099

2099
743 109 2099

(“onfy avalable for the 128)
Many ofher titles and formats also available, including budgeds. Send for a kst or ring.
siating which format reguired. If you can't see what you want — give us a ring.
H

ew titles sent on

il Cranwell Village

[NG34 8EL
Telephone: 0400 62046 |
5T AMS SPEC  +3
CASS DISK

1695 749 1188 T49

1648 749 1189 740 1198
045
M8 749 1148
1245 1695 1245% 1405
209
16.99 743 1195 7.49 199
1699 743 199 749 199
2085 1245 1695 745 1195
T4 1188 745
2099
1699 1198 .45
1699 749 1@ 745 1109
2095
HH 749 118 745 1199
1699 749 1198 649 1184
98 749 1199 643 1M
16.99
09
16.99 .".'13 1109 T3 119
T4
1699 749 1198 649 1399
1699 749 188 743 1185
2% 749 645 1195
1699 749 1199 649 1199
1699 749
699 T4 11W 743 119
2% 1045 163 1049 1699
16.95 743 1199
2099 1045 1185 1045 1195
1048 1459 1048 1499
11.9 T4 118 G40 999
2099
0.9
2099 743 18 740 1499

day of release

PC ENGINE SUPPLIES

PC ENGINE (PAL) with FREE GAME £190 Inc
PC ENGINE (SCART) with FREE GAME £180 Inc

CD ROM PLAYER, INTERFACE and STREET FIGHTER ||

GAME £340 Inc

- —— e — —

SEGA MEGADRIVE (SCART) with FREE GAME £199 inc
SEGA MEGADRIVE (PAL TV) with FREE GAME £225 inc
(Pick free game from: .
Altered Beast, Alex Kidd, SuperThunderblade)

PC ENGINE GAMES - LATEST RELEASES .

F1 Dream
Watura

Deep Blue
P47

Pacland
Winning Shot
Valis 2 (CD)
Mr Heli

SEGA MEGADRIVE LATEST RELEASES

£34
£34
£20
£29
£28
£28
£33
£34

Ghouls & Ghosts £40

World Soccer
Black Belt

Please add £1 post and packing for each title ordered.
For full detalls please send a stamped addressed envalope to:
PC Engine Supplies 223B Waterloo Road Cobridge Stoke On

£32
£32

Trent Staffordshire ST8 2HS

Tel: 0782 213 993

Cybercross £34 ||
Ninja Warriors £34
Side Arms £34
Blood Wolf £34
Ordyne £34
Rock On £34

Wonderboy 3 (cd) £33
Altered Beast (cd) £33

Thunderforce 2 £32
Super Hang On £32
Double Dragon £32

-
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4 no excuse NHLEONIEVE

: one. But there's Such a

4 wide range that it's diffi-

3 | cult to choose. Fear not,

3 1| as the Centre Bytes
team look at all the pop-

3 ular joysticks around,

) plus some newer and

) i more innovative ones
ways to hand out the
punishment.

— ]

ALSO IN CENTRE BYTES

SAMPLERS, - xs ssasnanion sossiavsss aiassssssiasing 49
Ever wish you could produce records like
that of Stock, Aitken and Waterman? Has
Prince’'s Batman impressed you more
than Michael Keaton's. Well now, with the
wonders of new technology, and an
Amiga, ST or Archimedes, you can

| impress both friends and family with all

your favourite speech and sound from
audio and video. [
PC SOUND CARDS............ccocusnnene 52

It you thought PC sound was bad, think

again! The latest add-on board will not just | |
give you sound equalling the arcade, it'll |
be better! |
READERPAGE ........commmmmsmissinssissnid |
PLAY BY MAIL ......ccncnssmeesassanse
CLASSIFIEDS.. ..o i e i

- ..
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SURESHOT COMMAND

MODULE
Sonmax, £17.95

If you hate small joycards,
you'll love this stick — it's
enormous! The base is obvi-
ously too big to be held in the
hand so six suckers are provid-
ed to secure it to the nearest
desktop. It comes complete
with a button-controlled aut-
ofire option — ie, you only aut-
ofire when the fire button is
depressed, not as soon as the
switch is on.

While the panel's design is
non too attractive (though the
red and black splodges are
supposed to ‘simulate’ a com-
puter keyboard), the size of it

SURESHOT

STANDARD
Sonmax, £10.95

An attractive stick with a
moulded pistol grip handle
which fits snugly in your hand.
However, there is a bit too
much travel on the stick which
makes it feel as if it's going to
break at any moment. While
it's reasonably strong, it's hard
to see it lasting too many vig-
orous goes in Hypersports.
After testing on rougher
games, the handle started to
twist in the hand rendering the
joystick useless.

The shape of the base makes |

it virtually impossible to hold
in your hand and fire at the
same time, while the long trav-
el of the stick means that in
fast-moving games you put as
much effort into holding the
stick steady as playing the
game. In view of this it would
have been nice if a few suckers
had been supplied.

Firing action is fine but there
is no audible click when the
button is pressed.

TGM
 GUIDE

.

TGM
GUIDE

An excellent stick. 9/10.

bbb
bl

makes it very sturdy and likely
to survive even the most vigor-
ous joystick waggling game.
The travel on the actual stick is
quite short allowing for precise
movements — combined with
the excellent autofire, it's ideal

for shoot-'em-ups.

EXTRA/PRO PC
Dynamics Marketing,
£14.99

This stick is uglyl It's not so
much the shape (it's shaped
exactly like the old Kempston
joysticks) but the colour. Do you
really want an acid green joy-
stick? There's also a Day-glo
pink version, should you have
absolutely no colour taste.
Colour aside, though, it's axcel-
lent. It can be held in the hand

comfortably, responds well
and, more importantly, it's
strong.

However, there's one prob-
lem: the fire buttons. They work
well, but the microswitches
aren't as durable as the move-
ment ones. Subsequently, if
anything does go wrong it's the
fire buttons packing up. This
happened to us a few times

SURESHOT

SUPREME
Sonmax, £14.95

Similar to the Sureshot
Standard but with two fire but-
tons. Another joystick with too
much travel on the stick. It felt
a bit dodgy on the swimming
section of Hypersports and
eventually the handle snapped
off at the base after some
strenuous weight-lifting. The

problem with this stick and the

Sureshot  Standard/Designer
seems to be the small circle of

Although, a good autofire is
provided to preserve the but-
tons.

The PC version is moulded in
grey and cream, presumably
because PC owners want to
match all their peripherals to
the colour scheme of their com-
puters. However, to get the
stick working with your PC
you'll need an interface.
Dynamics recommend their
own Compro A/D games card.
(They would.)

TGM
GUIDE

One of the best sticks avail-
able 7/10.

ok
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QUICKSHOT Il
Spectravideo, £6.95

A few years ago this was the
most popular joystick available.

SURESHOT DESIGNER

Sonmax, £9.95

Presumably called the
Designer because you have to
put it together yourself It's
hard to see the point of this
since: a) it's a bit fiddly and
very easy to lose some of the
components; b) you can only
put it together in one design. It
would have been better if
Sonmax had provided a few
extra base designs and some
alternative handle grips —
then you really would be
designing your own stick.
Basically, once assembled it's a

Sureshot Standard stick and
the same criticisms apply.

GUIDE

If you like the idea of putting
a joystick together ymnaa!:t.
| take an injection moulders

lcouma at your local college
3/10.

b

| handle and trigger fire button,

plastic (the circlip) that secures
the handle to the base. It just
isn't strong enough to cope
with anything other than tame
games. This small improve-
ment could make it a good
stick,

With suction feet, pistol grip

it can be operated easily with
just one hand — great on
games where you still need to
use the keyboard. The fire but-
tons give a good click when
pressed, but they're a bit stiff
and it's hard to build up rapid
fire without resorting to the
autofire switch. The actual
stick responds well, although,
as time has told, it's not too
sturdy. The stick doesn't snap,
the directions just become less
reliable,
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CRUISER
Power Play, £12.99

Available in a variety of colours
from just matt black (for gothic
gamers) to  multi-coloured
designs (distinctive but horri-
ble), the Cruiser is one of the
TGM office’s favourite sticks. It
can be held comfortably while
suckers are provided for extra
stability. It is popular because
it's not only durable, but also
responsive. You can waggle to
your heart's content, then flick
to Kick Off in the kmowledge
that every movement is being
accurately interpreted.

TG M
GUIDE

| One of the best sticks avail-
able. 9/10,

b ohd
-hdd

CRYSTAL

Power Play,
£14.99 (standard),
£16.99 (autofire)

Other than the colour scheme
lit's available in clear, red or
green plastic) the Cruiser looks
identical to the Sureshot
Supreme. In use, the travel on
the stick is too long and it's
only marginally strongér than
the Supreme. It survived a cou-
ple of goes on Hypersports but
had to be twisted back into
shape afterwards.

TGIM
GUIDE

Too weak. 4/10.

s

QUICKSHOT Ii
TURBO
Spectravideo, £10.50

Basically a redesigned
Quickshot II. It still includes
the same shaft and fire buttons
but Spectravideo have added
six new microswitches for
durability The fire buttons

QUICKSHOT WIZMASTER

Spectravideo, £11.95

Don't be fooled by pictures of
this joystick. It is, in fact, tiny.
One novel feature is that is can
be taken apart. Not only is the
stick removable (directional
movement is then via four but-

‘tons) but the multi-adapter

(which allows you to switch
between various consoles and
computers) can be separated
from the base so you can fix
different bases to the stick
The Wizmaster is just like one
of those joypads which you get
free with conscles. As it's so
small, it is only really suited to

have also been improved and
are no longer so stiff.

| TGM
GUIDE

ZIPSTICK

SUPERPRO
STANDARD/AUTOFIRE
Sonmax,Standard
£13.95 Autofire £14.95

With such attractive aesthet-
ics, the Superpro is a good all-
rounder. It sailed through the
joystick-bashing games with
flying colours — the combina-
tion of suckers and a strong
secure handle means that it's
likely to remain in good condi-
tion for a long time.

The fire buttons are excel-
lent. Not only are they very soft
to touch but they click when
pressed. The autofire version is

great too.
Perhaps the only criticism is
it's too responsive some-

times Movements can be a lit-
tle exaggerated, making it
tricky to make those precision
passes in Kick Off.

TGM
GUIDE

| Great for blasting games
EE.‘:.IJ.

hdhdd
addd

cartain  types of games.
Playing Hypersports was
impossible but it wasn't too
bad on Dropzone.

DELTA 2000
Delta, £9.95

A metal shaft secures the stick
to the base making it wery
strong — but the stick still
doesn't feel right.
Microswitches detect move-
ment but there's some sort of
cushioning device inside the
stick that makes it feel rubbery.
It's the only thing wrong with
the stick — and enough to put
vou off.

TGIM
| GUIDE

| Performs well in all respects
but too soft to use. 6/10.

a2 6

ULTIMATE
STANDARD

JOYSTICK
Euromax, £11.95

Euromax produce joysticks for
arcade machines, so you'd
expect them to come up with
something like this — a huge
design with lots of fire buttons;
two on either side of the stick
to suit left- or right-handed
players. The stick is made of
metal and firmly secured with-
in the base Subsequently,
there's very little chance of it
breaking off.

It's also very responsive. The
fire buttons could have been
improved but an excellent vari-
able autofire option compen-
sates.

| TGM
| GUIDE

Great value for money. 8/10.

P
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CHALLENGER REMOTE

CONTROL

Euromax, £29.95

Remote control joysticks have
never really taken off Cheetah
tried it a few years back with
the RAT joypad but it didn't
work that well,

The remote receiver {which
resembles a mouse) plugs into
the joystick port. The actual
stick is, as you would expect,
totally free from external cables
but needs to be pointed at the
receiver to work. The travel of
the stick is short and
microswitches make it respon-
sive,

There is a very slight delay
while the signal sent from the
stick is interpreted by the
receiver — which is very off-
putting on games that require
quick and precise movement.

The actual stick itself looks fine
but, due to the position of the
fire button, is difficult to hold
for any time.

g .
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THE DEFENDER LIGHTGUN

Cheetah, £24.95

Undoubtedly the best lightgun
around but it's only available
for the Spectrum and C64.
Lightguns have never been
much cop but this one really
does work — and well,

There's software too.
Cheetah have combined the
gun with six Code Masters
games to provide a high value
package. Although just rehash-
es of old ideas, the games
work well, with none of those
nasty screen glitches that the
recent Sinclair gun has

The gun itself is also well
designed. Since you're just
pointing it at the screen it's

Euromax, £14.95

This unit simulates the accelsr-
ate and brake foot pedals of a
car. You plug the foot controller
into the joystick port then plug
your normal joystick into the
Turbo Pedal It then takes over
the up and down controls of
the joystick, which is used for
left, right and fire controls only.
Most car/motorcycle games
use these controls so this is
great. One problem we had
was that the Pedal isn't heavy
enough and subsequently flies
over the floor when in use. A
few carpet grips on the bottom
would have been appreciated.
At first, it's also pretty difficult
to ignore the up and down of
the joystick but this is soon
masteraed,

TG M
GUIDE

A novel device, though it's
appeal is really limited to
fans of driving games. 5/10.

idiil B

MEGABLASTER
Konix, £6.99

One of the cheapest and small-
est joysticks available. The
Megablaster fits into the palm
of the hand comfortably though
the fire buttons could do with
being a bit bigger.

When tested, it survived
several goes on Hypersports
and is stronger than expected
Accuracy for intricate move-

TG M
| GUIDE

While you can only use the
gun on six games at the
moment it is tremendous
fun. Hopefully, more games
| will appear soon. 7/10.

b

unlikely to get broken. The
only moveable part is the trig-
ger, which is responsive and
gives and audible click

ments 1s not too good however,

TG M
GUIDE

A good joystick for the price.
5/10.

idiis 5

CONTACTS

Cheetah Marketing Ltd:
Norbury House, Norbury
Road, Fairwater, Cardiff CF5
3AS, Tel: {(0222) 555625,
Dynamics Marketing Ltd:
Coinhouse, New Coin
Street, Royton, Oldham,
Lancashire OC2 6JZ. Tel:
(061) 6267222,
Euromax Electronics Ltd:
Bessingby Industrial Estate,
Bridlington, North
Humberside Y016 48J. Tel:
(0262) 601006.
Konix: Creative Devices
Research, Unit 356, Rassau
Industrial Estate, Ebbv Vale,
Gwent. Tel: (0495) 350101,
Power Play Ltd: Slackcote
Lane, Delph, Oldham OL3
5TW. Tel: (04577) 6601,
Sonmax Ltd: Units 1-4, 1
Wakefield Road,
Drighlington, Nr Bradford,
West Yorkshire BD11 1DH.
Tel: (0532) 852629,

¢ Unat 27,
Northfield Industrial Estate,
Beresford Avenus, Wembly,
Middlesex HAO 1NU. Tel:
(01) 9000024,
DON'T FORGET TO MEN-
TION TGM WHEN BUYING
PRODUCTS SEEN IN THE
MAGAZINE.

'The TGM Centre Bytes joystick test took place
‘at normal room temperature and involved three
‘average build' testers. Each joystick was, .
where possible, used on Hypersports, Kick Off
'mdnrom.totutaccmq,trndmddm
hil:lty.m?hanhomrltodoutollm-
ten marks, taking into consideration price and
| performance.
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! Facon Editor .

o

Is:
" Pilo’s Name
" Filot’s Callsign
* Squadron
* Raling
*Hours & Kills
" Campaign Hours & Kills
* Aircraft Lost
* Missions Completed
* Next Map To Be Used
t 1o play Operation Conguest but can't complete all of
missions? Sure — just cheat and alter your mission
! Like the map you're playing on, and don't want a new
for your mext campaign? No prablem! Wipe those black
from your record? Easy! Early promotion? Why not!
lanna be Topgun? Sure, go ahead!

* Pilot's name
* Beore
* Status
* Rark
* Decoratons (Medals etc)
* Reprimands
0 you're missing in action or just plain dead? Show God a
or two and resurrect yourselil Wanna show your gongs
the ladies! (a0-er!) Here, have a Congressional medal or
.. Wanl some maore stripes on your sleeve? Certainly —
I! Wipe those nasty reprimands? What nasty
st

Edits:

* Ranger's Name

* Score

* Status

* Rank

* Campaign Duty

* Decorations (Medals etc)
Stuck on a campaign with nowhere 10 go? Sneak out with
ease! Dead or missing? Nah, must have been a mistake..,

OK! Want to go up in the ranks? No problem!

= Cl;mmamar's Mame
* Legal Status
* Credils

* Weaponry

* Next mission 1o be played and countdown to it

* Planet

* Galaxy
Waiting around for a mission? Cul down on the waiting time
lo mere seconds! Mission too tricky for you? Skip on to the
next one! Lost your cargo to some Thargoid scumball. Get it
all back for free! Cops after you? Change your legal status fo
clean! Outgunned by the pirates? Have a megablast at no
gxira charge! Stuck in the middle of nowhere? Jump to
somewhere complately different without using a drop of luel!
A litlie strapped for cash? Have LOADSAMONEY!!

COMING SOON!

Millenium 2 2 Editor .. . i D495
Stunl Car Racer Editor ... o E495
Eddor...........c..... . ...[495

: Boenbar Editor .. £4.95
msmnam Edﬂur s u L85

INEW HELEASES OUT NOW!

" LaserSquad Editor

e e e e O
.-.'.' -.-\.-\.'\.*.-.- .'.'.'.'.':

'C-.
o
o

e

9 r’" =

o

=

=

“ b B

"a%y

£ AMIGA SOFTWARE Commodone ASS0 CMOS RAM Ch|ps:l< 16 [2048K/3 Mb).. =

Kenon IIM&gatﬂa:iNImage Waorks) £15.45 | External Floppy Disk Drive . i

Batman: The Movie (Ocean) .. B oy -
-E2195

Shadow Of the Baas!tl‘sygnoslsj. ;
It Camea From Tha Desert {image Works)
Blada Warrior {Image Warks)
TheUnﬁm@ablastﬂcwl .
Cabal {Ocean ... . .
Sh')'xiPsydup\se]

Swords Of Twilight EEloc‘IercWh v

Dynamic Debugger (Image Works). .
Interphase {Image Works) ..........
Operation Thunderbol [Ck:aani
The Lost Patrol (Ocean)...
Ooza (Dragonwarne).,,

Fiandish Fridde’ sﬁ-g Top Cl me.macape

Beach Volley (Psygnosis) ...

Populous: Pmmwmdsqudrmmﬁnsi

Gemini Wing (Virgin)...
FubursztDelpﬂme-‘Palms
Power Drift (Activision) .........
Gridiron (Bethesda) ..
Triad Il (Psyclapse) ...
ThoNewZeawaqchmm
Ghosibusters || | Activision)...
Infestation [Peygnosis) ...
lron Tracker {infogrames) ..
APB. (Tengen)....
Barbarian i [Pﬂygnmm;
Dragan Spirit {Domarik) ..
Action Fighter (Firebird) .
Ivanhoa (Ocean)....
Demon’s Tomb [Melbuume House).
Mever Mind (Psyclapss)....
Bad Companvy (Logotron) .
Highway Patrol {Infograme:
Siloworm (Virgan) ..
Strider (US Gokd) ...
Xenophobe [Micro Styla) ..
Mslans.raudars[Fsydnpsa]
Laser Squad (Blada).. i
ShuH'IameaufeiDanaﬂu
Knightforce {Titus) ..
SupeqLeagueSmr[l‘mn!aasmns?
Horse Racing (Mindscape) ..
Chicago 80 (Infogrames)

Lite & Death (Mindscape)
Keaas The Thie! (Electromc Arts),

Neuromancer (Electronic Ans/ Inmrp‘hyr

Risk {Leisisre Genius) ..
Super Chuanted [ Infogrames)
Caontanental Circus (Virgin)

Ghostbusters || (Activision) ..

Commadors AS0 20Mb Hard Drve ...

Commadore Assocmsmum.ps. i [1zax|.
Commodore ASS0 CMOS RAM Chips x4 (51210.5Mb)
Commodore ASS0 CMOS FAM Chips x B (1024K/1Mb) ...
Commodore ASS0 CMOS AAM Chips x 12 (1536K/1.5 Mb) ... £149.45 | Xenomomph..... .. sesee:

Want some more maedals? Sure. Add a little to your score?

Specnal Offers!! Any less and we'll be giving them away. "And why not?"" | hear
you ask? Because we're not as stupid as the competition looks!!

Xenon

technology

xenon technology

All products are dispatched within 24 hours (subject to availability) by FIRST
CLASS post. All new titles are dispatched when released. All prices shown are
fully inclusive of VAT, postage, packaging and a full guarantee (please add
£1.10 per item overseas). Please make cheques or postal orders payable to
“"Xenon Technology ™.

To order simply write on a piece of paper, your name, postal address, a
lelephone number (if possible, only used il absolutely necessary), and the
software title (with the machine model). Then pop in your payment (either a
cheque or a postal order) and then pop it in the post (not forgetting of course
our name on the front of the envelope and a stamp).

VAT Registration Number: 543 9020 57

Note: Xenon Technology is Mail Order ONLY.

£10.42
E16.45
E16.45 E
£14.95 | Chags Strikes Back (FTL ...
£12.75 | ¥anon il Megablast (Image Works} .
£16.45 | Batman: The Movie (Ocean) ..
£16.45 | Ejite Editor (Xanon Technalogy)
L1645 | Biade Warrior (Image Works)
L1645 | Fajlcon Mission Disk Vol 1 tMnrrnmﬂm
£15.75 | Cabal (Ocean)..
L1645 Stryx [F'Eydml
L1645 | Hound msmm:emmmcans:
£15.75 | Dynamic Debugger (Image Works)...
L 645 Interphase (Imaga Works) 2
L1275 | giund Car (Mecro Style)
L1575 | The Lost Patrol {Ocean)
E16.45 Doze (Dragonwane),
£16.45 | Figndish Freddie’s Big Top 'O Fun (Mindscape
L1575 | Baach Volley (Psygnosis)
E15.75 Populous: Promised Lan.de.tEleﬂmmrArhr
£16.45 Gemini Wing (Virgin]....
w1645 | Earran Formula 1 I:Ebclromc.ﬁrls]
1275 | Gunship Editor [Xenon Technology) .

= E12.75 | Gridiron (Bathesda) ..

£15.75 | Triad Il (Psyclapse) ...

The New Zealand Story (Ocean)
Future Wars (Delphine Palaca) .
Infestation (Psygnosis) ...
Tron Tracker (Infogramas) .
APB. (Tengen)....
Failcon (Mirrorsoft) ...
Dragaon Spirit [Domark;
Action Fighter (Firebird) .
Ivanhoe (Ocean)...
Demon’ aanmMebuurna House)..
Mever Mind (Psyclapse). ...
Bad Emmnny{Lug-mrmJ i
Highway Patrol {Infogrames) .
Silloworm (Virgin) ...
F-1& Combat Pilot Edll:ul [XamnTeﬂmology]
enophobe (Micro Styla) ...
Matrix Maraudars [F'sy\clapse:-
Laser Squad (Blade). ...
FM Malody Maker (Hybrid Arts)
Knightiorce [Titus) . bries
SI.IFE(LOBQLIBSD;CE‘I [qurassnonsJ ------
North & South (Infogrames) .. .
Chicago 30 (Infogrames) ... i
NrboumaﬂangarEdrhorlIuanecnmﬂogﬂ 1
F-16 Combat Pilot (Digital Inegration) ...
Shwiflepack Cate (Domark) .........
£240.00 | Fisk (Loisure Genius) ..........

.£13.45 | SuperQuintet (Infogrames) .
.£49.45 | Continental Circus (Virgin) .....
.£88.45 | Drivin’ Force (Digitalmagics/ware)

o TR Bt
R R A R0

XENON TECHNOLOGY (Dept 15),
71 Wadham Road, North End, Portsmouth,
Hampshlre

POZ2 9ED. Telephone (0705) 670878.

SRR

(zen', zen'on) a zero-valent element (Xe; atomic number
54), a heavy gas present in the atmosphere in proportion of
1:17x10E7 by volume.

(tek’'n-o-la'ji) the practice of any of all of the applied science
that have practical value and/or industrial use: technical
method(s) in a particular field of industry.

(zen'on tek'n-o-l-lo'ji) the best definition!

Proprietor: Steve Lowe
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'STICKS

KONIX MEGABLASTER
Precision moulded control
knob with steel shaft for
complete reliability. Dual fire
buttons for left and right
hand use. Heavy duty leaf
switches and rubber suction
cups. OFFER £6.99
KONIX SPEEDKING The
joystick that actually fits your
hand. Solid steel breakproof
shaft. Neat clicking sound.
OFFER £10.99
POWERPLAY ALL
BLACK CRUISER With
dual leads for Spectrum
48K/128K/Plus/Plus2/Plus3.
OFFER £9.99
POWERPLAY MULTI-
COLOURED CRUISER
For lovers of garish coloured
joysticks. OFFER £9.99
STAR BUY POWERPLAY
CRUISER CLEAR AUT-
OFIRE Simply by holding
down either of the fire but-
tons engages Autofire.
OFFER £12.99
POWERPLAY CRYSTAL
STANDARD Clear joystick
with red fire buttons and pis-
tol grip handle.

OFFER £14.99

NEW! POWERPLAY
CRYSTAL IN RED OR
GREEN OFFER £12.99
NEW! POWERPLAY
CRYSTAL AUTOFIRE IN
RED OR GREEN Same as
CRYSTAL, but includes fast
Autofire action,
OFFER £14.99

SPECTRUM
GAME | LABEL

TGM PRICE CASS, DISK
SUPER WONDERBOY
Avtivision £7.99, £11.99
HARD DRIVIN'
Domark £7.99, £11.99
GHOULS & GHOSTS
US Gold £7.99, £11.99

C.64
GAME / LABEL
TGM PRICE CASS, DISK
RETROGRADE
Thalamus £7.99, £10.44
NINJA WARRIORS
Virgin £7.99, £11.99
SNARE
Thalamus £7.99, £10.44

AMSTRAD CPC
GAME / LABEL
TGM PRICE CASS, DISK
GHOSTBUSTERS Il
Activision £8.99, £11,99
GHOULS & GHOSTS
US Gold £7.99, £11.99
POWER DRIFT
Activision £7.99, £11.99

ATARI ST

GAME | LABEL

TGM PRICE DISK
NINJA WARRIORS
Virgin £15.99
HARD DRIVIN'
Domark £19.99
GALAXY FORCE Il
Activision £19.99

Jan B
rouch

oW A

TH:005 Ap

TX:006 May B8 Interview with bul-

STAR BUY

The top three games for your format at knock down prices!

AMIGA

GAME / LABEL

TGM PRICE DISK
F-29 RETALIATOR
Ocean £19.99
SIM CITY
Infogrames £23.99
SWITCHBLADE
Gremlin Graphics £15.99

PC

GAME / LABEL

TGM PRICE DISK

FIENDISH FREDDY
Mindscape £23.99
THE CYCLES
Accolade £19.99
UFO

subLogic £23.99

COMPILATION

SPECTRUM

COMMODORE
Spectrum
CRASH SMASH COLL:
VOL 1
US Gold/Crash
Bionic Commando, 720°,
Winter Games, Impossible
Mission Il
Spy Hunter
Cass £10.44 — SAVE £2.55!
Disk £11.99 — SAVE £3.00!

C64

ZZAP! SIZZLER COLLECTION:
VOL 1

US Gold/Zzap!

Bionic Commando, Dropzone,
California Games, Impossible
Mission Il, Solomon’s Key
Cass £10.44 — SAVE £2.55!
Disk £11.49 — SAVE £3.00!

THALAMUS THE HITS 1986-1988
Sanxion, delta, Quedex, Hunter's
Moon, Hawkeye, Armalyte

Cass £10.44 — SAVE £2.55!

Disk £14.99 — SAVE £3.50

How to order
Apart from our highly recom-
mended games list, you can
order any game released by
the major software houses to
date on cassette, disk or

cartridge.

Not all listed or advertised
products will have been
released at press time.
Goods will be despatched as
soon as possible. Customers
will be informed of any long
delays.

Please ring (0584) 5620 for
release dates!

STAR BUY x ADD ONS

TX:010 September §
Computer - Mel Cro

LT
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SUBS OFFER
v

£8 Software

Voucher
Yes, subscribe to THE GAMES MACHINE
and you get a free £8 SOFTWARE
VOUCHER as a subscription gift!
Take your pick from any of the fab games in
our mail order range - it's yours with a mas-
sive £8 discount when you subscribe to THE
GAMES MACHINE. And remember: You'll
get:
i 12 brilliant issues of THE GAMES
MACHINE delivered straight to your doorl!!!
=" FREE £8 voucher redeemable against
your next TGM shopping purchase!!!
izr The chance to participate in future special
subscription offers!!!

SEND IN YOUR COUPON
TODAY!!!

and held and LCD
TH:22 5

ORDER FORM

MY COMPUTER IS:

CODE|ITEM

PRICE

| |
SUBTOTAL
TGM BACK NUMBERS

Back issues £1.45 (inclusive P&P)

OVERSEAS please add £0.80 to above prices. SPECIAL
QUANTITY DISCOUNT:

Order 4 issues and pay for 3 Please supply the following
BACK NUMBERS (Circle required items)

002 003 004 005 006 007 008 009
010 011 012 013 014 015 016 017
018 019 020 021 022 023 024 025

BACK NUMBER ORDER TOTAL |
ORDER TOTAL E

Name

Address

Postcode

Please make cheques/postal orders payable to
TGM. It is best to avoid sending cash payments.
Please DO NOT enclose ANY order with mail to the
EDITORIAL side of the magazine as this will result
in DELAYS! Send your orders to the address below.

[_J 1 enclose a cheque/p.o. for Bl:ljjnl:lj
[_] 1 wish to pay by VISA/ACCESS

(Delete as appropriate)

Please debit my VISA/ACCESS

account by: e_J1=[_J_1

My account No.is:

OO 0]
I
Expiry Date [_J_Jul_J_Ja[_J_]

Signature .......................................................

SEND THIS FORM TO:
TGM SHOPPING, PO BOX 20, LUDLOW, SHROPSHIRE SY8 1DB

|
:



PC ENGINE SERVICES

Sega Megadrive PAL Son Son ll.......ccoieriennnn £27.90  Varis Il (CD ROM) ............ £3290 Super Shinobi .................. £31.90
(incl 1 game) ................. £179.90 Wataru....... -.£27.90  Fighting Street (CD ROM)£32.90  Atomic Robo Kid . ...£31.90
Sega Megadrive SCART Tiger Heli............. -..£29.90  Altered Beast (CD ROM)..£32.90  Tatsujin................ ..-£31.90
incl 1 game) .....cc....... £169.90 Dungeon Explorer .. .-£29.90  Side Arms (CD ROM) ......£32.90 New Zealand Sto ...£31.90
C Engine PAL Final Lap Twin..... ..£29090  Super Darius Golden Axe ............ £33.90
(incl 2 games)..............£185.00  Altered Beast. . £20.90 (CDROM).....ccconnnnnnn. £32,90 Sokoban....... -.£31.90
PC Engine SCART Digital Champ... £29.90 Super Albatross Herzog Zwei..................... £31.90
(incl 2 games)................£159.00 P-47 £2990 (COROM)..ooovveeerrn, £32.90
Nintendo Gameboy ........£79.90  Bloody Wolf ... ..£29.90 ad Aler .........coeevmenne, £3290 SEGA MEGADRIVE
Nintendo Gameboy Ordyne ...... -.£29.90 ACCESSORIES
(Amer version)....."......£109.80  F-1 Dream. «£28.80  PC ENGINE
CD Rom Unit Rock On.... ...£29.90 AccsssonlEs Joystick XE-1 ST.............. £29.90
(incl 1 game) ................£325.00  Break In..... ..£29.90 SONPBcooiciviisniivsnmaniisioiiod £19.90
Ninja Warriors... -.£29.90  Joystick XE-1 Pra............. £59.00
PC ENGINE GAMES Side Arms...... ..£29.80  Joystick XE-1 ST
Drunken Master................ £15.90 Gunhed...... -.£29.90  Joypad (Autofire).. B4, NINTENDO GAMEBOY
Wonderboy ....... £1590 Naxat Open... ..£29.90  5-player adaptor.............. i SOFTWARE
Chan & Chan.,., ~£15.90 Yaksa............... ...£29.90
Eale Of The Monsterpath .£15.90 Winning Shat.... ...%SU Super Marioland............... 534.90
eep Blug .........oucene -.£15.90  Cybercross.... ..£29.90 = E Sokoban........... ..£24.90
Galaga 88... -.£17.80  Power Golf ....... ...£29.90 g.q?.égﬂ GADRIVE Shanghai. ...£24.90
Dragon Spirit . ...£19.90  Fire-Pro Wrestling ..-£29.90 Tennis.. £24.90
Space Harrier ..£19.90 o« PR -£29.90  Alex Kidd.............ccovnnnvn. £2490 Tetris.... £24,90
Motoroader.... ..£19.90  Jack Nicklaus Gaolf... -£29.90 Mr Komatsu.... ~£24.80 Alleyway........ £24.90
Fantasy Zone . -£19.90  USA Pro-Basketball .......£29.90 Altered Beast ... .. -£28.90 Mickey Mouse.......... £24.90
Vigilante ..., .£2290 F-1 Triple Battlg ......... --£31.90  Super Thunderblade ~£29.90 Motocross Maniacs ..........£24.90
R-Typel...... ..£22.90 Knli?ht Rider Special.........£29.90  Space Harrier Il ........ .. --£20.90  Hyper Loderunner ............£24.90
Victory Run..... .£2290 Volfied ..............................E29.90 Super League Baseball ...£29.90 Castlevania .£24.90
PRcland:........o000 -£24.90  Taito Motorbyke Racing....£29.90 Thunderorce Il........... i Baseball .. ..£24.90
World Court Tennis.. -£26.90 MrHeli.......coovrvmnnnnnnnnnn £31.90 World Cup Soccer = Pinball ........ .£24.90
Legendary Axe.................£26,90 inobi e £31.90  SuperHang On ... Beachvolley ..£24.90
R-Type ll......... £26.90 .80 Rambo lll............. 1| PO L Ey e e £24.90
Alien Crush................E27.90 Monster Lair (CD ROM) ..£32. Forgotten Worlds..............
MAIL ORDER ONLY

Send cheques/POs to PC Engine Services, For software please add £1.00 for pép.
Southbank House, BlackPrince Road, There are no postalcharges for Machines and

London SE1, 7SJ. Tel: 01 587 1500. We aiso accept ACCESS and VISA.
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SPEC. 064 AMST. ST AMGA TMLE SPEC, (B4 AMET.
TURBOSOFT 0S8 D 185 Dise
Dept (GAM ACHINE)
4 : 659 699 639 1089 138 1% LowskiE 6 £® 65
650 699 6% 1089 158 1580 LoetPatul NA N WA
NA - NA MR WA 1295 1650 beroprose Socoar 699 1098 1099
G99 10561090 1298 1599 1590 Milenum 2} Lo
63 699 659 1009 1150 1699 Mevamind MR WA N
€% 699 639 1009 1330 1390 NewlesandSbry 650 699 699
650 490 699 1089 1699 1R Onsight 6% 635 6%
699 639 6 1099 1388 1699 Opersiion Turdebol 650 699 659
650 B89 B9 1088 1385 1859 Operation Wol 650 &% 6%
B9 B9 B0 M 118 1199 OurunEuops 650 6% &%
B39 699 659 1099 1659 1698 Pacand W 1% W
999 950 939 10 1999 1905 Paomana 1% 3199 399
Pagarty % 28 2%
490 490 480 699 B0 605 Prames NA 1059 NA
60 699 B 109 138 1659 Popubus NA N WA
3% 199 B9 1050 605 690  Powsdht 6N A% 6w
B9 059 999 1230 1500 1509 Rantowisnd 6 630 AW
NA WA NA NA 1200 1395 RadSumfisng NA 1085 NA
650 B39 B80 1099 1389 1699 Renegaded BN 6% B9
198199 199 NA 1399 139 Rk Dangeas B9 E5% 590
69 689 63 1M 1199 1180 Robosg 63 63 6
8 559 590 09 1299 149 Focket Rangw WA NA MK WA
WA NA WA WA 1689 1609 RnTheGautel 650 699 £
639 609 650 1008 138 138 PunnngMm 40 49 4w
X 609 E® WW 1M 1% RVFHed NA WA N N
B39 655 6 0% 1399 1650 SamiGwesw 600 B 850 10 -1
Shadow OfTheBeast WA NA NA NA 2030 2390 | Chopitier 1899 Fescus Mission 2099
699 630 B39 1080 WA NA  Stwbi 68 6% 6% 10 100 1A% |CpogHuir 299 Rodky n%
Sliworm 699 650 69 1099 1290 1309 lpobeDragn 2299 SecwtCommand 2099
NA Nh 69 1089 138 1399 SmCly NA WA WA WA NA 1889 | End i Racer 1859  Shanghai 280
0% 10581095 1396 160 168 NA 589 MM WA 1139 119 Fig 1399  Shinodi Fey
WA WA NA O NA 1899 1999 Stargiderl ummlwuuquwm 1899 Swotng Galey 209§
SeelemSoocks 19 155 199 NA 18 139 FatesyZone? 2289 Space Harrier 2
WA NA NA WA 1398 1380 Somiod E® 6® 6% 0% 1% uw | Zowd 208 Spyvspy P
o NA NA WA NA 128 15% Svde % %% W um uw |Eeiel 29 e A~
Viglante NA USMA NA AT 219 SrpPoim 19 109 1 10 5 g | Cangster . i
Wotary 9 4% 4% 5W 5H  5W SuwCafaor  NA OBMA NA 1S 15 |OhORtHoue 1399 TdoyBoy
Wineing Sit Fomonen E% 6% 690 105 1390 1399 Swe'endeSoy 699 699 699 1099 1390 169 |GobeiDelence 1859 Thunderblade 1399
Wonster Lair Wenderbay 1595| Gamma'sSocow 599 599 590 099 1509 1509 Tunderis 599 509 599 900 950 goe |Goneliows 2% TmeSodes 209
{CO Ao 3296 WonderMomo  25.95| GemniWing 69 699 B89 1009 1339 139 TimesOfLore E% 600 89 1050 169 1690 |CreatBassbal 2050 Transbot 1390
Menorader 19.95 Wond Court Tenris 26,95 | Ghostusiers | B3 600 690 1080 138 16 Timed Magk A 4% 4% 9W 6® 0w |GrestFoomal 2099 Vighaie 1]
Namcop Basebal  25.95 World Cup Socesr 31,05 | Gurstip 699 10881090 1286 1509 1599 TockwiManager 559 £56 655 NA 1% 1399 | Great Goif 2089 Wonderboy a0m
Waxat Open 2595 Wresting 2395 | Hand Devin 695 B3 B3 1090 1190 1299 Trvial Puesuls 4% 499 439 120 09 990 |GrestVoleybel 2090 Wondwboy Monsier
Minja Wamors 2005 Yaksa 29.95| Hostages NA 639 659 1099 1659 1608 Tuskw 650 690 650 MM 1A% 1659 | Kensiden 2% Land 2
IndyJorms Adventre WA NIA NA WA 1899 185 TVSooFoobal A NA HA WA 168 1298 | ung Fu kd 2089 Wond Grand Prix 2090
JOYSTICKS IrfBctin WA WA NA NA 499 4% Uniouchabies 6% &% 609 108 138 169 | o oiThe Swod 2200 WorldScoow .98
PC Engine Joystick 29,95 | Inestaon WA WA WA WA 1588 1559 UMSH MA WA NA WA 1589 1580 Miacle Wamr 2008 30 Zmoon Fel )
Sega Joystick 13.95 | Inesphase KA A NA MA B 199 Vgl B 65 6% 0N N NS
Sega Speedhing aog [ onlod B8 63 6% 0% 199 1650 Vindembrs B9 6% 6% 08 1200 1209
Chestah 125+ 799 | hartoe NA NA NA NA 1350 1655 WalMddeEs® 6% 659 6% 1088 1188 13 | N.B PLEASE STATE MAKE OF
Comp Pro 5000 M99 | KhOF 699 659 650 1009 1200 129 XeonliMegablast MNA NA NA NA 168 6% | COMPUTER AND CASSETTE OR
Star Probe 1299 Lirer Squad 99 09 620 1209 W nE Lkt WXk NA WA NA NA 169 1889 DIscC.




9-3-S0UND STEALING

Becords like Paul Hardcastie's 19 and Black Bax's Ride On Time show the
poptiar face of sampling — unnatural vocal stutters and thieved sounds
from other sources. These days, few records are made without a sam-
pier being involved somewhere along the fine. Samplers can be used to
recreate acoustic instrumests such as pianos, trumpets or whole string
sections, which synthesizers find difficult to do accurately. They're a rel
_ﬂfweljr cheap means of expanding your musical setup since any sound fed
into one can be used as an insirument. The Centre Bytes team reveal all

you need to know about sampiing.

So what is
a sampler?

Basically a sampler is a hard-
ware device that convers
sounds into digital data, then
reconverts the data back into
sound. During the process you
can make alterations to the data
which will ultimately effect the
sound of the sample when it is
played back — stutter effects or
reverse playing the sound, for
example.

Ta understand how a sampler
works it helps if you understand
a little about sound itself,

Sound is created by very
small changes in air pressure
and these pressure changes

are known as sound waves. To
give you an idea of what a
sound wave is, imagine throw-
ing a pebble into a still pond. It
creates water ripples flowing
outwards, but decreasing in size
the further away you get.
Essentially this is how sound is
dispersed from its source.

Sound is made up of three |
(fre- |

component parts: pitch
quency), amplitude (volume)
and timbre (essentially the tonal
quality of a sound). A flute and a
violin could be playing at the
same pitch and volume but they
will still sound different, this is all
down to timbre. Sound waves
can be depicted graphically in a
variety of ways, the most com-

mon of which is changes in
amplitude over time.

Sound is fed into a sampler
through a mic input or phono
socket. What the sampler actu-
ally records is changes in volt-
age rather than sound itself. A
microphones converts changes
in air pressure into electrical
voltage signals using a simple
mechanism called a diaphragm.
When there is no sound, the

diaphragm remains stationary,
but when the pressure becomes
higher than normal the
diaphragm is pushed inwards.
When the pressure is lower
than normal it is pulled out- |
wards. Whenever the
diaphragm moves from its nor-
mal position, an electrical volt-
age is produced. The further the |
position of the diaphragm is dis-
placed, the higher the voltage. If
the diaphragm is pulled inwards
the voltage is positive, outwards
the voltage is negative. So,
sound in the form of a continu-
ously changing pressure wave
is changed into a continuously
changing electrical wave.
A sampler converts

these |

electrical voltages into digital

data, rather like a movie cam-
era records motion. A camera
records motion by taking lots of
photographs of a scene at a
rapid rate. When the frames are
played back rapidly, one after
another, we see motion. A sam-
pler works in a similar way by
taking ‘snapshots’ of sound. A
device called an Analog to
Digital Converter (ADC) actually
takes the snapshots. The ADC
measures the height of the
sound wave at a given time and
stores the value in memory. It
then takes another snapshot
and repeats the process. If
encugh snapshots are taken
within a given time it is possible
to recreate the original sound
waveform by converting the dig-
ital values back to voltage levels
in the same order that they
were sampled (this is done by a
Digital to Analog Converter).
These voltage levels are then
relayed to a speaker. They then
cause the speaker cone fo
vibrate at different resonances,
which in turn creates the sound
waves we hear.

However, the quality of the
sample is dictated by sampling
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rate — which is basically how | Amiga) are only B-bit.

fast the snapshots are taken.
The more snapshots taken with-
in a given time, the more accu-
rate the representation of the
original sound.

While fooling the eye into see-
ing motion requires relatively
few pictures the ear isn't so eas-
ily conned. It takes many thou-

sands of snapshots per second |

to accurately recreate sound.

The sampling rate also effects
fidelity. Lower sampling rates
aren't capable of recording high-
er frequencies so the tonal qual-
ity of the sound changes and
hissing may be introduced into
the sound. Samples of sounds
containing high frequencies
taken at a low sample rate tend
to sound tinny.

Sampling rates are specified
in kilohertz. We can hear fre-
guencies up to about 18-20Khz
it our hearing is good. But you
will notice literature on samplers
normally talks of much higher
rates, 40Khz for instance.
What's the point of sampling at
a rate that you can't hear? Well,
someone once calculated that
you have to take two snapshots
for each little slice of a sample
to accurately reproduce it. So a
sampling rate of 40Khz actually
records frequencies of up
20Khz,

The quality of a sample is
also effected by sampling bit-
resolution. When a snapshot is
taken and converted into a digi-
tal value, the computer has a
range of possible values that it
can choose from. This range of
values is determined by the bit
resolution of the sampler. An 8-
bit sampler has up to 256 values
to choose from, while a 16-bit
sampler has a range of 65536
values. Low bit-resolution sam-
plers can't recreate each subtle
nuance in a sound because they
don't have a wide enough value
range to represent each slight
change in timbre, frequency or
amplitude. Therefore, all other
things being constant, a 16-bit
sampler produces a more accu-
rate sample than a 8-bit sam-
pler. Generally speaking, sam-
plers available for home com-
puters (including the ST and

Sequence your samples with
the music notation screen on
Quartet.

One last major consideration
to make when sampling is the
available memory. A sample
taken at a high rate, with mare
snapshots per second, gener-
ates more values than one taken
at a low rate, thus requiring
more memory. As high-quality
samples require more memory,
the amount of sample time is
less than that of a lower rate.
Therefore sampling is a trade-off
between length and quality.

It's worth noting that there are
a couple of techniques that can
be used to save memory and
increase the length of your sam-
ples. Deep sounds, such as
bass drums and bass guitars,
can be sampled at a lower rate
because they don't contain
many high frequencies. Some
samplers feature a loop function
which allows you to sustain a
sound for longer than it was
sampled. It does this by replay-
ing a specific section of a sam-
ple over and over again giving
the impression that the sample
was longer than it actually was.
Unfortunately, fully-featured loop

| options are only really available

on professional dedicated sam-
plers costing hundreds of
pounds. However, a lot of
sounds can be sampled in a
very short time. A typical drum
sound take up less than a sec-
ond of sample time.

Computer samplers are capa-
ble of producing some very good
samples, but they don't have the
editing capabilities of the more
expensive, professional, dedi-
cated samplers,

PRODUCT ProSound Gold
PRODUCER Power Computing,
44a Stanley Street, Bedford
MK41 7RW. Tel: (0234) 273000.
PRICE £49.95,

SYSTEMS Atari ST, Amiga.
SAMPLE RATES 3-30Khz.
INPUT SOCKET 3.5mm jack.
EFFECTS Echo and reverb.
EDITING Cut and paste, fade
infout, magnify and reverse.
TGM GUIDE One of the cheaper
samplers available. The quality
of the samples is reasonably
good though not quite up to the
standard of Replay 4 or AMAS.
The software makes this an
attractive package to newcom-
ers. A good screen design helps
take away the ‘techy’ stigma
attached to sampling. It's easy
to use and definitely recom-
mended.

PRODUCT IS Digitiser
PRODUCER IS Computing, 117
Manor Lea,
Worthing, Sussex BN11 4RP
Tel: (0903) 213614,

PRICE £69.95,

SYSTEM Atari ST.

SAMPLE RATES 1-48Khz.

Boundary Road, |

LhiaL

.

The main sample edit screen from STOS Maestro.

INPUT SOCKET Phono.
EFFECTS Echo, reverb.
EDITING The usual set of cut
and paste, reverse, fade infout
and magnify commands. A vol-
ume control is provided to
increase or decrease the sam-
ple’s volume; useful when sam-
pling from a quiet source. Such
an obvious control is missed out
on many samplers.

TGM GUIDE Unlike most sam-
pler packages this one makes
more use of the keyboard rather
than the mouse — at least you
don't have to bother with
unrecognisable icons.
Cosmetically the screen presen-
tation is poor when compared to
some of the other samplers
reviewed. However, in use it's
very easy to find your way
around.

The actual samples produced
are some of the best quality
ones found on the ST.

Two complimentary packages
are available. IS Spectroscope
(£39.96) is useful for analysing
sample data while the IS MIDI
Sample Player (£24.95) is a
sequencing package to get your
samples working in conjunction
with other MIDI equipment.

PRODUCT STOS Maestro

PRODUCER Mandarin
Software, Europa House,
Adlington  Park, Macclesfield

SK10 4NP. Tel: (0625) 878888,
PRICE £69.95 with sampling
cartridge, £29.95 without.
SYSTEM Atari ST. The Maestro
Plus is designed for use with
Mandarin's games creation
package, STOS BASIC (though
it can be used without it). Since
the software is being converted
to the Amiga expect to see
Amiga hardware too. Next year
for that, though.

SAMPLE RATES 5-32Khz.
INPUT SOCKET Phono.
EFFECTS Echo and reverb,
EDITING Cut and paste, fade
infout, mix (allows you to mix
two  samples into one),
amplify/soften, reverse.

TGM GUIDE STOS Maestro is a

very well put together package.
The guality of samples is good
(you get a free disk with over 50
ready made samples — there's
also a STOS user club with a
large sample library), it's easy to
use, the manual is well-written
and it's compatible with
ProSound and Replay files.

Also included in the package
is a drum program that allows
you to design your own drum
palterns. Howewver, this sam-
pler's raison detre is STOS
BASIC. The manual details all
the procedures necessary to get

the samples working within your |

STOS programs.

PRODUCT Replay 4
PRODUCER Microdeal, PO Box
68, St Austell, Cornwall PL25
4YB. Tel: (0726) 68020.

PRICE £79.95.

SYSTEM Atari ST.

SAMPLE RATES 5-50Khz.
INPUT SOCKET Phono.
EFFECTS Echo, reverb, distor-
tion and reverb-up (this adds
reverb and alters the pitch of the
sample) available using a sepa-
rate program on the Replay disk.
EDITING Cut and paste, fade
infout, magnify, mix and reverse.
TGM GUIDE The Replay range

of samplers have been around |

for guite a while now and are
always undergoing continuous
improvement. In fact, Microdeal
will shortly be releasing Replay
Protessional as their top of the
range sampler — a full review
as soon as it becomes available.

As to Replay 4, it's currently
the best sampler available for
the ST. The quality of the sam-
ples is about as good as you're
going to get on an 8-bit sampler,
while the software is very simple
to use,

MIDI options allow you play a
sample from a MIDI keyboard,
you can even assign up to ten
different samples to respond to
different keys. Finally, a drum
machine program is now bun-
dled with the package which can
be used with your samples as a
psuedo-mini-sequencer. |
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PRODUCT Quartet
PRODUCER Microdeal, PO Box
68, St Austell, Comwall PL25
4YB. Tel: (0726) 68020.

PRICE £49.95.

SYSTEM Atari ST.

TGM GUIDE: Not strictly speak-
ing a sampler but a sample play-
er. Quartet allows you to import
samples from other samplers,
including the Replay range, and
write your own music using tra-
ditional music notation. There
are four staves to write music on
and you can only play four sam-
ples at a time but by quickly
switching between samples you
can make a piece of music
sound quite complex. It's remi-
niscent of Sonix on the Amiga
but a lot more sophisticated
offering bar loops and slides.
You can input music from a MIDI
keyboard but as the program
automatically quantises your
performance to the nearest qua-
ver fast trills are definitely out. If
you own an ST sampler or have
access to someone's sample
library this is a good buy. Mot

| only do you get Quartet but a

| the

program called Digital which
provides some pretty useful
sample editing commands, like
an excellent loop option.
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Up to four samples can be played at a time either in mono or

stereo on Future Sound.

PRODUCT Future Sound
PRODUCER Applied Visions,
Jersey Supreme Works, 538-
546 Whippendell Road,
Watford, Herts WD1 1QN. Tel:
(0923) 818078.

PRICE £79.99,

SYSTEM Amiga.

SAMPLE RATES 5-42Khz.
INPUT SOCKET Twin phonos
and 3.5mm jack socket.
EFFECTS None.

EDITING Cut and paste,
reverse, mix, zero sound (adds
a totally silent section to any
part of the sample) and scale
sound (lets you boost or
decrease the volume of any part
of the sample).

TGM GUIDE A good stereo
sampler which is easy to use
The only real drawback is that it
is slightly overpriced in view of
lack of any bundled
sequencing software or MIDI

'."l‘}.k-‘l!;"'“-‘iﬁ*r".-"' . i

ports. However, samples can be
saved out in the Amiga stan-
dard IFF format for inclusion in
music programs.

PRODUCT Sound Digitiser
PRODUCER Trilogic, Unit 1,
253 New Works Road, Bradford
BD12 0QP. Tel: (0274) 678062.
PRICE £37.99 stereo, £27.99
mono.

SYSTEM Amiga.

TGM GUIDE This is just the
sampling hardware there is no
software supplied. On its own, it
isn't really much use but it does
work with the ProSound, Future
Sound and Audiomaster sam-
pling software. Bearing in mind
the cost of separate sampling
software (Audiomaster costs
around £45) perhaps it could be
a bit cheaper.

PRODUCT AMAS
PRODUCER Microdeal, PO
Box 68, St Austell, Cornwall

PL25 4YB. Tel: (0726) 68020.
PRICE £69.95.

SYSTEM Amiga.

SAMPLE RATES 1-28Khz
INPUT SOCKET Twin phonos
for stereo sampling and a
3.5mm jack socket,
EFFECTS Bounce —
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can be panned across from left
to right channels.

EDITING Cut and paste, fade
infout, volume control, mix and
reverse. Also, shrink option
allows you to compress a sam-
ple so that it takes up less
memory, it produces better
results than sampling at a lower
rate.

TGM GUIDE AMAS is another
great sampler created by the

same designers of Replay 4 on | |

the ST. The quality of the sam- |
ples is great but what makes
this sampler a much more
attractive buy than other Amiga
samplers are the built-in MIDI
In, Out and Thru ports.
MNormally a MIDI interface alone
will cost around £30

PRODUCT Armadeus
PRODUCER Clares Micro |
Supplies, 98 Middlewich Road, |

A screen from AMAS, one of the best value for money sam-
plers available for the Amiga.

Rudheath, Morthwich, Cheshire
Cwa 7DA. Tel: (0606) 48511.
PRICE: £149.95 sampler board,
£79.95 Armadeus software.
SYSTEM Archimedes.
SAMPLE RATES 4-76Khz.
INPUT SOCKET 9mm
socket and phono.
EFFECTS Echo.

EDITING Cut and paste, mix,
magnify, reverse, fade infout,
and scale up/down volume.
TGM GUIDE An excellent prod-
uct. It's the only home computer
sampler we found that allows
you to do proper looping. When
a loop option is normally includ-
ed on these types of samplers it
repeats the whole sample.
Armadeus allows you to repeat
any section of a sample and

jack

GLOSSARY

PRODUCER Who to contact.
SYSTEMS Computers avall-
able for.
SAMPLE RATES Range of
sample quality.
INPUT SOCKET A phono plug
is the most common input
socket but some samplers do
use 3.5mm or 9mm jack plugs.
Once you've bought your sam-
pler, a trip to the local electrical
store may be in order to stock
up on the wvarious types of
| audio leads and plug adapters
| necessary to connect different
sound sources to the sampler.
| EFFECTS Most samplers
allow you alter the overall
sound of your sample dramati-
| cally by adding some sort of
| sound effect such as an echo

\
:
%

| record sounds just before and
after it. These can be erased
using mark and cut com-
mands. Alternatively you can
paste a block to reorder the

therefore create long, sstained
samples without any gaps in
them. With the high screen res-
olution of the Archie, Armadeus
gives you a really detailed pic-
ture of the recorded wave form
which is absolutely terrific for
editing. MIDI options allow you
create keyboard splits on your
MIDI keyboard but you will
have to buy Acorn's MIDI inter-
face to take advantage of these
options. The Armadeus soft-
ware also works with a variety
of other Archimedes sample
boards and is even capable of
porting samples across from
the ST. If you've got an
Archimedes buy it.

Yet another good reason to
buy the Archimedes.

contents of the sample. For
instance to create a Max
Headroom style stutter you
mark the bit you want to stutter,
then copy it many times before
the rest of the sample. The cut

583
géa

ple quality. Many are compati-
ble with each other.
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If the PC has one claim to fame
it's the amazing knack it has of
producing absoclutely abysmal
sound. None too surprising, as
when IBM introduced the PC
they never envisaged it as a
computer to play games on. Of
course, the PC is capable of
simple digitised effects but
they tend to take a wodge of
memory and are still fairly poor
quality.

However, thankfully, the PC
is totally modular Need an
extra feature? Insert a rele-
vant, feature-packed card into
the back of your PC and you're

ADLIB

Electrone £149.95

Next up the scale is the AdLib
card. This half-height card has
11 polyphonic voices and uses
sounds based on FM synthesis.
You have a choice of 145
sounds, played as either six
melody and five percussion or
nine melody and two percus-
sion. The AdLib card comes
with a large stereo headphone
socket which doubles as a
speaker output (with adapter),
in-built amplifier and wvolume
control. Such built-in facilities
are worth quite a bit,

When bought, the card
comes complete with lots of
software and manuals, We first
reviewed the PC AdLib card
back in Issue 23 of TGM, so
take a look at that month's mag
for more information.

The AdLib is the best sup-
ported card of the three
reviewed here. I counted 51
companies who are now com-

e R

When IBM conceived te PC, it was never mean to be used as a games
machine. PCs are for stuffy businessmen, right? Wrong, as amy TEM reader
Will know. Around 50% of games are now developed on PCs. It's got great VEA
graphics, it's faster than an ST or Amiga, but it has one problem — sound, PG
sound is only rivalled for te Beans in 3 Tin award by the Spectrum — il
now. Paul Rigby looks at three top Sound cards for PCS and compatibles. Sound
cards thal would send ST and Amiga chips reaching for the mute button

away. It is via this route that |
aural accompaniment to PC
processing is being revolu-
tionised by the PC sound card!
There are many sound cards on
the market — honestly — trou-

mitted to supporting the card
— and that didn't even include
any from the UK! The AdLib
certainly has the most support
for software currently available.

Sound quality is very good.
Both top- and mid-ranges are
good, but slightly less impres-
sive than the Games Blaster.
However, the bass compen-
sates for this. It is well defined,
producing a credible range of
percussion effects, including
deep bass sounds. The overall
sound production is an
improvement over the Games
Blaster, being far more bal-
anced in all departments.

MicroProse have recently
decided to concentrate on the
AdLib. In fact they have
become so taken with the
beast that there are possibili-
ties of them taking a more
active interest in the AdLib.
Watch this space.

CONTACT: Electrone,

Haywood House, High Street,
Pinner, Middlesex HAS GQA.
Tel: (01) 4292433.

ble is they are all sold exchu-
sively in America. Until now
that is. Recently, there has
been a tremendous upsurge in
sound card activity, from hard-
ware and software companies
alike, on both sides of the
Atlantic. In fact, activity has
reached a point where TGM
says to all PC owners: YOU
NEED A SOUND CARD! They
can be ignored no longer.

I have taken a good lock at
all of the cards available and,
for a variety of reasons, have
selected three for review. More
of which later. But for now
here's a guick résumé of the
cards that did not quite make

R S S R

GAMES
BLASTER

Creative Labs/DLL £137.95

Filling the ‘budget’ slot is the
Games Blaster from Creative
Labs (distributed by DLL in the
UK). The half-height Blaster
card has a total of 12 polyphon-
ic voices. Sterec sound effects
can be taken from a preset
batch of 32 instruments (each
stereo channel can pan left or
right). As well as a built-in
amplifier you have speaker
sockets, volume control and a
3.5mm headphone socket. You
also receive a music program
and a free copy of Silpheed
from Sierra, a rather nifty
shoot-'em-up.

As the card is new, support
at the moment iz low,
However, software houses that
are already pledging future
support include:; Sierra,
Lucasfilm, Mindscape,
Electronic Arts, Cinemaware,
Accolade, Origin, Activision
and Omnitrend. Many UK com-
panies are also taking an inter-
est. At the moment only
Omnitrend's Universe 3 and
one or two Sierra titles support
the card. However, there are
four drivers. supplied which
can be loaded into King's

= —

Breaking the s;

it. I mention them if only for
you to be able to recognise and
avoid.

The first rejection is the
Covox Sound Master PC. This
card is based on the AY8930
chip; similar to the chip found
in 8Ts. It also has an 8-bit
direct memory access digitiser,
sterec amplifier and two Atari-
type joystick ports, In addition,
you receive two 2.25-inch mini-
speakers. This all sounds very
impressive, except for two
things. The joystick ports are
ugeless as they are non-stan-
dard (for PCs that is) and sup-
port is very poor. Only one
game that I know of (688
Attack Sub from Electronic
Arts) has any support for it at
all — and then only minimal. In
addition, there are few compa-
nies looking at it for future
support.

Next on the scrap heap
comes the Innovation SSI2001
Sound Board. This card is
based on Commodore's HMOS
6851 — yes, the good ol SID

Quest IV, Leisure Suit Larry II,

Police Quest I and Space
Quest III.
Overall sound quality is

good. The midrange and
upper treble areas are well
defined. However, the lower
bass reproduction is not so
good, with deeper bass even
poorer. I am not too sure if this
is a deficiency of the card or
just inexperienced program-
ming — only time will tell.

CONTACT: DLL, 5 5t John's
Road, Sandown, Isle of Wight.
Tel: (0983) 405665.

GAME
JASTER
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sund barrie

| support may dwindle. In all, a

chip. A three-voice synthesiser |
with sound effects. The sup- |
port that is

given to the
Innovation is limited.
MicroProse have produced
some drivers for the card,

although they're limited, and
due to present developments

bit of a duffer on the support
front and a product of yester-
day's technology.

Then there is the new sound
card from IBM. Very nice, but
vastly overpriced for its capa-
bilities, and with minimal sup-
port from Sierra. I have also
heard of Sierra giving some
support to a Casio sound mod-
ule — forget it, you can achieve
superior sound capabilities and
better support from one of my
big three.

Right, now the debris has
been swept aside, the follow-
ing three boards can be chosen
with confidence as they are all |
recommended. Each falls neat-
ly into a price bracket with a
relative quality in sound capa-
bility. Most importantly, how-
ever, each card can be easily
obtained in this country and, if
it doesn't already have good
software support, it soon will
have.

Hopefully, we will see a
gradual reduction in prices as
sound card availability and
support increases in the UK
The software houses in the
States already give good sup-
port to sound cards, it is only a
matter of time before UK PC
coverage as a whole follows
suit. For example, I know that
Populous will support various
cards and that the Bitmap

LAPC-1

Roland £379.00

Make way for the Rolls-Royce
of sound cards, the Roland
LAPC-1. The LAPC-1 is basi-
cally a CM-32L sound module
in card form, so it produces a
similar quality sound to the
Roland D-series of synthesis-
ars. It is a full-length card, has
a 3.5mm headphone socket
(which runs off a fixed volume
that can be software con-
trolled), speaker sockets (you
will need an external amp) and
a (very useful) in-built MIDI
interface, As Roland produce
the industry standard — and
very expensive — PC MIDI
interface this is quite an addi-
tion.

The LAPC-1, which uses
Roland’'s own LA synthesis
sounds, is a multi-timbral unit
with the ability to produce
eight different instruments at
once. It has 32 polyphonic
voices, 128 preset sounds, 32
percussion sounds and a wide
range of effects (thunder, laser-
gun, door, etc). Complicated
sterec-imaging can be devel-
oped too,

Support at the moment is

fairly limited, although Sierra
(again) are giving it compre-
hensive support. Roland say
we should see all of the major
US software houses (Electronic
Arts, Activision, etc) writing
for it in the next couple of

months as the LAPC-1 is
already ‘taking off’ over there.
Roland also mentioned that
they are in the middle of talk-
ing to many UE companies;
Ocean and Psygnosis were
two names that cropped up.

As for the sound quality? Well,

it really is jaw-dropping stuff.
I've never heard such high
guality sounds from a comput-
er game in all my life. Loading
up Space Quest [II and playing
it through the Roland was an
experience that left me
speechless. The price is high
as you might expect, but for
such quality it's a gift.

CONTACT: Roland (UK), West
Cross Centre, Brentford,
Middlesex, TW8 9EZ. Tel: {01)
5684578,

Brothers are very interested in
the Roland card. Imagine,
Xenon 2 in glorious, 256-colour
VGA with the Roland card
blasting away. It wouldn't be
comparable to an arcade wver-
sion — it would be better!

I believe we have seen the
maturing of the PC sound card,

SMART CARDS

! Imagitec are currently writing
the AdLib driver for
MicroProse's Weird Dreams
PC conversion. The only other

| examples of AdLib music that
Imagitec had heard emanated

| from the Sierra adventures.

However, according to Lee

Gamet of Imagitec: ‘T don't

think they [Sierra] use it to its

full capabilities. As support a

variety of sound boards, they

use common data for the

AdLib, Roland and so on. So

they are not writing for the

specific qualities of each
board. That's what it sounds
like. The AdLib has not been
pushed yet.'

The one drawback with
both the Games Blaster and

AdLib is the lack of good sam-
pled sound effects (the Roland
has them in abundanca).
However, I do know that the
AdLib can digitise speech.
MicroProse's F-15 Strike Eagle
IT has speech synthesis which

enough’. So, for comparison
purposes with other comput-
ers, the Games Blaster and
AdLib boards produce ‘com-
puter music’ comparable to
the Amiga (in some areas

with the above three products,
to a point where they can no
longer be ignored by PC
games players and, in particu-
lar, computer magazines.
Which is why from next month
whenever [ look at a PC ver-
sion of a game in the
Adventure/RPG/Strategy  col-

superior), they are a big
improvement over the ST, but
both cards have problems
with sampled sound. As for
the Roland? Well, it makes
many arcade machines sound
a bit tinny!

However, an interesting
development is on the horizon.
A card which can emulate
both the 12 voices of the
Games Blaster and the 11
voices of the AdLib and has
full capabilities for sampled
sound. Coming for around
£200 it will be distributed by
DLL, the Games Blaster dis-
tributors in the UK. Known in
the States as The Killer Kard, it
will probably be renamed the
Sound Blaster for the UK. It
should arrive with a full set of
digitised sounds and special
effects as well as 23 synthe-

umn, I will report on any
sound card support it has and
how it performs. In addition, I
will keep you fully abreast of
the PC sound market. No other
computer journal offers such
support, so PC owners make a
regular date with TGM!

h—

TGM TX 026:1-90 53




e

READERPAGE

There's no Star Letter this month. This is due

to the simple fact that none of the letters were
quite up to scratch. So let's all make a concert-
ed effort to improve them next month. (Less of

the computer vs

computer/sexism/violence/where's the Konix
crap. Something a bit more original perhaps?)
After those Thank You letters you'll be writing
on Boxing Day, you'll be glad to let loose with
some truthful observations of what's going on
around you. Why not tell us about ‘classic
cock-ups’ you received for Christmas — like
the wrong format of computer software or
Powerdrome instead of Power Drift. Write to
TGM with all your festive cheer at:
Readerpage, TGM, PO Box 10, Ludlow,
Shropshire SY8 1DB. And remember, there's
a humungous £50 pounds worth of software to
be won every month. Just think what that

could buy you...

Pirated
software
is better

Dear TGM

I find it sad to think that pirat-
ed software is often better
quality than bought software.
While it is all the same soft-
ware, pirated stuff often has
cheat modes which can add a
lot to a game. Even worse,
there is nothing to stop a man-

ufacturer putting the same sort |

of thing in

A few examples of games in
which the cheat modes have
saved me from wanting to
lynch the author would be
Amiga versions of Virus, Blood
Money, Super Hang-On as well
as many others. The problem is
that some of these games are
too hard, at least for a person
of my limited zapping abilities.

Options rather than cheats
would be a good idea.
Interceptor has a free-flight
mode, why couldn't Test Drive
II have an option to have no
other cars on the road?

One of the main advantages
of computer games is that you
can play them whenever you
like, without the hassle of
geing to the local arcade. Why

not play it HOW you like as
well as whenever you like? The
idea is not to be ideologically
pure and not cheat, but to
enjoy the game and relax,
Thomas Farmer, Wellington,
NEW ZEALAND.

There's no way that TGM can
condone piracy under any cir-
cumstances. It's killing the
industry, and as such is bad for
anyone interested in games at
all ends of the spectrum. This
includes the buyer. Why do
you think 16-bit software is so
expensive — companies aren't
going to lose money second
time around.

As regards customising soft-
ware, there's two things to
consider. 1) It's okay if you've
bought the original product in
the first place. Just like a car
has spoilers added to it or a
sunroof fitted, 2) Once the new
version is given to someone
else, thus creating another
copy from the original, it is

| pirated! If you want a version

like someone else’s then go buy
Yyour own original and get
somebody to customise it for
you. Even better, learn
machine code and write your
own game. That way you can
blame no-one but yourself.
However, it's an interesting
fact that most 16-bit games
now have a built-in cheat, It's
just a case of waiting a month

or so for it to appear in a mag-
azine. Most programmers put
cheats in to help playtesting.
It’s not a case of software
houses banning such things.
(Usually they have very little
idea at all what's really in the
game.) 16-bit games are slowly
getting nearer consoles, where
all games have cheats — if
only we could understand the
Japanese sense of humour!

Get rich
quick

Dear TGM

I've found a brilliant way of
making a living! In fact I've
found twol

WAY ONE (The Hard Way)

1) Become a programming
genius. (This may take a bhit of
time and effort, but persevere.)

2) Write a game.

3) Make squillions.

4) Live it up.

5) Die. (Optional if you're a
god from Populous, as many
people writing to Readerpage
seem to be.)

WAY TWO (The Easy Way)

1) Start a software house,

2) Transform a brilliant coin-
op into a totally naff game.

3) Hype ad infinitum.

4) See point 3) of Way One to
end. ..

I was just about to patent
Way Two when I discovered
that US Gold had already used
it for OUT RUN! Bother!

Oh, and | noticed a nasty
mistake in one of your early
issues. At the top of the Mercy
Dash cartoon the word Humour
was written — for no apparent
reason. Nasty error, that.

Now onto the subject of ‘My
computer's better than yours'.
I'm sick of it. Myself, 've got a
Casio calculator and that
blows the Commoblocky and
the Spectrouble out of the
water. Why aren't more games
released for this brilliant
machine? Its graphic and
sound potential's out of this
world! And don't say it's too
old, just think how many are
still being sold! Please increase
coverage or | might be forced
to upgrade to a turnip.

Confirmation! There IS a
Casio virus. It's called Chicken
Pox. I think | picked it up in a
bucket from a Public Domain
hamburger. Is dipping your cal-
culator in a bucket of creosote
a possible cure? Can any other
Casio users out there help me?
The Mutant Ninja

Dear Sir
I bring the latest news (or
rumours at least!) from the
States, a land where consoles
rule unchallenged. Although
the hand-held mimics are
now selling well and the
desk-consoles are still dictat-
ing the course of life for nearly
20 million American yuppie
maniacs. Prototypes of the
keyboardless STE (note the E)
and the Commodore Nephew
(basically an Amiga 500, but
otherwise same as the Atari
with a different cart/disk for-
mat) are due for presentation
real soon now and so is the
successor to the PC Engine
(the originally named PS
Engine). It's rumoured to
have graphical capabilities
similar to the Parsec!

The Mega Drive and
Famicom are also selling like
hot cakes and there are about

New USA correspondent

300 titles available per

machine (long live NTSC!).
Maybe the Multi System is
the hot stuff in the UK but just
wait and see the PS Engine's
fully tilting home cabinet with
12 stereo sound channels, 2 3-
D holographic displays (1111),
three megabytes of V-RAM
memory and working joy-
gloves!! (But it costs an equiv-
alent of nearly £600.) By the
way, the games (including
Operation Whirlwind — Wolf
Part 3!!!) come on a laser disk
and cost about £50 each. The
unit itself will sell for about
350/400 more (meaning a 1000
pounds home arcade hall),

The official launch is some-
time in early 1980 — can't
wait to see it!

Ah. Another correspondent
on the East Coast. Just what
TGM needs. ‘
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BakedBeanSandwich,
Poynton, Cheshire.

What's this? Another Casio
calculator user. Perhaps sup-
port is growing faster than we
thought (particularly in

| Cheshire...). It's obviously a
machine to keep an eye on. All
you need now's a game and
you'll have taken over the MSX
market share.

Ag for the Get Rich Quick
idea, we don't think US Gold
are the only ones to have tried
it.

Kick Off
‘ruined my
life

Dear TGM
Hi to all you Commie people
out there in readerland!!

Here's some odd little facts
about Kick Off for all you
Commodore 64 users.,

On entering the League
Competition, you start off with
flair and skill, you take on
seven other teams. You win
some, draw some and disap-
pointingly lose some. But then
on game 15 you find you're in
| the lead by one point, with
Italy closing in fast and only
one game to go — you must
win the last match.

You win your match and find

Protect
ninjas...

Dear TGM

Right! I'm a stonkin' 'ard
mega ninja from Cheshire. I'm
50 hard | haven't just got a
black belt with 2nd Dan, ['ve
got a pyschedelic rainbow
belt with two Andrews and
three Michaels. So there. I've
got some moans about com-
puter games...

1) Us ninjas are sick of
being portrayed as crudely
animated, crummy little
sprites. Let's see some decent
ninjas doing some REAL
Double Side Kicks of the
Mutant Golden Ninja Gerbil.

2) We're sick of all this ‘My
computer's better than your
computer’ stuff. Personally,
I've got a Casio calculator and
its graphic and sound poten-
tial blows everything else out

of the water! Let's see some
more reviews for this brilliant,
up-and-coming games
machine, instead of all these
PC Engine no-hopers.

3) A bit of technical stuff
now. Are there any plans to
release Operation Wolf or
Chase HQ on the Philips
Microwave? Why is it that no
coin-op conversions ever
come out for it? Why is it
always games with really bor-
ing titles like Roast Lamb and
Baked Potato?

The Well ‘Ard Ninja,
Poynton, Cheshire. (Near
where Captain Blood hangs
out.)

Ha! You're sick of this ‘My
computer's better than your
computer’ stuff. There we
were, just four months ago,
thinking ‘Right that’s settled
it, the Amiga's the best’ when
along should come the STE.
Two days later, of course, we

saw the spec and dismissed it

as under-powered and over-
priced — not to mention too
later. Then a week on, we
received the Archimedes
A3000 in the office. After a
few days we were dumb-
founded — but satisfied. As
far as we're concerned, the
Archie has it. So we'll have
less of this ‘'My computer's
better..." rubbish till a new
computer comes out. Okay/

Interesting machine, the
Philips Microwave. It's sold
loads of units, has great dis-
tribution — it's in all the high
street stores —, yet it's still
not got the support of soft-
ware companies. Although an
increasing number of frozen
food manufacturers are show-
ing an interest — adapting
their products specifically for
the Philips. Anyhow, I'd pre-
fer a microwaved pizza to a
game of Pac-Man any day.
Why play the game when you
can do it for real!

out that it's not over after all.
You have to play another
match, then another and
another. STOP!! No, it goes on
and on... you have entered the
Twilight Zone,

You are in a neverending
league, you start the game as a
young boy and finish as an old,
decrepit man,

¥ou win again and again, but
still you never reach the top of
the league. And do you know
why? Nol After your testimoni-
al hundredth match, the num-

ber played goes back to zero.
Aaarrggh. And similar with
the number of points.

Eick Off is a good footie
game, but what good's a footie
game when you can never win
the league. This game could be
the death of you — it could
wipe out a nation.

Definitely not a game to play
when you hear the five minute
warning
Michael Jones, Birmingham.
PS: If you press the letter Q at
the start of the match you will

draw automatically without
even kicking the ball.

You have nothing but our sin-
cerest sympathy — aespecially
with the Commodore 64 ver-
sion. We've been playing the
Amiga version since it arrived
in the office, and have come to
the conclusion that it must be
the most bugged game of the
year. However, an the Amiga
version it only adds to the fun
of game. After all, foothall's a
funny old game...

B UNCLE MEL’S TRIVIA QUIZ &

1) What is a teraflop?
2) Who has admitted to
computer addiction on
her latest album: a)
Siouxsie, b) Kate
Bush, c) Dolly Parton?
3) Which six-inch hero
has recently become a
computer convert?

4) In which year was
the 3.5-inch disk drive

and which US movie
predicted the Three
Mile Island disaster?
6) Apart from being a
geriatric rock star,
which software house
dges Meil Young inhab-
it?

7) What's unusual
about the rubbish bins
on Wrexham town cen-

9) In Egghead’s Robat,
a computerised robot
duplicate is made of a
human. Who played
both parts: a) Linda
Lovelace, b) Mel
Gibson, ¢) Keith
Chegwin?

10) What does
Mitsubishi translate
as?

children's games con-
sole: a) 1965, b) 1888,
c) 16157

13) What's the differ-
ence between extract-
ing a fossil and Jeff
Minter?

14) In which
Dragonware adventure
does Ham Burger
star?

16) Please give the
answer to the following
little sum, 1989 minus
two million equals...
17) What scrambled
titles are in these
unsavoury lavatories:
Loo Sup Up, Shyter's
Pmpsq. Slang Digs Hot
&

18) What is unrealistic

launched, and by tre? 11) Name at least four | 15) Name the disc about the two world
whom? 8) Why are Level 9 software houses jockey and the Olympic | championship con-
5) Which Russian sci-fi | quitting adventures, named after wildlife. athlete recently exploit- | tenders featured on the
movie predicted the and why are Psygnosis | 12) When was solar ed in Commodore pro- | cover of Goliath's
legacy of Chernobyl, quitting 16-bit? power first used for motions. Boxing Manager?
ANSWERS 4) 1982, by Sony. 8) Lack of profit due to Firebird, Llamasoft, 15) David Jensen,

5) Stalker, The China disinterest and piracy. Rainbird, Red Rat, Tessa Sanderson.
1) One million million Syndrome. 9) Keith Chegwin. Sandpiper. 16) Activision.
instructions per second, | 6) Imagitec. 10) The formal group- 12) 1615. 17) Populous,
or any game for the 7) They are comput- ing of three water 13) One’s mined out of Hypersports, Ghost 'n’
MSX. erised, solar-powered chestnuts together in its stone, the other’s, Goblins.
2) Kate Bush. and feature a voice one place. aah, zarjaz man. 18) They're white.
3) Sooty. chip! 11) Bug-Byte, Eidersoft, | 14) Ooze.

h_—__ .
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Hoie -One Miniature Golf combines digitized sound,
quality g mphm and superior playability with realistic ball play to
give you the best miniature golf game made!

Utilizing the mouse (point and click) interface, DigiFek
':mt['.‘.arthu created a game that will n.h.i“c'nﬁe: adults y etisso \me]e
to play that children can play as easily as adults from the very first
game. This game supports up to 4 players making it one of the few
games that the entire family really can enjoy tunmhu

Amiga versions shown her

72 Holes in
4 courses!

Hole-In-One Miniature Golf is 144 Holes of pure fun in 8
separate courses that give you classic miniature golf as well as
]1[F ous fantasy holes, The digitized sounds of the crowd, the ball,
and special effects all add to the fun and realism.

Another ruuluuumn game from the company that brought
you Vampire’s El‘l'lpllf Amegas and Hollywood Poker —-

DigiTek Software! :
£24.95

Digilek
Software

Brooklands, New Road,
St Ives, Huntingdon,
Cambridgeshire PE17 4BG
Telephone: (0480) 496497,

ax: (0480) 495605

F P e




maybe a can of Lemon Tango or
some new ski pioves (hint, hint).
We're getling very festive in the

Here's the third and final
installment of tips for System
3's romp in the jungle.

Collect the small, gold
nuggets found on the start
screens (there are seven all
together). Before collecting the
nugget from the water, use the
slingshot to kil the dinosaur.
Enter the cave in the side of the
mountain and move right till you
reach the temple entrance. Now
punch the monkey with the
nuggets and it should move
back.

Hit the statue in the temple to
collect the water. Then kick the
door on the insect screen to
release a spider. After the
insects have disappeared, col-
lect the icon from the floor of
the room.

MNow, collect the icon from the
room with the large plant in it
(beware, you cannot kill the
plantl). Then collect the ham-

mer, chisel and plank from the
next room. Use the hammer and
chisel and hit the altar in the
room with the mummy and the
lid should open to reveal a
brown icon. Collect this icon and
enter the room with the empty
table. Experiment placing the
icons in different orders on the
table. When you've found the
correct order, a door will open
into the final screens. Place the
plank across the chasm. Walk
across the plank into the final
set of screens (the Elephant's

Mike
Tyson’s
Punch
Out

(Nintendo)

M O'Toole, London.

Enter code 007 353 5963 to
jump straight to the fight with
big Mike himself.

Galaga
88

(PC Engine)

Stephen

Wycombe,
If the game is getting too easy
for you, push up and press

Bascombe,  High

Graveyard is only a stone's
throw away now!). Place the
gold nuggets on the scales to
stop them moving, which in turn
opens the final door. Go through
this door to complete the game.
There is a cheat mode which
works on all levels. Move to the
bottomn right-hand corner of the
first screen on each level. Then
put the joystick in port one and
press fire. You will now be
transported to the last screen of
the level with all objects held.

the RUN button when on the
title screen. You will be pre-
sented with a much harder

game.

e P R BT S i)
Trojan
(Nintendo)
Derek Wong, Surrey.
UNDERGROUND ROOMS
Level 1, Part 1: There are
three mice hidden on the wall at
the top-left comer — 3000
points.

Level 1, Part 2: A powerup is
hidden on the wall to the right-
hand side.

LEVEL MONSTERS

Level 1, Part 1: Run straight to
the Hatchet Brother on the right
and kill him. Then jump towards
the next Hatchet Brother till you
are close enough to kill him,

Level 1, Part 2: Use the shield
as protection against Iron Arms’
arms. Hit him when he is close
enough, then put the shield back
on immediately, run back and

wait for another chance to hit
him.

Level 2, Part 1. When
Armadillon rolls towards you,
jump and wait for him to stand
up. Then use the shield to
deflect any fire and hit him once.
Now go backwards and repeat
the process till he's dead.

Level 3, Part 1: Edge towards
Muscleman and hit him with the
tip of your sword then retreat
immediately to avoid any retalia-
tion. Repeat this until he's dead.

Level 3, Part 2: A really nasty
level. You have to fight a Trojan
with exactly the same weapons
as you. So use a mixture of
technigues learned on the previ-
ous levels. Once you've killed
him you've only got another four
levels to wade through.

Operation
Wolf

(Amiga)

Someone who signs themself
simply as Vark sent in the fol-
lowing listing which will equip
you with 20 ammunition maga-
zines and 20 grenades. First,
turn off your Amiga for ten
seconds then turn it back on.
Load Amiga Workbench, then
AmigaBASIC. Now type in the
listing and save it to disk for
future use. Then run the pro-
gram and follow the onscreen
instructions.

10 REM OPERATION WOLF
CHEAT

20 CHECK=0

30 CHEAT=520192&

40 FOR N=CHEAT TO
5203148 STEP 2

50 READ A£

60 A=VAL ("&H"+AS)

70 CHECK=CHECK+A

80 POKEW N,A

90 NEXT N

100 IF CHECK <> 5737364
THEN PRINT “ERROR IN
DATA!": END

110 CALL CHEAT

120 PRINT: PRINT “PLEASE
INSERT OPERATION WOLF
DISK 1 IN DFQ:"

130 PRINT: PRINT “NOW

RESET YOUR AMIGA AND
OPERATION WOLF"

140 PRINT: PRINT “WILL
NOW LOAD WITH CHEAT
OPERATING!"
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Battlehawks 1942

(All formats)

SN Hardy from Sheffield has
eamed himself £50 of free soft-
ware and a TGM T-shirt for this
comprehensive playing guide
to the excellent Battlehawks
1942,

1) The promotions awarded
during the game for successful
completion of a mission are
cadet (America only), Ensign,
Lieutenant Junior (Japan only),
Lieutenant, Lieutenant
Commander and Commander.
Japanese pilots are more likely
to be promoted than the
Americans.

2) Learn to fly the planes of
both sides effectively before
embarking on any missions.
Japanese planes are armed
with a 20mm cannon and are
very manceuvrable. However,
their armour is weaker than the
American planes.

3) Bombers are difficult to
destroy because they fly in
tight formations. Attacking from
the side leaves them vulnera-
ble but this is not always possi-
ble. One good tactic is to fly
behind and slightly below the |
enemy plane. if you are posi-
tioned correctly the enemy
plane’s rear gun will not be
able to revolve low enough to
fire back and you can destroy
the enemy at will. The down-
side of using this tactic is that

some planes fly very low and

150 END
160 DATA 41FA, 001E, 227C,
0007, FF50, 303C, 0019, 22D8
170 DATA 51CB, FFFC,
23FC, 0007, FF50, 0000, 0068,
4E75 ,
180 DATA 48E7, CO06, 4BFA,
0022, 2D4D, 002E, 4BEE, 0022
190 DATA 7016, D25D, 51C8,
FFFC, 4641, 3D41, 0052, 4CDF
200 DATA 8003, 4E73, 4E71,
4ET71, 48E7, 0006, 2C79, 0000
210 DATA 0004, 42AF, 0D02E, |
4BFA, 000E, 23CD, 0000, 0068
220 DATA 4CDF, 6000, 4E75,
33FC, 0014, 0003, 6F58, 33FC
230 DATA 0014, 0003, 6F56,
4EF9, 00FC, 0CAB

Ikari
Warriors

(Nintendo)

Alexander Swift, Loughton.

To continue the game once
you have lost all of your lives
just press buttons A and B
continuously till the game

it's difficult to get into the cor-
rect position.

4) Torpedo attacks generally
do more damage than dive
bombing. The Japanese torpe-
dos are more effective than the
American ones — a carrier will
normally sink after just three
direct hits. Try to launch a tor-
pedo as close to the target as
possible to inflict even more
damage.

5) Destroy the enemy
Combat Air Patrol before start-
ing your bombing missions.
During this time your fellow
pilots will eliminate some of the
enemy vessels. If they score
hits, all the better, because this
will boost your own chances of
promotion. They may even
complete the mission for you in
which case you should aim
your warhead at one of the
escorting destroyers. Anather
advantage is that burning ves-
sels fire less (or no) flak, so
you will have an easier time
during your attack.

6) Japanese pilots try
kamikaze suicide attacks
against allied shipping. These
are more likely to occur if: a)
the Japanese have suffered
heavy casualties early on in the
mission or b) they have missed
with their warheads.
Sometimes a Japanese pilot, if
his plane is badly damaged,
will aim at a ship before bailing
out.

(Spectrum)

Mark Saunders, London.
On the title screen type in
‘FLUFFY" and the word cheat
will appear onscreen. You will
now have infinite lives.

e e T
Pac-

'Mania

(Amiga)

Another program from the
mysterious \Vark. Use the
same procedure as the
Operation Wolf POKE to get
the program working,

10 REM PACMANIA CHEAT

20 CHECK=0

30 CHEAT=523776&

40 FOR N=CHEAT TO

vwnen
Japanese
kamikaze attack on your 16th
mission just before retirement.
Try and aim your plane at an
aircraft carrier because these
are easier to dive onto. You will
also receive more points during
a mission if several ships are
damaged.

7) If a mission is going badly,
dive towards the ocean then fly
towards any nearby ship, even
an enemy ship. They will fire
every available gun at you and
although you will have to run
the gauntlet of flak so will any
enemy aircraft that dare follow |
you. As the flak guns are very
inaccurate, there is a good
possibility that they will destroy
their own aircraft.

8) A good way ta dive quickly
is to start your descent as nor-
mal and then switch to the rear
gunner's screen. The altimeter
will now spin like crazy, many
times faster than the normal
rate. Remember to pull up
betfore hitting the sea. This tac-
tic always works when flying
level. So you can easily catch
up with distant enemy planes.
However, if you try climbing,
the plane will just stall,

playing as e

523862& STEFP 2
50 READ A%
60 A=VAL ("&H"+AS)
70 CHECK=CHECK+A

80 POKEW N.A

S0 NEXTN

100 IF CHECK <> 251583&
THEN PRINT “ERROR IN
DATA!": END

110 PRINT: PRINT “PLEASE
INSERT PACMANIA DISK IN
DFO:"

120 PRINT: PRINT “AND
PRESS A KEY": PRINT

130 K$=INKEYS$: IF K$=""
THEN 130

140 PRINT "DO YOU WANT
UNLIMITED LIVES (PRESS uj”

150 PRINT “OR............ JUST
10 LIVES (PRESS T)"

160 C3=INKEYS: IF C$ <>
“T" AND C§ <> THEN 180

170 IF  C$="T" THEN
POKEW 523846&,10

180 IF C$="U" THEN
POKEW 5238548&,7737

190 CALL CHEAT

200 DATA 2C79, 0000, 0004,
207C, OOFE, 88CD, 43F9, 0007

210 DATA FO00, 303C, 0145,
12D8, 51C8, FFFC, 22FC,
DBFC

220 DATA 0000, 22FC, 007E,
4E5D, 32BC, 4E75, 4EB9, 0007

230 DATA FO1A, 41FA, DD0A,

always try a|

Batman
— The
Movie

(Amiga)

Tony Philips, London,

Type in ‘JAMMMMM’ on the
title screen. The Batman
logo will then flip upside
indicating that the cheat
mode has been activated.
You will now have infinite
lives.

2948, 015A, 4EEC, 000C, 4DF9
240 DATA 0000, 4C00, 33FC,
0005, 0000, D220, 33FC, 5339
250 DATA DATA 0000, D34E,
4ED6, 0000

Enduro

Racer
(Sega)

J Beard, Northolt.

On the title screen, roll the
joypad clockwise then anti-
clockwise to select the start
level.

Shadow
of the
Beast

(Amiga)

R Farrington, Wirral.

Load the game as usual and
then when the Beast logo
appears hold down the joy-
stick fire button and the left
mouse button until asked to
insert disk two. When the
game has finished loading

you will have infinite lives.

We know everyone else has
printed this too, but, hey, you
don't read any other mags, do
you?

T
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Mr Heli

(Ce4)

lan and Mark Stuttard from
Manchester sent in the maps
for all three levels of Mr Heli.
If you're having problems

progressing through the first |
level you could always skip
straight to the other levels
with maximum weapons and
lives using these codes.

Level 2: CAAEIEAAAUAB-
HGADCKBX

Level 3: DAAGJH-
CAAUAEGAADCFCU

Bl
]
t

e

ASTERCED

Forgotien

(All formats

Hon Cho
Huddersfield.
ONE PLAYER MODE
General

1) When you start, earn at
least 4800 zennies and buy all
the items in the shop except the
newspaper.

2) Always get the other player
to do all the dirty work, like the
fighting. On the paramecium get

hing from

Worlds

your man behind the other play-
er so that the bullets don't hit
ou.

3) Set the other fighter to aut-
ofire but remember to switch it
off before you enter the shop.

4) Buy the multi-cannon for
the other guy.

Weapons

1) V-cannon — very useful
especially with a booster.

2) Laser — very powerful but

Space Quest 3

All formats
| Simon Maizels, Surrey.

Look at the screen then clock
| on the navigation system. Set
a course for Phleebut. Click on
light speed. Once in orbit click
on land. Now go to the back of
the ship and push button. If at
|anylimeinthadassﬂwumd
| a Scorpazoid, walk off the
screen then go back. Whatever
you do, don't go south from the
| start position because you will
| be eaten. Go east, north, north,
| east and enter the building.
| You will now be in the World of
Wonders. Select ‘show gem'
and haggle with the salesmen
'until you are offered around
| 425 buckzoids. Buy the under-
wear then leave, You will now
encounter the Terminator. Go
west and into the foot. Then
walk into the elevator and push
| up. Walk upstairs and over to
| the nearside pulley. Make sure
you are facing right. When the
Terminator is alongside the
cogs, swing the pulley. Walk to
| the Terminator's remains and
| take the belt. Now go down the
| elevator with Festor then go
south, west, south and go into
the ship. Go to the pilot's ship
and look at the screen, then
the engines. Now take off and
| look at the screen again, click
| on the navigation system and
set a course for Monolith

Burgers then switch to light
speed.

Once in Monolith Burgers,
walk west to the Astro Chicken
arcade machine. Look at the
machine and insert a bucka-
zoid. Every time you land you
get five points. Keep playing
until the game refuses to award
walk over to the employee
behind the counter and order a
fun meal. Pay the employee.
Walk to an empty cubicle and
eat your food. Now walk back
to your ship and enter through
hatch. Set course for Ortega.
Once you have landed, move
to the back of the ship and
wear underwear then push the
button. Go south, west, then
proceed carefully south across |
the rocks. Wait for the men to
leave, then walk over to the
crate and take the detonator. |
Go east, east, north up the vol-
cano, north towards the
machine, west down the steps, |
up and around to the east. Now
walk over to the ladder in the
middle of the screen and climb
up it. Walk to the rim and throw
the detonator. Climb down,
then go west, south, south, |
south, west then west again.
Walk to the anemometer and
take the pole. Go north, use |
the pole then go east then
north to the ship. Take off and
set course for Pestulon.

terribly slow.

3) Multi—directional — good
when lizards are coming at you
from all angles.

4) Armour — doesn't do
much. So if you haven't got the
zennies to spare don't buy it.

5) Booster — brilliant, buy this
for your weapon as soon as
possible.

Indiana
Jones

— The Action Game

Ben |saacs, Cardiff.

Hold down F, I, S and H keys
on the title screen then use
keys 1 to 4 to advance
through the different levels.

£50-WORTH
OF SOFTWARE
IS YOURS!

Brrrr it's getting cold. Wouldn't you like to wrap yourself
up snug and warm in a TGM T-shirt, as well as having
£50-worth of software of your choice absolutely free? All
this as well as fame eternal will be bestowed on the
sender of the best set of tips, POKEs or maps. So make
your gaming skills work for you and send in all your tips
etc to: Robin Candy’s Playing Tips, TGM, PO Box 10,
Ludlow, Shropshire SY8 1DB.
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§ Computer Adbenture World

WL SPLECIALLISE IN BRITISH & IMPORTED SOFTWARE for ST AMIGA IBM C64 DISC

ADVENTURES-FANTASY-WARGAMES-STRATEGY

OUR 2nd STORE 3¢ Kensington,Liverpool. L7 OEY
IS NOW OPENY T e 10511263 6306,

LOTS OF HARDWARE & SOFTWARE BARGAINS AVAILABLE AT BOTH STORES #4*

ALTHOUGH WE SPECIALISE IN "STRATEGY - STYLE" SOFTWARE WE STOCK JUST ABOUT EVERYTHING FOR COMPUTERS
INCLUDING: SOFT WARE: AMSTRAD CPC - APFLE I1 - ATARI ST & 8 BIT - BBC & ELECTRON - COMMODORE AMIGA & C64
IBM COMPATIBLES BOTH 5.25" & 3.5" - MSY - SPECTRUM - SEGA & ATARI VIDEO GAMES
HARDWARE: AMSTRAD PC/PCW/ CPC - AT AR1 PC/ ST - ACORN - COMMODORE PC/AMIG A/ C64 -DISEDRIVES
CITIZEN & STAR PRINTERS - PHILIPS MONITORS AND TV'S - SEGA SYSTEMS - AND MOREL!
ACCESSOR/ES: BI.ANK DISCS & BOXES - FRINTER RIBBONS & PAPER - LEADS - COVERS - STANDS - JOYSTICKS

LATZEST T/TLES: INCLUDING IMPORTS FROM THE USA:

THE MAGIC CANDLE ... LARGE SCALE "ULTIMA STYLE' GRAPHIC PARTY RPG:DETAILED WORLD ... AM/IBM/C64 ... £32-50
POOLS OF RADIANCE _ GREAT FANTASY RPG:COMPILETE WITH SSI/TSR'S MAPPED HINT BOOK .. ST/IAM/IBM/C64 .. £29-50
ULTIMA V _ AT LAST'THE BIGGEST & BEST YET:COMPLETE WITH ORIGINS DETAILED HINT BOOK .. ST/AM/IBM ... £29-50

INIVERSE 11l ._. OMNITREND'S LARGE 'GRAHIC QUEST RPG":ANIMATED COMBAT:ZOOM FEATURE .. AM/ST/IBM ... £32-50
STAR COMMAND ... LOTS OF DETAIL IN THIS LARGE "SPACE RPG":MINI-QUESTS & TACTICAL COMBAT .. ST/IBM __.. £27-00
MIGHT & MAGIC Il _. HUGE FANTASY GRAPHIC PARTY RPG:DETAILED WORLD:MANY QUESTS ._ IBM/C64/APPLE .. £39-95

PROPHECY ... GRAPHIC RPG:78 CHAR ACTERS-60 WEAPONS-7 DUNGEON LEVELS-GREAT ‘MAGIC™ ... IBM SO FAR ... £32-50
SWORD OF ARAGON ... FANTASY STR ATEGY WARGAME:-EXPAND YOUR KINGDOM-DEVELOPE COMMERCE AND
AGRICULTURE-PAY TROOPS-EVEN NAME YOUR UNITS!-TACTICAL COMBAT .. IBM SO FAR . £27-00
OMEGA ... DESIGN,IMPROVE 2 OPERATE THE ULTIMATE ‘CYBERTANK'-VERY HIGHLY DETAILED .. AM/IBM/APP .. £37-50
FIRE BRIGADE _. DETAILED GR APHIC ARMORED COMBAT AT KIEV IN WWII-ST DUE SOON-NOW FOR IBM/AM ... £27-00
GHENGIS KHAN .. FROMKOEI' OF JAPAN:EXCELLENT STRATEGY.RPG AND WARGAME OF ANCIENT CONQIUEST:
COMMERCE.BRIBER Y.SUBVERSION. TACTICAL COMBAT FEATURE:LOTS OF ATMOSPHERE . IBM £49-50
EMPIRE OF 3 KINGDOMS .. ANOTHER HIGHLY DETAILED GAME FROM "KOEI' OF THE UNIFICATION OF CHINA IBM £49-50
ARMADA _. DETAILED TACTICAL NAVAL COMBAT FROM AUTHOR OF "WATER LOO/ BORODINO:DUE NOW ON ST . £27-00
EMPIRE ..... ONF. OF THE BEST STRATEGIC GAMES OF GLOBAL CONQIIEST INC PRODUCTION ETC .. AM/ST/IBM ... £24-50.
STARFLEFET Il ... LARGE SCALFE DETAILED GALACTIC WARGAME:PLANETARY INVASIONS & MORE IBM S50 FAR .. £39-95
MICROLEAGUE BASEBALL Il ... "THE" TOTAL BASEBALL SIMULATION INC. MANAGEMENT & LEAGUE ... ST/IBM __._ £42-50
NFL CHALLENGE ... HIGHLY DETAILED & COMPREHENSIVE UUS FOOTBALL SIMULATION:NFL. APPROVED ... I[BM .._.. £65-00

MSFL .. COMPLETE GRAPHIC 1S FOOTRALL SIMULATION FOR IBM ____ £39-50 : DATA & TEAMS DISC FOR MSFL . £25-00
JOHN ELWAYS QUARTERBACK . GRAFHIC REAL TIME GAME WITH LOTS OF PLAYS AND ACTION ... IBM/C64 ... £29-50
PURE STATS FOOTBALL ... SPLIT SCREEN DETAILED "US" SIMULATION INCLUDING THE 86 SEASON TEAMS .. C64 .. £32-50

SUPER SUNDAY ... AVALON HILLS COMPR EHENSIVE UUS FOOTBALL SIM. FOR IBM/APPIC64 £29-50:TEAMS DISC .. £20-00
LATEST SIMULATIONS CANADA I OR ELPLAYER COMPUTER MOPDERATED BOARD WARGAMES INCL UDING MAFPS ETC-

GRAND FLEET ... 'DREADNOQUGHT CONFLICT" PRE & POST WWI IN THE ATLANTIC:INC.DIY SCENARIOS . ST/IBM _ £35-00
KREIGSMARINE __._SEQUEL TO GR AND FLEET:NAVAL CONFRONTATION IN THE ATLANTIC IN WWII ... ST/IBM ...... £35-00
NORTHERN FLEET .... MODERN NAVAL COMBAT IN THE NORTH ATLANTIC:MANY SCENARIOS & DIY ... ST/IBM .... £35-00
MBT ... ‘MAIN BATTLE TANK-MODERN DETAILED OPERATIONAL LEVEL ARMORED COMBAT IN EUROPE . ST/IBM £35-00

LATEST OFFICIAL "HINT & SOLUTION® BOOKS : MANY IMPORTED TITLES :

QUEST FOR CLUES Il 40 DETAILED & MA FPPED SOLUTIONS BOOK FROM ORIGINS INCLUDING:-

POOLS OF RADIANCE-ULTIMA V-MANHUNTER NV-STAR COMMAND TIMES OF LORE SPACE QUEST I & MORE ......£18-50
ULTIMA V.. §8-95: AZURE BONDS OF POOLS OF RADIANCE.. £7-95 EACH - KINGS QUEST LILIILOR IV ..£7-95 EACH
MANHUNTER NY ._ 5895 . SPACE QUEST I OR Il .. £7-95 EACH : POLICE QUEST IOR 11 ..£7-95: L.SUIT LARRY .. £8-95
BARDS TALE LIFOR [11..£6-95 EACH : MIGHT & MAGIC I .. £10-50 - WASTELAND .. £7-95 . MANY MORE AVAILABLE!

SEND LARGE 38p SAE FOR FREE DESCRIPTIVE CATALOG & DISCOUNT VOUCHER
THISDETAILS OUR "SPECIALIST GAMES™ & MORE : PLEASE STATE YOUR COMPUTER FORMAT WHEN ORDERING.

PAYMENT - MASTERCARD/ACCESS-VISA UK CHEQUE OR POSTAL ORDER-EUROCHEQUE-REGISTERED CASKH
POSTAGE : iN UK IS FREE - PER GAME EUROPE £2 & ELSEWHERE £5 - SENT IST. CLASS RECORDED /AIR MAJL

E Computer Adventure World

Bank Buildings, 1A Charing Cross, Birkenhead L41 6EJ
Telephone: 051-666 1132




One of the most enjoyable parts |

of PBM is meeting other play-
ers.So I've started off this issue
by giving a rundown of pubmeet-
sacross the country...

The London Pubmeet is the
largest in the country, usually
pullingover 100 players and
GMs. | attend every month and
can be spottedsigning auto-
graphs, and generally being
mobbed by the millions.it all
takes place in the Leicester
Arms off Regent's Sireet onthe
first Friday of every month.

The Horse Meet is held in
Shrewsbury on the third Friday
night ofevery month, at 8pm in
the White Horse pub (by the col-
umn). Thisevent is usually
attended by four or more keen
PBMers.

CONTACT: Rob Winrow, 1
Twyford's Way, The Chilterns,

Shrewsbury,Shropshire Sy2
5XN.

The Glasgow Pubmeet is held
on the first Friday of the

month,starting around 7:30pm.
The event takes place in the
Ailsa Bar,Glasgow Central Hotel
{in Glasgow central station).
Currentlyaround a dozen players
meet, mainly from Whitegold,
Crusade,Legacy of the Panther
and Epic.

CONTACT: Whitegold Games,
PO Box 47, Ayr, KAT 4RZ.

COMPANY PROFILE:
Camelot Games

Welsh company, Camelot
(Games started around two years
ago with  ahand-moderated
sports game. Called Rugby
League Challenge (wellthey do
come from Wales), it offers play-
ers the chance to getinvolved at
a relatively low cost (95p a turn)
in a fairlyinvolved sports game.
Since those days, Camelot have
graduallyincreased their range of
games, now offering a full five
games.All are hand-moderated

sports games, and offer excep- |

tional valuefor money.

Along with Rugby League
Challenge, Soccer Six is a PBM
version ofthe popular indoor
game, featuring player ages, rat-
ings, banks,awards, pools, cup
competitions and a full five divi-

| ofsquares.

What's all this about PBM Pubmeets? Just an excuse for a load ofover-
weight hippies to have a booze-up. Or could it possibly bethey're seriousty
talking PBM. Nah, it's a pood excuse... as JohnWoods finds out

sions. Costis 75p a turn with |

Camelot's usual free start-up.
Similarly,World Cup Manager
revolves around a larger foot-
balling arena andcosts 70p.
Other games in the Camelot
range are The Derby, a horse
racingsimulation, and Gladiator
School, where you train to be
numberone in the Roman arena!
Turns in both are 80p.
CONTACT:. Camelot Games,

Cae Ymryson, Caernarvon,
Gwynedd LL552LR.
Something

for everyone!

Sloth Enterprises are extending
their range of games with a
USimport entitled Kings and
Things. The game is played in
themythical land of Kadab, which
is split into a 12x12 grid
Each of these
squares represents a province
which can becapturéd by one of
20 players. Players begin as
minor rulers andmust aim to
become King! Starting with just
one capital squareand two
armies this is tough going.

Each army can recruit Things
to  increase their strength.
Thingsare wild and whacky crea-
tures, each with an offensive
anddefensive strength. Examples
of Things include  Killer
Penguins,and stone golems! As
you may have gathered Kings
and Things isplayed with a cer-
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tain air of humour, and together
with theinvolving tactics makes
great fun.

CONTACT: Sloth Enterprises,
PO Box 82, Southampton, SO9
7FQ.

The British PBM Association
(BPBMA) is aiming to begin a
PBMCompanies  Organisation,
with aims such as joint advertis-
ing topromate the hobby. Before
the Shefiield Convention, a
ratherturbulent  meeting
place and the BPBMA have now
set up aworking party to look at
the structure of such an organisa-
tion inmore detail.

The BPBEMA have also
announced the date for the 5th
LondonConvention. It is to be

held on Saturday March 17 1990
at the OldHorticultural Hall,
Vincent Square, London SW1.
Doors open at10am. This is likely
to be the biggest event ever in
PBM and is areal must for any-
one in the area. Virtually all the
PBM companiesare likely to
attend, as well as the annual
awards, quizzes,discussions,
seminars, demos, bars, guest
appearances, and abring and buy
auction! Tickets are £3, or £2 in
advance.

CONTACT: The BPBMA
(TGM). 55 Eden Road, London
E17 9JX.

Starmagic Il is the
release from Whitegold games.
Thegame is computer-moderat-
ed, and puts you in charge of a
spaceempire. Each turn you must
explore further regions,
trade adventure and conguest
your way across the galaxy.
There are noset victory condi-
tions to the game. You cannot
win in the sameway you might
win a game of chess. Instead,
your aims areself-determined —
perhaps you may aim to become
military Warlord Merchant Prince,
Pirate Lord, Master Diplomat,
InformationBroker, Revolutionary
— the choice is yours!

Costs to the game are quite
high, with the £6 set-up getting
youthe comprehensive 50-page

took |

latest |

rulebook and first turn. Moves |

orders, with £1.50 for an extra 50
moves.
CONTACT: Whitegold Games,
PO BOX 47, Ayr, KA7 4RZ

Yet another new space opera
is Globemaster from Time
Patterns.The company has an
impressive background, having
run Starglobefor over five years.

| thencost £2.25 for up to 50|

BM UPDATE
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Globemaster runs on a 14-day
turnaround. It puts you as leader
ofa set of colonists on a starship
exploring a new system. Firstyou
must find a habitable planet and
set up a colony, thendevelop,
defend and expand your empire
from there. Start-up feeis free,
with further turns at £1.70 {which
includes an SAE),with only other
cost being the optional SO0p
colour starmaps.Looks to be the
best value of the three new
space operas,although may
prove to have less depth.

CONTACT: Time Patterns, 97
Devonshire Road, Handsworth
Wood,Birmingham, B20 2PG.

For American Football fans,
the most successful game in
thatmarket is Gameplan. The
game offers three levels of play:
basic,advanced and introductory.
All include roster selection, team-
building, training and cover a full
season of competitive actionwith
playoffs and draft pickings.
Rules, two tumns and leagueen-
rolments cost £4.

CONTACT: Sioth Enterprises,
Freepost, Southampton SO89
1BH

Finally, a new venture set up
by Mike Richards, called the
GiGreport, is available FREE to
anyone who wants to hear about
PBMin general. Issue zero is
gight pages long and includes a
lengthyand well-written explana-
tion of PBM. For your free copy
just sendan SAE with your
request to: The Asylum, 92
Yarburgh Street,Whalley Range,
Manchester M16 7ER.

John Woods, PBM, TGM,
Ludlow, Shropshire SY8 1DB.
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LONDON PETERBOROUGH CHESHUNT
01 882 4942 0733 49696 0992 25323
FULL RANGE OF AMGIA, ST, SEGA, 64, SPECTRUM, AMSTRAD,
PC, PCW,2600, XL/XE, BBC
AMIGA ATARI ST
OB AR RALLY.....o.snsnassmmicniic: 95 | [CORBUPTION ..o 4 5.95 |
MERCENARY ...ooovooooooooo 495 | [FISH iciiiiiiiiismsmsnsensmmmsensserceseoneeeossess S5O0
DEFLERTOR. .covvciicisinnn o 295 | [PANDDRA .ooivimmmiaimmmi e 4.95
EETTDIS ................................................. 495 [VIRUS....cooooooeeeoeooeeee A OB
HO o000 5.95 | [GATCH 23 3.95
S [ T —— T R 4,95
;’ETER BEARDSLEYS .......................5.95 | 500 CC GRAND PRIX .o........... 4.95
1o BV T (-2 = 3 R 4.95
RUNNING MAN ..o 786 | | BUNDOG.....rosccomssmsmmsssimsmn i 5.95
REAL GHOSTBUSTERS ..o 8895 PR LARD . i e 6.95
ROGERRABBIT ..o 9.95| |PETER BEARDSLEYS....oovooo 6.95
| THUNDERBIRDS..........c..coooooorrrmmmmnnene. i = R - 6.95
: RUNNING MAN ...ooooooeooo 7.95
'CPC AMSTRAD | | CERTIFICATE MAKER................ 8.95
BIONIC COMMANDO ... 299¢ | |PREDATOR...ccocccciiiiiiiirnnn.......9.95
REAL GHOSTBUSTERS ...oovvvvove 9.95
COMPUTER CLASSICS.................299 C
THUNDERBIRDS ..o 11.95
ESPIONAGE ..o 299C| |1onn 9.95
FLINTSTONES..........cccovviriri0000eeenn 299 G | LD srresssesmiiininininsiisiinninisn s,
500 CC GRAND PRIX.....oovvovoeeon, 2.99C
SIDEARMS....oooo 2.99C "CG“ CASSETTES 2'9!:\;?‘;: B
GRAND PRIX SELECTION..............3.99 C | |ACE 2088 ROADWAR
PETER BEARDSLEYS ..................3.99C | |SAPTAINAMERICA L
RED OCTOBER ......cooveiieeiesn, 3.99C coLGUHOGF MAGIC sogTHEHN B§LL (TRAIN
CYBERNOID IMULATOR)
COMMAND PEHFOHMANCE .......... 4.99 C CYBERNOID Il SUPERSPORTS
THUNDERBIHDS......,.........‘..........,..5.95C DAN DOAFIE 1l SUPERSPRINT
EXOLON TRANTOR
EﬁgﬁTTEA%%E .................................... ggg g g R L obi ”
..................................... . LORD CHUCKIE EGG
GAME, SET AND MATCH ...oooovo 5.95C Eﬁiﬁ%ﬁ“& %&gﬁ“ gﬁﬁéﬂggﬂé‘mﬂm
10 MEGA GAMES ..o BIOBC | Iander Bt ENERE
THUNDERBLADE ......ooooooooeei 3.95C MARAUDER DEFLECTOR
CANTS o 5.95 C | |MASTERS OF THE INTERNATIONAL
UNIVERSE SOCCER
FERNANDEZ MUSTDIE ..o 599D 500cc GRAND PRIX JAILBREAK
REPTON 3 MONTEZUMA'S
ﬂ&ﬁﬁﬁggg”""'"""""""“‘“'"'?33B e NTEE
SPECIAL ACTION.......cc.ccoor.7.99D | | PANDORA SKY RUNNER T
THUNDERBLADE.,..................,........5.99 B |pmns STEHEION
............................. : Sdikll 28 ik
[LAST DUELSQQ Dd RAMPARTS GAME OVER II
WHERE TO BUY
EITHER AT: OR MAIL ORDER
TEBOUTE " Mbare SHOTONPARADE  LoGOSAES  TEL: 018826833
SOUTHGATE PETERBOROUGH HERTS SOUTHGATE POSTAGE & PACKING: 1-3 ITEMS
h?rgl?lr EE:A?‘?N EM8 8LF LONDOMN Ni4 75F, 4 OR MORE £1.00
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Gamer

READER CLASSIFIEDS

WANTED

Amiga urgently wanted. Will
swap Atari STFM (double drive)
and Nintendo console. Both have
games and extras. Worth £700+.
For all this | want an Amiga AS00
(no games needed). Interested?
Phone Jamie on 0902 602238,

FOR SALE

Amstrad CPC6128, colour moni-
tor, 1 year old, built-in disk drive,
£150 worth of software on cas-
sette (no cassette player), one
disk Grand Prix game and two
utility disks with two copies. Sell
for £449 ono. Contact Steven on
0429 823095,

Amstrad CPC 464, plus colour
monitor, £200 worth of computer
software including Vindicators,
Green Beret |l, includes joystick.
Worth £400, sell for £199. Phone
0827 874091 now. Must sell fast.
This is the cheapest you will get
and best value.

Atari ST, over £1000 software,

plus criginal package worth £400 |
over 50 top games. Excellent con- |

dition. All boxed as new. Only
£450, less than 1 year old. Phone
Dave 0753 72056 after &pm.
Anytime weekends.

CB4, games datasette, disk drive,
joysticks, mags, £300 ono. And
Sega Master system, 16 games,
still boxed, £200 ono. Urgent
sales, almost any price. Tel. 01
556 4716. Ask for Dan.

CPC 464 and colour stereo moni-
tor, £414 worth of games such as
Robocop, Operation Wolf, + Pro
5000 joystick and mags. Sell
for£300 or any near offers. Phone
Billericay Essex 623321. Don't
miss this!!

1 Mb Amiga 500, modulator,
£350 waorth of original software, 2
joysticks, manuals, 50 blank
disks. All boxed. £425.
Phone(02576) 2245, Will omit
extra half Meg if so desired.

FEAR!

BRITAIN'S AWARD
WINNING FANTASY,
HORROR and SCIENCE

FICTION MAGAZINE!

MORE PAGES,
MORE COLOUR!

£1.95.

Sega bargain! Console with joy-
sticks and the top games: Super
Wonderboy, R-Type, Shinobi, Out
Run and Rocky. For amazing
price of £90. Phone Stanmore
954-0729 NOW (evenings) only.
Other Sega games for sale also!

Atari 520 STFM, 1 meg internal
drive, mouse, joystick, over £500
of original software, loads of PD
software disks, 20 blank disks,
disk box. All for £300. Phone
(0608) 2605.

Atari 5205TFM, mouse, joystick,
£470 of top games software
including Populous, Speedball,
Kick off etc., also cover, joystick
extenders and loads of maga-
zines, all leads. Boxed and in per-
fegt condition only £320. Tel: 01
941 0958.

Sega system with over £550
worth of games including R-Type,
Phantasy Star and Y.S., plus 3D
glasses. Sell for £300. For details
phone 0992 466070.

C64, Excelerator + disk drive, |

datasette, GEOS, freeze frame,
over £900 of games, many on
disk including Gunship and
Stealth Fighter. Bargain at £330
ono. Contact Mark after 6.30 pm
on(0222) 731296.

PENPALS

Amiga contacts wanted: If your |

fast, and like only good stuff, then

forget the rest! Write to the best: |

Mark, 34 Berwick Crescent,
Sidcup, Kent DA15 BHR.
Remember, strictly no lamers!
Get writing now!!

Amiga contacts wanted from all
over the world to swap games,
demos, utilities. Write to Kenny,
62 Carol Cr,  Ormskirk,
Lancs.L38 1PZ - for all latest
stuff.

PC engine contacts wanted all
over the world. 100% reply. Send
to:- Noel Mitchell, 72A Trostan
Ave, Ballymena, N. Ireland
BT437BL. Hi to Allen, Mutch, Rod
and all my friends. Please send

games list.

Amiga contacts wanted: 10
swap hints, tips etc. Fast reply
guaranteed. Write to Jake
Thornton, 14 St Joseph's Tle,
Mell, Drogheda, Co. Louth, Eire
or phone (Eire) 041 35719.

Amiga contacts wanted from all
over the world. Reply guaranteed
100%. Write to: Bal, 144 Whalley
MNew Road, Blackburn, Lancs.
BB16LB or write to: Zulf, 100
Walnut Street, Blackburn, Lancs.
BB16NU, UK. (Beginners helped).

Amiga contacts wanted. 100%
same day reply. Send disks and
lists to: Chris, 105 Hammond
Drive, Darlington, County Durham
DL15 5TL.

ADVENTURE
HELPLINE

Do you play computer adventures?
Have you ever been faced with a

seemingly impossible situation?
WE CAN HELP
Our adventure rescue
team work 7 days and
7 evenings a week
and will be pleased to
answer your queries.
We offer help with
any games or any
computer - so if you
are tearing your hair
out ring this number
now!

0898 338 933

TM.E Pl 146 Hubiw Hall Ricd
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L TINTIN ON THE MOON |

Hello, Hello... This /5
Larth calling Moor
Rocket... Hello Hello....

Hello, Hello, This &5 Farth....
Calimrg Moor Rocke? ...

mfﬁt:ﬂg Ha'3 hﬂﬂ:ﬂﬂ;
fo them....

“Hello control station! Here is the moon rocket. Tintin speaking. | have just regained TINTIN
conciousness. Everything seems OK, we are now taking over the controls of the rocket”
Aboard the rocket, you will relive with Tintin and his friends the most exciting adventure the
world has ever known. The first trip to the Moon!
Will you succeed in piloting the red and white rocket through space and achieve a flawless landing ? Will you
twpture Colonel Boris, the fraitor, who wants to make the expedition fail ? Will you be able to find the extin-
guishers to put out the fires, even while floating in zero-gravity (which ins't everybody s idea of fun) ? Will you
succeed in finding and disarming the bombs and freeing your companions in order to get out of the rocket to make

the first step on the Moon ? You will discover all this by playing “TINTIN ON THE MOON", the first computer game
based on the comic books by Herg...

Before Amstrong there was Tintin and... may be you! ; i
Available on : AMIGA, AMSTRAD, ATARI ST, SPECTRUM, C 64, IBM PC.

I N F O G R A M E S ‘---"ﬁ&k Mitre House - Abbey Road - Enfield Middsx - EN2 RQ - Tel (0T) 36.40.123

SUR LA LUNE




MAKE YOUR OREAM WORLD...

. ._1

Roland CNM-3

STEREO SOUND MODULE

The best sounds in the universe - now available in any universe you care to imagine.
Roland a world leader in synthesizers, have put their expertise into a computer sound
module - the CM-32L - to interface with Ataris, Amigas and PCs. Using this module,
several adventure games, including Sierra's 'Space Quest IIl' and 'King's Quest IV’ can
have professionally-scored soundtracks to match their superb graphics

Inside the CM-32L is a digital sound processor equivalent to the internal workings of
eight powerful synthesizers plus a complete drum and percussion section. Allied to
your computer, and the know-how of top Hollywood composers, it becomes an entire
orchestra, with 128 different voices ranging from classical Trumpets and Strings
through Shakuhachis, Kotos and Water Bells to amazing synth sounds like Fantasy and
Atmosphere. Add to that 33 stereo sound effects from Door Slams and Thunderstorms
to Police Sirens and Helicopters

Without the music soundirack and the sound effects department even the most
exciting film seems dull - why settle for less with your adventure games. Experience /
the Roland CM-32L Sound Module and bring your computer o life! "

Roland (UK) Ltd ® West Cross Centre ® Brentford ® Middlesex TW8 9EZ 8]
Fax: 01-847 1528 @ Telephone: 01-568 1247 /%0
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NEXT ON LINE
There are times when staying home in bed is the best defense. Join
Bruce Willis as he makes life and death decisions in DIE HARD.

FROM BEHIND CLOSED DOORS

Atari’s color LCD hand-held is nifty hardware and software. For a
look into both, let’s go to the source - the wild and wacky guys who
created the LYNX.

PLUG IT IN:
It's all motion this time. Learn how to zoom. Then go ahead and
zoom. Finally, fight to keep ahead of the mess zooming at you,

INTERACTIVE GAMING:

More new products, more high-tech, more prizes to win.

About the Cover:

The only kind of Head to be is a Computer Head. Digitised effects
combine with conventional photography to create the look - patience
does the rest. Created using a 35mm Maxxum camera, Digi-View
Gold, Photon Paint, a Panasonic BxW video camera, and a digital
special effects generator,

MESSAGE FROM THE MARSHAL:
EVOLUTION IS IN YOUR HANDS. More than just a catchy
phrase, it’s the fact when it comes to the new hand-held game
consoles. They represent the freedom to leave old methods behind.
In the same way that transistors junked vacuum tubes, so will the flat
. video screens replace the traditional monitors and t.v.’s now
considered state of the art — one example being Hitachi's 7 pound
stereo rechargeable VCR with all the features PLUS a pop-up 5"
LCD color screen. Hey, new technology is inevitable, at least as
long as ideas aren’t forced to hold back due to marketing or self-
appointed experts. Creativity is partly driven because the human
condition doesn't stand still. Or maybe because girls (and guys) just
wanna have fun. Oh - regarding the Cover date snafu from last time,
it was all a ploy to enable us to celebrate our first anniversary with
the second issue (any good excuse to throw a party...).
WHansbal

= W5

Double Click Software (known for their great
DC Formatter shareware program) are
releasing their first commercial product for the
ST - DC UTILITIES. Retailing for $29.95,
the five programs translate to less than $5.00
each. Inside you'll find a Squisher that
reduces programs in size so they take less
space and run quicker, two ARCing program

extractors (one as a desk accessory), a way to
customize desktop information files to use
anytime, and a keystroke command system.
Version 1.1 is enclosed in 1.0 packaging - the
address hasn't changed, it's still Post Office
Box 741206, Houston, Texas 77274.
There's also talk of a new desktop
replacement package, similar in concept to
Neodesk, but requiring less memory and with
“greater” compatibility to TOS.

Midi musicians will want to check out DrT's
upcoming MIDI-AX., Features will include the
ability to modify and recall gestures in
progress, all with easy mouse control. An
unfinished version can be had for $99 (which
can be applied later towards the final product
still some ways off). Dr.T's can be found at
220 Bowlston Street, suite 206 Chestrniut Hill,
Massachusetts 02167.

Virgin/Mastertronik U.S. is still plugging away
at their arcade-oriented SILVER SURFER
game. A big project - one programmer
groans that “it isn't easy translating all those

muscles onto fast moving, action sprites!”
Intersect’'s ST partitioning product,
REVOLVER, is scheduled for an update to
include parallel use with Avante-Garde's pe -
DITTO 2 IBM emulator. The boys say that
writing the code to handle MSDOS will take
about 15 minutes, but they're still waiting to
get the board to work with. For more on
Intersect, write to 2828 Clark Road,

suite 10 Sarasota, Florida 34231. ___

Forget the Video Toaster AR
for the moment.

New Tek is releasing
version 4.0 of Digi-View,
Newest addition is the
ability to do high-rez
4,096 color overscannine £
To add to the mix, ;
you can multi-task it
and Digi-Paint; going
directly into Paint as a super bit-map.
The upgrade with manual will be $24.95.




Put yourself in Bruce Willis' shoes, er - make that bare feet.
_ You're a New York cop visiting La-la land (Los Angeles) in the
1 hopes of coming to terms with your estranged wife who's now a
) lop exec of a large Japanese owned corporation. You enter
l amidst a Christmas holiday party of massive proportions, feeling
completely out of place, out of touch, Her less than enthusiastic
greeting doesn't help much either,

To this point, DIE HARD seems like a soap opera. Things
change radically, however, when you go to the bathroom to wash
up and start massaging your aching feet. As timing goes - it
stinks, because this is when terrorists decide to enter and start
ugly fun and games. They've got everybady wrapped up neat
and tidy. The only Wild Card is you. Which means pretty
lerrible odds; a police 38 caliber revolver versus a bunch of
deadly professionals, automatic weapons, and a room full of
hostages. Where's RAMBO when you need him?

- N

Digitised sound and images are taken from the film, Graphic
accompaniment adds to the mix, with arcade action happening
when you least expect it. Try to acquire better firepower, avoid
being discovered, look for objects that might prove useful. Time
is not an ally though, with the bad guys pursuing their defeat of
the master computer so as to negate the access code and open
the company’s vault. Once they get the plunder they've come for,
the hostages are expendable. And you know what that means.

Forget the movie and live the reality. Attempt to not only stay
alive - but take the terrorists out. As in violently. As in DEAD!
This is not exactly the time for singing carols of Peace on Earth.

Initially for the IBM

MEDIAGENIC:
3883 Bohannon Drive Menlo Park, California 94025-1001



his is gonna be strange.
Here we are in Palo
Alto, just 5 days after
California has been hit
by one of the worst
Earthquakes of the last
70 years. Around us is a lot of stuff
in less than great shape. We're
heading for a nameless industrial
complex, pronounced structurally
sound, less than 25 miles from the
epicenter - to meet the two guys
responsible for the LYNX, Atari's LCD
hand-held game console. We don't
expect Dave Needle or R.J. Mical to
behave. It's just not part of their
nature - even though we've promised
them the freedom to say whatever
they feel like.
Before we let them loose, let's
describe the two so vou're prepared.
Remember Laurel and Hardy from the
movies? Or how about a beach ball
lying next to a baseball bat? RJ is tall,
and fixes you with a pervasive stare
-you get the impression sometimes
that he'd like to pop out his eyeballs

and juggle them. Dave is more
robust, closer to the Earth (i.e.
shorter), with black hair that tries to
defy gravity and reach orbit.
Between the two, they developed the
Amiga [Dave = hardware/RJ =
software], which certainly was an
achievement. One which they feel
they've more than matched with
LYNX.

“You know how we met?”, blurts out
Dave. "We were both working for
Amiga the privately owned
company before Commodere bought
them. | had gotten in with them
because | saw what a neat machine
they were thinking of. I've always
built things - things that DID
something, not just sat there. And
always in hardware, | did an entire
Star Trek-type game ALL in
hardware - aargh! Anyway, after
working in New York and then
moving to California, | heard about
their company and ran to join them.
“It was a CES show in Chicago. R.J

and | were setting up the booth, and
getting sweaty and absolutely dirty.
We needed some ‘bits' to finish the
wiring (making sure not to let the
unions know), so off we headed for
an electronics store. Along the way
we discovered how similarly we
thought about things. He was the
first software guy | had ever met who
had more than an inkling of the
purpose of my work, which is
building hardware platforms that you
can launch software from."”

RJ interrupts: “Yes, you see we both
know the other end, both have
worked in soft/hardware - but | could
never get hardware guys to
UNDERSTAND what | was doing.
Dave couldn't get software guys to
UNDERSTAND what the guts could
handle. We found ourselves a great
match.”

“¥Yeh,” interjects Dave, "but what [
was gonna add is that we stopped at
your house and saw your sister who
was the girl of my dreams. And
maybe hanging around the guy..."

“The two are getting a bit fidgety.
We resort to Plan A, which involves

rope, and they quiet down. “Two
years ago,” says Dave, “we were
sitting in this nifty restaurant with
Dave Morse (formerly head of
Amiga), talking about new projects
after our stint at Commodore. We
came up with the idea of doing a
hand-held, and of starting a company




Following Tracksuit Managers No. | Success comes

BOXING MANAGER
Real Fighting - Real Tactics - Real Management

End of Round 7 your boxer returns to the corner. The cuts worsening and there's
& swalling beneath the eye. You have thirty seconds to patch him up. Wheat about
your fight tactics? Is he in front? Only the three fight judges know for sure,
should you give him further instructions? - too late the bell sounds

All fights use an artificial intelligence with indepth commentary as 100
Boxers struggle to become Heavyweight champion of the world.

THISGAMEHAS...

100 Boxers 20 fight Managers all with individual abilities and ratings, 2
scouts ® Differant governing bodies ® Physio ® Trainer ® Area national and world
ranking displayed ® Secretary ® Filofax @ Letters and telephone calls ® it's all

here with mone
PLUS...

® Mova sround your office ® Use your telephone ® Answer mail ® Sign
egreaments with boxers, promoters, governing bodies ® Sat up deals ® Visit
physio or pop into the treining camp ® Manage up to Five boxers at once

ALSO...

Decide upon fight tactics according to the strength and weaknesses of your
boxers, what are their weaknessas? sormy — you'll have to find out. Work as a
second during rounds. Use sponge, fiat iron, towel, water etc. Opponents use
intelligence to decide upon thair next round plans so bewars.

BEWARE...

It you're looking for something easy or a joystick waggling punch up - look

-[19 greatest journey

GOLIATH GAMES specialises in ADVANCED - INVOLVED
= ORIGINALSOFTWARE DON'TFORGETIT

is about to begin... e

SPECTRUM - 9.95
AMSTRAD 9.95/12.95 DISC

-ljt‘ﬁ&r d AMIGA « ATARI ST~ 19.95

IBM —19.95  including VAT Plus S0p post & packing Tht GLANTY amengst s tawary
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to do all the good stuff. But instead,
we opted for going through Epyx,
which sold it off to Atari.

“LYNX is a tough act to follow,"
notes RJ. “We really put it all in
there. We had a developer's
conference recently, and pecple
stood up and cheered. They never
saw a system that did the work for
you like this one. Dave's hardware
takes care of all the grunt work, it
let's you concentrate on being
creative.”

“Not to forget RJ's software
developing kit. It runs on the Amiga,
with multi-tasking windows so you
can pop between music and graphics
and code at will. There's even a
special debugger which hdoks up to
LYNX through the parallel port, and
is also a hardware analyzer.”

Nothing’s wrong with this mutual
admiration society, but weren't there
ANY problems in getting the hand-
held to kick over?

“We had a tough time with the
display,” groans Dave. “We tested
and busted (all in the name of
science, of course) all kinds of glass.
They kept looking lousy. None of the
Japanese companies would have
anything to do with us. Then we
found a new glass from Citizen. so
new that they hadn't even used it in
one of their t.v. products vet. We got
along with these guys.”

“We got along because Dave likes to
get up and sing in those Japanese
clubs where you lip-syne with the
music,”

“l thought it was because I'll eat
anything placed in front of me!”

“It’s kind of funny too,” says RuJ.
“Dave has a hearing problem where
he’s affected by the low boom-boom
bass in music, so he shys away from

all but elevator tunes. That's why
there's four-channel sound, but not
stereo. He says he's not interested.
That reflects on the way he sings. |
guess the Japanese were amused.”

A dirty look at RJ before Dave
continues. “While we were able to
get the glass problem dealt with -
there were other features we wanted
to include, but couldn’t. Like an
incremental control: an ‘Accelero-
meter’ that would eliminate the
joystick altogether. You'd just tilt the
entire unit to the left to make the car
or plane go in that direction. Or up
and down. But the parts cost too
much, so away that went,”

“The same with trying to do a video
output - too expensive to produce,”
Rd points out,

Those fortunate to have previewed
the unit (due out any time now)
marvel at the quality and playability.
Running at 16 MHz, on a 3 1/2"
diagonal screen in 16 colors from a
palette of 4,096, with unlimited
sprite control - this ain't cheese! Big
enough to grip securely and backlit to
play with under the covers. With a
double set of fire buttons and a ‘Flip’
mode for lefties. California Games
comes with it, and it's nifty to watch
the little Surfer (actually a pretty big
image) go through a wawve, with his
image flickering as the water rushes
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in front. But what about the other
games completed while you were
with Epyx guys?

“Keep in mind that the names have
now been changed,” says RJ. “Time
Quest and Treasure Chests is now
Gauntlet 3, ElectroCop and
Rampage are new names also. We
did finish another one called Chips
Challenge, but it's doubtful that it
will be marketed this year. I'm still
very partial to Gates of Zendacon -
great explosions!”

That’s nice, but are there any secret
tricks or ‘Easter-eggs’ in the games?
“Tell them about Gauntlet,” prods
Dave.

“Okay. You know to move around
fighting evil things and gathering
treasure. Help from vour friends is
possible as you can easily connect up
to 8 players through the system -
each seeing his/her own perspective
on the game. Now if you do things
just right, there's a special level where
you can walk through a wall and
discover a whole new set of monsters.
All with the digitised faces of people
from Epyx, including ourselves. This
game also has a digitised opening
sequence with the main baddie yelling
at you.

“There's a lot of areas yet to cover,”
muses Dave. “More 3-dimensional
perspective use, a road-race game
would be nice. Blue Lightning is a
great ‘afterburner’ type, but viewing
all the action from the cockpit would
make for a neat game.”

RJ concurs. “I'd also like to see
games that will use the battery back-
up feature of the cartridges for
extended play going on over weeks or
months.”

As we untie the two from their chairs,
we ask about future plans. “Hard to
say,” remarks Dave honestly. “We're
free agents right now and talking to a
lot of folks. Anybody out there with 6
million dollars to invest? We did
LYNX for 4 - with some cost errors -
so 6 would really go down well.”
(Send checks made out to me - Ed)
RJ looks out the window at the
mostly undamaged landscape, and
notes that the sky's the limit. “And
after what we've been through - it's
safer too,” he wryly quips. In other
words — they're not saying. But
whatever the future brings, it'll be
another example of their not just
pushing against the technology
envelope; but folding, bending,
tearing, and mutilating it.
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LUGITIN

ZOOMIN’ AROUND
Your fighter-bomber misses the
primary target. Gulping fuel too
fast for comfort, you must head
for the secondary quickly or the
mission is a total loss.

Which means checking the map.
More and wmore action
simulation games require using
a map in order to plot the
course between where you are,
and where you need to get to
[flight sims go without saving].
Some programs run in “real-
time” and have no sympathy as
vou fumble over points to align
and numbers to write down.
What is needed is a tool that
will enhance these missions,
helping you get there fast!

Answering this need is STRIKE
FORCE NAVIGATOR (ves it does
look a bit like a see through
pancake flipper). Just place the
‘NAV on a paper map, or
computer screen and line up
vour current position using the
engraved 360° compass. Then
use the joustick or mouse to set
the heading to that direction

and off you go.

STRIKE FORCE NAVIGATOR is
100% compatible with all
computer and video entertain-
ment systems. Flexible as well,
so don’t expect it to wimp out in
use. Plus it sports a distinctly
military look and feel. So when
the going gets tough, now get
going FAST.

ADVANTAGE ACE:

3452 Pheasant Run Court #8
Ann Arbor, Michigan 48108
Retail - $7.95 ($4.00 shipping
on overseas orders)

SPEED RACIN’

Model cars are a great way to get
vour hands on an exciting
machine in miniature. They're
even-better when you can rev
them up-and watch ‘em go.
Forget the -mess of gasoline
motors, now there's a new breed
of small, battery powered racers
that ail run on standard 'AA" cells.
And these litle guys hif speeds of
up to 30 mites per hour!

That's faster than you cansay
"Pedal to the metal.* Smokie
might not be pleased, but there's
going tfo be a lot of fun had as
they become available. Coming
from numerous foy makers in
various styles and shapes (some
with interchangeable charged-
up motors), one of the first to
appear are the HYPER DRIVERS
from Tonka. Run them right out of
the box, no assembly required.
Eight styles, and low priced [§7.99
retfail each) - they're designed for
stunts and collisions, whether
running wild or placed on a frack.
Our favorite Is the Vicious Viper.
We fook him outside for a test run
more deadly than most: the New
York sidewalk. Ran a good half of
block before jumping the curve
and being stopped by the side of
a Chevy. Didn't hurt him though,
his wheels are still spinning today.

Oh - almost forgot to mention, burt,

the cars make very satisfactory
VROOMING sounds.

TONKA:
&000 Clearwater Drive
Minnetonka, Minnesota 55343

PIPE ME TO THE STARS

As a career chdice, plumbers seem to
have it made. You work indoors, the
pay is good, and anybody makes
trouble - rap them on the head with a
wrench. That's not the case with PIPE
DREAM though. Here you must build
the longest possible continuous
pipeline - staying many steps ahead of
a stream of FLOOZ, a deadly sewer
cleaning fluid that is doing its best to
overflow out into your face,

Pipe pieces of various lengths appear
randomly, and must be quickly placed
into position. They can’t be rotated
either - but you can replace an existing
piece that hasn't yet been filled by
placing a new one on top (you lose
some points, but that’s life). The old
pipe explodes, by the way. Provided
that you can stay ahead of the flow, the
round ends once the counter empties
of the total number of pipe pieces
required. Then it's on to the next
level.

With 36 increasingly complicated play
levels, lots of color, a slow motion
training mode, and one of the most
bizafre looking copy protection wheels
in the business (the Pipe Fitters Guide:
A Plumber’s Helper), this game has
the tendency to get just a bit nerve
wracking. So it's just as well that
there are three playing modes, with
Basic popping the pipe out of a single
dispenser that also shows what the
next five pieces to follow will be.
Expert uses two dispensers for the
pipe, while those truly competitive
will go for the two-plumber option;
with player one using the pipes from
the top dispenser as #2 takes his/hers
from the bottom.

There are those who might say that
this game is addictive. They'd be
right.

LUCASFILM LTD., GAMES
DIVISION

Post Office Box 2009

San Rafael, California 94912



oy Tonka’s Hyper-Formance Race Track satisfies
the basic needs of owners of the new super-fast
race cars. The track can be configured into
three different course layouts for stunts and two
lane crisscross racing. They can also drag-race
around curves before smashing into each other,
much to the viewer’s delight. Retailing for
$59.00, the set includes 16 feet of track
and two Tonka Hyper Drivers cars.

“GIVE ME ONE RIGHT NOW”
CONTEST

And it can be yours. TONKA graciously 5
gives one away, but you'll have to work to win it. T
How many different racing cars can you name?
List and number them on a sheet of paper
and send it to us at the *"MASTER" address, noting GIVE
CONTEST on it. The winner will be chosen based on the

highest total of correct answers. Cars can be from any time
period and of any make. The more you can list, the greater
your chance of being the winner.

“TAP |70 THIS oNg> CONTEST
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Sornetimes you just gotta blow your own horn - or flash your lights. MEGGADOTS
are a 20 second explosion of color contained in a variety of shapes. Each proudly
displays an electronic circuit panel which responds to touch by flickering a pattern of
L.E.D.’s for 20 seconds. Then all is quiet until the next time. Pin them to your shirt,
or adapt them as earrings. Shapes come in red and black,— with Spirals, Stars,
Wedges, even UFO designs. Replacable button batteries keep that electrifying
personality of yours in business.

SOLIX: 71 Ocean Parkway Brooklyn, New York 11218 Retail - $16.00 ($4.00 shipping
on overseas orders)

“YUP, THAT’S FOR ME” CONTEST

All you Biffs and Alysens out there - you know who we're talking to - probably
want a Meggadot of your very own. SOLIX has parted with 10, so write us a short
{50 words or less) essay on why you deserve one of these definitely Yuppie
items. Place your answer on the back of a postcard {(or on a sheet of paper in an
envelope if desired), and send it to us at the *MASTER* address. Please mark
YUP CONTEST on it. We'll let you know later who the judge to blame was.

CALENDER OF EVENTS/1990
Winter Consumner Electronics Show (CES) - Las Vegas, Nevada
January 6 - 9.
American International Toy Fair - Manhattan, New York
February 12 - 21.

World of Commodore - Vancouver, B.C., Canada
February 9 - 12 (tentative).
L]

World of Atari - Disneyland Orlando, Florida
April 6 (Trade) April 7 & 8 (General admission).

*MASTER ADDRESS*

Mail all entries to THE IMAGINATION WORKSHOP, Newsfield Ltd., 47 Gravel Hill, Ludiow, Shropshire, England SY8 1QS.

Please mark the appropriate contest name on the outside of the postcard/letter in the lower left hand corner (makes our life
a bit easier). It's a good idea to put your name and address somewhere as well.

Now here we go again with the legal stuff. Eligability is limited to those persons who have no relationship, no matter how
remote, with anyone who works for The Imagination Warkshop, Newsfield Ltd., or any of the companies offering prizes. Only
one prize per person may be awarded. Contests close January 30th, 1990. Unclaimed prizes may be offered

as additional premiums in following issues.

Promotional considerations provided by ADVANTAGE ACE, LUCASFILM GAMES, SOLIX, and TONKA.
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TOUGH
RUGGED

AND MEAN
(FEATURES) ‘
*8 MICRO SWITCHES

*3 AUTO RAPID FIRE BUTTONS
*1 STANDARD BUTTON
“PISTOL GRIP

*SUCTION FEET FORNOMESS -
' FAST ACTION,
THIS IS THE
STICK FOR YOU
Do you want to drive '
or do you want to
‘really DRIVE!’?L

d_____

[FEATURES)
* REALISTIC CONTROL
“* RESPONSIVE FEEL
* DIAL-A-SPEED AUTDFIFIE
* SUCKER FEE]‘

Ideal for all driving “
and flying games - ;
add that extra realistic touch! ¥R}
-. - 4 I A A
JOIN THE WINNING TEAM - FOR THESE AND OTHER EUROMAX
CLITVE 85 A JOYSTICKS - VISIT YOUR NEAREST COMPUTER STORE,

EURDMAX ELECTRONICS LIMITED, BESSINGBY IND. ESTATE, BRIDLINGTON, NORTH HUMBERSIDE, TEL. 0262 602541




MAGIC
MARBLE

Sphinx Software | Amiga

As you may have guessed, this is a varia-
tion on the Marble Madness theme, giving
an isometric view of lofty high-tech plat-
forms scrolling horizontally, Nasties are
kept to a minimum, speed and little friction
being the main worries as slender floating
platforms are navigated.

Graphics are quite plain, the platforms
which make up the vast majority of the
screen being simple and a fittle blocky,
although scrolling smoothly, the stars
beyond them moving in parallax. The mar-
ble itself, however, is much better, realisti-
cally shaded in blue with its highlights
changing position as it goes. Music is
repetitive but spot effects are lively and
there are some neat graphic pieces of pre-
sentation in the program — numbers spin-
ning in 3-D and vector grids distorting in
time with title music.

Though in general look and control

BLOODY
WOLF

Deco/Data East |l PC Engine £29.95

Games

REVIEWS: PART 2

Magic Marble is close to the Atarl's
Madness, it's combination of dextrous
arcade action and switch puzzles places it
nearer to Electric Dreams' excellent
Spindizzy. Often you try to struggle
through a difficult section, using different
approaches, only later to find a much easi-
er way using switches and special
sguares. Being put up against a time limit
makes gameplay frantic but a password
lets you go straight to a later level. The
addition of a shop is a nice touch and one
which also helps this tricky, challenging
game. Recommended. WL
Machine rating 81%

LT
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Choose from a bald guy or a headbanded
Schwarzenegger type then march straight
on to your horizontally-scrofling mission.
Enemy soldiers attack from the right but
you're armed with a rifle — later equipment
includes a motorbike, dagger, grenades,

chine

body armour and flippers.

Hostages sit ready for rescue along the
way, some in the buildings which line the
route, but mean, end-of-stage bad guys can
also lurk there, and they're sure not
pushovers.

Bloody Wolf is an easily accessible bul-
let-spraying jaunt. Unadulterated bloody (of
course) violence is great fun, leaping
around and rewving bikes, frusty gun
always at hand, and is entertaining for a
while. WL
Machine rating 72%

DARIUS +

The Edge | Atari ST £19.99

Darius was successful in the arcades due
to the three-screen display The Edge have
taken ages converting this Taito coin-op,
and just like the arcade counterpart there is
no plot. It is simple: lay into the nasty bug-
eyed alien hordes with every weapon at
your disposal.

This is where Darius+ falls down, it's so
hard you can never get weapons to match
the enemy's. Graphically, the game is good
and the range of weaponry impressive.
However, the ship is so slow moving it's
almost impossible to get out of the way in
time. And when you die, you lose all
weapons — the Fattie Fish being impossi-
ble to beat without every possible offensive
weapon. You just can't win.

Machine rating 70%

CROSSBOW
— THE
LEGEND OF
WILLIAM TELL

Screen 7 | Atari ST £19.99

| William Tell is trying to save the population

of the land from a fate worse than death.
With crossbow in hand, Bill sets out to right
wrongs, do brave deeds and turn aggres-
sive folk into pin cushions. Crossbow is
controlled by icons, the bottom of the

TGM TX 026:1-90 77

PRESS
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KEY



screen is filled with them, and most bring
up sub-icons.

You'll meet the locals on your travels, so
help the simple village folk who will in turn
help you, while others are vicious people
who will stop at nothing. If you do suffer at
the hands of the latter, pray you are found
by the helpful villagers soon.

The idea of using icons to control a game
isn't new, but in Crossbow the response
time is sluggish. Loading and firing the bow
for example is a real chore. Although this
can be improved on discovering the wind-
ing device, allowing you to fire several bolts
at once.

Graphically the ST version's okay, but
doesn't exactly push the machine. Sound is
a bit better, with good shooting sounds. But
the icon controls are a REAL PAIN. MC

Machine rating 65%

OTHELLO
KILLER

Ubi Soft | Amiga £19.99

Wow, Othello on computer! Well, almost.
The counters are red and white (although
their colour may be changed) and you
haven't got the freedom of the board —
counters can only be positioned on high-
lighted squares. You can play against
another human or at one of four computer
skill levels.

There's not much you can do with com-
puterised Othello. Killer is clear and func-
tional but bering. Sound is a harp, a thump
and the Amiga's built-in butch robotic
speech, plus a pathetically looped short
music sample.

Okay, so Othello is a simple yet highly
thought-provoking game, and the computer
can be a very challenging opponent. But if
you want to play the game against some-
one, it's so much more interesting to use a
real, physical board and counters. If you
haven't got anyone to play against, I'm sure
there are many, many other one-player
games you'd prefer. Try Pictionary instead;
it's much better value. WL

Machine rating 37%

ROCK-ON

Big Club PC Engine £29.95

Gasp! A PC Engine with an onscreen
English storyline!! It's laughably badly
transiated, mind you, and is some fatuous
garbage about people being bored but
some searching for Fisa, a mysterious item
that will bestow happiness and good for-
tune.

You are a '‘Buster’, one of the Fisa
searchers, and pilot a little rounded space-
ship. As you go on your journey, waves of

aliens attack and are eliminated with your |

cannon, Some leave behind icons that,
when collected, power-up to three different,

| shoot-'em-up of

ALEX KIDD:
HIGH-TECH

P CIDCIDCIDL DT>

stronger weapons, fired with button two.

Oh dear. Sprites are colourful but in a
fairly random manner, vague definition
derived from other games' craft. Horizontal
scrolling is smooth, as is the slight vertical
scroll (like Engine R-Type), but back-
grounds are plain, dull and repetitive so it's
hardly worth it. Fast-paced music and war-
bly effects are simple backing.

Yet another Salamander/R-Type variant,
this one distinctive only by its poor quality
and yawn-inspiring gameplay. Predictable-
looking and moving aliens wander into
view, you zap a few, collect some icons,
shoot a few more bad guys, face an end-of-
level nasty... Don't waste your energy on
this. WL

Machine rating 28%

COMMANDO

Elite W Atari ST, Amiga £19.99

Commando was the wertically-scrolling
1984. Trouble is, that

| things have progressed a bit since then.

The 16-bit release of Commando is as
much a mystery as Paperboy's release four
months ago. Elite would say that it's
because the game's one of the most
playable games of all-time — it was. Do
people really expect to pay twenty quid for
a poor conversion of an old arcade game?
It would be okay if Commando was good,
but it's lost playability, has poor collision
detection and is just as easy as the
Spectrum version.

Machine rating Atari ST 70%
Amiga 72%

1en
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WONDER
MOMO

Namco/Hudson Soft PC Engine £29.95

I'm sure our Japanese correspondent,
Shintaro, will correct me if I'm wrong, but it
appears that the athletic long-haired Momo
dominating this product's packaging is
something of a cartoon (TV or film) starlette
in the East.

In her game, she's the hercine of a stage
play with an unusual cast of monsters to be
defeated. Each ‘act’ (level) scrolls horizon-
tally but as it's on stage they're only a few
screens in length.

While Momo generally defends herself
with three different kicks, picking up an

occasional yellow and green pod sends her |

pirouetting at high speed, destructive
sparks shooting out from her sides. And
when a mini whirlwind envelops her she
becomes.. WONDER MOMO! In this
guise she's padded out with armour and
armed with a power hoop which bounces
off enemies, killing or damaging them.

Although it's a very straightforward game,
Wonder Momo is great fun, kicking and
‘hooping’ bad guys. Though it's set in an
unusual location, curtains and audience
giving a weird atmosphere, it's restricted
size limits gameplay so much that when
you reach act six, the first really tough one,
you're likely to have become too bored to
bother putting much more effort in. Try
other Engine titles before this one.

Machine rating 54%

GOLF BOY

NCS m PC Engine £29.95

This is'a simulation of the sport of hockey...
Um, my mistake: golf. Up to four players

can compete on three courses, their |

WL

VERMINATOR

Rainbird @ Atari ST £24.99

Become a Verminator, a hunter who kills
all the nasty slimey creatures even uglier
than yourself, so cleansing the ancient,
decaying tree kingdom of Dendra.

You begin at the approximate centre of
the massive tree, which flick-scrolls hori-
zontally and vertical as the unusual sprite
walks, jumps and runs around. He bran-
dishes a mallet which he uses to bludgecn
the vermin to death but, by visiting a shop,
he can add weapons and devices.

Initially, you have 1000 credits ready to
spend, but that's only because you've got
a loan at the bank so must eventually pay
it back. Subsequent loans can be request-
ed by visiting them but The Mab are much
more lenient in who they lend their money
to — but you have to pay them back at the

end of the week or they get pretty
annoyed!

Visually, Verminator appec's greatly. It's
all like a strange cartoon: stone columns,
shops, teleporters and strange flitting crea-
tures mix with the earthy colours of the |
tree. The verminator himself is clearly best,
an unusual chap with an excellently ani-
mated running action and an amusing
death sequence. Sound is bog-standard
music plus a couple of nice samples.

But there’s a very real limit on how long
you can play Verminator without getting
bored of wandering around, hitting crea-
tures over the head with blunt instruments,
Mot guite what you'd expect of Rainbird,

WL
Machine rating 72%

progress on each hole plotted on a plan
view of the area. It has all the usual choices
of clubs etc that we've come to expect from
golf games.

A menu allows the course and green to
be viewed at leisure, playing characteristics
altered, scores displayed and advice given
— the latter completely useless because
it's in Japanese.

Graphics are very plain. Courses are
simply composed from small graphic cells
giving the game a wvery drab, repetitive
appearance. The golfer sprite is animated
nicely but the ball moves jerkily over the
map, often ignoring laws of physics. Sound
is a simple, happy tune and a few suitable
thwack and clunk effects.

Golf Boy's major failing is that it ignores
the standard first-person perspective view-

point of golf, popularised by US Gold's clas- |

sic Leaderboard. Simply plotting the path of
the ball on a high plan view of each hole is
a very old-fashioned manner of converting
the sport and also a fairly boring one. On
the Engine, Winning Shot is far better. WL

Machine rating 33%

Blue Angel
69

Magic Bytes | Amiga (£19.99) C64 (£9.99
cass, £14.99 disk)

Blue Angel 69 is a one- or two-player puz-
zle game with a difference. When you clear
the board you are awarded with a slinky
picture of a scantily dressed robot. The
puzzle screen consists of a grid of squares.
Each square has a number on it, and is one
of two colours (signifying negative and posi-
tive values). You and your opponent take
turns at picking up the squares, Your oppo-
nent has to pick from the squares on the
same vertical line as the last square picked,
and you on the horizontal. The player with
the most points at the end of the game is
the winner.

On the Amiga the pictures are obviously
digitised with all the offending bits covered
with metallic robot parts. The strategy game
on both versions is fairly challenging, espe-
cially on later levels. Although, the comput-
er can often make totally illogical moves,
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thus making it infuriating and very hard to
beat. Still, the concept if fairly ariginal and a
challenge for puzzle fans.

Machine rating Amiga 65% C64
63%
RS o e T e

FALLEN
ANGEL

Screen 7 | Amiga £19.99

He used to be a real lad, the best, most effi-
cient Guardian Angel in the whole of the
New York subway system. But then his
Green Beret brother died from a drug over-
dose, and vowing vengeance he tracked
down the pushers and killed them. Wearing
his brother’s beret as a tribute, he became
a renegade — the Fallen Angel.

As luck would have it, he discovered a
major international drugs ring based around
the London, Paris and New York subways.
So now you wiggle a joystick to make him
kick and punch the many pushers he finds
in London. You have to choose which sta-
tions to visit and the aim is to find and kill
the ringleader then a flight ticket to get
Angel to the next country’s subway.

Both the backgrounds and sprites are
very similar to Vigilante's. Bright, bold and
detailed, the sprites having well-shaded
flesh. It's generally great to look at, despite
simple animation and mildly juddery
scrolling. Effects are predictable groan
samples and music is suitably dramatic and
staccato. Gratuitous violence usually goes
down well so even though lasting interest is
dubious, Fallen Angel is worth a look. WL

Machine rating 71%

SPEEDBOAT
ASSASSINS

16 Blitz | Atari ST, Amiga £4.99

You play a real high-fiying marine asked to
save four famous harbours from enemy
forces using just a speedboat and a few
missiles.

Viewed from above and behind, like the
perspective of a racing game, the boat has
to be steered between two lines of mines
for the first part of each harbour. Then, with
missiles, you must destroy enemy boats
and the four communication towers which
control them. Later, a helicopter increases
your abilities with rocket launchers, speed,
manoeuvrability and smart bombs.

The main sprite isn't bad but the horizon
graphics and other sprites are simple and
jerky in comparison. At least the water's
silly stripes move smoothly but, though dif-
ferent, sound is bad on both versions: the
ST has highly irritating white noise effects
and the Amiga cliched bang/boom sam-
ples.

The Amiga version’s playable, so You

shouldn't have too much trouble reaching
the weak shooting sections, while on the ST
it's often frustratingly difficult so you have to
go at a boringly low speed to reach the
equally uninspiring sections. Although, both
versions are not recommended. WL

Machine rating Atari ST 41%
Amiga 46%

Magic Bytes | Amiga £19.99

Though its plot talks of gnomes, wizards
and magic spells, and graphics are appro-
priately designed for this, Mindbender is
essentially Deflektor, It's been complicated
with the addition of sensor blocks, surprise
balloons, amoeboid walls and so on, mak-
ing the level completion even more of a
challenge. If the 99 levels aren't enough, a
designer option lets you create screens of
your own.

Bright and bold (sometimes gaudy),
graphics have very average detail, effects
are simple, and music is remarkably repeti-
tive, but in a puzzle game such as this it's
little problem. One of Mindbender's
strengths is being able to see the entire
level at a glance and know where the beam
should go but not knowing how to get it
there! It's largely a matter of trial-and-error
at first and even with experience luck, plays
a part in the game,

Unless they're particular fans, those who
already have Deflektor can probably live
without Mindbender. Newcomers will be
surprised to find an unusual, puzzling game

Safari Guns

Infogrames | Amiga £19.99

Your task is to photograph animals and
shoot poachers in your safari reserve. With
scrolling similar to Operation Wolf, your
targets move into picture from the sides,
bottom and top of the screen,

Only snap a few pictures of each animal
| — exclusive shots are wanted, so you
score more for the first than you do for the
second. But make sure you snap the right

80 TGM TX026:1-90

that has hours of play on offer. WL

Machine rating 78%

HONEY SKY

Face W PC Engine £29.95

Well this is a strange little game and no
mistake, as you may be already thinking
from its title. The main sprite is a cuddly lit-
tle rocket. As for the story, it's extraneous in
this inane shoot-'em-up — translation is
pointless for this weak game.

The rocket can be manoeuvred around
the whole screen and its wand — the
weapon its defends itself with — can be
directed in any of the main compass direc-
tions using button two. Waves appear over
the vertically scrolling landscape and later
the magic wand can be updated for heavier
firepower.

Backgrounds lack detail, using gaudy
colours, and are composed of endlessly
repeating graphic cells. Though there are a
few decent ones, sprites are almost as sim-
ple and dull to look at. Sound effects are
mediocre and music is irritatingly twee.

The game itself is no better. Being able to
alter the firing direction was a good idea but
as you can only rotate the wand clockwise
it's one that’s let down by its restrictions.
This is one of the rare shoot-"em-ups that
has almost zero appeal, so it hardly needs
to be said, don't buy. wL

Machine rating 21%

thing. (Taking pictures of poachers is no
usel) Concentrate on shooting the heli-
copters, coach loads of big game hunters,
guys behind bushes and ivory traffickers.

The level ends when your film is used
up. It is then examined, and your score
adjusted. f you've enough points, you
move to the next region.

Safari Guns is a fun way to spend a wet |
afternoon, but it sadly lacks any game con-
tent and playability. Although, visually and
sonically it's very good. MC
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'CLOUD
MASTER

Sega/Mastertronic | Sega £24.95

Cloud Master is a game based on the TV
programme, Monkey, like SonSon I,
reviewed on the PC Engine in TGMO21.
The latter was a Super Wonder Boy-style
scrolling jump-and-bash game while Cloud
Master is yer average horizontal shoot-'em-
up.

Needless to say you control Monkey him-
self, the orange-faced leader of some
badly-dubbed adventurers, and you're
‘aboard’ your camp little cloud. The cloud's
steered around the sky above a scrolling
landscape and various bad guys attack, but
Monkey can fight back with Monkey magic,
His power can be increased by collecting
icons.

This is one of the grottiest looking Sega
games we've ever seen. Backgrounds use
criminally few colours, level one just white,
black and grey plus one or two bright
colours on the crude ground features
Sprites are as badly designed, all childish in
appearance except, strangely, flying bowls
of rice! (Or is it breakfast cereal?) Scrolling
is okay but tediously slow. If you've some
money to spend on a Sega game use it on
Alex Kidd: High-Tech World or Tennis Ace.

WL
Machine rating 20%

VARIS I
— FANTASM
SOLDIER

Laser Soft | PC Engine £39.95

Masses of Japanese speech, courtesy of
CD-ROM, intro this game which, judging
from the graphics, is something to do with a

and the girl vowing revenge.
The game itself is the usual console stuff-
run along a series of horizontally scrolling

CHICAGO
90

Infogrames m Atari ST £19.99

1980 Chicago is not much different from
1920s Chicago — ie filled with warring
gangsters. You can choose whether to be
a cop or robber. The rules are simple, if a
cop you are given control over six police
cars which must stop the bad guy from
escaping. If the baddie you obviously have
to avoid capture. The game is presented
from a bird's eye view with a row of seven
icons down the left side of the screen {one
for the gangster's car, six for the police).
The cop can flip between his six cars
whenever he wants, Two radar displays
are present at the bottom of the screen.
One is long range, showing about 10% of

girl's sister being killed by giant humanoids, |
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SWITCH-
BLADE

Gremlin m Amiga £19.99

A magical sword, inert for 10,000 years,
has inexplicably shattered. You must find
the 16 pieces in a future world dominated
by the evil Havok and his weird minions,
This violent mob must be stopped, so
when you have the sword you must slay
Havok with it.

You start the game with only your fists
and feet for protection, but weapons such
as Blade, Scorchball, Dart, Spinblade,
Needle Bolt and Trispike can be found, To

BRI

{ ,F:,(

screens killing bad guys with your sword
and duelling with mean ringleaders at the
end of each level. It differs from most in that
during each level you have to fight right, left
and upwards. Along with extra energy, loads
of weapons can be picked up.

Aesthetically, the introduction is the best
part of the game. The graphics and sound
are straight from a Japanese cartoon and a

“ |

the playing area and can be scrolled
around. The other shows what is coming at
you from the other end of the street,
Whichever mode you are in, run or pursuit,
other road users will get in your way.

Fans of American cops shows will prob-
ably like Chicago 90. The amount of obsta-
cles in your path certainly keep you on
your toes, but if playing an officer of the
law, one pair of eyes isn't enough to keep
tabs on your units and watch where the
felon is going. Good fun. but longterm
playability may wane,

Machine rating 72%

the right of the status screen is the combat | |

power meter, if using fists and feet, holding
the fire button down for a certain amount of |
time varies the move you make. If using a
weapon, the power of the shot can be con-
trolled using the same meter.

Switchblade sounded to us to be a bit of
a corny title for a game but after a few |
attempts we changed our tune. The heroic ;
character sprite is a chunky little chap who |
wastes no time in laying into the enemy, |
either bare-handed or with a range of very
lethal weapons. Sound is also good with |
the choice of an atmospheric tune or
thwack, bang crunch sound effects. In |
short, Switchblade is an enjoyable bash-
'@m-up romp. MC
Machine rating 78%

superb atmosphere is generated. The GD-
ROM really shows off here, and in interley-
el scenes.

In-game graphics aren't nearly as inter-
esting, some backgrounds are drab and
repetitive but they're generally quite good.
The same goes for the sprites but anima-
tion could've been much smoather.

Varis II's simple action is enjoyable at
first but lacks variety. In effect the game's
basically an expensive way to show-off the
capabilities of the Engine and its CD-ROM.
But is that really a bad thing? WL
Machine rating 74%

NCS/Hudson @ PC Engine £29.95

Angother Japanese run-and-jump-along-hor-
izontal-levels-and- hit-things-with-a-big-
sword game. It's little different from the
norm in that the player can choose his/her

identity, Tasuke (male) or Kyapiko (female), |

or two players can tackle the robotic
assailants simultaneously. A map screen
allows a route through the levels to be cho-
sen but unless you're fluent in Japanese
the other options are useless.

We're back to normal for the remaining
game elements: big end-of-level nasties
and pick-ups to restore energy and give
extra weaponry.

Backgrounds scroll smoathly but are bor-
ing to look at, some drawn just in shades of
grey, and though bright and cartoon-like,
sprites are unimpressive; generally, it looks
like a Nintendo game. The clear, sampled

—_
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Japanese speech is the sonic highlight,
despite being infrequent. Music sounds like
an Oriental soap opera theme.

There's nothing actually wrong  with
Overhauled Man, it's just that this sort of
thing has been done to death on consoles.
There's certainly some fun to be had with
this, particularly when playing with a friend,
but don't go out of your way to get hold of it.

WL
machine rating 67%

Hudson Soft m PC Engine £29.95

The game's very much in the Space Harrier
mould, our hero running ‘into’ the screen
over brightly-coloured stripey landscapes
However, he can't fly, jumping high into the
air instead, to float gracefully back down

| (his descent no doubt slowed by thermal

currents catching his flares). And instead of
a laser cannon tucked under his arm, he
has a big Ninja sword, its power dependent
on how long the fire button is held down
(like R-Type).

The nicest part of the graphics is the
smooth and realistic shifting of the horizon
and sprites as the warrior changes altitude.
Otherwise, perspective is decidedly iffy, the
stripes moving a little jerkily and plain
sprites jumping out from the horizon.
Animation is simple and audio a selection
of warbling Japanese tunes.

Japan Warrior is a very ordinary game,
particularly for the Engine. Its Space Harrier
origins can't be ignored, especially when
bearing in mind that some end-of-level
monsters are giant, snake-like dragons that
change colour as they weaken. WL
Machine rating 56%

B it L CREE
TENNIS ACE

Sega/Mastertronic | Sega £24.95

One or two players choose their character
by assessing their technique, power and
speed. A tournament is chosen from
around the world before the match com-
mences.

On the court, a side view of the serving
player is given, a well-timed button press
hitting the ball over the net. The game then
switches to a bird's eye view, the entire
court fitting across the screen's width.
Gameplay's the same as the real thing —
run up to the ball and hit the ball.

A distant player hits a tennis ball out of |

the screen and into the title for a nice game
infro. The character portraits are pleasant
but the map of the world is grotty. In-game
graphics are very pleasing to the eye, the
serving sprite big and well designed, court
lushly green and sprites small yet neat and
representative.

Although it's very simple to play, Tennis
Ace is also great fun. There’s no sophistica-
tion but it has the general feel of tennis and

is satisfying when you win. It can quite easi-
ly become tiring competing against the con-
sole players but a two player extends the
fun of the game. Sega-owning tennis fans
won't have any worries with this purchase.
W

Machine update 76%

FINAL LAP
TWIN

Namco/Hudson W PC Engine £29,95

This is one to really rev your Engine over,
The screen is split horizontally to give inde-
pendent behind-the-car views for both
drivers. There are eight different Formula
One cars to choose from, as well as several
racing tracks.

Although the cars are small, road move-
ment is smooth, swit and realistic.
Roadside features are a touch jerky, but no
more than usual, and the pleasant horizon
graphics shift smoothly.

The second section of the game is a

quest. A cute little sprite is guided round a
maze-like town which is rather bland. |

Occasionally you're challenged to race
your remote control buggy against others.
These buggy races are presented like the
Formula One section. Winning a race
enables parts of the buggy to be updated.
But the graphics are a let down _ a stripey
road fails to give a real sense of move-
ment.

Music throughout the package is a mix-
ture of funky, hectic, tense and jolly pieces
but spot effects are basic.

As a one-player game this has a lot to
offer: the Formula One part for exciting,
out-and-out speed thrills and the Quest for
racing with added trading, strategy and
maze elements. All the same, most fun is
to be had with a second player, going one-
on-one in a race to the death! WL
Machine rating 79%
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SNOOPY —

' small part to play in the game because
| certain of the objects that S

The Cool Computer Game

The Edge Atari ST £19.99

Not content with bringing Jim Davis's cyni-
cal feline hero to the computer screen, The
Edge have signed up the Peanuts gang,
and most especially Snoopy. It is he who
must solve the riddle of the disappearing
blanket. The piece of bedding in question
belongs to Linus, and fans will know that
he won't go anywhere without it. :

As Snoopy strolls around picking up
objects and solving clues, the other mem-
bers of the Peanuts clan occasionally hove
into view. Charlie Brown, Lucy and
Peppermint Patty (among others) have a

Snoopy finds
balnngtumam,'foucanbeabsdutﬂy

sure that everything Snoog
you your score, via a thought
mumtyuumry:haveﬁmimﬁesraaiﬁma
have a pu

the blanket in at two different places,
so solve one riddle and another remains.
Snoopy - The Cool Game is pre- |
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FORTHE ULTIMATE IN HOME ENTERTAINMENT CHECK
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OUT YOUR LOCAL STAR DEALERS ...
THERE’S ONE NEAR YOU!

1 Conven Seveet Bedmnster, Beucl Tel: 9272 637981
Ace Compusbers T Nooh Sree Goasct Tek 0277 666341

& Virgin Gesmes |8 Maorchor Smeer B won. Tel: 0272 294779
Moddal $hop B Fordon Stes, Sl fun. T 0272 277749
BEDFORDSHIRE
Dowling Computers 1 Fomur Contre, Lower Floar Har Becford
Tel: 0334 173090

W Sobfwore Pus lni |7, The Bes oy Horpus Casbes, Bedlord Tel: 0230 84598
BUCKINGHAMSHIRE
Ayhesbury Computer Contre 18 Cgbary Sauare e, Tel: 0298 59480
CAMBRIDGESHIRE

& Seltware Plus 43 3urech Simst Combridge Tel: 0333 353643
CHESHIRE

@ Tim's Magastare 1%/3) Senderond St Mocherfeld Chiniie Tel: 042534118
CLEVELAND

® CHLP.S, Computer Shop 131 Livhare Rood Musdsibar: sk
Tel: 0842 219129

® CH.LPS. Computer Shap S Dot She e i
Stockton om Tees. Tel: 0842 618256
Computer Shop 14 Wi Birw, Sroddon o Lees Tal: 06432 bO4 158
Vopsoht 3 Homblstoean Yord Sinckiae o Toes. Tel 0642 670503
CORMWALL
Tiruro Miers Lid, Srsdge Houe, Mew Bodkjs Stoaed, Trurn, Cameesl THT 704
Tel: 477 40043
COUMNTY DURHAM

® CHIPS Compuber Shop ok Tord Dasingien Tal: 0325 3801048

Topsolt & Wekrgus Count Mo, Gronge Bend Dodngion. Tel: 0325 486689
DERBYSHIRE

® DK Sound & Vision 7 lightwood Rood, Busios, Darkyiben Tel: U298 72064

Gardon Hareeed 47 - 71 tigs S, Afveter, Oustipbiee. Tel: 0773 E38701

Microfum | § Sephersan Place. Chesrerfdd Tol: 0046 550000

DEVOM

Computerbase 11 Morke! bresun ity Cerwe, Py Tal: 0752 672128

The Games Cupboard & N Bridge Svowt, Eveter: Tal: 0092 214128

The Model Shop 1! 04 Town Srae Bymeut Tel: 0752 221851

DORSET

Compurte=nsTaps & Graa Gergs S Weym

EAST SUSSEX

et Tel: (005 TE1 745

Computerware 77 & ares Rood Beakillon Seq, Faul Snses THED |1
Tk D424 223340

Saftworecenive 1 ackd Square, Bnghiar, Eorf Susee Tel:02T3 770570
EIRE

Computer Laisurw Cantre, & Lowsr Malow ot Lisseck frelond
Tel: 010 3538189211
@ Virgin Games 14 - 18 Auen Cuap, Dubin 7 Tel: 0007 I
ESSEX
® Comparteroma HE'F) Londen Beod Soshend or Seo Tel 0702 325843
® Evtuory Compasters Voo Fracins Souierdo beg Frsee Tel: 0702414130
® Softwore Ples 116 Curtwel Square, Seuend Tel: G702 810784
& Saltwars Plus berty Shoppog Hal, Bavkion. Tel: 0268 27911
® Sottwore Plus "5 Gagowsy, {okberer. Tel: 0306 780977
@ Soltwars Plus st |, 18711 Movssor Srest, Cheimgiond. Tal: 0345 491746
® “Soltware Plus Lt | Cuesauysis Casen, Onek Risesd, Gespo, Tal: 0275 191184
GLOUCESTERSHIRE
® 0. D. Computer Saftwore § Moke Funde, Clogcesier D452 7108
Tha Msdel Shop 7% Modbgaie Siest Gloreser. Tel: 452 410693
The Model Shop 27 tigh Sevel, Sz Tel: D4X3 83920
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OUR MAN

Afer TEM exciusively revealed ALL the details about the new PC Engine
from NEC last month, Shintaro Kamaoya returns this month wilth some
news about a revolutionary new add-on

Date: November 30, 1989, Rush
down to your nearest Japanese
toy shop, hand the person
behind the counter 39'800 yen
(approximately £160), and ask
for a PC Engine Super Grafs.
The lady behind the counter will
give you a big teethful Japanese
smile and in return hand over
the latest innovation in Far
Eastern technology — complete
with stunning 8-bit technology.
Alternatively, save your money
and buy a 16-bit Nintendo when
it comes out next year.

Cynicism aside, the new
machine is out NOW (unlike the
Super Famicon) and it looks
OK. Although | do prefer the
Sega Mega Drive aesthetically,
and the software houses aren't
about to leap to its support
immediately. Out of 29 compa-

nies asked, only two have defi-
nitely got contracts to write
games for the new machine —
and they're Hudson and NEC

Avenue, co-creators of the
Engine. 11 companies are think-
ing about it, while another 11
have no plans for the new
machine. 23 of the 29 think the
machine is just too damn expen-
sive — they obwviously haven't
seen the price of your grey
imports! Although, £160 for a
machine that seems to only
marginally improve upon the
£100 machine is guite an asking
price considering the market is
mostly made up of children —
the people with the really large
disposable incomes normally

dispose of their money else-
where, like Columbia Pictures or
The Rockerfeller Centre.

But the machine does seem
to have improved over the origi-
nal by quite a bit. Even if the
CPU is the same, as | suggest-

ed last month the machine isn't
entirely reliant upon the CPU,
Just look at the Amiga. Its
strengths lie in the custom chips

that handle specific tasks —
graphics, sound, etc.

So how will the contracted
companies exploit the new
machine's capabilities? Well,
NEC Avenue are releasing two
arcade conversions and Hudson
are releasing an adaptation of a
cartoon, and a combat flight sim-
ulator.

The NEC Avenue conversions
are of two of the most popular
games of the year: Strider and
Ghouls ‘n' Ghosts. G+G is the
biggie. Eight megabytes big.
This is the power of the new
machine: memory. It's been dou-
bled (see last month's article for
all the specifications). Quite
frankly, it looks every bit (or
byte) as good as its 16-bit Mega
Drive counterpart. If you liked
the arcade version, get it (cur-
rently only out on the Super
Grafx and Mega Drive, though).

Hudson's two are the cartoon
adaptation, which looks wvery
dull, and Battle Ace, a combat
flight sim over land and sea,
shooting all sorts of enemy air-
crat and ground targets.

Personally, all these driving/fly-
ing games are a bit unrealistic
when played with a joystick/pad.
It seems that NEC have had
similar ideas too. And that's

where the latest piece of
Japanese technology comes in.
it's the aptly named Power
Conscle — as rumoured in my
column last month.

The Power Console is what
the Konix Multi System is sup-
posed to be, minus the hydraulic
chair. It costs £240, only works
with the PC Engine Super Grafx
and should revolutionise the way
we play games (before the
Konix ever does!).

The Power Console is a large
peripheral. It fits over the Super
Grafx which dwarfs the old
Engine. Still, it needs to be. The
functions it contains are incredi-
ble: yoke; joystick; four fire but-
tons plus two on the pilot con-
trols; calculator; clock; a replay
feature to re-run games up to
last point reached; jog dial; func-
tioning speedometer which can
double as a flight panel; throttle
lever; built-in multitap (joystick
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adaptor) which links up four
more controller pads; two aut-
ofire buttons; select, run and
power buttons; and a little case
which can store ten games.

Impressive. No other word
quite describes it, or the price.
But you pay for what you get,
and quite frankly, you get every-
thing you need. It could wake
you up in the morning with its
built-in alarm to the tunes of R-
Type. A quick blast — sod
breakfast — and off to work.

You keep dying on level three
of R-Type. Why bother daing
levels one and two again, just let
the computer replay your move-
ments up to there and take over
again at level three.

Having trouble working out
how long it's going to take to pay
back the shop with the ‘easy-to-
pay’  monthly instalments.

| Simple, work it out on your cal-

culator.

Or perhaps you're in the mid-
dle of defeating the Bydo
Empire. You know you have to
leave the house soon but you
can't be bothered to look at the

clock behind you. No problem.
Lower your eyes, no head
movement necessary, and there
will be the time. Gaming in gen-
eral has been made easier with
this new machine, and obviously
more fun. You need never use
those funny controllers again.
But £240, £400 total with the
Super Grafx, is quite simply a
heck of a lot of anyone's dosh
— especially when you're not
sure whether other software
companies are going to support
this quite brilliant machine and
add-on. Problems, problems.
Not for you Brits — it probably
won't reach the UK for ages.
However, each night, Japan
racks its brain over such dilem-
mas. What a terrible, terrible life.
For the very few of you that
have PC Engine CD-ROMs, you
may be interested to know that
with the advent of the Super
Grafx, NEC will be releasing a
link between the Grafx and the
Engine CD-ROM which allows
faster access time (something
Altered Beast seriously needs!).
After all that, everything else

will seem quite dull. However,
still on the Engine front, Chase
HQ will be out in January, and
Splatterhouse and New Zealand
Story in February.

Talk radio

Karaoke, is a Japanese busi-
nessman’s pastime. It involves
singing along with lyrics and pic-
tures displayed on a TV screen
from video. Hearing Japanese
businessmen sing It's a Long
Way to Tipperary is embarrass-
ing to say the least. But think,
without this, Japanese busi-
nessmen wouldnt be able to
take the stress and kill them-
selves in masses (just like the
Japanese students). Japan's
success would plummet and
you wouldn't get the games and
machines that you do from
Japan. So, to ease tension and
stress at home, NEC Avenue
have released ROM ROM
Karaoke. You chose songs from
different regions, get pictures on
the TV screen, and hear your-
self sing out of either the TV or
the new CD-ROM amplifier sys-
tem (approximately £100 includ-
ing speakers). Then you col-
lapse on the floor (or tatami),
dead tired, dead embarrassed in
front of the wife and kids, and

dead happy.

Coming fairly soon is Alien
Crush 2, the sequel to (wait for
it) Alien Crush. Basically the
same Alien-inspired graphics
with alien-like sound effects and

amazingly addictive gameplay.

There are other games, but
most look like fairly dull, shoot-
‘'em-ups — Japan is seriously
lacking in original concepts.

A quick look at other more
trivial machines shows that
Batman is coming out on every
format known to Japan
Nintendo Famicon, Sega Mega
Drive, PC Engine and even the
little o' Game Boy. Also out on
the Nintendo is Dracula 3 and
Hostages.

The Mega Drive has an RPG
called Sorcerian, MahJong Cop
(what!!) and Ghostbusters 2.

The Game Boy is trying to be
taken seriously with the RPG,
Selection and also Baseball
Kids. As you can ftell, the
Engine is probably the MAIN
thing for now. So, until butter-
flies start flying backwards and
Mrs Thatcher gives up as lead-
er, the PC Engine is where we'll
be focusing. Obviously, if some-
thing important happens else-
where (like the 16-bit Nintendo,
and the British release of the
Mega Drive), you'll know about
it through the pages of TGM.

And once again, this brief
affair must end. As Lady
Macbeth said when she saw the
end of Xenon 2, 'Out, damned
spot!', | must leave you. The
first person to find a connection
between Shakespeare, spots,

the Bitmap Brothers and TGM
wins a sushi salad and a pint of
sake, So ponder that thought as
| bid you adieu, or as we say,
sayonara.

_
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human opponents rather than a pre- programmed compluter chip? Meet people.
Make friends. Face and overcome acversity to rise through the ranks and
wigld power over the land,

But don't be focled —all may not be as it seems!
SHADES is avallable to computer owners exclusively on Micronet,

Prestel and Telecormn Gold. For further inforration fill in the coupon
or phone free on 0800 200 700.




Strong Silent Giants

Away trom the central
conglomerates of
leisure software pro-
tuction — North
America, Western
Europe and Japan —
there are a number of
compamies whe,
afthough isolated from
the rest of the gaming
iraternity, still have the
presence 1o commant
oar atiention.
Australia's strateny
wargamers, $S6, are
ong such company —
and still commit them-
selves to 8- -2l 6-hit.
Paul Righy spoke to the
men down under...

The large distances from SSG's
headquarters to the European and
American markets have not ham-
pered their progress, which is a
fribute to their determination to
succeed. | talked to one of SSG's
founders, lan Trout, and asked him
how it all started.

‘S5G began as a partnership in
1983 between Roger Keating and
myself, with RFTS [Reach for the
Stars] as the first game.’ 16-bit ver-
sions of the four-player intersteller
conquest game are currently under
development. And based on the
same basic theme is SSG's latest
game, Gold of the Americas (pic-
tured), which has you at the head
of a country, during the 15th
Century, off to explore, colonise,
exploit and defend the new world
of the Americas.

But what of the old faithful
Battlefront system which has been
the basis of so many SSG releas-
es? Are there any further develop-
ments in the pipeline?

Yes, in our new Panzer Battles
— due out by Christmas — the
system is expanded so that the
basic units can be regiments or
divisions rather than battalions.
This enables us to handle the
scale of Russian Front armoured
warfare, which is what the game is
all about.’ Battlefront has certainly
proved to be a very open and mod-
ular system. Was it always deemed
to be as such?

'Indeed. If a design is not flexible
it can't handle the multitude of con-
ditions that can arise on a battle-
field. This flexibility made it easier
to adapt.’

There's news that SSG are to
release a MNapoleonic wargame,
will that use the Battlefront sys-

tem? 'The Napoleonic game will |

share a few of the characteristics
of our Civil War system. Given the
radically different combat and con-
trol systems involved in Napoleonic
warfare, it will have very little to do
with Battlefront.’

Certainly, Campaigns of

Mapoleon seems like a game to
look forward to. Featuring six sce-

His
permnits you to donat
$52808 to the Exchegu

Maiestu gracious

Treasury Secret Fuﬁ

narios: Marengo,  Austerlitz,
Friedland, Wagram, Leipzig and
Waterloo, Napoleon includes a
start-up tutorial and a strategic
planning phase for each battle.
Using brigade-sized units, the
game includes specialised rules for
the square, line, column and caval-
ry formations. As with other SSG
products you will be able to cus-
tomise the game with Warplan and
Warpaint.

So what's next after Battlefront?
‘Firstly, a new korpsfarmy game
cavering the entire Western Front,
starting with D-Day. Sometime next
year the Twilight 2000 roleplaying
system, plus further conversions of
existing B-bit titles to IBM and
Amiga.’

On the subject of 16-bit
machines. Will SSG be producing
any 18-bit-only products?

‘We will not be producing 16-bit-
only games as such, but we will be
doing most of our new designs for
16-bit machines first, and those
designs will utilise the fullest
capacities of those machines.'
Saying that, what machines and
languages are used for developing
at present? lan continues: 'B-bit
programs are developed on an
Apple Il in 6502 code, 16-bit pro-
grams are usually done first on an
MS-DOS 80286 machine using
Microsoft's C V5.1,

Hex grids are gefting a bit old
now. Ever thought of changing that
format? ‘Hex grids are by far the
best system for regulating compli-
cated movement. Some games,
like Gold of the Americas, will use
area movement rather than a hex
grid.'

One thing that has struck many
wargame enthusiasts is the quality
of 55G's packaging and the includ-
ed background information. What
research do SSG do for each
game?

‘The research is done first from

general sources on the period,
then from specific sources, such as
official records and unit histories. In
58G's library and our own private
collections we have hundreds of
military history books.’

SSG certainly appear to be
extremely busy. Are all of games
produced in-house or do they use
freelancers? 'Most original work is
done in-house, and most of that by
Roger Keating. Fire King was an
outside job, and we are always
happy to look at outside programs.’

So what new releases can we
look forward to?

‘Panzer Battles on the PC and
C64, which involves armoured war-
fare on the Russian Front, Gold of
the Americas for the PC and Amiga
and Fire King for the PC, all before
Christmas. They will be followed Sy
a Western Front game early in
1990

Before | thanked lan Trout for
sparing TGM some of his precious
time, | had to ask him about fellow
Australian  company, Panther
Games (recent TGM Golden Scroll
winners for Fire Brigade). There
are not too many software compa-
nies in Australia, even less who
deal in strategy games. Is there
any involvement between the twa?
‘We don't do any work with Panther
games, but we have a loose strate-
gic alliance. As we are the only two
of our kind in Australia, we help
each other out whenever we can.’

There is no denying the quality
of 88G’s products, however, it is
their enlightening attitude to the
customer which |  admire,
Producing an in-house quarterly
journal, Run 5 (bundled with every
game), and introducing extra sce-
narios to games which would be
discarded by other, profiteering
companies, actually enhances the
shelf-life of SS5G's products.
Products which to the buyer
become a part of history...

TGM TX 026:1-90 89




Amiga (also ST, PC) £24.95

MURDERS IN
VENICE

Cobrasoft

Murders in Venice grabs your attention
immediately you open the box. The pack-
aging is bursting with clues (purse, camera
film, etc) and the game's good graphics
only enforce the high visual reputation of
French software.

The plot surrounds a terrorist bomb
which is timed to go off at high noon. You
have five hours to find the bomb and arrest
the criminals. All investigation is done via
clicking on areas of the buildings of Venice.
This action may bring up a digitised photo
of a person at that location (plus a location
graphic). Interaction is via speech bubble
menus. The more info you gain about that
person the more questions you can ask, so
it is sensible to revisit characters.

You have the facilites to record pho-
tographs, quotes, etc via a camera and an
organiser. Incidentally, the game includes a
basic paint program plus clip-art (wigs,
glasses, etc) which act as disguises.
Finally, there is a bomb-disarming practice
routine in the police station as you will
have to do this for real at the end of the
game.

Even though the presentation is superb,
the game system could have been
improved. Clicking on the building graphics
in the hope of hitting the right spot to find a
suspect to question is achieved by pure
luck — why do the French constantly
employ this device? It removes any illusion
of skill. In addition, after a while, many of

Interact
Atmos

many good points, although, more thought
on implementation and design would have
been appreciated,

PC (also Amiga, ST) £35.00
(import)

UNIVERSE 3

Omnitrend

So what happened to the other Universes?
Well, from what I've heard, you've not
missed much. Universe 3 is a different mat-
ter, however. You live in the Local Group, a
colony which has been isolated from Earth
for 300 years. You command a ship to re-
establish diplomatic relations with Earth.
The only problem is that there's a traitor
onboard.

Universe 3 adopts a similar design and
interface to Omnitrend's Paladin and
Breach games. Control is via the keyboard
or WIMP interface. lcons are available for
movement and dropping objects. Examining
objects can be done by moving up to them

the features, like the location graphic
windows, become very superfi- J

The |
ADVENTURE
STRATEGY
ROLEPLAY
Column

| hesitate to mention Mirrorsoft's first release
this month because, according to the bumf,
we are about to receive a RPG from the
Bitmap Brothers... and may the Lord make
us truly thankful. Yes, Cadever has you as a
medieval sleuth on the trail of a mass mur-
derer. Clues lie within a strange castle
where a former search party met its grisly
end. True to form, though, Cadever will
incorporate some arcade action complete
with overhead and 3-D isometric viewpoints.
A Times of Lore basher perchance?

It's good to see a sequel to The Legend
of the Sword on the way. Called The Final
Battle, the follow-up sees Suzar escape
from his prison, re-take the sword (what a
waste of time the first game was thenl) and
imprison your comrades.

PS5S's latest is set in the North Atlantic
during World War 1l. Wolfpack includes a
number of scenarios (submarine battles for
example) and allows you to customise your
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In this humourous RPG penned by The
Naughty Dog team, you play Keef whose
ultimate aim is to become God-King. RPGs
tend to sub-classify themselves into a vari-
ety of genres (overhead Ultima-class, first
person Bard's Tale class, etc). Keef fits

and selecting Examine from the verb menu
(where other commands such as Wear,
Break, etc, are listed). There are occasions
when you can zoom into an object or per-

own missions. Some great VGA graphics
are also promised.

Larry Bond, co-author of Red Storm
Rising (the novel and game), is back with a
new product. Harpoon contains Lammy's new
naval warfare environment, within which you
are a commander for either NATO or
Warsaw Pact. PSS are importing Harpoon in
this country through their Mirrorsoft connec-
tions — all are available on ST, Amiga and
PC.

Good news for stumped adventurers.
Official Secrets are releasing solution books
to all of the Magnetic Scrolls adventures,
priced at £2.50 each. They appear to be
good value for money as they also include
three-tier questions and answers, maps and
a coding system so that you don't acciden-
tally see the full solution. More information
from: Official Secrets, PO Box 847, Harlow
CM21 9PH.

On the other side of the Atlantic, | hear

images

'Amiga (also PC) £24.99

KEEF THE THIEF

Electronic Arts

nicely into the Bard's Tale slot but has sev-
eral improvements over RPGs of similar ilk.

Along with the sensible 'sleep’ factor
indicating how weary you are, you have a
variety of other abilities including combat.
Combat is far more realistic and true to
perspective in Keef than any other RPG in
its class. In this respect it even exceeds
SSl's Curse of the Azure Bonds, which has
to shift to an external viewpoint. In Keef
you have a narrow, first person perspec-
tive, line of sight and can turn to face your
foe if they attack from behind. In another
part of the screen is an overhead map
showing the overall tactical position. You
can advance and strike an opponent, after
which the club, or whatever, is seen o
strike your opponent’s face.

Relevant stats are available showing the
progress of the fight. Again, this stays true
to the perspective while allowing realistic
combat — far better than the fictional com-
bat of Dungeon Master, Bard's Tale, et al.

Finding spellbooks is essential, as each
contains individual spells for specific uses.
Interaction is achieved by clicking on char-
acters in the graphic window and selecting

son, which allows you to manipulate objects
on a larger scale. However, most of the
action is via a lookdown, Ultima-type view.
Stats inform you of your character's well-
being.

Universe 3 is simple to set up but can be
a little tricky to use. | had trouble using the
Zoom command from the keyboard,
although accessing it via the mouse was no
problem. The plot is a strong point of the
game but the speed isn't. Even though
there are methods to quicken movement,
things grind to a halt when many characters |
are onscreen at once. That said, however,
Universe 3 is still a pleasant jaunt through
the cosmos. Apparently, Artronic are plan-
ning to import the game, but if you can't

—

news of Police Blotter from US-based
wargame specialists, Avalon Hill. There are
seven cases lo solve as you plod the streets
of Queensport, including such classics as
Lincoln’s Acorn and The Case of the
Peculiar Corpse. Police Blotter is PC only
and includes a map of Queensport, a rule-
book and clue book.

Fans of Omnitrend's Breach (distributed
by Artronic in the UK) will be glad to know
that Breach Il is on the way. The game
includes much-needed enhancements, 'such
as diagonal fire and movement, supression
fire and line of sight.

Rumours abound that Dynamix (who pro-
duced Abrams Battle Tank) are working on
an 'action’ adventure currently called Agent.
Apparently, Agent includes five different
types of spy simulations.

FPC owners should look out for Infocom's
Shogun, which is well worth purchasing. The
text scroll is a litle slow but the overall game

questions from a menu system. You can
haggle when you buy items or you can
steal them (you are a thief al-‘teralll{o

Keef n didn't receive a Golden
Scroll due to its high initial difficulty factor.
However, Keef is not the only game (many
of the classics are notoriously difficult, ini-
tially) to suffer from this so | did not
penalise it — be careful to save frequently,
though. There can be no doubt that, in its
first person perspective class, Keef is top
(naughty) dog.

Presentation
Attributes
Engagement
Aimpsphere
System
Overall

wait...

CONTACT: Computer Adventure World,
Bank Buildings, 1a Charing Cross,
Birkenhead L41 6EJ. Tel: (051) 6661132.

Presentation 85%
Attributes 55%
Engagement 78%
B2%
5%

76%

Atmasphere
Interaction
Owverall

I

is still excellent. Another PC conversion is
Micro Illusions’ Faery Tale (remember that
one?). Hailed as a breakthrough in RPG
gaming when it appeared on the Amiga
ages ago, the PC version is also well pro-
duced. EGA graphics are good with
mediocre sound. Although a bit old, it's still
well worth playing.

Amiga owners should look out for Sierra’s
Space Quest Ill and Lucasfim's Maniac
Mansion and Indiana Jones (Adventure}.
Each one is highly recommended offering
similar graphics to the ST but much
improved sound (and far fewer disk
swaps!).

Finally, did you know that the chap who is
working on the graphics for Lucasfim's
Loom is none other than Mark Ferari? The
same fantasy artist who produced artwork
for Chaosium's table-top Cthulhu RPG
series. :

Join me next issue for another thrilling
installment on the column. You'll be okay as
long as you don't look down.

Paul Rigby, TGM, PO Box 10, Ludlow,
Shropshire SY8 1DB.




C64 (also Amiga, ST) £19.95

KAYDEN
GARTH
EAS

Kayden Garth, the prison planet, has
undergone a rebellion. All contact has been
severed and it is believed prisoners are
running riot. At the head of a four-man
team, you are despatched to the planet in
the hope of quashing the rebellion and
bringing the leaders to justice.

You move your team, a single icon, over
the landscape to enter towns, buildings and
monster-infested dungeons. The range of
characters available is good as are their
range of skills. However, the fun stops
there as the rest of the game is abysmal.
Combat is far too simplistic, with the dun-
geons bland and featureless, causing
instant disorientation. In addition, combat in
the dungeon brings up a simplistic combat
screen with a backdrop of trees, fields and
blue sky — in a dungeon? However the
worst point of the game is its terrible bugs.
Wandering into a hospital | attempted to
heal already healthy characters. Instead of
offering an error message along the lines of
‘your character does not need attention’ |
was charged for the treatment! | immediate-
ly tried again and was subsequently
charged again! Take my advice — avaid it.

ST (also Amiga) £24.99

SUPERLEAGUE
SOCCER

Impressions

My initial impression (no pun intended) of
Superleague Soccer (SS) was that it may
become the king of football strategy games.
The depth is there. The usual managerial
features are augmented by novel features
such as player ratings for control, heading
ability, morale, tackling and so on.

However, | always look forward to seeing

| ey mon T

‘WINDWALKER

' Origin

| When Moebius was raisasedu.ll:; 1985 it
 received a mixed reception in this country,
's0 | asked Richard Garriot (aka Lord
| . Origin's Vice-President, what
improvements the seguel would have. He
| promised ‘improved graphics' and, as well
| @s good interaction, ‘each one of the 30-60
people will be highly developed', He's
|right. too. The one aspect of Windwalker
| that most impressed me was the overall
‘ design. You really feel that the author has
taken time to research his project to the
tull. Displaying over 100 different scenes
and settings, you experience a real period
| atmosphere. For example, if you let your
| Honour deteriorate villagers " will ignore
| you. Your other attributes are Spirit (your
lifeforce), Body (health and vigour) and
| Karma (how often you can be restored
| from death).
You begin as a lowly fisherman. Your
task is to restore the Emperor to his throne
by wandering the many islands of Khantun
| and defeating the evil Zhurong and Shen

Jang, the Alchemist. The overhead view
| shows your character via a picture icon
| which changes expression depending on
| your situation. Interaction is via nested
| menus.

849
83%

Overall

able to tell you mare of events abroad than
villagers. Prayers and spells add to your
armoury but your main weapon is your
fighting skills. This arcade sideview is
much improved aver the original game as
the moves include more frames (making
animation smoother) whilst the realistic,
and graceful, martial movements are var-
ied. Many RPG players may not relish this
area of the game but you should give it a

| Different professions have a bearing
| upan information given: merchants will be

my team in action during the play sequence
or, failing that, receiving some sort of feed-
back. 55 has the unique feature of being
able to control each player during the
sequence — a sort of ultra-basic Kick Off.
However, the implementation for this area is
very poor. Control and player manipulation
is slow and awkward, Once you have
manoeuvred a player into a certain position,
the ball has already passed him.
Subsequently, the only playable way of
using the play sequence is to ask for an
instant result where no action is seen,
Without the feedback the game becomes
rather lifeless.

Presentation
Al

Atmicaphere
Overail

chance. | enjoyed Windwalker and look
forward to the 16-bit conversions.

| Amiga (also PC, ST) £24.99

DAY OF THE
PHARAOH

| Rainbow Arts

It is your job, in Day of the Pharaoh, to rise
through the ranks from a poor merchant to
the exalted position of Pharach. To do this
you must trade, marry into important fami-
lies, fend off the natives, give sacrifices to
the gods, dabble in gambling and so on,

As you gain wealth, your social status
will increase, thus bringing the sought after
power needed to take you to the top. There
are a number of arcade sub-games, of
which all require to be mastered if you are
to be exalted by your people. However, |
found that these sub-games spoiled the
whole game. For a game of strategy they
lacked any skill. The arrow firing, from a
maving chariot, lacks control and is too
simplified; the rock-evasion, in your boat, is

92 TGM TX026:1-90




Version Update
'PC £24.95

NEURO-
MANCER

Interplay/Electronic Arts

William Gibson, father of cyberpunk: 'l
never so much as touched a PC when |
wrote Neuromancer. | wrote it on an
ancient Hermes manual typewriter.' Yep,
surprised me too. But nevertheless,
Neuromancer, the book, was an
acclaimed work, as was the original C64
computer game. It is no surprise, then,
that the PC reaches similar heights.
Coming on two 5.25-inch disks, PC
Neuromancer gives us the first opportuni-
ty to see 16-bit graphics placed on top of
the excellent gameplay which was
already present in the C64 wversion.
Offering non-linear solutions and skill-
development, while staying faithful to the
novel, Neuromancer is a ‘'must-buy’. Take
it away William: These days | use a beat-
up Apple llc and the word processing end
of AppleWorks. | do have a modem but |
don't really use it for anything. People
expect me to write on something matte
black with all the serial numbers sandpa-
pered off..’

Machine update 90%

unbelievably easy. Good idea, Rainbow
Arts, but a disappointing implementation.

PRESENTATION
|
ATMOSPHERE
ENGASEMENT

OVERALL

Amiga (also ST, PC) £24.95

'SWORDS OF
TWILIGHT

Free Fall
Associates/Electronic Arts

Your quest, in Free Fall's latest RPG, is to
recover the Swords of Shambala. The
game can be played by up to three players.
If you play solo, you only control one char-
acter while the other two are computer con-
trolled. Character choice has no real feeling
of involvement as a presel database of
characters are waiting to be chosen.
Twilight offers some genuinely innovative
aspects: tiredness (fatigue or waking from
sleep) or damage sustained during combat
will slow down characters. Moods have an
interesting effect on conversation, too. If
you appear wary towards a siranger you
may not receive info that would have been
given to you if you had been friendly. | was

Amiga (also PC, ST) £24.99

'MYSTERY OF
THE MUMMY

Rainbow Arts

You are on the trail of a stolen mummy.
But others are after the mummy and then
there's the crime to solve and...

Mystery of the Mummy is an icon-con-
trolled text/graphic adventure with nominal
| keyboard input. Displaying atmospheric
| charcoal/sepia graphics, the crux of the
| game involves driving around fown, col-

lecting clues, objects and generally gaining

as much information from everyone and

everything as is possible. In addition there

are two sequences which provide a break
| from the adventure. One is a diving
| sequence to find exhibits, the other
invalves interpreting evidence in a labora-
tory. You must not forget to eat, sleep and
top-up the petrol for the car. This sort of
needless ‘realism’ injected into adventures
only serves to slow the game and hinder
your enjoyment as it serves no construc-
tive purpose. In addition, too many loca-
tions are lifeless areas,

The rigid icon commands make you feel
that you have little or no freedom to

impressed with all of these factors.
However, a number of irritating points
spoiled a possibly excellent game. The pre-
sentation could have been improved.
Different worlds appeared to be rather
monotonous. Controlling your characters
can be frustrating. These, supposedly intelli-

gent, characters can easily be led into a cor- |

ner where they just bang their heads

monotonously into a brick wall. Alsa, when |

you enter a room you are constantly chal-
lenged every time you re-enter. As if they
have never seen you before.

Finally, although spellcasting has been
handled well, combat is too simplistic.
Merely moving into opponents and pressing
fire shows a lack of thought. Swords of
Twilight has many interesting features, how-
gver, the designers appear to have concen-
trated only on certain areas and to the detri-
ment of the rest of the game.

Presentation
Attributes
zngagement

Aumesrhere
System

manoeuvre, Puzzles seem 1o hinge on
mentioning the right name, at the right
time, to the right person. A good example
of the restricted design is the library
sequence, where | wanted to read cne of a
list of books. Rather than picking up book
one, reading it, dropping it and picking up
book two, | had to read book one, exit the
library, re-enter the library, read book two,
etc! Frustratingly boring!

Mystery of the Mummy mixes interesting
presentation ideas and fairly good interac-
tion with, sadly, design faults that give the
adventure an empty, unfulfiling atmo-
sphere.

~ Version Update
'Amiga £19.99

LASER SQUAD

Blade Software

| Having been warmly welcomed on the 8-
| bit machines, | have been eager to see
whether Laser Squad could make a suc-
cessful transition to 16-bit. Although ini-
tially similar to Omnitrend's Breach, it's
| soon apparent that Laser Squad blows
Breach clean out of the water. It is far
superior in every way. Examples are:
movement and action in eight directions;
the variety of fire; delayed explosives;
close combat, etc. Sound has been well
developed offering an excellent sound-
track and spot effects.

Graphics have also been improved. As
well as the clever spot animation, other
details, such as the interference on the
scanner when it is first switched on, are

| much appreciated. There can be no doubt
| that Laser Squad is the best tactical strat-
| egy game on the Amiga at the moment. It
| is a strong candidate for the best strategy
| game of any sort on the Amiga! | am sure
| it will achieve similar high levels on the
| 8T, too,

| Machine update 93%




Part Two
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Christmas is worryingly near but let us take your mind off
such things by continuing the TGM crew's weird Yuletide

adventure, When last we left them a bizarre an’

gruesome

creature had emerged from one of Warren's seven orifices...

his animal just wasn't
the sort of thing one
beared to look at, like
those disgusting mam-
mal-digesting insects
that make an unbear-
ably frequent appear-
ance on BBC nature
programmes. But Robin,
Dominic and Mark couldn't help
but watch as the slimey, spikey
creature flexed its tiny ebony
limbs and produced a small
pastel-shaded towel from about
its ‘person’. It dried itself care-
fully, liberally throwing Imperial
Leather talcum powder under
its armpits, then leapt into
Roger's garden, whose house
they stood outside.

'Well ber-lud-dee typical,’
Dominic moaned as they
watched the creature swallow
handfuls of leaves from a near-
by bush. It grew. The creature,
that is, not the bush, which was
becoming increasingly bedrag-
gled by the second. It grew at
an alarmingly rapid speed, like
the amount of washing-up in a
sink tends to do. From its initial
six inches (size isn't important),
it grew two feet, three feet, four.
Then the now-gquadruped grew
in height also, relentlessly shov-
elling in food, like Mark at a
software PR lunch, until it was
a full eight feet tall.

Coincidentally enough, it also
had eight feet by now, which it
used to haul its vast insect-like
body up the front of Roger's
house, gouging out great
chunks of brick, mortar and
assorted masonary ag it went,
It disappeared over the roof,
sending tiles, the TV aerial and
& discriented door-to-door
salesman crashing to the
ground.

‘Great. That's just the sort of
unsociable response you expect
from a recently hatched space
alien billions of miles from home
and who's recently failed its
driving test for the fourth time,’
Robin commented astutely.

Gathering up Warren, in as
much control of himself as can
ever be hoped for, the four
approached the front door of the

house, gazing up at the screen
of the Mac I computerised
doorbell,

‘DO YOU REALLY WANT TO
RING THIS DOORBELL? a
scrolling message asked as the
Mac detected them. ‘I MEAN,
REALLY, ] AM AN ALL-SEE-
ING, ALL-DOING, ALL-TIMES
CROSSWORD-SOLVING MAC-
INTOSH COMPUTER, AND I'M
NOT ENTIRELY SURE YOU'RE
THE SORT OF PEOFLE 1 WANT
AT THIS CHRISTMAS PARTY

‘Yes yos yes.' Mark stumbled
as he mounted the
doorstep."Yes yes, we do want
to ring the bell and come in,
thank you kindly.' Robin, Dom
and Warren hadn't as agreeahble
an attitude to the ‘doorbell’,
thusfar loathing every minute of
Christmas, but restrained them-
selves from smashing its egotis-
tical diodes.

‘YOU'RE ABSOLUTELY POSI-
TIVE ABOUT THIS? YOU'RE
NOT GOING TO CHANGE
YOU'RE MIND? YOU'RE NOT
BEING THE TEENSYIST BIT
HASTY HERE?'

‘Nol’ the un-festive trio
snarled in unison, a bit like a
barber shop quartet except
with one missing — the irritat-
ing short blond one, thankfully.

‘REALLY? YOU'RE NOT
TELLING PORKIES TO YOUR
UNCLE MA-'

‘Just open the
door!!' Robin yelled, almost
dropping his precious — but
unreliable — sampler.

The door complied and imme-
diately they were met by Roger,
TGM designer, roving editor
and fan of a certain
computer.'Um, go straight on to
the living room,’ Roger mut-
tered without looking up from
the screen of his Mac portable.

The party was going in what
could optimistically be
described as full swing —
ZZAP! and CRASH editorial
teams and other Newsfisld staff
hanging around in huddled
bunches, like over-familiar
bananas. It'd gone well initially
but the Newsfield postbay had
failed to deliver the presents —

not good. Jonathan ‘cold hands'
Rigmall, the production manag-
er, was particularly irate, as the
co-ordinated prezzy opening
was now at least 43 minutes
behind schedule.

For the Dynamic Trio... er,
make that the Vaguely More
Happy Than Morrissey On A
Really Bad Day Trio (maxim:
apathy rulss if you like but 'm
not particularly bothered), it
was clear that this wasn't tha
place they'd find the much-
needed Christmas spirit.

The lumbering Mark contin-
ued to be the happy-go-lucky
misfit, rushing around hello-ing,
enthusing about the
Christmasness of it all and
bludgeoning people into play-
ing party games, most notably
the ever-popular Pin The Blame
On The Staff Writer. Robin
decided to make the most of it
and set up his sampler, a tangle
of wires soon developing on the
coffee table. Warren was rather
pleased to be able to use his
Tecent trauma as an excuse to
drink copious amounts of alco-
hol and Dom went to chat to
the Zzap! team, notably to gloat
over his defeats of Ed Stuart at
Kick Off.

The party went on, the drinks
flowed (mostly down Robin and
Warren's throats) and Mark
became the first person to eat
three tubsful of Twiglets with-
out taking them out the packet.
Robin was wandering dejected-
ly around, microphone in hand,
trying to find interesting
sounds to sample; he shaked
things, dropped things, hit
things, performed the Jimmy
Cagney tap-dance routine from
Yankee Doodle Dandy on
things, all in the search for the
elusive mega-sample. Dom was
still being his scathing, Tory
MP-style self (Zzap! editorial
were all marginal-SDP-in-a-pret-
ty-damn-tight-situation), and
Warren was examining the
underside of the coffes table.

Robin was trying to coax a
rubber plant into saying ‘Check
this out!’ just before it hap-
pened. The plant had a terrible
headache so could only manage
a half-hearted rustling of its
leaves, which was a much less
dynamic sample but with the
price of Baby Bio these days
what can you expect.

There was a savage grunt
and a loud thud. Most people

thought it was Mark. But no, he
was busy on the fourth word of
Gone With The Wind. An ear-
splitting crash hushed everyone
into a sudden silence.

It was quiet. Very quiet. You
could've heard half a pin drop
onto & very comfy cushion, A
long, monsterous howl cut the
air like a remarkably sharp
Imife, echoing in the cold, dark
night outside. Now it was real-
Iy quiet, but a silence soon bro-
ken by an excited voice...

‘I'm having that!' exclaimed
Robin, having found the sound
he'd been after all night. He
bounded out into the back gar-
den, microphone lead trailing
behind him, and an approxi-
mately conscious Warren fol-
lowed.

By the time Warren staggered
into the garden, the creature,
now taller still, was holding
Robin by his ankle and dan-
gling him just above its gaping
jaws, like a Roman with grapes.
It had lowered Robin's head
onto its tongue when it hap-
pened to glance in Warren's
direction.

‘MOTHERI!' it cried and
flungs its arms wide, sending
Robin flying over a nearby
hedge. It advanced, Warren
backing away — an energetic
hug from this offspring would
be fatal. He bumped into a wall:
he had nowhere to go, the crea-
ture reached out... and was hit
by a beam of golden light,
which shrank it down, down
into nothing.

As Dom joined Warren and a
muddy Robin, a winged figure
sparkling with magical light
descended to hover above
them.

‘Fear not, my friends,’ the
Angel Patience said, ‘be calm
and Christmas spirit will be
thine. You shall have good will
and the Oueen's speech won't
seem so bad..." And with that
the Angel flew gracefully to the
heavens, leaving the trio to
wonder whether they'd really
drunk that much.
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THE GOLF
STRATEGY GAME

FEATURES
INCLUDE

DIAP CLARAE

AVAILA

1

TO OATAIN A FAEE CATALDGUE ©F ALL OUR STRATEGY G

OTHER GAMES STILL AVAILABLE

THE NATIONAL - e a
SOCCER COACH - e

GRAND PRIX - @

SNOOKER MANAGEMENT [ | ( ©

BOXING MANAGER - =

BOXING MANAGER II - ®

FOOTBALL DIRECTOR - e
FOOTBALL DIREGTOR il -

CRICKET CAPTAIN m e

WEMBLEY GREYHOUNDS [ ¢
INTERNATIONAL MANAGER | | (.

2 PLAYER SUPERLEAGUE | (.

RECORDS FILE [ I S |
SPECTRUM 48k SPECTRUM 128K [ _

ATARIST = IBM £ BBC - COMMODORE B4

PLAYING TIPS FOR ALL OUR SAM
Chegue/P.0. made out to D&H Games plus a large SA.E. witha
Please state clearly which game or games you require and far v
vour name and address on the reverse side of any cheques. Ow
include £1.50 for postage and packing

B WHY WAIT?
b’ ORDER NOW FROM TELEGAMES
STILL EUROPE'S LARGEST VIDEO GAME CENTRE

mﬂA Nintendo
* B

NINTENDO
GAMEBOY

SEEA MEGRA DRIVE

SPECIAL OFFERS
MEGADRIVE COMPLETE WITH FREE
GAME, 2 XE1 PRO JOYSTICKS (with
rapid fire and slow motion)
SCART/PAL VERSION £239.95
SCART VERSION £225,95

PC ENGINE COMPLETE WITH 2 GAMES, 2
JOYSTICKS (with rapid fire and
slow motion)
PAL VERSION £229.95
SCART VERSION £215.95

PC ENGINE 2 PLAYER ADAPTOR £42.95
WITH ANY PC GAME FREE

NOTE: We only sell fully compatable, 1 year
guaranteed items
Send for lists (state make of ga me)

| TELEGAMES

TELEGAMES, WIGSTON, LEICESTER, LEB 1TE (0533-880445)

CAMES F REE GAMEY

PRICELIST

Williams Computer Services Ltd.

For all your Software requirements.
For a fast friendly service.

C We have available, a large range of games software
AMES in all formats, for all the popular machines,
BUSINESS We can supply soltware to sult your business needs
for P.C. and compatibles.
e . | We supply a large range of consumables such as
SURLMANEES printer ribbons, cables, and blank discs and tapes.
Joysticks | Wecan supply all 1be popular J nystlick.s and
Interfaces to fit most popular machines,
DISC DRIVES W; have a\-_aalablg, a range of add-ons and disc
drives to suit most machines,

Please phone us for latest prices on all items on 0522 693556 (24 Hours), Or write
1o us enclosing a 20 pence stamp for vour free price list at:- 22 Cottesmore Road,
Doddington Park, Lincoln, LINCS, LN6 3JRH.

Please note: All cheques will be cleared immediately if cheque guarantee number
Written on reverse,

WILLIAMS COMPUTER SERVICES LTD

Please make all cheques and Postal Orders payable to
Williams Computer Services Ltd,
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ALIVE, KICKING AND READY TO TAKE YOU INTO THE NINETIES

B As The Games Machine enters the 1990s we all figured it was time for a
facelift. Who wants boring old Eighties coverage ol' gamas when we're enter-
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THE ULTIMATE

six exciting action sequences
put you in control of Elliot Ness's
elite squad of mafia-busters.

T

THE BORDER RAID

The Railway Station confrontation and
Warehouse bust culminating in the thrilling
denouement of a

ROOFTOP-DUEL

as you re-live the knife edg existence of Ness
in his struggle against the¥etribution of Capone!

UNTOUCHABLES

LIVE AN AMERICAN LEGEND

properly ... a cracking conversion .

licences to date"
Sinclair User

“an absolute corker of a game ... as

smooth and polished as you can get,
animation is top notch ... a brilliant
film conversion”

Your Sinclair

“a fine example of how to do the ]nb g
N

easily one of the most successful -’

;E’lﬂw;'
LA (R

USER >
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“Apart from the sheer thought
apparent in the game design, there CS E‘IEI'E::‘!E}RDUO“Q E
are the superb graphics” AMSTRAD

- Games Machine
a— 2 =

“the film was great ... the game is
_ ATARI ST
even better. Great atmosphere ... the PC & COMPATIBLES

music is brilliant ... a spectacular £'9_99

combat game, an unbelievable
& i AMIGA

O package ... and utterly superb game."
g Zzap £24-99
M2 5NS tphone: 061 832 6633 - Telex: 669977 OCEANS G - Fax: 061 834 0650




DOUBLE DRAGON

DOUBLE
HO)

SHAKE ... RATTLE ... ROLLIT Once beaten, but not destroyed,  The World’s most famous Skillful programming has

World endurance home computer versions.

the evil Shogun Kunitoki used all rb i
AFTERBURNER — You've played SPOTtS Car race comes to taken the superb graphics
the arcade smash - now his “"i?% m‘;ﬂm “'fl““““ your home computer screen  and addictive game play of
mtneﬂer::»fe the white-knuckled 'E"““""” g m;h:"ul with this exciting simulation  the monster Arcade hit and
realism of a supersonic dogfight of the 24 hour Le Mans race.  faithfully reproduced it in

Japan. Gﬂmmmﬂm”’m ©1988 Mastertronic International, Inc.

(FOUR EXPLOSIVE HITS

&

INONE{SPECIALCOMPILATION

SPECTRUM N\ ALSO AVAILABLE
COMMODOR FRO ON DISK

£14 99 £17.99
- Ocean Software Limited - 6 Central Street
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