" -

HSTH AMIGA N C64 B
CPC B SPECTRUM H PC
B NINTENDO m SEGA m

YANKEE
DOODLES

lSSUE 31 = APRIL 1990 » £1.60
Endless American trivia inside.

AC E You have been warned.

ADVANCED COMPUTER ENTERTAINMENT

[ e T—

+r* State-of-the-art
ART OF THE STATES

Special American Issue

Roman blockbuster
from the designer of
Defender of the
Crown.

e \!II!/\HIIUWIWIM



THE FASTEST,
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3D DRIVING GAME YET® - ~_; S

Take the wheel of your turbo-

VOTED

Bl charged Porsche as you
ARCADE GAME : ’_,’I and your partner go in
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YEAR ous criminals all
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BOOST! WITH
Meed to catch up in a hurry? Well, f P L
just one press of your Turbo Button will =
leave your eyes in the back of your head!
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THE CI“ S'Rim, along the roughest of
dirt tracks and through busy tunnels — if you can hold
the line! The low life can run, but they can't hide ... "IGILAN“ FH
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IW INTO YOUR

SIXINSPIRED it s

action sequences put you in control
of Elliot Ness's elite squad of crime-busters,

ALLEYWAY SHOOTOUTS, _ « ’
THE BORDER RAID, |

.l',",r',r

-.

Ty The Railway Station confrontation and
-\;\-\ Warehouse bust culminating in the
v thrilling denouement of a
e
4 ROOFTOPDUEL
: 5y . as you re-live the knife edge
| existence of Ness in his struggle
i ,_m,”;g__ / ’ against the retribution of Capone!
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\ NOW WITH TWICE THE ACTION,
TWICE THE FUN, TWICE THE CHALLENGE S

RoyjaDAMIISIBACKY

. The Hi-jack report came from a DC10 leaving Paris for Boston - Amb
T ITO guerillas were in control of flight 102 and had turned the aircraft towards

Africa... The plane lands in hostile territory and the terrorists begin
g their demands..

¢ - USENHEI'ASERSIGHT,

or the bulletproof vest, but watch out for

EFBOM AIR=TO GROUH K[E‘H]H}B

Operation Thunderbolt the incredible Taito coin-op conversion
brought NOW to your hame computer.
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CITIZEN U.S.A.. s

ACE takes off at dawn and returﬂs wlth an

report on computing USA. The trip starts here, with
foot-long meatballs and a couple of software
gurus who've invented a hyperspace engine.

ULTIMATE ULTIMA ... ... 23
Ne doubt about it, Ultima VIis shaping up to be the
game of the year. We flew to Austin, Texas for an
exclusive preview...

WHEN IN ROME .. PRGN
After the earthquake: just outalda Frdnusm Eler—
tronic Arts are preparing to shake the world with
Centurion — a Roman simulation and strategy title
from the designer of Defender of the Crown.

FASTER THAN LIGHT ... 33
...Dr FTL for short. Now's your chance to travel to
San Diego and meet the people who created Dun-
geon Master and Oids.

ON SKYWALKER RANCH ... 37
Our fearless correspondent braves rabid skunks,
man-eating racoons, and a private security army fo
anter Lucasfilm's creative paradise and confront the
creators of Loom, Maniac Mansion, and Indiana
Jones.

ONTO THE SILVER SCREEN 41
They didn't come from the Desert: they came from

Cinemaware's state-of-the-art CD development sys-

tem.

THAT'S HANDY! .. s wesssser T

Hand-held consoles are swreeping Amerlca John
Cook reports.

D-l-Y STUDIO.... ...............105
Who's in the powerhouse?? Check out MIDI wid-
getls that can make really bad sounds out of raw
data.

BITMAP BLARNEY ... ...86
Your chance 1o get a personal |nv|tation tor the ACE
Conferences and meet some of the big names in the
business in person.

POWER TO THE PEOPLE! ... 11
Fill in the form on this page and change history: by
nominating your favourite games for the the presti-
gious Golden Joystick awards. And win £150 worth
of software into the bargain!

THE ACE
TREATMENT
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REGULARS

ACENEWS .. ... ... . 102
SNK launch an astonishing games console that
boasts 40Mbyte game cartridges; Sony launch Data
Discman — CD-ROM in the palm of your hand:
Amstrad launching new CPC games machines:
Titus move into CD-1...all the latest from the AGE
news team.

MIGHTY MISSIVES .. .. .

h'-.. ' Only two pages of letters this month, to mal
| The secrets of Ultima VI development — see pages 25/26. for our US features...but you made every column

inch count.
GAMEPLAY FREE ISSUE! . 84

SCREENTEST ... .137 Take out a subscription and wake up once a month to

What a month! Player Manager chases Kick Off up your own copy of ACE - and save money into the
the field; Gravity's a startlingly ariginal game from bargain.
Imageworks; Pipemania, a startlingly unoriginal but

| awesomely addictive game from Entertainment Inter- IN THE PINK ... i TOE
national. This month's Pinks feature the return of the ACE

Hardware Upgrade Guide: everything you ever

BRAVE NEW WORLDS ... 88  wanted to know about the machines most likely 1o
Four glorious pages for adventurers and followers make your dreams come true.
of the not-so-straight-and-narrow path. Pat Winstan-

ley ch out the latest fantasy releases and offers
S0me 5 and tips for harassed explorers.

TRICKS AND TACTICS.... .93 GOTOTOWNS! ... ... . 44
R e YYes, it's true. there's a card on the front of this issue
Mo less than five pages of megatips for today's top . ; ? ;

4 & g2 X 2 that could you win you the world's most desirable,
games. Hemember, when the going gets tough, the i 3
foimh cheat g most exclusive CD-ROM games computer. Find

0 : \ : _ out more inside — and be the first to join the CD

games revolution!

What goes up must come down in Gravity.

FM TOWNS
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'he first fantasy role-playing
epic set in the legendary game

world of Knmn.

CHAMPIONS OF KRYNN improves
on the award winning game sysiem
used in SSI’s mega-hits POOLS OF
RADIANCE and CURSE OF THE .
AZURE BONDS. :_*" :

The war of the lance is over, but evil is

a BAD loser ... with the Dragon armies
defeated and the lands to the east
reconquered, the forces of good have -
withdrawn and settled down 10 a well-
earned rest. Evil forces however, never
rest and have been quictly plotung a
cataclysmic return to power! Thetr goal: : a

nothing short of establishing the Dark
Queen, Takhisis, as undisputed ruler

of Krynn!
A
DRAGONLANCE ™ §
FANTASY
ROLE-PLAYING
EPIGC. VOL. 1

Advanced Dungeo ns

COMPUTER PRODUCT

ADVANCED DUNGEONS & DRAGONS, AD&D,

DRAGONLANCE and the TSE logn are trademarks owned U.S. GOLD LTD.,

by TSR, Inc., Lake Geneva, W1, USA and used wnder l i Holf
from ;;w SI-EDII, Inc., Sunayvale, CA, m Units 23 _Ild Way,
£ 1990 TSH, lac. ) 1990 Strategic Simulations, Inc Holford, Birmingham B6 TAX.
All rights reserved. Tel: 021-625 3388,




DVENTURE

__ﬁN@ﬁ WORLD o KMN

‘-._. ’. elcome to the first AD&D®

) computers wargame. Prepare for
fierce baules-and all-out war when the forces of

Whitestone clash against the evil Highlord

Dragon-armies. The Prize: absolute rule over

all Ansalon in the DRAGONLANCE® game

world of Krynn. ’

Send forth your diplomats to forge treaties
and gain allies that will swell the numbers of
Your troops — but when words fail, armies of
humans, draconians, ogres, dwarves, elves,
dragons and other creatures may prove more
persuasive, Enough talk. Let the WAR OF
THE LANCE begin and the forces of good
and evil battle for ultimate supremacy!

COMPUTER PRODUCT




Speadball - total action - total - the
ultimate sport from the Bitmap

Computer Gamesweek - 34%

“Speadball is fast, fudous and graphically very
shylish™

The One - 80%

“Mevar in the field of reviewing has such an
excellant game been played by o many for so
long. A must buy!”

CEVG Hit -

“Speedball ks going to be a monster hif*

El e TMAP
BROTHERS

Distribution by: Mirrorsol Lid., lrwin House, 118 Southwark Street, London SE1 05W
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w
-0 =

7l o
PRI, G

ST/Amiga Format Gold Disk Award! - 50%
"This gama is 50 visually brilkant and possesses
those classic addiclive qualities that once you've
picked up your joystick you just won't want 1o put
it back down again®

C + VG Hit!

“If you're into missdas, bombs and explosions in
large, classy quantities, Blood Mmaa gama
you should try and buy without dekay”™.

— A e AT TN
»r 4 - Rst - -

ARCADE - ACTION - ADVENTURE

ZIAP - %
'Swemrypauwynucangﬂywmmnand
acquire Rocket Rangar

Amiga Format - 80%

"Thosa wha like a good puzzie and a bit of siralegy

will find Rockat Ranger compulsive”

Ace Rating - 814

=Supart graphics with arcade action and strategy
- probably the best Cinemaware game yet”,

New Computer Express :
“Break out & spare can of Buddy and pop.up your
PC far this ane”

- Clneenoml

AMIGA/ATARI ST/PC £E20.99




CD-ROM 'BOOK' ANNOUNCED, FIRST

CDI

GAME, NEW AMSTRAD CPC

PORTABLE
POWER FROM
SONY

Special thanks to Masato Niizeki
and ASCII Corporation for their
assistance

Sony has unveiled a prototype
portable  COROM  ‘electronic
book', a 500-gram palm-sized unit
with builtin LCD used to display
text stored on a normal audio
Compact Disc. Data Discman had
its public debut at a future tech-
nologies exhibition in Tokyo last
month. Although no price or avail
aility details are currently avail-
able, Data Discman will be used
to electronically manipulate wvast
amounts of text data - such as
encyclopaedias, telephone direc-
tores or even the Bible. If's also
expected to double as an audio
CD player.

The Data Discman technolo-
gies currently being developed
could eventually lead to a portable
CDI multr-media unit — capable of
handling audio, video and comput-
er graphics & text, Sony is hoping
to creale a standard for these
‘electronic book' technologies by
announcing the Data Discman so
early in its development. Expect
to see a full feature consumer ver-
sion of the Data Discman in your
local store within the next two to
three years.

Meanwhile, Sony has also
announced a revolutionary new
portable computer. The Palm Top
has a 68000 processor, 2Mb
RAM, and an innovative *keyboard-
free concept’ free hand system
which replaces the conventional

keyboard and mouse. This system
can even understand Japanese'
hand writing — including the com-
plex Hiragana, Katakana and Kanji
alphabets. The Palm Top is due
for mass production this summer,
with units on sale in Japan by
Christmas. No price details are
currently available.

NEW WORLD
CONSOLE
LAUNCHED

SNK, the Japanese arcade manu-
facturer responsible for the block-
busting fkari Warriors coin-op, is
developing a new 16bit console
which promises to be the hottest
deck this side of a cyberspace
CDI unit.

The NEO-GEO (New World)
console is powered by a 68000
main-processor and Z80 support-
processor. It can handle games
cartridges with an astounding
maximum storage capacity of
330-megabits - that compares to
the humble four-megabit (512K)
game carts found on Sega's 16-
bit Megadrive console. NEO-GEOQ
also uses IC technology (see
TECHNO-rACE on page 11 for
further details) to store player
information like game hi-scores.
This coupled with advanced
graphics and sound hardware will
effectively give the NEQ-GED the
power of an arcade machine in

your own home - the gameplay-
ers ultmate dream machine.
Industry rumours even suggest
that NEO-GEO will come as both a
home-based and coin-operated
video games system.

The console will be launched
in Japan at the end of the month,
priced around £290. SNK will ini-
tially release six 40-megabit
games carts, priced at a stagger-
ing £130 each. This makes NEOQ-
GEQ carts the most expensive
home video games ever released.
Interestingly SNK doesn't see this
as a problem and is predicting
Japanese sales of 300000 NEO-
GEQ consoles and 1.2 million
game cartridges by early '91.

Details of the forthcoming
NEO-GEQ game titles and exact
specifications of the console were
not available as ACE went to
press — SNK in Japan told us:
“We're not ready to provide you
with the information required. You
will hear from us sometime
around late spring”. Look out for
further NEO-GEQ information in
future issues of ACE...

ADVANCED
CPC OUT IN
SEPTEMBER

Amstrad is due to launch three
new games machines - including
a console - based around its pop-
ular CPC micro later in Septem-
ber. The console is expected to
sell for around £100.

The advanced CPC's exact
specifications and price details
are unknown at present — no-one
will officially confirm these new
machines - but their existence
has been revealed to ACE in off
the record conversations with vari-
ous software developers. Amstrad
itself was unavailable for com-
ment as ACE went to press.

The CPC464 Plus, CPC6128
Plus and CPC console will replace
the versions of the CPC currently
on sale. These technically
improved models should contain a
faster main processor, hardware
support for graphics - including
sprites  and  hardware-scrolling,
increased colour palette and six-
channel stereo audio.

The CPC Plus machines will
be compatible with all existing
CPC software — theyll also use
cartridge-based games software.
These carts will have a storage
capacity of two-megabits (256K),

F priced in the region of £20-£30.

Several titles are currently being
developed, and a selection of CPC
games cartridges should be simul-
taneously released with the
machines in September,

TITUS
PRODUCES
CDI GAME

Although no Philips/Sony CDI play-
er will be commercially available
before "91, Titus - the French
games developer that wrote
Crazy Cars — has produced one of
the first games for this new muiti
media device.

Titan, an arcade puzzle game,
was first released on all major
micro formats last year. The CDI
version was started last summer
and took four months to develop
using the original Macintosh game
sourceCode as a basic founda
tion. The CDI wversion includes
audicvisual enhancements owver
its micro cousins and a new intro
sequence. You even have the
choice of CD-quality classical or
rock soundtracks during play.

The pgame cost a hefty
£250000 to develop - Titus used
Interactive Support Group's {ISG)
$30000 Macintosh-based CDI
Workstation. In fact, Titus exclu-

sively distributes the I1SG CDI emu-
lator in Japan. Its only rival system
is Vaxbased and costs over
5100000. Eric Caen, Director of
Development at Titus told ACE,
“Many see the ISG product as the
perfect CDI emulator”. Japanese
companies like Panasonic, Tech-
nics and Toshiba may use the I1SG
system to develop their CDI prod-
ucts in the near future.

Titus has also produced a ver-
sion of Titan for Fujitsu's FM
Towns 32bit CO-ROM computer
(for further FM Towns information
— and a chance to win a machine
— turn to page 44) which sells for
around £40 in Japanese stores.

On  CDbased interactive
entertainment, Caen laments: “it's
important to be first. This is the
market for the future. There are
currently no games designers or
engineers in this field. Small com-
panies will find it hard to fund the
huge development costs”.

MNow Titus has started work
on a new CD game project which
will take about 15-18 months to
develop. The as yet unnamed
game will be written for most CD
decks including FM Towns, PC
Engine, and the forthcoming CDI

Advanced Computer Entertainment 9




Light and Magic — who both pro-
duce computer graphic images
and special effects for movies and
television. The hires graphics will
be rendered on a Cray mainframe
system and transferred to micro
tormat or recorded straight onto
CDV (Compact Disc Video) in the
CDI wversion. Caen enthuses, “it
will be one of the most exciting
games on CD..."

MIDI MUSIC
SHOW

Eager MIDI musicians should
check out The MIDI Music Show at
London's Novotel in Hammersmith
on 7th and 8th April. The exhibi-
tion will include over 60 compa-
nies showing off the latest MIDI
hard and soft wares from the UK,
Europe and USA. There will also
be special seminars, demonstra-
tions and conferences covering
such subjects as sampling, cre-
ative editing and sequencing. Far
further details contact the show's
organisers, Westminster Exhibi-
tions, on 01 549 3444,

FLY A DRAGON

S8, the leading American strate-
gy software developer, is releas-
ing the world's first Dragon flight
simulator next month. Dragon
Strike is being distributed over,
here by US Gold. Good old USG
isn't saying that much about the
game yet, except that it's another
5SI's Advanced Dungeons &
Dragons (AD&D) release, giving
you the viewpaint of sitting on the
back of a Dragon. Like other SSI
products, Dragon Strike will be
released on PC first — closely fol-
lowed by CB4 - with an Amiga
version due later in September.
S5l is also working on anoth-
er TSRdicensed product. Buck
Rogers the 25th Century role-play-

ing game is due out on PC and
.--._ - . _. - - I i |

i
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Dragon Strike: the world's first ‘
Dragon flight-sim

10 Advanced Computer Entertainment

C64 this Christmas and uses the
same game structure as Pool of
Radiance. An Amiga wversion is
scheduled for release in early '91.
Unfortunately there are currently
no plans for an ST wversion,
although Pool of Radiance may
eventually come out on the ST
sometime this summer.

ARE YOU A
EUROPEAN
SOFTWARE
DEVELOPER?

ACE will be featuring an article on
European Advanced Computer
Entertainment in a future issue of
the magazine. We want to contact
West and East European software
developers — games designers,
programmers, graphics artists,
musicians and software compa-
nies. If you wish to be included in
the article then write (including
your details) to: ACE EUROPE,
Priory Court, 30-32 Farring-

L

don Lane, London EC1R 3AU.
Alternatively fax us on 01 490
0991.

THE PRESENCE
OF THE FUTURE

The next time you walk down the
Champselyseé in Paris check out
a scHi store called Dune: The
Presence of the Future. Among
the cordless telephones, Rock n'
Flowers and Sony Discmen you
can pick up a electro-stun gun
able to pump out 48000 wolts,
and surveillance and counter-
surveillance equipment for indus-
trial espionage!



MIGHTIER THAN THE SWORD!

Yup, that's the power of your pen. By making a few marks on the form below (a photocopy or postcard will do just as well), you can cast software
houses, programmers, game designers, and graphics designers into deepest hell - or raise them up to the pinnacles of glory. We're talking, of
course, about the annual Golden Joystick awards — in which we (along with our sister magazines C&VG, The One, Sinclair User, and Commodore
User) dig into our pockets and reward deserving chaps and chappesses with medals of value and distinction. But we can only do it if you let us know
who you think deserves to win...and what. Pay particular attention to the simulation category (8-bit AND 16-bit) since that is the award that ACE will
be specifically presenting. Make sure you get your votes off to us ASAP, and by March 28th at the very latest. As an incentive, the first form out of
the pack will receive £100 of free software for their machine and an ACE T-shirt.

BEST COIN-OP CONVERSION

BEST NON COIN-OP LICENSE :
(EG. FILM, CHARACTER, TV)

BRsaEEAEE e

BEST 8-BIT SIMULATION

e e e ey Pl R e ] Ty P ol AP T W PRy

AU.
190

. o

BEST 16-BIT SIMULATION

BEST ORIGINAL GAME

sEssresEEERERES

snssssansEn

PROGRAMMER OF THE YEAR

SOFTWARE HOUSE OF THE YEAR

GAME OF THE YEAR

an s EEEEEEREER AR

NAME
ADDRESS................

sesssesssEs

COMPUTER........coorrerreerans

NEW ON NINTENDO

* |n a shock admission, chart-top-
ping pop group and teenybopper
heartthrobs, Bros have owned up
to playing Nintendo games. So
the next time you go to a Bros.
concert look out for Matt Goss
playing with his Gameboy!

A whole new meaning to Super
Marig Bros...

* In fact, Nintendo gamesters
include a Who's Who of Hollywood
stars: Tom Cruise, Robin Williams,
Tom Hanks, Michael J Fox, Kurt
Russell, Jeff Goldblum, Goldie
Hawn, Matthew Broderick, Whoopi
Goldberg, Don Johnson, Robin
Givens (Tyson's ex), Henry Winkler
(‘hey' remember the Fonz?) and
Bruce Willis.

* Unfortunately for mobile UK

gameplayers, Nintendo isn't offi-
cially releasing the eagerly-await-
ed Gameboy handheld console in
this country before September.

+ 91% of all children in the Grana-
da region watched the Mintendo
TV commercials an average of
6.6 times over the pre-Christmas
period.

* Quickshot is selling a sighting
scope addon for the Nintendo

This Quickshot Sighting Scope can
help blow your head clean off - do
you feel lucky punk?

NES Zapper gun. The deluxe
sighting scope has an extra large
eyepiece for fast, accurate aming
and a precision range adjustment.
* Do you need some tips on your
latest Nintendo NES game? Then
give the Nintendo Helpline a call
on 0626 65500. They'l be able to
give you advice on all games offi-
cially released in the UK. The
Helpine is open on weekdays from
3pm to 9pm (closed on Wednes-
day and Sunday), and from 9am
to 5pm on Saturday.

Advanced Computer Entertainment 4 1




TOYS ‘R’ ACE

At the recent British
International Toy &
Hobby Fair at Earls Court
some 500 exhibitors
showcased their toy and
hobby products for
Christmas ‘90...

WOOOPERS

from Tonka
“Just arrived from outer space!
Soft and silky, adorable and
appealing aliens who love talking
to little children in their funny,
happy ‘wooopy alien language',
These innovative and imaginative
voice operated ‘space visitors'
produce delightful random chirps,
chatterings, whoops and whistles
N response to human voices,
Young children will find Wooopers
simply out of this world.

‘Swhooop' down to your local toy
shop and befriend one of these |it-
tle critters today.”

COUCH POTATOES
from Potato Creations
“They took America by storm!
Now they're set to invade Britain!
You are going to see them every-
where - anywhere there's a TV
set! You're going to hear about
themn from the most unlikely peg-
ple! Couch Potatoes need special
care! Never feed them quichel
Always make sure they're seated
upright for their favourite pro-
grammes. Only talk to them dur-

ing commercial breaks."

COMPUTRAIN
from Battat
“The smart train of the future is
here for play! Computrain com
bines the sophistication of up-to-
the-minute technology with the
simplicity of child's play. Easily

12 Advanced Computer Entertainment

assembled and operated, Compu-
train is a battery-operated train
with a computerised control car,
Using simple barcode tiles that
easily attach to the track, the
child is able to program Compu-
train’s direction, sounds and
lights. Computrain  responds

instantly to the commands the
child programs into the track, giv-
ing immediate feedback. Fun to
plan, program and play, Compu-
train is tomorrow's toy — today!™

HITMAN
from Matchbox Toys
"Get hip with Hitman! Nothing
amuses children more than weird,
unexpected and sometimes vulgar
noises! With the new Hitman from
Universal Matchbox, children can
deliver all kinds of crazy sounds
simply by pushing a button. For
Hitman presents a breakthrough in
electronic sound chips which
makes the reproduction of noises
sound amazingly real — be it a
burp or a snore! Compactsized
Hitman fits neatly into most pock-
ets so it's wellhidden and children
can carry it with them ready to
deliver their surprise noises - cre
ating a few laughs, or even raised
eyebrows! Hitman comes in three
versions: Qutrageous  Hitman
which makes six humours sounds
such as a burp or a snore.
Spooky Hitman - ghoulish noises
to try to scare brothers, sisters
and friends. And Movie Sound
Effects — which with its screech-
ing tyres and other action sounds
mean endless amusement! Hip
Hop eat your heart out - Hitman is

DEENIE DINO AND
DUDLEY DUCK
from Bondwell
“Deenie Dino and Dudley Duck,
Quickshot's new radio controlled
toys, move forward, left and right
at the touch of one of three
respective arrow-shaped buttons
on the remote control ynit, When
speaking into the microphone of
the wunit, both toys transmit the
speaker's voice within a range of
20 feet. Each toy also features a
synchronised sound effect, built-in
recerver and amplifier, and three
interchangeable eyes that give
both Deenie and Dudley three dis-

tinct expressions.”

here!”

TECHNO-rACE

“The first affordable cyberspace technology
will be user-interface units — from people
like Nintendo — for more intense video games.”

William Gibson,
award-winning eyberpunk author

Hughes Aircraft is licensing its IC (integrated cir-
cuit) sound system - capable of reproducing the
original ambience and dynamic range of a music stu-
dio or live performance - to several electronics man-
ufacturers. The system accomplishes this by record-
ing and playing-back spatial sound - giving the listen-
er a more realistic sound sensation. The Sound
Retrieval System is already in use in a new range of
Sony televisions, and is likely to be incorporated into
other electrical products, including games consoles
and computers, in the near future,

JVC is working on a CD video system able to record
a fulHength movie on just two 12" disks. This is
achieved by converting the analogue video signal
inte compressed digital code, The clever part of the
system is the way it uses a computer to analyse the
original video image and record only the changes
that occur to that picture once every six frames —
the system retains one 'key’ frame and sends only
image change data to the other five frames. This
new JVC product enters the ever growing number of
competing CD systems - including IVC's rival
Sony,/Philips’ CDI and 1BM/Intel's DVl systems. Per-
haps it is a significant factor that JVC's parent com-
pany, Matsushita, recently bought an Edinburgh-
based company that specialises in hypertext - a
software technology needed in the next generation
of interactive CD products.

Iterated Systems has invented a Video Modem that
can transmit still and moving video pictures over
ordinary telephonedines. Iterated's current system

uses applied fractal geometry to compress
transmit digitally-coded images, with an BIJ]Jit coIgnT
or greyscale palette and resolution of 256x256, at
a rate of 30 frames per second. Once the images
have been transmitted they can be reconstructed to
any resolution.

Toshiba and Fuji have jointly-developed a digital stil
video camera using Toshiba's IC memaory card tech
nology. IC cards are a new credit card-sized storage
medium powered by their own battery supply, thus
they can be plugged in and out of a computer while
retaining their data intact for a matter of months
rather than milliseconds. The IC Memory Card cam-
‘era cards each contain 18 one-megabit chips capa-
ble of storing two million characters at a resolution
of 400 horizontal lines - that translates into 12 digi
tally-coded still video pictures per card. Once cap-
tured, these images can be transferred to computer
or digital tape -~ an ordinary 120 minute audio tape
could store over 1000 pictures. Toshiba and Fuji
eventually hope to develop a system capable of stor-
ing over 50 pictures on a single slice of plastic.
Philips’ Megane concept car includes many of the
features expected to be incorporated in the average
family car of the 21st C: rear windscreen replaced
by dual back-pointing video cameras, Atlas naviga-
tion aid including details of local hotels and tourist
afttractions, car manual on ROM, builtin colour LCD
screen with remote control TV, VHS video and CD
player, and the obligatory stick-on Garfield toy.
Matsushita has launched a new audio-visual enter-
tainments system for the home. Capable of cinema-
quality picture and sounds, The Panasonic Home
Theatre utilises both enhanced definition processing
and digital compression technologies on a wide-
screen, digital scan converting, video system. The
catch? The £22000 asking price!




L

Mipl e
| W -




ACE LETTERS

HYPERCONFUSED
Reading wyour briliant magazine
one day as an avid reader (and
Archimedes owner) | noticed that
the hypergame Psycho Killer (ACE
30) was running on an Archie
monitor — however, | couldn't quite
tell whether it was actually running
on one!

James Goodchild,
Crigglestone, Wakefield

* Sorry James, our Amiga moni
tor collapsed so we were forced
to temporarily use the Archie
mamnitor,

SIERRA-ON-LINE HELP

| have decided to set up a hint
service for most Sierra-Online
adventures. | have completed
Leisure Suit Larry 1, 2 & 3,
Police Quest 1 & 2, Space Quest
1 & 3, and more. It you want hints
write to me - this 1s, of course
free, but please send an unused
stamp in your envelope to cover
postage. That's it for now, keep
up the great work.

Lawrence Etchells,
22 Seton Terrace, Skelmorlie,
Ayrshire, Scotland PAL7 5AR.

GOLDEN OLDIES

| miss the "golden cldies’ such as
Jet Set Willy and is there such a
thing anymore as a simple
shoot'em-up? Xenon 2 is admitted
Iy, brilliant, but | look back happily
on the days when my best friend
and | vsed to stay up all night
playing Zalaga on his BBC. Come
on you software houses let's see
games like Jet Set Willy, Spin-
dizzy, Zalaga, Repton, Galaforce,
Stryker's Run, Space Filot, etc on
the ST!

John Haworth,
Holly Walk, London

GOLDEN OLDIES 2
Please could you tell me where |
could obtain decent versions of
the cult arcade games: Defender,
Galaxians and Phoenix on the
Co4. Now I'm a regular reader of
ACE | must congratulate everyone
ivvolved for producing quite an
outstanding publication,

DA Edge,
Great Barr, Birmingham

s Alligata had brilliant ‘interpreta

tions' of Defender and Phoenix
called Guardian and Eagle
Empire, and Kingsoft brought out
Galaxy, a great version of Galaga
- a souped-up Galaxians. Unfortu-
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YOUR RIGHT TO REPLY ...

DOUBLE THE FUN!

THIS TIP WILL ENABLE READERS WHO OWN THE JAPANESE
VERSION OF THE SEGA MEGADRVE TO USE EITHER
JAPANESE OR AMERICAN SOFTWARE! EFFECTIVELY DOL-
BLING THE AVAILABILITY OF SOFTWARE IN THIS COUNTRY.

| am the owner of a brand new Sega Megadrive,
(Japanese model). As | am sure you know, this system is
known as the Sega Genesis in the U.S.A. | ordered two
games, and when they arrived they were marked 'Genesis
system only’, these games fitted into the cartridge slot but
the machine would not switched on.

After examining the Japanese cartridges (these did
work) against those that would not work | found that the dif-

ference was that the Japanese machine has a cartridge lock to stop the cartridge being withdrawn when the
machine is on, the American machine (Genesis) does not!

So one cartridge (JAPANESE) has a slot cut in the left hand side of the cartridge about half way up to
allow the lock to activate, and the Genesis does nat.

REMEDY: Put both cartridges side by side and then, carefully, mark where the missing slot should be and
slowly file a similar slot on the American/Genesis cartridge with the thin side of a woodworkers flat file.
Take your time is the watchword here - you don't want to go into the side of the printed circuit board

inside the cartridge!

You will find that if you have added the siot in the right place, and to the correct depth, the machine will
now switch on AND WORK PERFECTLYM!

Chris Norris, Blackley,
Manchester

* We have printed this excellent tip because we believe it will be of much use to Megadrive owners. We
must point out, however, that making any modification to equipment will invalidate your warrenty (on both
the cartridge and the Megadrive). Flease do not make these modifications unless you are absolutely sure
of what you are doing. Any modifications you decide to undertake are made at your own risk. Have fun!

nately, all these games are old
(around 1983) and very hard to
find, perhaps other readers could
help...

SOFTWARE STEREOTYPING
've read lots of letters in the past
year or two about how sexism is
kiling the software market for
women, | beg to differ! Sexism is
naot the correct term for the phe-
nomenon which is causing so
much dissent = it's really down to
stereotyping.

| wander into a software retail-
er and, after purusing the avai-
able range, ask if 'game %' 15 avail-
able for ‘machine y" = it has been
reviewed but doesn't seem to be
on the shelf. “Afraid not Madam,”
comes the response, “how old is
your son? I'm sure | can find some-
thing else for him™ "I'm sure you
can't,” 15 my reply, “because my
sons are only six and five and you
have nothing suitable for them! I'm
buying for myself!”

Am | alone in thinking that the
vast range of software stocked by
local retailers is intended for the
adolescent boy, and that even
they (the lads) become pretty fed
up after a while with the lack of
variety in the final gameplay of the

titles pushed down their throats?
Instead of the 'Women's Rights’
campaigners complaining about
the sex and violence which form
the core of the gameplay of most
software, why don't they complain
to Mills & Boon who run a suc-
cessful business dealing in this
kind of material but are respected
by a good proportion of women
and men?

Let's have maore onginality of
gameplay, not plot. Shoot/kick/
blast 'emup’s are fine when you
want to take your frustrations out
on the world, but they soon
become tedious as an unrelenting
diet. | will believe stereotyping is
dead when men stop being aston-
ished because a woman is helping
them out of their technical difficul-
ties over the phone!

Pat Winstanley (Mrs),

Wigan

* Yes, you are probably correct
in thinking that what is often seen
as ‘sexism’ in the software indus-
try does not really arise from any
deliberately malicious exclusion
of female interests, bul merely
lack of thought. No one has real-
ly bothered to sit down and con-
sider that the ratio of male to
female games players is being

steadily evened out with each
passing month. The other prob-
lem is, of course, that the majori-
ty of programmers, games
designers, and graphic artists in
the industry are male, but this to,
is something that may well be
cured in time.

WHAT A BARGAIN
Either ACE is very kind or perhaps
you just need to sharpen your
maths. I you hadn't noticed, the
price of ACE is now £1.60, so the
subscription charge per annum
should be £19.20 not £17.95
lever considered buying a calcula-
tor?)
J Kershaw,
Harrogate, N.Yorks

* |t just goes to prove what a
bargain subscribing to ACE s
13 issues of ACE for just £17.95
and exclusive offers like ACE
Conferences preferential place-
ment and the InterfACE guarterly
newsletter.

LEARNING LANGUAGES

| am a student at Swindon Col
lege, studying for a BTEC National
Diploma in Computer Studies. |
am learning Pascal at the moment
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and wish to purchase an Atari ST
compatible Pascal language trans-
lator and compiler like Turbo Pas-
cal 5.

| would also be interested in
purchasing the same in Cobel and
C. Could you please tell me which
are the best Cobol and C transla-
tors and compilers and where |
could get them from.

Last of all | must congratulate
you on your production of an
excellent magazine with up-to-date
information on the computer
sCene,

Mr. M. Brown, Swindon, Wilts.

* Unfortunately there is not room
here to gwve a detalled break
down of the gualties and fes
tures of individual compilers.
However, we suggest that you
fry either Hisoft (0525) 718181
or Prospero Soffware 01-741
8531,

Both of these companies can
supply a full range of compilers.
The Prospero range are intended
for professional use, and are
more expensive, but very well
supported, Hisoft's compilers are
cheaper, and they also produce
a C interpreter, which is an ideal
toal for learning the language.

ARTISTIC ENDEAVOURS
| am an ‘A" Level Art student cur-
retly researching the theme

I'm a potential Cracker and | would like to find out more on cracking.
Jimmy Brayshaw, Barrow-in-Furness, Cumbria

* Then have a word with Bob Hay of FAST (Federation Against Software

Theft)...

Please have you got any vacancies for games reviewers. If not, shoot Laurence

Scotland.

Spencer Hart, Orton Brimbles,
Peterborough

» The answer is NO. He's practically braindead anyway, and the name s Scot-

ford.

My name is not Sandy Ladette as your guoted in your magazine (ACE 29).
Snardy Cadette, Walthamstow, London

ACE is cool, ACE is wicked, if you don't like it, you're a ##%#'ed.

-Q_uﬂ'&l

‘Computer Graphics and the
Graphic Artist' for my personal
study project.

| would be most grateful if wou
could send me details of how to
get in touch with notable comput-
er artists, as | feel that they could
be of great help, and make a valu-
ahble contribution to my project.

| would be interested to hear
the views of the staff at ACE mag-
azine on the subject of computer
graphics. Do you think that com-
puter graphics are an artform in

Josh Key, London

their own right? Is there any rea-
son for the ‘conventional (i.e. non-
computer) graphic artist to feel
threatened by the existence and
development of computer graph-
ics?

Full acknowledgement will be
given in the final project, and any
contribution, no matter how small,
will be of great use to me.

Ben Heywood,

21 Denbury Avenue,
Stockton Heath, Warrington,
Cheshire. WA4 2BL.

» We've printed your full address
Ben so that any graphic artists
who feel inclined can contact you
directly with their views.

With regard to the computer
being used in art, it is nothing
more than an extremely flexible
and adaptable tool for graphic
artist. A bad artist won't produce
good art just because he is using
a computer. The computer is
gradually coming to be accepted
as an artistic medium in it's own
right, but | doubt if conventional
artists are any more threatened
by it, than painters who use tradr
tionally mixed oils are threatened
by the existence of acrylics. The
computer is just another medi-
um, Nothing more or less. What
do ather ACE readers think?

DO YOU WANT E£257?

W W

ACE

Priory Court, 30-32

Farringdon Lane, London. ECLR
AU

CALL NOW FOR YOUR FREE
SSG CATALOGUE ON (0753) 40906




IF YOU'VE GOT A
SEGA MASTER SYSTEM,

PC ENGINE, NINTENDO,
SEGA MEGADRIVE,

GAME BOY OR LYNX
THIS IS JUST FOR YOU

IT'S AN EXCLUSIVE AND VERY SPECIAL CLUB DEDICATED
ONLY TO CONSOLE FANS

A YEAR’'S MEMBERSHIP GIVES YOU:
A BRILLIANT QUARTERLY MEAN MACHINES

JOURNAL PACKED WITH...
® EXCLUSIVE REVIEWS
® INCREDIBLE TIPS
® MEGA COMPETITIONS
® AMAZING MONEY-OFF COUPONS

AND
® COLOUR PICTURES OF ALL THE LATEST NEWS AND PRE-
VIEWS OF THE VERY HOTTEST CONSOLE GAMES

PLUS YOU GET...
® MEAN MACHINES MEGACLUB MEMBERSHIP PACK
® PERSONAL MEAN MACHIgES MEGACLUB MEMBERSHIP
ARD
® MEAN MACHINES MEGACLUB BADGE
® EXCLUSIVE MEAN MACHINES MEGACLUB PRIVILEGES
AND WE'LL EVEN SEND YOU SPECIAL MEAN MACHINES
BIRTHDAY CARD!




BUT BEST OF ALL
JOIN NOW AND YOU’LL GET AN
~ ABSOLUTELY UNBELIEVABLE
FREE GIFT...

=

,_

6 CONSO
VOLUME I

THE SECOND INCREDIBLE
CONSOLES BOOK!

ANOTHER FULL-COLOUR CONSOLES-DEDI-
CATED BOOK BULGING AT THE SEAMS WITH EX-
CLUSIVE REVIEWS, PREVIEWS, NEWS, TIPS AND

COMPETITIONS.

AND WE PROMISE THAT IT’LL BE EVEN
BETTER THAN THE ORIGINAL!!!

LES

| know I'll be completely bonkers o join the Mean Machines
Megaclub, so I've enclosed a che q efpns!al order made
payable to CDMPUTEH AND VIDEO GAMES for £14,95!

THE COMPLETE GUIDE TO
CONSOLES VOLUME Il IS
SCHEDULED TO APPEAR

IN NEWSAGENTS JUST BE-

NOTE: A year's membership for overseas EEC readers costs
£18.00 (payment MUST be cash sterling).
The rest of the world costs £20.00 (again, payment MUST be

cash sterling). Send cheque to: C+VG MEGACLUB, PRIORY COURT,
30 - 32 FARRINGDON LANE, LONDON EC1R 3AU

FORE EASTER AND
WOULD NORMALLY COST LAST NAME .......
YOU £295. BUT JOIN THE B RESS . i e
S ——
CLUB WE'LL SEND ITTO SV

YOU FREE BEFORE YOU

DATE OF BIRTH....../......[......

| understand that I'll receive the Complete Guide to Con-

CAN EVEN BUY IT IN THE
S H O PS! ! ! soles Vol Il and all my other Megaclub goodies when
they're ready at the end of March.

*
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HOWDY
PARDNER,

Welcome to ACE's 1930 American
issue. We scoured Silicon Valley, pris-
ing the secrets of the latest games
development, out of companies large
and small - then we got down to the
grassroots, checking out the comput-
ing habits of Citizen USA,

We gathered so much material
that we've had to spread it between
two issues. This month you can check

&‘wﬁﬂ*w . ' out the latest developments at Cine-
s ] W maware, Electronic Arts, FTL, Lucas-
ECTRU mw films, and Origin. We've also got more
I : news for you on the current revolution
/128K in hand-held games computers that is
) currently sweeping the States and due
ASSETT! to hit the UK later this year.
[ARI ST 7 EUt w&didn'i ;u;t check out the
ig boys. We visited the arcades, met
IGA . et

programmers, and kept our ears to the
ground for all the |latest grassroots
developments. We've given you a
quick whistle-stop tour of our discover-
es on the next two pages

Dan't miss next month, when we
check out Cyan (creators of Cosmic
Osmo) and American Interactive
Media

Oh yes — one last tidbit for your
all. On our trip we gathered a mind-
numbing selection of American current
affairs trivia. You'll find these little
nuggets spread throughout the issue.
Bon voyage

Brian Crawford was our host in Marin Courn-
ty, California while we wisited Lucasfilms
and Electronic Arts. Hewever, Brian's a pret-
ty mean programmer himself. He's just fin-
ishing off his first game, which is in some
respects similar fo Lucasfilm's Pipemania.
Very simple to play, but very addictive, it
uses the concept gf moveable puzzle blocks
as you attempt to build a railroad across
the screen from one designated point to
another. Well be getting the first full Mac
version for ACE to review in the next couple
af months. When he'’s not writing games, Bri-
an'’s either programming [BM mainframes ar
luxuriating in his ‘hot tub’. This {s a jocuszsi
style outdoor bath, big enough for four peo-
ple, that enables you te stretch out in hot
water in the middle of the night and count
the stars. Yup, these Californians know how
to take things casy...
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being particularly significant, since it's the first enter-
tainment module to offer a CO-ROM attachment that's
actually sold in reasonable numbers. Most companies
were either developing or keen to develop programs
for the unit.

When it came to CDH, however, there was a lot of
confusion and disillusionment, CD-| itself (as defined by
Philips and Sony) had initially created a lot of interest,
but after repeated delays most companies had lost
interest — at least for the time being. Electronic Arts,
who were busy developing CO4 titles when we last visit:
ed them {over a year ago) have since closed down the
CD- division until the machines get onto the market.

Further confusion was caused by the emergence
of DV and the prospect of CO-ROM XA with full motion
video. In general, everyone agreed that had CD- been
released as originally planned, two years ago, it would
have been a big hit. As it s, we will now have to wait to
see which system will be first to achieve a reasonable
user base.

In the meantime, everyone was busy developing
game systems that could, one day, be upgraded to
work with CD technology. You can read about these
systems elsewhere in this issue.

HYPERSTATES
Hypermedia (again, check out last month's ACE) is also
making a big impact in the States. Many games com-
panies have developed game design systemns based
on Hypercard. The most complex was that produced
by Cinemaware, which allows the game designers to
store all dialogue and other information in the system
and then download it onto any target machine in a form
immediately usable by the program code for the game.
This means that, for example, if the designer sud
denly changes his mind about the third sequence in It
Came From The Desert, he no longer has to get the
programmer to change the code. All he does is boot
up his Mac, make a quick alteration to the relevant
scene, then download the new scenario into the pro-
grammer's environment. Special utilities ‘massage’ the

American arcades often feature older games than we see
here in the UK. In this one we found original Frogger,
Tempest, and Super PacMan consoles.

SANDWICHES & SALADS

Ll SRl )  LINEEEERN SN
3 I, Y W bbbkl bl b

i

MFOOTLONGMEATBALLS2.49
DETAILS INSIDE '

With food like this, you wonder why all Americans aren't
at least 30 stone overweight. Answer: a lot of them are,
and the rest are ohsessed with dieting.

20 Advanced Computer Entertainmant

A man in
George-
town,
Arkansas,
was so
upset when
he found
his son
sniffing gasoline that he
slapped him. Hours later,
having taken his son to
hospital for treatment,
nurses noted the boy's
bruised cheek and
reported it to the police.
The father was promptly
sentenced to four years
in jail.

Don't forget! You can win an FM
Towns maching by entering this
month's special competition. Check
out the instructions on pages 42
and 43, then fill in the card on the
COVET.

Americans don't just shoot aliens,
as this No Shooting notice amply
demonstrates. On closer inspeciion,
we found it full of bullet holes.

See lasl month's issue for explana-
tions of CO-1, DV, and other techno-
terms. CD-l is a Philips/Sony stan-
dard, reviewed in ACE issue 24, and
offering different levels of complexi-
ty, ranging from simple interactive
video to IV wilth full motion video,
computer animation, and CD stereo
simultaneously. The first umit is due
Tor release im Spring 1991 (after &
three year delay). DVl is a more
powerful technology currently asso-
ciated with PC technalogy and
owned by Intel.

FTL are just ene of many companies using the FM Towns
te rgfine their CD-ROM programming skills, This is
Wayne Holder, founder of FTL, with just one of several
Towns machines owned by the company. Dungeon Mas
ter has already been converted to Towns format: see
page 35.

data en route to ensure that it is compatble with the
target machine and the program code.

In fact, Macintoshes were being used for game
development in ALL the companies we visited. One
consequence of this is a growing degree of Mac skills
amongst programmers and designers, which could -
if Apple ever producea a low-end Macintosh — make
the machine the number one games unit of all time! If
only...

HOME FRONT
Macintoshes were also, despite the long-standing
superiority of the PC i America, very popular at
home. Most of the users we wisited had either got
Macs or were planning to get one as soon as finances
permitted. What was interesting was that many people
with Macs didn't have much expertise on them (though
users like Brian Crawford = see pic = are obviously an
excephon!).

PC's were everywhere, bul again we were
intrigued to see how many users stll possessed low-

Although many people still use the old standard PC's,
386 machines are far cheaper in the States than here
in the UK. In this cash-andcarry we found well-buile
VGA 386 systems ready to wheel out to your car - for
only 51559,.59 (£1180).

VIP's in San Francisco
have been plagued by
dirty underpants. Some-
one has been posting
soiled underwear, com-
plete with accompanying
porn pictures, to the
city's leading citizens.
‘It's the most repulsive case we've ever
worked on,’ declared a post office

spokesman.
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Tough, burly, bearded
L.A.Bowie was alleged to
have robbed a 7-11 store
in Maryland. On his
arrest, he was given a
strip search and police
were somewhat dis-
turbed by what they
found — or rather what they didn't find.
Mr Bowie was apparently a Mrs Bowie.
His two sons were arrested with him,
but despite Bowie's claims that he

was their father, police are trying to
find out whether he may, in fact, be
their mother.

end PC's rather than the more recent 286 and 386
machines. Although VGA is becoming more and more
popular, many users still have standard EGA models.
CGA, however, despite its popularity in the UK, was
mare or less defunct,

Finally, we noticed that despite the vast number
of games avalable, most Americans still used their
machines primarnily for more serious tasks: writing let
lers, composing music, keeping their accounts, and
50 on. Here in the UK the success of the Spectrum
a5 @ games maching more or less shaped the future
of the British computer user and ensured that a good-
y proportion of his time was spent blasting aliens. In
the US, the prevalence of the PC has encouraged a
more serious user. Down at the cash and carry, the
only games we saw were bargain bundles of Sierra
titles and a couple of old space trading game sims.
Word processors and accounting packages, however,
were piled high

Juy Sachs is 35 years old and owns a beaten-up PC
which he uses as part of a MIDI set-up with a Yamaha
DX synth. When he's not hitting the vories, howsever,
he's knocking the stuffing out of the Huns in Lucas
Jilms' Their Finest Hour. ‘It's a mind-bloudng experi
ence,” he says, "..by around midnight I've gene into
another state of consciousness. All there is in the world
is the cockpit, the firing button, and the Hun.' Take
their games seriously, these boys. Down at the arcade,
Jay knocks up vast scores on Tetris {two plager version,
high score 995468).

es

can enter the room and control the sys-

sition of meaningless images, but there

INTO HYPERSPACE

One of the most extraordinary developments we came across in the States was
Subjective Technologies' Video Room. It's a weird mixture of technical inspiration
and mystic invention that could soon be revolutionising the way we interface with
computers.

In basic terms, the system — called IMME or Interactive Multi Media Engine —

was designed o lake the user interface beyond the traditional mouse, keyboard. or

touchscreen into more complex areas of physical interaction.

The IMME hardware is capable of handiing and integrating visual (video and
computer graphics) data, audio data (CD quality stereo), and standard program
data simultaneously. Most importantly, it can also handle up to 8000 separate
inputs which can be configured by a sys-
tem designer into any format he choos-

To show off this beast, Subjective
Technologies have designed a Video
Room in which photo-electric sensors
monitor up o B00O locations within the
room on a 3D basis. This means that you

tem by moving any part of your body.
Dancing, walking, jumping, or even
lying still in the room trigger off the rele-
vant sensors which in turn trigger off
software events within the system. When
we saw it in operation, the prototype soft-
ware was manipulating abstract and digi-
tised images together with both comput- ™
er generated and digitised sound, The -
results varied from the impressively
extraordinary to the simply weird juxtapo-

was no doubt that such a system could, Jjective
with careful programming and data
selection, present some unusual possi-
bilities. ACE reckons it could go down a
bomb in nightclubs, where it could be
linked into a computer driven laser instal-
lation. It could also provide the ultimate
interface for Yie Ar Kung Ful
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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
criminal’s nightmare.The only hope for a desperate
city — BATMAN.

Cine of the prar'y begt 64
F in fo

B

) THE HOTTEST COIN-OP
] NO FOR YOUR HOME MICRO

ol @\ ‘This is definitely the best film tie-in
s to date, and is an utterly superb game
Py in its own right - dont miss it”

PART MAN... PART MACHINE
.. ALL COP... ROBOCOP

8. ™.

SPECTRUM AMIG,

£9.95  £24.99

COMMODORE ATARIST

£9.95 £19.99
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hen Richard Garriott first sold Ult-
ma [ by mail order, he probably
would have laughed (or giggled - he
was of very tender years) if you'd
told him that a few years later his
games would be selling literally mil-
lions of copies and he'd be rich and
successful beyond most people’s
wildest dreams. But they do...and
he is.

The nice thing about Origin is its origin. Having
started small, the company retains a friendly, intimate
atmosphere that makes a refreshing change after the
larger software companies of the West coast. We're a
very author oriented company,” confirms Dallas Snell,
in charge of product development, and this is certainly
the impression you get as you wander along the nar-
fow corridors — there's a software designer/program-
mer coding away behind each door, in his own little
world of creatmty.

This is completely against all the tenets of the larg-
er companies, who now put together programs in
teams. Origin is one of the few companies where you
can still see a single name on the credit list for a new
game. This doesn't mean that teamwork isn't invalved
- every title benefits from the input of the excellent Ori-
gin graphics department and is controlled by a produc-
er - but it is still the case that Origin games tend to be
the brainchildren of single creative minds.

Right now there are three main titles under develop-
ment {or just released) al Origin, The first Is the long
awaited Ultima VI (see later In this arficle), pro-
grammed by Lord Brtish (aka. Richard Garriaft).
ACE reckons this is probably the game that will finally
prove to the world that role-playing games can be
every bit as exciting and satisfying as arcade action,

The second is Bad Blood, programmed by Chris
Roberts, who last year brought us Times of Lore. You
can find out more about this later In this article.

Finally there's a vast APG scenario for D&D
addicts - Knights of Legend, which is reviewed in this
issue on page 52. We've also Included a review of
Omega (see page 62} although this was actually
redeased late in 1989,

At The
Court of
Lord British

High in the hills, out-
side Austin, Texas; the
drawbridge thunders
down and grants us
passage into Castle
Origin. Six-foot-tall
Texan overlords,
brought up on a diet
of steak, sausage and
ribs, drag us into the
presence of Lord

British - the creator of

Ultima...

Lord British fa.k.a. Richard Gar-
riott] masters time and space with
the aid of one of his unigue collec-
tion of antigue horaries.

The company that brought you Knights of Legend and
Ultima ought 1o be a sate bet for those wondering who
will be the first to produce the definitive CD-ROM RPG,
but game designer Todd Porter has some sensible
caveats to make...

‘One of the problems with CD-ROM," he points out,
‘is access lime. Knights of Legend, for example, needs
lots of data but doesn't need immediate access to it, so
a CD-ROM version would offer lots of possibilities. In
Uttima, however, the program is very disk-intensive and
would need a lot of work to operate satisfactorily with a
CD-ROM system. There's no doubt, however, that opti-
cal storage will be tremendously useful for fantasy RPG
or large world simulations.’

As a result, the best Origin games are unlike any-
thing from anywhere else. As producer Jeff Johannig-
man points out, ‘The variety of our products released in
89 is a tribute to what the authors can do.’ Other come
panies are often quick to copy Origin products: ‘My
friends send me a new Ultima clone practically every
week,” says Richard, ‘it must be one of the most
copied gamestyles ever.' Bad Blood and Times of Lore
are also highly original game styles, and even Knights
of Legend, although containing many traditional RPG
elements, is different simply in terms of sheer scale.

‘We tell people to come to us with their ideas and
we'll help bring out the best in them, says company
spokesman Greg Malone - but unlike other companies,
the ideas will remain a personal challenge rather than a
teamn production. ‘On the other hand,' says Dallas, ‘we
don't have the luxury of being experimental. What |
mean by being author oriented,” he jokes, ‘ is that we
try not to screw authors! It's true that as at other com-
panies our authors are no longer self managing - now
they have to get things done on time!'

INTO NEW WORLDS

Origin are maoving rapidly with the times. Not only are
they producing more games than ever, but they are
also moving into the console market, having become a
licensed developer for Mintendo games. There is
already a version of Ultima on the Nintendo in Japan,
which is proving extremely popular. Mow Richard Gar-
riott is planning a Nintendo version of Ultima V and
even a 'generic Ultima' for the Gameboy.

Advanced Computer Entertainment 23




‘Meanwhile,' says Greg Malone, ‘we're all salivating
for CO-ROM. The new consoles are pretty impressive
too; the Sega Genesis is technically a very sewy
machine. By 1991 we hope to have a selection of orig-
inal titles on the Genesis and Turbographx (NEC)
machines.’

Much depends, they feel, on the current congres-
sinal investigation into the restrictive practises of
Japanese console manufacturers. Most console com-
panies forbid software companies to develop games
and manufacture cartridges without special — very
expensive — licenses. However, Electronic Arts are
believed to have recently ‘reverse engineered’ a Ninter
do compatible games cartridge for release in the US,

Just as Ultima V! is a quantum leap beyond Uitima ¥, so Bad Blood is & guantum leap from
Times of Lore. ‘TOL had 256 world blocks,' says programmer Chris Roberts, 'but in Bad Blood
we've got a world built of 3800 different cells.” The resulting warld is a nightmare of post-hale-
caust mutation as humanity struggles for survival on a barren, blasted plain.

Gameplay involves exploration of ruined cities and interaction with other bizarre mutants in a
quick-to-learn menu command syshem.

‘All the graphics routines are in assembler.’ points out Chris, which helps combine detail with
high speed. 'We coded the intelligence routines in C - it means a tiny decrease in performance
but it's in a part of the program where you won't notice it, and it triples our productivity.’

Watch out for a tull preview {and review, of course) of Bad Blood in a forthcoming issue of
ACE.

“We always program
for the top flight
machines — so we can
say ‘This is the
dream...' and then
realise it on other
formats.”
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Times of Lore.

Origin producers get together;
Dallas Snell tells his colleagues
about the one that got away.
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Greg Malone, Crigin

and the American courts will have to decide whether
such a flouting of Nintendo's strict control of the soft
ware supply is legal. if it is, it will open the way for a
flood of ambitious, varied console titles - and Origin
hope to be up near the top.

Meanwhile, Origin will continue to support gifted
authors and game designers in the production of new
games. If they're anything like Ultima VI and Knights of
Legend, this company is set to head right into the
very big time indeed. Let's hope it doesn't spoil them,

& I.EEEANKD“’E THE

David Todd Porter began the design for Knights of
Legend over eight years ago and has never looked
back. The objactive was quite simply to create the ulti-
mate RPG system for players who demanded all the
complexity of a traditional board-game APG like Dur-
geons and Dragons but also wanted the opportunities
and convenlence of a computer version.

'KOL Is the first FRPG {tantasy role playing game)
to do things in extreme depth,’ claims Todd, and once
you'va played the game it's difficull 1o disagree — you
can get some feeling for the adventure In our review
on page 52.

The game was pul together by Todd, but he also
had the help of his role-playing friends, who were in at
the start of the project when they first discussed it over
a pint all those years ago. When Todd came to Origin,
the first thing be did was 1o gel in touch with his old
companions and invalve them in the game deveiop-
ment.

Todd himself ook the research for the game to
almost pedantic extremes. ‘| even went to England.’ he
recalls, 'to study mediaeval weaponry and casties. |
read just about everything | could about contemporary
armour, for example. | love it in other games when you
can simply plonk on & suit of plate armour — that stuff
weighs & tonl Most normal characters who might
attempt to wear it would simply pass out from exhaus-
tion. In KOL you really have to have the muscle to
carry that stufi, All the details are there...'

This levei ot detail involves, for example, no less
than forty algorithms to decide whether a creature
whould back off during combat. ‘The artificial intelli-
gence is the main comerstone of the game,' says
Todd, 'vour enemies are highly inteligent. For exam-
ple, KOL also introduces limb damage, and if you hurt
an arm or a leg during combat other creaturas will
soon ‘leam’ 1o attack it specifically.’

One reason why RPG's are so popular is the
degree of identification you can build up with your
characters. Sadly, many computer RPG's completely
fall to capiialise on this, but Todd has really caught an
here, allowing you not only fo customise the appear-
ance of your characters, bul also to name your own
weapons and spells. The level of detail is tremendous
— you can even changae the coals of arms on your
fighters' shields! Check out the full review on page 52.

Todd Porter:, designer and programmer of Knights
af Legend in his Origin programmer's dungeon.
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BUILDING A WORLD

Lord British's guide to Ultima design...

Origin have produced the ultimate game design
package for the Uiima programs, programmed by
in-house genius Herman Miller. Here Lord British
(Richard Garriott} and Greg Malone take you
through the various functions of the package,
showing how the game scenario is edited and
defined: including objects, monsters, and map fea-
tures

This is where you start in ltima VI - in the Throne
Room of Lord British's castle. The lgft window scrolls in
Jfour directions and the right window up and down. The
upper two boxes in the right window show what would
be placed on the map by pushing the lefi and right
mouse buttons. Using these butions, you can select
which tile to use from the right window and plop down
the tile repeatedly as needed. thus constructing the
world and the peaple in it.

b D000 i

i

L
BONIED

i

Every object in the world has a mass of data associated
with it. In this part of the utility, various object
attributes can be defined. In this case, we're telling the
game whether a spinning wheel should be impassable,
how heawvy it is. whether it emits light, its name, and so
on

A ‘monster generating eqgg’ has been
placed near the altar, which is sur-
rounded by a ring of stones. Mon-
sters  generate from these pre-
defined ‘encounter eggs', sort of like
Gauntlet monsier generators. But
the player can neither see or
destroy the eggs because, as he/she
approaches their location, they
hatch bafore they come into view on
the screen. The game designer
places whichever monster types he
wished info each individual egg.
Eggs can hold a number of monster
types simultaneously fembryes) and
has a percentage probability of
hatching at all, It can even hatch
two differently aligned creatures
(e.g. good and evil, chaotic and neutral) from the same
egg. which would create the curiows spectacle of fwo
monsters appearing and suddenly attacking each other
before the plager's eyes.

There are 2048 unigue tiles in Ultima
VI and the Master Tile List shows
256 tiles at one time. You can select
tiles here for map plotting as weil.
-

Once a tile has been placed in the
world, it can be given further
attributes specific to that one object,
thus differentiating it_from other sim-
ilar objects elsewhere inthe world.
Such attributes include whether or
not the object is cursed, owned,
asleep, how many hit points it pos-
sesses, eie.

F;?;dgﬂ:"‘

¥ g
Copy Erase Ihmn-lur Map Unde
T el l\tcr ‘51)1 n
ri0003% K

“The Ultima games Sch d_ - Bese] I"ﬂ
are about morality: - ight (0123
the decisions your E §33 .o uing

character makes are ¥ aoble (REd3°%

significant for you ‘ ame! Fighter

. N ( BARA O . WP 90 || Mew Type.....

. per&antwli{}. s 'd?l:;ll!- Fn l'lht.er
Richard Garriott

| B B N BB &) H*ﬂ
sy _
Prewi Ut bjec : in-
PR B ... .o o
WRREWERY EWOTRR i i i
12 @R ," ﬂ“ \:“'.\ ” ;- ALl ctile creatures. Seen here: Dragon,
- cyclops, giani snake, boats, ete.
PRIVEL Nl Wam 2 B
negle --l'; Q-*]-\,-‘J e
sA@EF O X AN
L 198 ‘t‘“'-l - "*l a3,

]

ndh EH Edb

+ L ]
Copy Erase Renumber Map Undel

An algorithmically reduced view of
part of the world. 1 pixel=256 pixels,
This allows the designer to get an
overall view af his creation, and also
allows him teo builld up the world
using large predefined ‘chunks’. Here
you can see Lord British's castle. =
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A part of the master list of ‘chunks' containing a total
af 4096 unigue chunks which can be used as macro
building blocks te construct large portions of the world.,
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THE ULTIMATE

ULTIMA

There's no doubt about it — Uitima VI has to be one of
THE games of 1990, if not Game of The Year itself.
Ultima V wasn't exactly lacklustre, but UV takes the
fantasy game into a whole new dimension.

First, it's extremely easy to play. One of the prob-
lems with early RPG's (including Ultimas) was the learn-
ing curve the player had to endure before he could
really settle into the game. Menus had to be mastered,
commands remembered, key-strokes noted. In U'I-'T
everything is mouse-driven, but with-
out in any way limiting the options
open to the player.

Movement in the game is
mouse-controlled - a small arrow o
screen shows the current direction
of travel and you simply move it in
the direction you want to go and
click. Quite apart from the enor-
mously increased graphical presen-
tation, there are other major refine-
ments including having all your char-
acters wisible all the time, rather
than a single ‘party symbol. Your
characters follow each other about
intelligently as you move from one place to another or
between obstacles.

Mouse control has also been extended to object
manipulation, so you can now pick up an object just by
clicking on it. Clicking on character names also gets
you character attributes and status. There are also
graphic screens for your inventory, rather than the old
lists, and for the clothes you are wearing as well.

All the combat routines have been dramatically
improwed — which is saying something since Uftima V
had one of the best combat routines of any RPG to
date already. In addition to the usual individual control
of each character, you can now issue more complex
tactical orders that include commands to flank the
enemy, retreat, go berserk, assault the nearest oppo-
nent, change position, and so on. Going berserk, by
the way, involves singling out the most dangerous
opponent and heading for them, attempling to kil
everyone who stands in your way.

the gupsy says

n LR

SILICON UNIVERSE

The statistics of Ultima V! are pretty awesome. There
are 2000 types of object, and 16000 objects in the
game itself. There are 2000 different graphic tiles.
Every single abject has its own attributes, every one of
the 224 characters in the game has its own personal

i have passed since
gaur tragrphant, In:Hn. nr1|rm from Britannia.

Upon your woirld, Five season:
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"Sit before me now. and I shall
Uirtue into the shadows of thy

‘At last thou hast come Lo falfill thy desting,.’

as 1f in great relief,

our the light of
uturea.

sl Lees

Character creation involves a simi-
lar set of moral decisions as in Ulti

ma V - a lot more interesting than
s about.

imply juggling r

The Origin graphic design team. responsible for many af
the visual delights in Ultima V1. From left to right: Keith
Burdak, Denis Loubet, Daniel Bourbonnais, and Glyn
Johnson.

history and dialogue, and the game only just squeezes
onto seven disks - that's after heawy compression.
The map itself is composed of 1048576 tiles - and
that's only the upper levell In addition there are anoth-
er five underlying dungeon levels.

On the magic side, there are 100 spells - and
unlike most computer RPG's these are genuine, unique
spells rather than a whole load of 'destroy monster'
routines. Other nice touches include seeing invisible
characters in faint outlines, and spell mixing is auto-
matic.

Uitima fans will also be pleased to hear that invisi-
ble doors are now rather harder to spot. Mapping is
more of a challenge too, since the large scale over
head view is no longer used: you are at close range
las you used to be in towns only) all the time.

And the story line....One of Wtima's strengths has
always been the plots Richard Garriott comes up with
and UM is no exception. This time (after a superb
opening sequence) you're summoned back to Britan-
nia, to find that the world is under attack by an evil
race of gargoyles. The twist in the tale, however, is

that all is not as it seems. 'Ultima

Locotion:

_.?;ﬁ'l‘g‘_t__{igifld ﬁ * W' says Richard, ‘was inspired by
n o +3 SHOrM
IntSTﬁihi e 50 many elements of our society.
{j_ .c_'fl.ii.n;::g 3. Take Jim Bakker, for example, the
BroriarieE i TV evangelist recently disgraced
Reveal 3 B after revelations about his private
a]» IEIEI life. The world is full of people pre-
TR TR T ; tending to be one thing but in fact

they're hiding something quite dif-
ferent. That's what Ultima VI: The

Jester critical!
s False Prophet is all about...’

'- oY= l] r}JEgithﬂiP}_?‘i:"P“ Ultima VI - all spells are now in
Location: English. but Ultima aqfficionadoes

HIIEI@J_LI_I:EE

e

chn still use the old-style Britannic
I if they wish.

From the opening sequence: there's
a storm outside and you're about to
be catapulted back to Britannia...

AND YET MORE
IMPROVEMENTS!

Check out these other features of UV

@ Waterways (rivers, oceans etc) are tidal — they
flow in particular directions and at particular
rates;

@ You can check out the battle statistics of
opposing monsters during combat;

@ There's a help command for dialogue that
highlights keywords in a character's speech for
further interrogation (you can turn this faility off
if you wish};

@ You get your own room in Lord British's castie!
@ Hierarchical object directories/icons: you can
put items inside other items etc.

® The whole world is in constant scale and per-
spactive. ¢




i Unque
rJr cho !

it invisi-
DI

range

hs has
with

Britan- ik 3
an evil o £y




in
Rome...

ACE infiltrates the

techno-castle of

Electronic Arts
outside San Fran-
cisco and discov-
ers a company
moving from CD-I
to Ancient

Rome...
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A are making big progress - by going back
in time. Two years ago, they were at the
forefront of CDH research and development,
headed up by CD genius Greg Ryker. Taday,
they've closed down their CD{ division,
Ryker has left to work for Microsoft's CD
division, and EA are producing a string of
excellent, but conventional titles. What's
going on? s this a retreat from new technol-
ogy? Or simply a different approach?

The company was the first into the CD4 develop-
ment race, and the first out of it. "We've really scaled
down the whole thing,' says Seniar Vice President Tim
Mott. ‘Four years back, when we saw the audio CD, we
were really excited. We were involved with Sony and
Philips in the CDH specification, and very hopeful, But
after a year we wound it down.’

The problem lay with the constant delays in actuak
Iy producing a user base for the new technology.
Philips and Sony have consistently postponed the
launch date for CD-, originally planned for two years
ago but now not expected until Spring 1991, It's just
too long to wait. But EA aren't retreating: behind the
apparent inaction lies a company who, while maintain-
ing a strong base of conventional products, are still
one of the most informed about optical game storage
and its possibilities.

Numerous gold disks and other awards decorate EA's
reception. EA has won over 200 awards in the last seven
years,

CONSOLES FIRST

‘Did you know,' asks Tim, ‘that over hall the world's
installed base of CD-ROM units is for the NEC PC
Engine? It's not the hightech CD technology that's
going to really put CO-ROM and (eventually) CDH on the
map, it's the console market. Games machines are
gaing to lead the way into optical technology — you'll
soon be able to get a complete CD Turbographx sys-
tem for around $500.’

EA's view is that the heavyweight CD units - the
Headstart 51999 PC CD-ROM machine, for example -
have little future, at least as far as the games market is
concerned. ‘Big business is really only interested in
writeable media,' asserts Tim, ‘and what's more,
machines like the Headstart simply aren't targetted
properly. But read-only technology is ideal for games.'
The real advances in CO-ROM programming, then, are
going to be made on the games front, and that means
at low prices. Low prices require high volumes, and
only the console market can deliver those high sales.
Us computer freaks may soon have cause to be very
thankful to the likes of NEC and Sega, whose consoles
may well be the maost important hardware base for
early CD-ROM research,

Despite their back-pedalling on CODJ, EA are obvi
ously casting sideways glances at the console market.
However, as Stewart Bonn points out, ‘A genuine cause
of concern is the cost of entering into the video game
business...". Companies wanting to publish on Nintendo
and NEC have to put forward considerable sums of
money or see their titles controlled by other distribu
tors. But with so much expertise to be gained from
praducing COR titles under the console umbrella, it
seems unlikely that EA will wait on the sidelines for
very long.

COR would also sut some of EA's gamestyles, I'm
personally particularly interested in RPG technology,
says Tim, ‘The idea of creating an environment and a
character is very powerful. | think we'll soon be seeing
the combination of RPG and simulation technologies -
and the realism that comes from video processing and
the storage capacity of CD-ROM is going to make prod-
ucts much more viable. We'll definitely be shipping our
first volume CD-ROM product within five years.'




ite EA's
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ROB'S DEN

Rob Hubbard, ence the toast of UK con-
noisseurs of game sound tracks, is now to
be found deep inside the EA mansion, shut
away in a sound-proof room with no win-
dows and hundreds of thousands of
pounds worth of equipment. But the music,
you'll be pleased to hear, sounds better
than ever.

‘We're getting MIDI and wringing its
neck here,' grins’ Rob. ‘Even the sound
effects get the five star treatment. The
engine nosses on indianapofis 500, for
-example, are all based on complex formu-
lag that determing the pitch of the engine

Ski or Die: you can't hear the music -

Rob Hubbard in mmmmmmmhmq,rm With all that kit,

whio can blame him?

for a different speed - yo0s . Rob's inherited some

and it's different for every We re‘get'!mg_ MIDI very potent kit from the

type of engine.’ and wringing its neck  £A CDJ development divi
The biggest differ- here..." sion (now wound down),

ence between the US and Aot including multi-track tape

the UK, for Rob, has
been the changing musk
cal tastes across the
Atlantic. Tve watched an
awful lot of NBC and CBS out here,' he
admits, ‘and it's taken me a long time to
get used to writing in the American style.

Rob's attention to detail in his music is
quite extraordinary for a computer musk
cian. That, coupled with a tremendous flare
for composition, makes the tracks he puts
out something very special. On Ski ar Die,
for example, there's a scorching guitar salo
which, when played over an MT32, practi-
cally bestows hit status on the game all by
itself.

We got a guitarist in with a Korg MIDI
guitar, After he'd done the solo, the instru-
ment fiad output six channels and it took
two days to edit it down to one. It's basical
ly designed for a young audience: a rock-
style tune with a few little hooks on it.' After
istening to it, we began yeaming for the
LP.

decks (‘useful for sam-
ex-patriate British computer music - 2
genlus, now full-time at EA.  PHNg"), mixers, CD sound

libraries, and more. Most

of his composing is done
on a keyoard, then processed using a
Voyetra sequencer. Rob's constructed sev-
eral music utilities that enable him to mas-
sage MIDI data into such a form that it is
acceptable to the programmer's game
code. He also provides drivers for the
many different sound formats (AdLib, MT32
etc) supported by the EA games. MIDI
code and drivers are handed to the pro-
grammer who can then call them up at any
time during the game.

Looking ahead to the future of game
soundtracks, Rob sees a time when well
known artists will contribute special tracks
- just as composers like Jarre and Vangelis
currently produce film scores, If there's any
justice in the world, by the time Eric Clap-
ton and David Bowie are knocking out
game tracks, Rob Hubbard should be just
as famous,

Stewart Bonn, heading up d'cveio;;mzm at . “The
most important skill here is the management of multi
person plmieﬂs. The days of the programmer/designer |
are ooer,

Five years! Surely not. After all, other companies
las you can see elsewhere in this issue) are already |
shipping CD-ROM titles — but you can see EAs point. |
Almost all current CDR fitles are simply enhancements |
of existing ROM/RAM-based games. FTL's Dumgeon
Master on the FM Towns, for example, is not a bit dif-
ferent from DM on the ST (with the exception of an
enhanced sound track).

The fact is that almost anyone can produce a CD-
ROM version of their game, but EA are one of the few
companies who, because of their previous work in the
area, know what's involved in writing a full-scale title
that makes proper and complete use of CD-ROM's
added features.

‘We have a wvery strong technical base here,’
explains Vice President Stewart Bonn, ‘and the good
news is that that enables us to push existing hardware
to the limits, But the bad news is that it also means
we know what we can and can't do. And with respect
to CD-ROM it's especially what we can't do.’

This means, essentially, taking things slowly. ‘It's

fun to think about giant leaps in technology,' agrees
Stewart, ‘but in reality the market is not going to move
that way. It'll move in a lot of small steps. The cost of
producing a fully-fledged CO-ROM product is measured
in mifions of dollars, not tens of thousands, and until
the market opens up you're going to see incremental
improvements rather than huge advances.’
Meanwhile, with games like Indianapoiis 500,
urton, and LHX on the way, who's complaining if
EA don't give us CD products until we've got some
thing to play them on? Seems like good old-fashioned
commaon-sense to us

Tim Mott: “The 16-bit consoles are far better for games
than the PC's. The Genesis is a very sophisticated
machine...”
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The Chariot Race underway. Note the longrange radar
screen at the top, which enables you to pinpoint your
position on the course

Kellyn Beeck, designer of Defender of the Crown, sat
back and looked at the game and saw that it was
good,

But it could have been a teensy bit better if it had
a spot more (some would say a sackful more) game-
play. So he sat down and started on Centurion. Still
under development, it already looks as if Kellyn (pro-
nounced Kellen) and EA are on to a winner,

Centurion is a multiflevel strategy scenario with
some very attractive battle sequences. Your role is as
an officer in the Roman army and your objective is to
spread the imperial influence as far across Europe as
possible. Objectives include recruiting Cleopatra (yup,
there’s another seduction scene somewhere in here),
keeping the natives happy, and, of course, waging suc-
cessful military campaigns.

Central to the game is the Defender of the Crown-
style map display, showing the various territories avail-
able for conquest. Unlike DOC, however, there's far
more to do when you enter into a campaign. Political,

30 Advanced Computer Entertainment

Stewari Bonn sees CD slorage a5 o means of

boosting 30 parformance, with highly complex 30

images baing generated aff-line during gams
developmant, then linally stored as a set of refer-
ence frames on CO. You can therefora combing
richly caloured, high definition pixel images in
the foreground with a detailed 30 background.
This technique is alrendy baing used in some
gamas {Cinemaware's Wings, for sxamphs) but
foday the 30 background still has io be genersted
‘on the My’ and i s therstore very Bmited in detail
due io processing resiraints.

: ings
ground, 3D backgrounds.

Going into battle in Centurion. The semi-circle of dots
indicates your General's sphere of influence. ODutside
thaf, units are not under your direct control. The lines
indicate troop movements under present arders. Waich
out _for the elephants!

military, and economic forces all have to be balanced.

Conflict takes place on land and sea and is also
far more complex in execution than DOC. On land, for
example, you have many different battle manoeuvres
available to you, as well as different fighting units
(including elephants!). One nice touch is that com-
mands issued by your general are not effective out-
side his sphere of influence — no radio contact in
those days — and lines of attack are shown on screen
for battle analysis and tactical planning. Both naval
and |and battles are shown in overhead view.

In addition, there are several sub-games within
Centurion. One of the most attractive is the chariot
race, held as part of the games which, in an effort to
keep the natives occupied (and therefore happy), you
have the option to organise. There's also a gladiator
event for beatem-up fans. One final improvement over
DOC is the inclusion of a SAVE GAME option — which is
just as well because you aren't going to finish this one
in a hurry,

Centurion should be available in the UK, on PC
first, within the next two months (price to be
announced). Watch out for the full ACE review as soon
as it's finished.

The peaple are fingry

Rank: Caesar
Status: 3
Talents: 123
Honor- 88

Ooops! The natives are getting restless. Time to build up
your naval strength

army is ordinary and the sobdiers are
knowm Tor their tenacity.

| Vindelic, the leader of Aipes, offers a
greeting:

Much af the plahy interest in Centurion derives from the
old Dictator style of game. The natives tend to start off
Jairly friendly, but unless you get your tribute and tax
levels right, things are going to turn sour rapidiy.
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WOLFPACK™
Mirrarsoft / Novalogic

Toke charge of either Allied
destroyers or German U-Boats in
this classic simulation of war at sea.
With seven period scenarios, as well
as a full construction set.
WOLFPACK lets you examine any
aspect of North Atlantic naval
warfare throughout the 1939-45
conflict. WOLFPACK is the most
sophisticated submarine surface
simulation EVERI

£24-99
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WELCOME TO THE
PLEASURE DOME!

What sinister power has forced the Magic Canyon
Theme Park to elose down? Why does the mere
mention of its name send shudders down vour
spine! What terrible secret drove its former
owner mad?

You're the inheritor of this mysterious pleasure
dome - only you can find the answer. Step
through the creaking turnstile, board the

mystery train and experience a fantastic journey

through four entirely different zones:
Dream Land, Dragon Land, Future Land and
Yesterday Land.

With outstanding visual effects, sinister sound
and an infernal plot, this is one mystery you'll
never forget. Surviving it is an achievement,
solving it is the most challenging part of all.

Once you've stepped through the gates, there's
no going hack,

OUT SOON ON ATARI ST, AMIGA AND PC

2 15650 MIKRUBSOFT LINITED
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High on the

Mira Mesa, just
outside San Diego,
California, lurks a
small company
with some big, big
games: FTL, cre-

ators of Dungeon

Master, Chaos
Strikes Back, and
Ohds....

The sun goes down on Sofflware
Heaven - FTL's headgquarters in
Mira Mesa, San Diego.

Out of the
Dungeon

t all started with spelicheckers. Mot just one,
or two, but twenty of the blighters, in eleven
different languages. ‘After all,’ says FTL's Russ
Boelhauf, ‘..when vou've written one
spellchecker, where do wou go from there?
Mare spellcheckers, that's what. Oh yes, and
Dungeon Master, Oids, Chaos Strikes Back,
CD-ROM games, and beyond...

Right now, FTL are scratching their heads
wondering where to go after Chaos, which in itself
went one step beyond Dungeon Master. 'Perhaps it
should be easier” wonders founder Wayne Holder.
‘We've toyed with the idea of doing a beginners' ver-
sion of the game - a sort of Dungeon Master Junior.
We've also considered producing a Super Expert con-
struction kit

Whatever happens, it has to be something that
goes way beyond Chaos Strikes Back. 'What's impor-
tant,” says Russ, '...is that a company with a winning
formula should still realise that it has room for
improvement.’” Chaos was certainly an improvement,
but DM3 looks ke being a greater challenge stll. As
Wayne points out, ‘Even though we used some of the
onginal Dungeon Master code for Chaos, we were
really pushing the limits, In putting together new pro-
jects, it's not the coding that causes the problems, it's
getting everything to work together.

FTl's basic objective 15 to give the player total
contral not only over the games he plays but also over
the stories that spring from those games. We're work-
ing towards a point where the story is scripted entirely
by the player,’ says Wayne, ‘We take you to the start-
ing point, and from then on it's up to you. It's confused
a lot of players because when they confer with each
other they discover that they've reached entirely differ-
ent situations.

‘One of the problems with the Dungeon Master
system and its later development (e.g. in Chaos) is
that soon you find so many people are really getting
into the game that it's almost impossible to keep
putting in little scenarios for them all to discover, But
we keep trying...'

CD DUNGEONS

The storage capacity of CD-ROM could provide some
part of the answer — and also new problems. 'With
storage like that,” warns Russ, 'vou can be positively
flagrant in your use of space — and that can be really
dangerous in game development.” MNevertheless, FTL
are already producing games using CD-ROM technolo-
gy. Like many US companies, they've agreed to pro-
duce titles for the FM Towns '.. because it gave us an
opportunity both to get into the Japanese market and,
at the same time, give us more experience in writing
for CO-ROM technology,’ explains Russ,

The Towns version of Dungeon Master is pretty
similar to all the others, with one big exception: the
music. Once that CD starts spinning, the atmasphere
of the game is hugely enhanced by CD-quality sterea
sound.

‘When | first looked at the FM Towns,' Russ
recalls, ‘| kept looking at the specifications and feeling
it was all so disjointed; the machine seems to do
absolutely everything: video editing and control,
music/audio, CO player, computer graphics — they've
tried to provide a link to every bit of hardware we nor-
mally use in the home. The hires monitor even has a
TV tuner, so you can type your school essay on the
screen, right over Benny Hill. | would like to think that
ultimately all the entertanment technologies wil
merge into one. And when they do, FTL will be ready.’

In the meantime, FTL have yet to decide on a fol-
low-up to Dungeon Master and Chaos Strikes Back. In
the near future, you'll see conversions of existing FTL
games (DM, Chaos, and Oids in particular) on the
Mac, PC, FM Towns, Sharp 68000, and others. Until
all 16-bit users have been given the chance to share
the DM experience, we'll have to wait for DM, “We're
going to stick to the first person adventure. Like Dun-
geon Master, it'll mean you're there, you're in control.’
Stand by your joysticks...
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Sylvester Stallone is
reported to have commis-
sioned a 12-foot bronze
statue of himself — in the
nude. ‘This thing is a
monster, ‘ said the New
York Post, ‘...and it's

Oids on the Mac here you're designing a planetoid. Note
the large icon menu top left, providing many convention-
al Mac editing tools.

- Lz sont
Joe's development is 2 b i \ 5
done in € on the Mag - #oesi® i My i L a A A4 s N L g
P Lty L] Lk
here's a section af | "‘l_n.;r? £ ta.y,
code from the original * 5 ’ ’ oty =
Utility disk program = L - ) i &
that's executed every,” e = = .
60th of a second fong *
the US system). Joeum. 3 '-n:‘?"' o yEsA
was so shy we oy - -
WO 2—Am

e,
to get him to amtoka,, Wi i
graph it for us! I BAg 2 e, . A
readers out there Yooy

would like a chancedly b Pl
in it on their walls, e e |
]_nnt send us Jewy ey,
Jus a posie 5 Lt
card with your namés ;1w e
and address: first gne L,
out of the hat L
J"“_,.r:"rm, g LS | 22 pear old Joe Linhaff pro
grammed the Utility Disk for
D,y Chaos Strikes Back. Like many
iy woung American programmers, he
.;“"'MJ combines work at FTL with college
yit e gy, studies. When we asked him what
e the biggest problem was in coding
e o, 8 Chaas, he replied with a smile: T

den't have ANY problems!”. Boss
Wayne Holder remarked that the
real difficulty uwasn't in the coding,
but keeping him at school.

==

Dape Simen and Bill Kelly: FTL pro-
grammers involved in the Chaos
project. 18 year old Bill is working
on the Amiga conversion of Chaos.
When he's not struggling away with
that, he's relaxing with a game af
Stunt Car - or Jez San's Starglider
II. Nice to know that there are some
British programmers making the
grade out their_for a change... Dave
is using the Dungeon Master Cre-
ation utility (sew The DM Story box)
to put together some game demos.
He's also hot on designing hostiles:
‘When people ask me what I do, T
tell them I spend the day designing
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fleft to right) Russ Boelhayf, Doug Bell, and FTL
founder Wayne Holder. Doug Bell was the chief
designer/programmer on the DM project.

FTL have pulled off a neat frick with the PC version of
DM. Packaged trae with the program is a plug-in sound
and joystick adapior that usas the PC paralbel printar port
as a |oysticsound Interface. Users will be abie 1o gat ful
joystick control without having to splash out on IBM's:
stick adapter - and they can also pet much improved
sound quality by connecting the Sound Adapier to thigir
hi-fi. PG OM uses 8-bit digital sound that makes a huge
difference io the almosphere in the game — bul it would
have been largety wasted if you had had to raly on the
PC's pathetic imemal speakar.

Evan betier, FTL are placing the code required to
drive the Sound Adapter into the public domain, so hopé-
fully other software companies will suppon this cheap,
simple solution to PC sound. Othar alternatives (AdLib
boards, MT32 etc) are obviously mare powerful - bul they
cost £100 upwards.
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DUNGEON MASTER

FROM BIRTH TO FM TOWNS...

Dungeon H on the Sharp 65000 - there's anoth- __ —
¢r Japanese version currently being developed for the ‘II
FM Towns.

Up on the Mira Mesa, we tock a time capsule right I'\I
back to the beginning of the Dungeon Master devel |
opment. Here's how one of today's most popular |
games evolved ~ from the very beginning to its recent |
conversion to the PC and FM Towns. \
It &l started with Wayne Holder's desire to pro- |
duce a game in which players could experience, as H.
nearly as possible, an individual journey. ‘| wanted \

people to have a lot of tall tales to tell when they'd fin- \

ished a game - and | wanted those

tales to be unique,' =-__ﬁ___4

All the puzzles in the game are |
worked out individually. Early design |
Is very basic (see pic A} and carried f. .~
out on paper. Later on development | .. _

was transferred to Macs. We | ..., ,

ReW," said Wayne, “that thers was <., "] |

dbsoluely 1o ehance of oUEgeE <~ -

Hing our maney back with Justone "™+ - ., , =~

version of Dungeon Master We | < <o 74 °©

fiad fo sef up a system thal | 777 coo. |

Would serve as a foundation for | VT roeo,, iy

later games.’ | "Lt ~
Part of this system | P

imvolved the development of a | TR i

Dungeon Master construction Fowpg 2 P5n

utility (see pic B). Using this
utility, a game designer can -
almost instantly create a DM dungeon CO_T;IBJ_&_E"{-_"'
with all wall, floor, and ceiling features, monsters,
and traps.

The actual scenario was developed through
group discussions within the company and
Wayne's wife (who is a professional writer) later
put together the prologue to the game. But in
many ways, FTL concentrated on keeping the
story as loose as possible. 'We are working
towards a point where the story is scripted
entirely by the player,' says Wayne, We take
you to the starting point, but from then on it's
up to you.'

One effect of this has been to confuse a
lot of people in-the States who communi-
cate about the program using bulletin
boards. In America you can dial up a local

—

“I seriously tdoubt whether
the FM Towns will still be a
competitive machine by the

)

time they’re ready to release | : EEE
it in the UK - there are 1383
many other CD-based com- I % :'Hi
pulters preparing to make .
their debut.”
Auss Bosthaut

Master creation utility. Using this, gou
can knock together a spot of tunnel torture in a_few
minutes, The program is menu/mouse piveey driven and very

the

Jfast, providing programmer

Jfeatures and objects that can be placed anywhere on
the map, drawn instantly using the mouse pointer on a
grid.

bulletin board and download DM characters, tips,
{ and even playerpersona designs for Chaos

d - Strikes Back. But the random nature of the Dun-
geon Master system has caused a few hiccups.

‘People leave a2 message saying they're stuck in

such and such a place, and are having a certain

] I experience, and others dial in and say there's

\ ik no such thing!.'

PC DM

After the success of Chaos Sirikes Back, FTL are cur-
rently working on conversions of the original Dun-
geon Master for the PC and Macintosh. The PC ver-
sion posed a few problems — ‘We started off with a
monag display, but soon found that the game really
demands colour. Your perception of things on the
floor, for example, was seriously degraded using a
mona screen. The EGA/VGA version will now appear
in April/May of this year,

@ Robert Brewster of
§ Longmont, Colorado is
§ mounting a legal claim to
ownership of the entire
MNorthern USA — on the
d grounds that the territory

. was granted to his family
by King Charles I. If successful, he
intends to grant citizenship only to
those people with blue and green eyes.
Such people are, he claims, genetically
superior to other humans.

® According to the Boston Herald, Paul
Newman's contributions to charity over
the last seven years have totalled at
least $22 million, mostly earned from
commercials.
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WARNING

THIS DISK WILL THIS DISK
GIVEYOU COULD GIVE
HOURS OF YOU 6 MONTHS
FUN IN PRISON

If you Pirate Software you are
a thief. Thieves will
be prosecuted.

1S CAMPAIGN IS ORGANISED . ; i
i rﬁ Any information on piracy
E L C T) should be passed to PIRACY

LR B B e ot The Federation Against Software Theft. Is
“““““““““““ ssoc. T.‘Ei:“b Telephone 01-240 6756 THEFT




Looking down the front steps from the main ranch build-
ing. That's the Tech building (see pic overleqf] in the dis-
tance on the right

ust north of San Francisco lies Marin County
(pronounced Merinn, with the accent on the
second syllable, chaps). After the dry,
parched streets of LA and 'Cisco, Marin is a
paradise of rolling hills and green grass, with
narrow country lanes twisting past small
ranches that house some of the best horse-
breeding facilities on the West Coast — and
some of the richest, most genteel Americans
you're likely to meet.

Life here is laid-back and luxurious. During the day,
businessmen roar off down the driveway to spend the
working hours in San Francisco; come the evening,
they slip into their ‘hot tubs’ (heated jacuzzis) and let
the pressurised jets bubble the water around them,
easing away the tensions of the office, while they
make a mental note to call their stockbrokers first
thing in the moring.

Into this refined locality plunged George Lucas. He
bought up 5000 acres of real estate, put a fence
around it and an electronic gate at the end of the
drive, created his own security force (two of whom are
on permanent duty at a guard station just inside the
gate) and a fire-brigade to boot, and - in the midst of
this idyllic setting — brought a film to life. Literally.

Skywalker Ranch is fantasy come true. In the
beginning was a script, detailing the life history of a
fictitious Marin family. According to the story, this fami-
ly settled upon the land purchased by Lucas and built
a beautiful colonial mansion. In 1990 the mansion still

‘There will be
major cinematic
releases based on
computer titles within
iwo years,’

AL, Redmer, in charge of game
development at Lucasfilm.

INTERACTIVE MOVIES ON CD

[ 5‘ ;‘h!;_é

Once upon a time, George Lucas, the
man behind Starwars and a string of
other movie blockbusters, checked his
bank account and noted that it was
struggling under the burden of an
enormous credit balance. He there-
fore decided to lighten its load - and
at the same time create a paradise on
earth, a paradise in which numerous
creative people would be protected
from the rigours of the outside
world. There they would be encour-
aged by higher-than-average salaries
to pursue excellence in the arts of
computer game design, film produc-
tion, and other worthy pastimes. ACE
entered this Maniac Mansion of cre-
ativity: and here’s what we found...
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"~ FROM SCREEN TO SILICON

Despite the movie connections, Lucasfilm do not, and have never claimed to
be in the ‘computer movie’' business. ‘Lots of companias boast about how o0 90 been 9o
they produce computer movies,” Noah Falstain, project leader of behind the
latest Indiana Jones game, told us, ‘but here we're close enough to the real
movie workd to know just how sophisticated the film industry really is com- -
pared lo your average computer title.” s
What Noah and his colleagues do is take maovie scripls and turn them ) o
into games. The first computer movie is likely o happen when they take a
game and turn it into & movie — someathing that development manager A.J. = T
Hmr{kmnwmwmm'mimmhwnmnwnmm - 2 O g - § |

Indy in glorious 256 colour mode on the PC, Like many other US .
mmunnmwmmmmmmm
mats rather than the lowest commen denominator.

mmmmmmmmhmmmww
 happen in the movie.' says Noah, "We have to build on our own strength —
interactivity — and at the same time do justice o the cinema original. We're
WM“WWWWWMWMWM
both of them have been very helpful in the past. This was es
wmmmmwmmww -
mmmmmhmmwmmw}m
ismmwﬂmmepthmm himseli, by finding his own natural

mﬂmﬁﬁnmﬂq&mmmuﬂ

stands, historically correct in every finest defail, but ‘The CD-I specifica-

actually constructed about six years ago. P
Into this incredible historical environment (every tions look grear, but

window 5 composed of handfinished panes and where are the
MOsaics, every paim.ang a contemporary eriginal) the machines? If'rhev’d
20th century subtly pokes its technological head. In ' =
the recesses of the mansion there is a small 30-seat come ”u'!fﬂuryfnrs
cinema, with wide leather seats and a celing con-  ago, they’d have been
structed entirely out of polished D_ak casks. There are hot, but now they’re
offices housing besuted marketing executives, fax : S
machines, computers. There’s a dining room where behind the times.
Lucasfims employees gather at midday (all food pre- Ron Gilbert, SCUMM programmer
pared by the inhouse cordon bleu chef) and outside
there are yet more buildings, all in period style, hous-
ing different departments of the Lucas empire.

Qur destination was the stable building, home of
the Lucasfilms programming team...

MEET MORIARTY

First on the schedule was a visit to the office of one of
the company's newer recruits: Brian Moriarty, the ex-

__if'_" oyt

Loom has a cemplex storyline - this

hows the loom itself in the
E'::;;; of wﬂim_, ﬁ;m”;{{m" :M Infocom creative genius who brought you Wishbringer,

game gets its name. Trinity, and Beyond Zork. Right now, he's putting the
: S POV i — finishing touches to the long awaited Loom.

X y Brian joined Lucasfim because, he says, | saw
they had a lot of potential. They don't rely entirely on
games and they've got lots of multi-media resources.’
Brian brings to the company a touch of the true com-
puter veteran. He's been involved in games from the
year dot and manages to combine technical excel
lence with other, more aesthetic considerations.

‘Music is my first love,” says Brian, ‘and Loom was
actually inspired by Swan Lake, which also contributes

]

Brian Moriarty, exInfecom, now weaving new spells at
Lucasfilm. Coming soon: musical fantasy extravaganzas
on CO-ROM.

SRR EE
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HIS FINEST HOUR

the much of the musical score for the game. In fact, |
think sound is generally very underrated in games and
is destined to become much more important. That's
one of the things about CD development — the main
thing about it is that it gives you great sound.’ Since
Loom is currently being converted for the FM Towns,
this is a clear pointer towards one the strengths of
that version,

As for Loom itself, Brian has clearly had his time
cut out producing the game, which has been delayed
several imes during development. If Beyond Zork was

different, Loom is different?. It's by far the hardest
game I've ever done. | believe it raises the stakes for
everyone.’

‘One of my goals in the game was to avoid the
Tolkien style of dwarves and little people which are
really Hobbits but noone dares call them that The
problem is that those sterectypes are useful if you
want to avoid having to provide lots of background
detail. All these gnomes, elves, and ‘halflings' are use-
ful conventions.'

The lack of stereotypes in the game is made up
for by including a 30 minute Dolby stereo cassette
which tells the background story of Loom in glorious
audio technicolour. ‘It was produced here by the
Lucasfilms technical guys,' says Brian proudly, ‘This is
NOT a rinky-dink production!

You can meet other members of the team else-
where on these pages. One thing's for certain: no-one
ever found a more beautiful place to work,

PHOTOGRAPHY NOT ALLOWED

RETURN TO FRACTALUS?
Lucasfilm were one of the first companies

to put out a fractal based game - Rescue

on Fracialus invelved flying over a fractal-
based landscape that generaled convinc-
ing landscapes using compact algorithms.
Since then we've seen two other fractal
engines in operation: Karonis Rifl, which
involved driving across a fractal land-
scape and Eidolon, which allowed you to

‘go inside one.

Lucasfilm are now working on a new

fractal game, which could possibly tie in
all three types of fractal landscape (ilying
aver, driving aleng. and going into) in a

single game. Fractalus seems a likely sce-
nario and although the company aren’t
giving much away the titie of Return 1o
Fracialus ign'l oul of the question.
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nemaware are  per-
haps the only compa-
ny who are seriously
attempting to pro-
duce ‘computer
movies’. Their latest
game, It Came From
the Desert, even fea-

Our aim,” says development
manager Dave Riordan, 'is to open
up a whole new market of interactive
entertainment. We already have three CD- titles under
development for release in 1991 when the machines
appear. We've converted Rocket Ranger for release on
CO on the FM Towns, and we'll support DV if it
ever makes sense from an entertainment
standpoint.'

Dave Riordan thinks along much
the same lines as Brian Moriarty
at Lucasfims when it comes to
the implications of CD for
games. ‘Anything goes with
CH - anything that we've
seen on film or TV - and
obviously the more full
mation video capability we
have the better. But in fact
it's the audio that's the
key. Take someone talk-
ing, for example, the into-
nation in their voice is
what really gives the words
meaning. Reading text is
nothing — but you can say 'l
hate you' in so many differ-
ent ways and even make it
sound like 'l love you'. Or, to
take another example, imagine
watching a scary movie without
music. The music tells you so much
about what's going on; without it, it's
just not scary at all — and when it comes to
our games | want people to really back off from the
screent

Dave has had a long involvement with the enter-
tainment industry. He started with a laser disk project
at MIT and co-designed Ballblazer. '...But it was such a
programmer's medium in those days that as a director
| got totally frustrated. | went to Atari and worked on
coin ops for a while, but then | saw Defender of the
Crown. It had all the mowvie attributes and approaches
that | had been trying to get George Lucas interested
in back in 1980,

P

THE CREATIVE PROCESS
Producing games like Defender of the Crown and It
Came From the Desert involves Dave in very similar
work to producing real movies. 'We work like a
regular production company here, he
says, ‘we have a core group of people
and when a new project comes
along we enlarge the team, then it
JShrinks back down again after-
wards.'

‘One thing that's really
changing 1s the money
involved. The days of the $1

milion dollar game are
¢ rapidly approaching. Take
sound tracks for example -
we used to think in terms
§ of 51500 to $3000 for a
% track, now we have to pay
i at least 510000,
Producing a game for
the Amiga, for example,
involves first story-boarding
_e.n] the project, then working out
§| the internal logic and structure
o of the game design using Cine-
¢ maware's development utility,
Masterplan (seebox). "We're most
interested in forming a good team for
a game,’ says DT, ‘around seven or eight
people. The role of the individual is not as
great as it used to be. One of the advantages is that
when you're on wour own you don't design beyond your
own technical abilities, but in a team you're always
being pushed: programmers are challenged by design-
ers, designers by producers, and so on.'

Once the game design has been laid out in Master-
plan, the screenwriter writes the descriptive text and
speech for the game. Even at this stage the design,
although in a form ultimately usable by the core pro-
gram code, is stil machine independent. ‘On CD, for
example, you have speech facility, ' says Todd, ‘and in
Masterplan text can be speech or
simply text depending on the hard-
ware platform the game will be pro-
duced on.'

During the coding stage, one of
the most important tools Cine-
maware have developed is called
BOLT. ‘BOLT allows us to define
data consistently from one machine
to another - it identifies sound,
music, and text in a way that is
machine independent. So, for exam-
ple, a picture in 256 colour mode
on a VGA IBM will display perfectly
in 32 colours on an Amiga. The
position, the timing, the animation
remain essentially the same. We do

tures live actors on
the CD version (see elsewhere in this
article) and the company have also
done pioneering work with interactive
video tape technology (see Video-
master box).

Cinemaware's
Defender of the
Crown was one of
the first programs to
convincingly
demonstrate the
powers of 16-bit
technology. At their
offices in Los Ange-
les, they're now
pushing the bound-
aries of entertain-
ment technology

even further..

Cinemawares offices are only a
short drive from Hollyuood.
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GETTING
IT TAPED

Cinemaware wan an award for
their interactive tape game,
based on Walt Disney’s charac-
ters and already reported on in
ACE. At their offices, we were
abletonatammmﬂw
system and the results the com-
pany achieved, : 3 :
The biggest challenge was ¢ M”,“““"m
to put together a whole interac- m?mﬁfm :u-m

five movie based on existing : e

footage. All this had to be cut
together to produce the final ver-
sion, which consists of a single
video track and two audio
'maﬁmm remembaers ﬁ
Dave, ‘was simply that all the {
people who did the previous
generation of Disney voices 4
were dead. There's a whole sec- -
ond generation of voice-over
actors doing the work. We had
to over-dub every single
seguence — just doing Ludwig's
voice took us over five days.’
The result is a series of
sequences, each of which sets
up a situation (e.g. Donald get-
ting a fiat tyre) that the player —
the games are targetted at
young children — has to resolve
by solving a puzzie. The com-
puter graphic puzzles are over-
laid against the cartoon back-
ground and the user has cursor
control to manipulate the graph-
ic objects, shoot at ghosts, or
whatever.

_graphics
mnmpwum

Here you
M mmummﬂmmmw

“The trouble with the Video-
master system, explains Dave
Riordan, ‘was that it was sold as a toy. It got lost on the shelves amongst the racing.
cars and the dolls.’ In the end, however, the project helped Cinemaware further refine
its skills at combining movies and computers — mmmmmmnuhm
development of the CD ROM version of It Came From the Desert.
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Dave Todd: the man who designed Defender of the
Crown, and has now overseen the coding of some af the
industry’s most powerful programming teols for comput
€T games.

sometimes do separate artwork, but the data descrip-
tion doesn't change.’

CODING FOR SPEED

It's obvious that Cinemaware have made an enormous
investment in programming tools — probably more
than any other software house we've visited. This not
only speeds up development, leaving more time to
refine the game designs, but the programs them-
selves have become more compact and faster in exe-
cution as a result.

BOLT, for example, ties all the data for a game
together into a single file structure, compressing the
data. As a result, loading times are enormously
reduced — one section of code in Lords of The Rising
Sun took seven minutes to load into the Amiga in the
original version. After being BOLT'ed it took six sec-
onds. This development is even more important when
you remember how much data there is in a typical Cin-
emaware product that relies so heavily on hi-res colour
graphics and sampled sound.

Finally, like many other American companies, Cine-
maware now target much of their development at the
new 256-colour VGA PC systems rather than the

Amiga. They use several
different animation tools, and when the project is com-
pleted the graphics are ported over from the PC onto
the Amiga, rather than the other way round, as used
to happen. Combine this striving for the best result on
the best systems with the startling experimental work
you can see elsewhere on these pages, and you can
see why Cinemaware are — despite occasional crit-
cisms about the playability factor - still very much at
the forefront of games technology. if we ever get a
real computer movie, this is where it's going to come
from.

“I've always wanted
to produce a game with
really BIG bugs!”

Dave Riordan
(on It Came From The Desert)

-} Dave Riordan, creative director of a new genera-
tion af computer movies. Note the Philips CD-I unit on
the left. The equipment on the right is part of an inter-
active tape system that was never released - despite
affering a powerful 4-track branching facility for com-
plex games (see ACE issue 26).




AND DON'T FORGET

GOMING SOON
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“As far as presentation is concerned S
SIUREERSIER [coks much the same as the orig:
inal Dungeon Master. The similarity, however, is
only superficial - in terms of challenge and
atmosphere, SN (s streets ahead of (ts pre
quel.”

PICTURE B

“For a game that'’s so very combat-onientated
NN is definitely for fighters rather than just
fying fans - there's an encouraging lack of
Microprose style fingoism. YouTl find so much to
learn and do with this one.

PICTURE ©

“Taken as a whole, S
is probably the best yet from Cinemaware - with
special merit godng to an atmospheric sound
track - and anyone who enjoged previous efforts
are certain to enjoy this one.”

rm.......—.r-.-m...-........

T has hod wo years of intensive
aoffort spent on il Graphics are State-of the art’
a0 and the gameplay and plot have boen thor
eughly worked through to provide an entertain
ing, lasting challenge, ™




FM TOWNS SPEC

CPU 80386 (32-bit)
RAM (FM1) 1Mb
RAM (FM2) 2Mb
VRAM 512K
SPRITE RAM 128K

STORAGE (FM1) CD-ROM (540Mb)

STORAGE (FM2) CD-ROM (540Mb) + 2x1.2Mb 3.5" FDs

VISUAL 640x480: 256 out of 16,770,000 colours
640x480: 16 out of 4096 colours / 2 screens
320x240: 16 out of 32768 colours /2 screens
640x400: 16 out of 4096 colours / 2 screens

PCM sounds: stereo 8-channel

FM sounds: stereo 6-channel

sampling: B-bit, 19.2Hz

CD-ROM works as an ordinary CD player
SIZE 328mmx150mmx400mm
WEIGHT 11kg

OPTIOMAL XTRAs Keyboard = BO387 processor » video card
modem card = SCS| card « 14” display « RAM

PICTURE E :
- et f ; T rcally is a great attempt to recreate
— the battle while putting pou in control - though
deeny He%. the game is easy to play it's also challenging. If
r you're at all serious about wargamming you
should search this out.”




~N aunthentic World War II tactical wargaming,
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your own scenarios and set your own
challenges in bringing the elite war
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American forces into head-to-head A
confrontation and combat. y
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ALL NEW PIC CURVE POWER

| The PIC - Predicted Interest Curve — is the most sophisticated reviewing

lool around. And now it's entered the 90's...

We on ACE know you don't just play a game — you experience it. The newly upgraded Predicteded Inferast
Curva is the only review system that takes this ali-important lacior into account
The PIC Curve has been redesigned Lo immediataly glve you the info you need af just a glance. To
back up our instant appraisal thare is an expanded, in-depth comment at each stage of tha game’s playlife.
The curve is divided into six sections, indicating the player's adrenalin level after one minule, one hour, one
day, one waek, one month, and one year. But this telfis you an awful ot than just what your inferest level will

be at any given lime (although that's cbviously important in itsalf)..

For axamgpla, a kigh one minute rating means that the game must look fantastic and gel you all excited
from the word go. That means it's probably a good game to show off to the neighbours — after all, they prob
ably aren’l geing 1o pay attention far much more than a minute; after which they'll go back 1o drinking coffes
and making rude remarks about 'those awiul hostile games the boys play these days'.

The minuta, lour, and day ratings can bell
you a lat about a game too. i there's a dip
e, followed by a rise, you've got 8 game that
may take & bit of getting irto — not recommend-
&d if you like to gat down to something gquick
and easy. Allernatively, the graphics may put
you off for a while until the gameplay starts fo
grip. Check out the PIC comment for more

datails

Finafy, you've got the month and year rat-
ings. The batter a game holds up hera the more
deserving it is of your hard earned cash

PIC curve construction takes a lof of play-
ng on the part of ACE reviewars. PIC curve
analysis s an art in fself. The reward is know-
ing just what you're gesting whan you make the
decision 1o splash out on Mulant Macdonald
Geysburgers....or Player Manager — ong of
s manttvs AGE rated ballbkazers.

We've also enlarged the PIC commen-
tary section beneath it. This gives us
more space to tell you exactly what it's
like to unwrap your game, load it up,
and play it - giving you those essential
snippets of information and reaction
that determine whether or not this is a
game you have to buy. the New PIC
Curve - going straight to the heart of
the Games Experience.

o -
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AMIGA
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PIC CURVES

This ursgue feature to the
ACE reviewing system
charts the interest level that
8 game stimulates over a
persod of ime. The curve is
stcompanied by a com-
ment fo explain why it's the
shape it is. Find out mare n
the Pic Curve Power panel
on this page...

Each review also cames
special Version Boxes' that
@wve you detadls of the
game’'s implementation on
a specific machine. These
bomes include ratings for...

GRAPHICS

All aspects of the game's
graphics with the limitations
of each machine taken into
account. A gooddooking
Zpectrum game will there-
foree score higher than an
average-iooking Amiga one,

AUDIO
The music and sound effects
are rated here. A high rating

gives Kick Off
fans a chance to
reach yet fur-
ther heights of
ecstacy. But can
anything be as
good as the orig-
~ inal K.0.? Find

.E'—
-

THE ACE REVIEWING SYSTEM

is possible on even mited
machings like the Spectrum
and PC if the computer's
shortcomings are clevarly
sidestepped.

G FACTOR

Yes, sometimes you have to
use your brain. This rating
svalyates the risk of mental
effort — which some people
actually enjoy.. MNote that
ACE readers are generally
reckonad ta be mare intell
gent than other human
beings, 50 the ratings may
be lower than you expect...

FUN FACTOR

Basically 8 measure of mand-
|ess addictiveness. Games
ke Arkanoid and Flying
Shark require virtually zero
brain power but are still
remarkably addictive. Most
coinops score well here
because they are designed
for instant satisfaction.
Games don't have to be
either fun or intelligent -
they can be both.

ACE RATING
This is not just plucked out
of the air but i1s calculated
from the area under the PIC:
Curve, To get 2 really high
rating a game will not only
have to be very addictive
but stand the test of time
as well. Just because a
game does not get over
00 does not mean we are
not recommending it - the
following is a general guide
o what the ratings mean.
900+ A classic game,
recommended without
reservation.

B00-899 A superb
game, but perhaps lacking
the long-term depth to last
inta the month and year cat-
EEOries. i
700-799 5til highly
recommended, but probably
has a couple of aspects to
the gameplay that take the
edge off 4.

600-699 The 'fair
zone, where i tends to be
very good if you like that
sart of fhang',

500-599 This still has
good things going for it, but
the game clearly has some
noticeable problems.

400-499 Probiems
with gameplay and pro-
gramming make this an
inferior game

300-399 Mot only is
the gameplay bad but the
design was probably flawed
in the first place.

200-299 Things are
getting really Serious now...

100-199 7X81 games
rUnning on an Amiga.

Under 100 Nothing
has ever acheeved this
appalling Jevel of rating. if
anything ever does, it
wauldn't even be worth haw
ing it far free.

VERSION BOXES

This covers version-specific
mformation on graphacs,
audo, loading problems etc.
If there's no box fior your
machine but a version is
planned, it'l be covered as
an update in a later 15sue.

THE TEAM

Laurence Scotford is
ACE's ever busy Rewews
Editar — Laurence has been
playing games since he was
a mpper, but some of themn
we probably ought not to
mentan. There was hot
competition for the ACE
Rewews Editor position from
gamesters all gver the coun
try, but Laurence pipped
them all at the post by
showing that he could not
only push a game to s
limit, but he could push 2
pen too and tell you all
abaut it.

Steve Cooke, one of ¢
original editors of this
awardesinning magazine, 15
known to thousands through
his marny other previous
identities, including Zzaps!'s
‘White Wizard, The Pigrim
and Old Baddy. When he's
not borrawing money and
‘popping off ta the States’
Steve is often fourd playmg
Untima V and other ‘narrative
compater games.

out on page 56

Rik Haynes was Reviews
Editor on Britain's biggest
selling computer weekly and
has been hooked on elec-
tronic entertainment since
spotting a Space invaders
machine in the corner of a
Southend-on-Sea pub back
in '78, Rik's reviews are
renowned for being hard-hit-
ting and often outspoken.
Eugene Lacey is one of
Britain's mast experienced
games journabists.




!mu mn mtjusr uspccl'.s qftllc missiles used to
suit your mode of combat (yet another feature pou
will want to experiment with over a couple af
games).

A rotating 3D display of your ship shows areas Ll

af damage (usgful qfter a heavy battle].

o T'Es are nasty little critters. While the
U civilised universe is happy minding
its own business, all these extraterrestrial types
want to do is spoil the party, and here's why.
Mankind has a problem — there are too many
peaple, and not enough planets suitable for sup-
porting life. Answer: get out there and find new
planets to colonise, and if there are no suitable
planets, create them, There is, however, a slight
complication - before you can create a planet
to colonise you require a star for it to orbit.

This requirement might not seem too diffi-
cult to arrange — after all, the universe has a
countless number of stars, doesn't it? |t does,
but suppose something previously unknown was
to arrive from a far corner of the universe, and
suppose that something was to begin trans-

m@-

& W & TR
) WL Rt )
The central display, shewing your craft in space,
also shows the gravitational lines of force. Here
in deep space they are_flat, but near massive bod-
ies they distort greatly. Incidentally. the star-
Jfield will only be seen on I meg machines!

The distorted lines of force are clearly shown by
the alternative rendering of the main display.

GRAVITY
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fnrrnmg stars into slngularltles [thats black
holes to you and me) which they require for con-
tinued existence? What happens? You end up
with a lot of singularities, a lot of happy extra-
terrestrials, but no suns, and no more Homo
Sapiens. Mot, 'm sure you will agree, a particu-
larly joyful state of affairs.

Unfortunately, this is exactly what has hap-
pened in Gravity, The Outies as they have
become known are slowly but surely turning the
galaxy's suns into black holes. The only way to
deal with these horrible ETs is to wipe out their
. fleet, and turn the singularity in their home sys-
tem into a sun, while at the same time creating
and colonising newly explored systems, Of
course, while you are attempting to do this, the
Quties are trying to turn the sun in your home
system into a huge great black hole, so you
haven't got time to hang about.

Ironically, mankind also has a use for black

| holes. They are means of quick transport
between distant parts of the galaxy. By setting a
destination and plunging into a singularity, craft
can be made to emerge at another singularity in
the target system. So while it is imperative to
prevent too many singularities from being
formed by the Outies, one or two of them dot-
ted strategically about.

To perform your task you have sixteen UN
Scoutcraft. These can be given orders to
explore systems, engage in combat with Outie
craft, prepare systems for colonisation, and

| then set up the colony. The nice thing about

IMAGEWORKS launch a highly
original deep space strategy game

with a basis in modern physics

‘The graphics in Grawly make the most of the
unersugl theme, and manage to comwey wel the
sense of gravity wells. The menus and various
screens are all quite nicely prasented, i a ittle
slow. There is not too much sound, other than
a few spot effects and a rather unusual ke
sound track. Most control is from the mouse,
apart from piloting indvidual craft which Is
acheeved with simple keyboard conﬂrol Deti-
nitety & visie for money Duy.

GRAPHICS 8 |QFACTOR &
AUDIO & FUN FACTOR 9

PREDICTED INTEREST CURVE

by how much
there is to do in There is then a learn-
ing period in which you have to become
accustomad to all of the options and the best
| going about things. The nice thing
about this game is that your interest is not
likely to drop significantly because their are
[e.g. programming drones)
will require impro ]
you play there will be
This g | definitely rival Elite in the stay-
INg poOWer §

RELEASE BOX
OuT NOW
S0k IMMINENT
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EINSTEIN-MINKOWSKI WHAT?

i

= I —
Programming the drones is done by a series of
Jflow charts, so you don't have to be too technical-
ly minded to use this feature.

Gravity is that you can set the ratio of orders
gwen directly by HQ to the orders given manual-
Iy by yourself. This effectively means being able
to swing the game from requiring almost total
arcade type skills to total strategic skills or
whatever combination of the two you require.
The game is controlled from an attractive
looking front panel, from which you access the
various functions of the game with the mouse.
Since most aspects are controlled via menus it
doesn't take toa long to get used to the way the
game works, although learning about everything

things.

A GOODLEY FELLOW

Perhaps it was inewvitable that programmer, Ross Goodley would end up tinkering with micros,
since his passion for both machines and games inspired him to ‘borrow’ an access code to one
of the computer terminals at University (even though he was actually reading German and Lin-
guistics), and spent many hours at the keyboard.

After graduating, Ross was introduced to the relatively new personal micros when a friend
bought a ZX81. Even on such a limited machine the flair Ross had for programming soon
became apparent. He managed to achieve a version of Space Invaders in 1K, amongst other

After applying to a newspaper advert he joined Alligata as a programmer. Here his fruitul
career began in earnest. His past successes have included more Blagger conversions than he
cares to remember, Challenge of the Gobots on the CPC, and Meltdown (which was something
of a pre-cursor to Gravity). Gravity is his first major 16-bit project. When Ross is not juggling with
op-codes he is doing much the same with balls and similar thingies, or alternatively playing some

mean guitar,

Gravify, 50 Ross tells us, came about from
a layman's interest in physics, The 'rubber
sheet' idea of the universe has always
intrigued him, and the challenge of trying to
model that system in reaktime spurred him
into writing the code that eventually became
one of the more original games of the past
year.

MNow that Gravity has appeared Ross plans
ta further exploit the fascinating universe
that the game is set in. The next game,
which is called Drop Soldier at the moment
will be a planet based game dealing with
small unit combat. f Gravity is anything to
go by it should certainly be a game to look
forward too.

- .,
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Entering a black hole, Provided you set your destination on the cube correctly, you should emerge at

ancther hele near to the target system.

that there is to do will take a ot longer.

The most unusual thing about Gravity is the
central display which shows your craft in space.
Here space is represented by a grid of lines
showing local gravitational force. These become
distorted around planets and suns, and are
stretched to infinity by black holes. Obwiously if
your ship falls into one of these distorted areas
you will have to fight against the gravitic pull to
escape. This means that you are constantly hav-
ing to adjust the attitude of your craft to coun-
teract the effects of gravity, but it is possible,
with a bit of careful manoeuvring, to maintain a
reasonably stable orbit around a planet or sun.

As you succeed in missions you accumulate
more credit which can be used to upgrade the

weaponry and drives on your craft, and pur-
chase more tools to allow you to fterraform
dead planets for instance. Your opening strate-
gy should then be to complete as many mis-
sions as possible to build up equipment to allow
for more long term planning.

Gravity is one of the most unusual games
I've seen over the past year. In scope it is abso-
lutely vast (with the ability fo program drones,
for instance, adding to the possibilities).
Undoubtedly the game will not appeal to die-
hard shoot-anything-thatmoves addicts, but for
anybody who likes an involved game which exer-
cises the old grey matter, it's a must!

@ Laurence Scotford
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| EXCLUSIVE REVIEWS!

Crackdown, the Gauntlet
of the 90’s
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ON THE MEGATAPE!!
DEMO - Space Harrier |l

DEATH ZONE - a previously unreleased game!



PREDICTED INTEREST CURVE

You will initially be attracted by the superb
audio-visual aspects of the game. Once you
start to play you may find the game a little
fimiting untl you become d

casting. After several games you
build up a recipe book of spells, w

make the game a lot more int

Because of this variable aspect you are
to keep coming back to this one for some

time

RELEASE BOX
£29.99dk

£29 59dk

TBA

No other versions planned.

L n |, e

AuDIO

GRAPHICS 9

IGFACTOR &
& FUN FACTOR 7

An egg on the boil. The timer in the corner is not
to arrange hard or soft boiled, but counts down

the time to hatching.
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There's only 56 much you can do on the graph
s front for a strategy game and Palace seem
to have done. There are several amimated
sequences which spice it up a bt, and the stat-
ic screens are equaly sttractive. The sound:
track manages to convey af the atmosphere of
the game without imposing itself toa much.

games have
STRATEG always been
hmited by one wital factor -
strategic decisions made within
a computer game are always
part of a closed system, as
opposed to realife decisions
which are subject to an infinite
number of unpredictable exter
nal influences, The answer is to
devise a system which, rather
than presenting the player with
a set menu of choices at each
stage of the game, allows him to continually
alter the parameters that effect play in some
way = in other words, experiment.

Palace have managed to do just that in
Dragon's Breath. The basic idea behind the
game is to find the three parts of a Talisman
that allows entry to the throne room of the Great
Castle on Dwarf Mountain at the centre of the
land of Anrea (phew!). The reason that this talis-
man is 50 important to you is that within the
throne room lies the secret of immaortality. Mot a
bad prize, eh?

There are three characters competing for
eternal life; Bachim the Alchemist; Quered the
SheVampire; and Ametrin the Green Beast,
Each can be controlled by the computer or a
human player. This means that you can view a
demo game by making the computer control all
three,

Initially there are all the sort of options you
expect in strategy type games: the ability to
read up on recent happenings (mostly battles in
this case), and view your accounts, as well as
dealing with any traders who happen to call.
Most of your dirty work, which in this game
involves conguering as many towns as you can,
is done by your collection of dragons.

Each player begins with one dragon but
may breed more. You require at least three to
win the game, since you must use one dragon
to guard each piece of talisman as it is found.
The dragon’s have three main tasks: conguering
local towns and wvillages for taxes, attacking
enemy dragons and strongholds, and searching
for and guarding the pieces of the talisman.
Obviously in the later stages of the game you
will want to do all three of these tasks concur-
rently, so it helps to have as many dragons as
possible,

Breeding dragoms is achieved by heating
eges from your stock. The hotter an egg is
kept, the quicker it will hatch, but slow cooked

- Using the relief map of the land you can zoem in

on possible locations of the pieces of talisman.

Dragons rule OK
In a stunning
strategy game from

PALACE

DRAGON’S
BREATH

eggs tend to produce stronger
dragons. So if you are desper-
ate for more of the creatures
you can produce them swiftly,
but at the cost of having a less
effective force.

The major part of the
game, and the most interest-
ing, 15 spellcasting. Unlike a lot
of other games involing
spells, you are not simply pre-
sented with a list of pre
defined spells to choose from
- that would be too easy. Instead you have to
produce them yourself. This is done by mixing a
number of elements in different ways to pro-
duce the final potion. This means, of course,
that you will have to do a lot of experimenting to
gradually build up your own recipe book of
spells.

The spells can be directed at almost any-
thing in the game from towns to dragons, and
obviously they can have either harmful or good
effects. The nice thing about Dragon's Breath is
that it is not essential to master spellcasting in
order to enjoy the game. You can begin playing
without spells and then start to use them as
soon as you feel confident enough with the
basic game,

Dragon's Breath is probably the most
accomplished strategy game ['ve seen for some
time, and combined as it is with attractive
graphics and an atmospheric soundtrack,
should please most people who enjoy a more
cerebral type of game than the standard fare.
The ability to concoct your own magic brews
provides endless possibilities and should keep
you playing, even after you've managed fto
achieve the game's objective.

® Laurence Scotford

The lab - this is where all your spells are con-
cocied, for better, or for worse!
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Porter, “This is the first fantasy
role playing game to do things in
extreme depth”. We didn't take his
word for it, but several hours of
ntensive play proved that he cer-
tainly wasn't joking.

The game is set in the
medieval land of Ashtalarea, a
very wild place in which adventure
is to be found anywhere and
everywherg, There are no less
than twenty-four quests to be
undertaken in the game (although
if you wish you may ignore any or
all of them, and simply enjoy
exploring the land)

Before you can begin playing
you must generate some charac-
ters, choosing from the thirty-nine
possible classes, Up to six can be
in play at any one time, selected from those you
have stored on your character disk. It 15 also
possible to save your characters during play by
staying the night at an appropriate inn. This way
you won't loose any gained possessions and
experience points when you next play.

Moverment 1s achieved by steering a cursor
either around the town or city you are in, or
alternatively through the wilderness. When it 1s
necessary to interact with a character you are
presented with a dialogue screen and a stnp of
icons which allow you to engage in conversa
tion, buy and sell supplies and equipment, and
so on. Each of the NPC characters has a dis-
tinctive personality, and encounters can some-
times be guite humorous [the medieval joke
shop assistant being a fine exam-
ple)

Where the detail in Knights of
Legend is really apparent is in the
combat and spellcasting systems.
Because combat is not handled in
real time {as in Dungeon Master),
but in melee rounds, there is time
to consider all the strategic ele
ments of each battle, rather than
just madly hacking away at things.
At the beginning of each round
every surviving member of the part
s allocated ther offensive and
defensive tactics for that round.
Once this is done, the whole round is played
through and any damage assessed. The beauty
of this system 15 that you only need to reset tac-
tics when you require them to change. If you
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SCAPE stun us
with the most
detailed and excit-
ing computer-
based Role
Playing Game yet

produced

KNIGHTS OF
LEGEND

ORIGIN/MIND-

wish to a character to repeat his
or her action from the previous
round then you simply select OK.
Todd Porter told us that
‘the key buzzward in this program
is Artificial Inteligence’, and this
really shows in the way that your
enemies react. They will, intell
gently, repeatedly attack limbs
that have already been damaged,
and there are no less than forty
different algorithms to decide
when and how an enemy retreats.
Similar attention to detail
can be seen in the magic system
iwhich s superficially similar to
the element construction used in
Dungeon Master). It is possible to
create your own spells by com-
bining warious elements of the
Elven language - so, as in real
life, experimentation can pay off.
When you add details ke an art package
for redesigning character icons and shields, the
ability to name your own weapons and spells,
individual damage status for limbs, and accu
rately modelled fatigue, then it is not easy to
see that Knights of Legend offers game players
a whole lot more than any similar game. Further
good news is, that because the system is 100%
data driven, 1t is only limited by the program-
mer's imagination. The first module for the
game will be, believe it or not, a science fiction
scenario! Knights of Legend has impressed us,
and it will impress you — buy it!

@ Laurence Scotford

While exploring the tousn your party is represent-
ed with a helmet icon. Entering buildings allows
you to interact with NPOs.

You can view your pariy (in this case just a sin- =
gle character), and check their kit.

The game kooks very attractive indeed it you
have a machine capable of supporting it's EGA
graphics, M nat, it is possible to mstall a CGA
or monachrome version instead. Sound is kept
to a minimum (thank heavens). so you will only
have to sutter the occasional bleep. The pro-
gram supparts standand joystick and mouse
drivers, although kevboard contral is perfectly
acceptable if you have pether of these.

GRAPHICS 9 |QFACTOR 7
AUDiO 2 FUMFACTOR & 9 5'
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It will take you quite a while to set up your first
characters and wade through the informative
[and large] manual. Even when you hawe done

that

you will want some time to become

accustomed to the way the game works and
things like combat and magic. Then you can

begin

to explore and take on quests in

eamnest, and | suspect it will be at this point
that peopla will begin to burn the midnight oil.

Because the

s0 much to do in Knights of

Legend it is certainly not @ game you are
going to complate im a hurry, and even when
you do, there's the planned modules to look
forward to.
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Comprehensive character definition and status
screens are all part of the tremendous attention

to detail within the game.
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Initially the game looks and sounds reason-
ably good, but you will scon become frustrat-
ad by the unn ably tricky controls, i you
are prepared to persevere then there might
be some more fun to be had from this game,
but | suspect that most people will simply be
put off by the unfo g level of difficulty at
the beginning of the game

i .l{l
There's the opposition ahead, so don't h.ang
arcund - shoot!

Pick the wrong route here and you could be
heading for a very wet end

HEWSON's beat-the-clock race game takes us all
for a rather bumpy ride

I there are certain games that g
initially seem disappointing
and then grow on you, there are
also those that make a good first §
impression and then fail to deliver §8
the goods. | have more than a §
sneaky impression that Fifth B
Gear falls into the latter category. B
The game has you taking §
part in an illegal race in which the &8
only rule is that there are no
rules. You must get from the
start ine to the turming point and
back to the line again within a set
amount of time. But the route is
far from easy. There are obsta-
cles and other cars to be avoided

and collision with any of therm can The service stop to the right will supply you with rarious goodies

cause serious damage or the Providing you have the cash

loss of your car, Fortunately you have five cars
to play with, so a little erratic driving is tolerable
as long as you don't overdo it.

Initially your car is equipped with a simple
slow-firing machine gun, but you can stop off at
service points to buy extra weaponry and add-
ons. These include a missile launcher and mis-
siles, helium tyres to enable you to perform
Dukes of Hazzard type leaps, and a rapid fire
option. The weaponry, should your imagination
not be up to it, is for blowing away other vehi-
cles that happen to get in your way, as well as
removing tricky static obstacles.

The money you need to pay for such luxu-
ries i1s awarded for every kill you make and for
the time you survive. You already have 10,000
doliars when you start the game which is
enough to buy you a couple of goodies, but it is
generally best to save some cash to pay for
refuelling and repairs. This is especially neces:
sary since the other cars have a nasty habit of
firing back, occasionally with pretty good accu-
racy.

The game utilises a birds eye view of the
course with a status panel beneath this. The
graphics are pretty enough and the vertical

scrolling is quite smooth. The real problem
comes when you begin to attempt manoeuvring
the car. It 1s so sensitive that even players with
the lightest touch will find themselves running
into walls and obstacles a little too frequently
for comfart.

| am all in favour of a challenging game but
the difficulty of Fifth Gear is set at such a level
as to make learning the game more of a chore
than a pleasure, Naturally it becomes much eas-
ier when you know what is round each corner,
but crashes are still too frequent an ccourrence
nevertheless. The problem s compounded by
the requirement for some very tight and careful
steering at certain parts of the game. Hawing
said all that, if you are prepared to persevere
with the controls you will no doubt in time man-
aged to overcome this difficulty. But be pre-
pared to run the first part of the course several
times if you want to achieve this.

It is a shame that this aspect of Fifth Gear is
so tricky because it mars two otherwise good
16-bit conversions. Shll, if you enjoy drving
games and are looking for & particularly hairy
challenge then Fifth Gear might be worth a look.

® Lauvrence Scotford

Advanced Computer Entertainment 53

1S3LN3IFHOS




NK simulatiohs seem to be the flavour of
TA the day at the moment. A couple of
issues back we |poked at the impressive MI
Tank Platoon from Microprose. In last month's
issue we reviewed the Zarch based game, Con-
gueror, from Rainbow Arts, which, like Sher-
man M4, simulates battle scenarios from World
War Il. This month also sees reviews of
Origin/Mindscape's Omega, and Dark Cenfury
from Titus - both futunstic tank simulations
which allow you to adapt your own battie logic
by using the builtin programming languages.
Sherman M4 15 something of a tribute to
the vehicle of the title, which played a significant

role in many WWII campaigns. This simulation
allows you to play three scenarios with the tank:
Mormandy, Ardennes, and Morth Africa. Each is
characterised by distinctive background graph-
ics, although the filled vectors that are used to
create objects ke tanks, trees, buildings, and
bunkers remain the same throughout (bar the
changes to camouflage of course).

Each of the campaigns is split into several
missions, all of which must be undertaken suc-
cessfully by your squadron {which comprises
four Shermans and two jeeps). You are given
the option of playing each of the campaign mis-
sion separately, which is obviously easier, and
therefore a good choice for beginning players.

One thing that becomes immediately appar-
ent with this simulation 15 the possibility for
determining yourself the ratio of strategy to
arcade type play. It is not only very easy to
switch your control between any of the four
tanks, but also a simple matter to flip between
manual control and ‘automatic pilot’. Admittedly
this facility is also available in Congueror, but
here it has been particularly well implemented.
The advantage of having the controls arranged
in this way is that you can choose to play
almast entirely with the map (just giving battle
orders to your vehicles as and when necessary)
or you can become actwely inwolved in each
offensive or defensive action by taking manual
control of one of the four Shermans.

Orders are given via the radio and in con-
junction with the map, which shows the loca
tions of enemy and allied vehicles, bunkers and
emplacements, and all the other normal carto-
graphic features. You give movement orders to
your vehicles by placing a cross-hair on the des-

You can call up atiractive stats panels for all of
the vehicles in the game. [PC - VGA)

Advanced Camputer Enterfainment

Got one - one of the opposition goes up in smoke
on the ST.

Yet another tank sim
enters the fray as
LORICIEL/U.S.GOLD

show their appreciation

for the allied workhorse of

World War 11

tination. Tanks under automatic control will do
their best to follow your arders but may be side-
tracked, if they come under attack for instance,
At all times the individual vehicles and your
HQ report back to you via a scrolling message
window at the bottom of the screen. This is very
useful when you are in the map mode for warn-
ing you of ambush as well as new directives.

As well as all the essential bits and pieces,
the game also boasts a few gimicky features.
You can select between interior view (which is
best for shelling because its the only mode in
which you get sights) and an exterior view. While
the extenor view is called up you can switch
between four different viewing angles. There is
also a telescope mode, in which you can only
see a small section of the forward wview, but
each object that comes into sight is identified.

Sherman M4 is certainly a very attractive
game, and all the bits are in the right places
(which will please hardened sim fans). The mis-
sions are a Ittle too easy to begin with, but you
can alter the parameters for both allied and
enemy forces to even up the stakes a bit. My
only criticism of the game is that it is almost
totally lacking in atmosphere. The game does
not manage to conjour up any sense of really
being there. It is this factor alone that stops me
from unreservedly recommending this game.

® Laurence Scotford

The Desert Campaign on the ST, viewed from
the interior of one of the Shermans.

SHERMAN M4

Absohitely no complaints on the graphics frent
(VGA). The backgrounds are distinctive in each
campaign, and superbly evocative of each
fzcation. Speedwise the game is fine too leven
4 286 PC seems to run faster than the 5T ver-
sionl. The only problem is the complete lack of
atmosphere, not helped at all by the usual dnp-
gy PC sound. Even so, there is stil some satis.
faction to be had out of the game.

GRAPHICS 9 IQFACTOR 7
AUDID 3 FUNFACTOR 7

The background and vector graphics are abso-
lutedy fire, although they don't run particularly
quickly on thes machine, Loncied have not done
too badly soundwise considering that the fre-
quency/noise genarator in the ST is so kmited.
As with the PC version, howewer, this simuly
tion is completely devoid of atmosghere, mak-
ing it wery dry to play.

GRAPHICS 9 IQFACTOR 7
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ave o become accustomed to and mems
This means that you can get straight down to pl
|after a pause to admire the graphics of course].

tomed to giving ond
through all of the camp
to come bhack to i, wnl

nE you pruhahl} won't n.um
you are a real Sherman fan,
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The frozen wastes — as you can see this game outeutes a lot of similar product (aren’t those pengles

sweet? No? OK)

KID GLOVES

Mario Brothers, Bubble Bobble,
SUPEH Verminator, New Zealand Story,
and Rainbow Islands are just a few of the titles
to exploit the recent rise of cutesie games. You
know the sort of thing - sprites that look like
they've just walked out of the sickliest Hanna
Barbera cartcon you can think of, and sound
effects to match, Now Logotron have upped the
stakes with the release of Kid Gloves, which s
so cute it brings tears to your eyes.

The idea behind this one is that, being tired
of listening to his uncle Indiana Stallone {sounds
familiar) rattling on about his adventures, young
Kid (that's you matey) wanders off into uncle
Indy’s study where he finds a pair of old red
leather boxing gloves, Trying them on he finds
himself magically transported to a primeval for-
est. And then the fun begins.

Kid Gloves is a fairly traditional platform
game, Your aim is to get from the left to the
right side of each screen by jumping from one
platform to another. Unlike some recent similar
releases, Kid Gloves does not scroll, but flips
from one screen to another. This system actual-
Iy does not really detract from the game, but
adds to the challenge because sometimes you
will have to double back to an earlier screen to
solve a later one,

There are five levels to complete including
Somewhere in the Frozen Wastes (with extra-
cute penguins), London: Industrial Rewolution
twhich features wvanous animated machine
parts), and Psychedeha (which is not at all rec-
ommended to readers who suffer from epilep-
sy). Each level consists of ten screens. Once
you reach the right hand side of the tenth
screen the gloves will transport you to the next
level,

Like all good platform games there are a
number of alternative weapcns to use against
the bad guys. You begin with the death coins

LOGOTRON double the
stakes in the super-cute

jump-‘n’-collect platform

market

Technophobia strikes in the Industrial Revolution
stage - how do they make glum so colourful.
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Psychedelia is guite... well... psychedelic. Whai
can [ say?

PREDICTED INTEREST CURVE
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You will be captivated by this game from the

moment it first loads. The appeal will of
course gradually die after a few games. You
will probably pick it up again after a while,
perhaps to try and complete it. Once you've
gone right the way through it's unlikely that
you will want to play it again.

RELEASE BOX
£24.99dk
AMIGA £24.990k

ATARI ST OUT NOW

IMMINENT

Kid Gloves immediately makes an impact on
the audio-visual front. The sprites ane all very
appealing and there is lots of vanely across
the levels. The sound has also been done very
| well and includes extremely cute digitzed
speech 85 well 85 3 uitably flufty soundtrack,
A wvery well presented and highly playable
game, even if the theme is a bit hackneyed.

| GRAPHICS 8 IQFACTOR 7
| AUDIO 8  FUNFACTOR 9

which bounce around the screen hitling ene-
mies, but require several hits to destroy large
creatures. Other weapons to be had are Flames,
Deathstar, and Megalaser. These can be
obtained in the occasional shops (again some-
thing to be found in most good platform cuties).

What is a little more unusual are the spells
that are available to you. There are six different
spells, one of which can be used on each
screen providing you have the magic. Unfortu-
nately you can never predict which spell will be
used or how effective it will be, so they are obwi-
ously intended as something of a last resort.

Unhke many similar games, Kid Gloves
involves a lot more than timing your jumps cor-
rectly and doing away with various nasties.
There are particular ways to solve each screen
and maximise your gains (which in this case are
fruit for points, and cash for shopping). Some
events, like disappearing walls and extra mon-
sters are controlled by time-outs so if you hang
around for long enough on a screen this can
have either beneficial or detrimental effects,
depending on the stage.

You will also have to collect keys en route
to get you past certain obstacles. Even if you
have the keys, a lot of careful thinking is
required. A very useful feature if you do foul up
a screen is 'back in time’, This allows you to go
back three screens and re-run them (a far better
option than having to replay the whole game).

On the whole Kid Gloves doesn't really offer
anything that you can't get in other platform
games, with the possible exception of the magic
feature and the ‘back in time' feature. Having
sand that this sort of game is fairly timeless, and
cutie fans will probably not be disappointed to
see another one on the shelves, Definitely one
of the most attractive platform games to be
released for some time.

® Laurence Scotford
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ANCO get into the footy big-time
with a Kick Off sequel that gives
you the chance to hire and fire

as well as get the goals in

all the fun of Kick Off with a
IMAGINE strategic management game
boited on. That is exactly what Dino Dini of
Kick Off fame has dreamt up for Anco.

Player Manager offers a wealth of manage-
ment options in an easy to implement, icon-driv-
en play system.

You start by picking your team. A squad of
thirteen players have to be chosen to take part
in a full league and cup programme.

There are many weighty managenal deci-
sions to be made. You can study the form of all
the players in the list, check out their transfer
fee asking price, and even improve on their per-
formance by selecting appropriate training.

To limit the length of championship cam-
paigns the divisions have been restricted to five
or six of the most famous teams in that league.
Right liberties have been taken here. Take Divi-
sion Three, for example. One of the teams pre-
sent is called “Bristol”. But Bristol what 7 City or
Rovers? Surely it would have been better to opt
for Bristol City if there was not room for both -
not only to add realism, but also because City
are the biggest and historically most successful
team from the west country.

After the game options - do you really want to
know what that dark blue window will reveal.

But this is a minor gripe and the overall
decision to imit the number of teams is a sensi
ble ane.

You begin your managerial career as Play-
er/Manager in the Third Division. Your impres-
sive international career fills the fans and club
officials with hope that you will provide the
spark that will end their residence in the lowly
Third. But its a funny old game football and a
manager's existence is a precarious one, as you
will soon discover if the goals don't start going
in.

When you have set up your team, checked
the transfer list, club finances , carried out all
pre-match training and practised tactics its time
for the Kick Off. Fans of the original will recog-
nise the hit soccer game immediately,
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On Match Day you have a decision to make.
Are you gong to select your self and join in the
frantic end to end action of Kick Off, or are you
going to stay on the bench where you have a
number of match monitoring devices at you fin-
ger fips.

The best of these is the camera which you
can instruct to follow the ball or train it on a
player who you want fo keep a closer eye on.
Matches can be played at normal Kick Off
speed or fast mode, viewed from above in a
rectangle which shows the whaole pitch in minia-
ture - your team scrambling around like bugs.

If you decide to play then you have to
choose fo play in position (the best option) or as
a team, where you control all of the players in
your team. Once the the match is in progress it
plays just like Kick OFff, with the same unique
pace and variety of set piece moves that made
the game such a hit,

Makes a good strong first impression thanks
to the well presented strategy screens, with
their ns and windo From the
very start Player Manager avolds the most
common mistake of management games -
lists of boring tables of statistics. You are
never more than a couple of &

various i

puter )
Manger has strong long term appeal with its
save game options and potential to take part
in @ full league amd cup match by
match. Coded by Dino Dini (the author of
Kick Off), the boy done well.
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After each match you get a results service
of all the other league games aor cup ties.
Depending an the performance of your side you
may wish to go back to the main menu to select
Training, Transfers, or have a lock at the League
Placings. One option that may not wish to select
is the Club Information - where you are given the
Board verdict on your performance.

Even if you avoid the views of your board
there is no way of missing the news updates
that appear after the game on Match Day.
These reports provide useful snippets of infor-
mation about rival clubs. Things like players on
the move, manager sackings,and sending offs.

The Coach Report is another wital informa-
tion source for the manager that wants fo keep
in touch. The coach provides updates on individ-
val and team morale, both of which directly
effect team performances.

Of the management scenes, the Tactical
Training window is the best. This enables you to
set up a number moves that you can execute
on match day, as well as selecting and experi-
menting with different formations.

The player statistics are sufficiently compre-
hensive to satisfy the most pernickity of arm
chair managers, with ratings in all of the wital
skill categories. The save ophon also enables
you to play a full league championship if you
have a whole season to spare.

The beauty of Player Manager is that it suc-
cessfully blends a challenging soccer manage-
ment game with all of the frantic end to end
arcade action of Kick Off. Designers have been
trying to marry arcade footy with management
games for years - almost always failing abysmal-
ly. Flayer Manager brings it off in style.

@ Eugene Lacey

Looks familiar - match day action is refined
version of Kick Off. You can look on _from the
bench or put your boots on and join in.




Bring Back The Glory Days, the brief of the newly appointed
PLAYER MANAGER, an International class player, as he takes
charge of a third division club. His success depends on four distinct

aspects of the game.

Hosts of other factors like referees, injuries, disciplinary problems, team morale etc. can lay to waste the best laid
plans of a manager. The PLAYER MANAGER brings everyday realities of a Manager’s life, his talents as a manager
and a player into a sharp FOCUS. THE FOCUS IS ON YOU.
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WILLIA Tell and cross-

bows go togeth-
er like Geoff Capes and a couple
of cabers. No-one understands
the intricacies of arrows and quiv-
ers better than Will and he's a dif-
ficult man to beat in swordplay as
well. Childcare, on the other
hand, is something he doesn't
excel at. Unsupervised, his son
has managed to get himself into
a scrape with the evil duke
Gessler who's throwing him into
prison for refusing to bow down
to the ducal hat. For 2 man like
Will this isn't a matter of choice; he's deter-
mined to find his son and give Gessler a lessan
he'll never forget.

The search for Tell junior turns out to be an
icon-driven arcade adventure with plenty of
fighting sequences thrown in. Tell's exploits,
which take place in the top half of the screen,
are directed using a selection of icons.

Basically, it's a question of exploring the
countryside, collecting objects and dealing with
the people and animals that you meet. Equip-
ment is your first priority. Back at your hut you'll
find a staff and an axe but the forest itself hides
a whole armoury of extra swords, different
types of arrows, crossbows and arrow winders.
Any jewellry and travel documents lying about
are bound to come in useful; provisions are
essential if William's energy is running low.

It's best to deal with most characters by
talking to them. Some will give you an object
without any prodding at all; others need to be
persuaded with a morsel of food or a little kind-
ness. lcons let you offer prowisions, jewels or

show papers though when you start out you'll
have limited supplies of these.

Will engages one of Gessler's black knights in a
little melée!

58 Advanced Computer Entertainment

SCREEN 7
cross swords with
ancient legend in
this new animated

arcade adventure.

Gessler's  black knights

are under instructions to arrest |
anyone who bears a passing |

resemblance to  Wiliam Tell
Howewver much you try to avod
them, you'll have to go into com-
bat eventually. The appropriate
icon lets wou choose your
weapon and execute a few basic
fighting moves. If you choose
the crossbow, a target position-
ing window appears at the base
of the screen; it's up to you to
set the sights yourself,

There's obviously plenty of
substance to the story; certainly enough to sup-
port hours of playing time = if you can spare i,
Even so, The Legend of Wiliam Tell is good
rather than outstanding; a lot of the location
and character graphics are repeated and it
takes a fair amount of exploration before you
start to make much progress. Not only that,
some of the initial fighting sequences are
extremely tough and may put you off if you're
not very patient, Definitely one to consider only
if you've got lots of time on your hands and are
addicted to arcade adventures.

® Kati Hamza
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de adventure, but not a really
good one er. Your initial expectations are
not that high, and you won't really find much
more to hold your interest after the first few
games. Your interest will peak once you've got
the hang of things. Of course once you've
solved it - that's it!

RELEASE BOX
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Graphics and presentaton are generally slick
with userdriendly ions and helpful save/load
options, Sound is limited to effects ingame but
a jolly Lone Ranger title tune goes some way
o compensating for that. Fun for a while but
tedious in-the long run,

679

GRAPHICS 7 IQFACTOR &
AUDIO 5 FUNFACTOR &

Graphically and sonically mare colourful than
the 5T wersion though some of the definition
isn't quite as good. A tad faster but no real did-
ferances in the gameplay.

GRAPHICS 7 IQFACTOR &
AUDIO 5 FUMFACTOR &
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I can still remember qute  ENTERTAINMENT  of the round. Then there are
clearly an old coinop in obstacles to be avoided, and
which a little steam train these become more haz-
chuffed its way merrily round INTERNATIONAL ardous with each passing |

a senes of rectangular shiding
blocks, each of which con--
tained a different shaped sec-
tion of track. The idea was to
ensure that the train contin-
ued to move for as long as
possible before meeting an
obstruction, or the end of the
track. This was achieved by sliding the sections
of track around the screen in a similar way to
the classic sliding letter puzzles. Considering
the simplicity of the idea, the resultant game
was surprisingly compulsive,

MNow Entertainment International have pro-
duced a game for micros which is superficially
similar, and just as addictive. In Pipemania,
rather than a steam train you must control the
flow of a rather yucky substance called Flooz,
and instead of sections of track you must place
sections of pipe in order that the gooey stuff
can continue flowing without leaking.

0.K. 50 far, so good. You simply tack sec-
tions of pipe onto the source pipe to form a
length of tubing which the stuff can flow
through. There are complications, however. To
begin with you have a fairly respectable amount
of time to make headway with your construc-
tion, but once the goo starts flowing it contin-
ues to do so at a steady rate, leaving you little
time to stop and think about what you are
doing.

The other lite complication is that sections
of pipe are presented to you in a set order, and
you must use them as they come, so you will
often have to look at the stack of pieces to see
what is in the pipeline, as it were. It is permissi-
ble to place a new section of pipe over an old
one (as long as it is not in use) to replace the
original piece, This process, known as 'bomb-
ing’, takes more time than placing a section of
pipe in an empty space. It is no good simply
dumping unwanted pieces anywhere either — at
the end of each round, any pieces of pipe that
are gooless are removed, along with a sizeable
chunk of your score.

If you get clever encugh to be able to form
loops and other fancy structures you receive
bonus points. There are also points to be had
for directing the sticky stuff through pipe sec-
tions that are placed on screen before the start

Fl: DOODODD PR OODOOO0 L 01

If you mmmge to_l"d'rm a bop you can n.oqulne
some useful bonus points

£ S

PIPEMANIA

show that plumbing

can be fun...

level.

At the end of each level
you get to play a bonus
screen, The objective is the
same, but this time the pieces
of pipe slide back and forth at
the top of the screen and
must be dropped into place
(there are shades of Tetris here). This is even
more difficult than the standard game because,
of course, pipe sections must be stacked,
which entails using a lot of otherwise unneces-
sary pieces.

A useful feature is the use of passwords to
gain entry to levels you have reached in preve
ous games. This should give the game a longer
life than it would otherwise have had if players
had been forced to continually replay levels they
had already mastered.

Fipemania is destined to become a huge
success. It has all the elements that made
Tetris such a superb game: an engaging sim-
plicity, instant accessibility, timelessness, and
bags af fun. When you add the two-player and
advanced features of the game, it is not difficult
to see that a monster hit is in the making. Unre-
servedly recommended.
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On later levels there are plenty of obstacles,
reservoirs and fixed pipe sections

COMING IN FROM ALL ANGLES!

Pipemania hasn't even hit the streets in the UK and it
has already made a hell of an impression on the
entertainment software mdustry.

Lucasfilm were quick to snapup the program
for marketing in the states, and by all accounts it is
already doing very wedl over there, As you can see
from our release box, Entertainment Intemational are
50 sure that the game will have universal appeal that
they plan to release it across every popular format.

In addition to the micro versions, there is a coin-
op also in development — and it shows real achieve-
ment when a development for micros gets taken on
for the arcades rather than the other way round.

And that's not the end of it. A version of the
game for the Nintendo gameboy and an NES car-
tridge wil both be avallable around the middie of the
year.

- R
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SCREENTEST

ACE looks at some of the latest releases for the Sega Master System

TENNIS ACE

I. Lender? J. McKin? Do these names sound
familiar? Well, Tenms Ace incorporates them in
its comprehensive attempt to emulate the fast
paced sport, and (just for good measure) gives
you bags of options, realistic ball movement
and occasional flashes of humour (bring back
Des Lynam, | say).

Every possible permutation of two players
and computer opponents has been included;
you can play solo against the computer or
against a friend; or you can play with a friend in
a doubles match against two simulated oppo-
nents; or with a computer partner against a
friend and his partner... in fact, it’s this flexibility
which makes the action enjoyable. In one-player
made alone it would die an early death.

Tennis Ace 1sn't a bad sports sim, but it
could have been better. The range of options is
great, but the actual in-game variety 15 not so
hot. Playing alone can become laborious, even
with a password system; fortunately, the two-
player options more than make up for this. How-
ever, if you haven't got a friend coming round
every night, you might want more for your £25
than just a decent tennis game,

Initially, Tennis Ace strikes you as being far
too easy; the computer opponents are pre-
dictable, and the collision detection between
ball and racquet is very kind. Then you enter the
Grandslam Tournament and things begin to get
harder - but not astoundingly so. After a
manth's play, you'll probably find that you can
beat most of the opposition quite easily and,
unfortunately, that's when the one-player game

| dies.

There are four basic types of game: training |

{which helps to hone your skill level), Open Tour-
nament {against another human player), Exhibi-
tion match (so you can show off your talent) and
Grandslam Tournament, where you face the big
boys (and girls). On top of this, there are three
types of court surface to play on — clay {high
bounce), grass (limited rebound) and hard court

| (high and wide bounce) — all of which do play

significantly differently.
The action is presented from overhead, the
court scrolling to accommadate shots travelling

Once play begins you revert te an overhead view
- still a litile odd, but at least you can see the
whaole court.

beyond the lines. Serving is different, however;
it's a ‘D' side-on view which switches to over-
head once the ball has been struck. Many differ-
ent types of shot are available, including lobs,
drop shots, volleys and smashes, all of which
help to spice up the action, which doesn't {and
maybe should) move along at a heart-stopping
pace.

The one major niggle is the amount of time
it takes the program between points. You have
to wait at least fifteen seconds: this may not
sound so bad, and for the first few games it
isn't, but when you're playing three sets (particu-
larly against the computer) it gets on your
Nerves.

60 Advanced Computer Enteriainment

More comprehensive than Super Tennis,
this is still far from being the perfect simulation.
The graphics are detailed encugh and the ball
movement works wvery wel, but the sound
grates even with the wide choice of tunes open
to you. Despite the huge variety of options, the
action itself doesn't guite hit the mark for a solo
player. For two players, though, it's great!

@ Gordon Houghton

The service must be delivered from a side-on view
- not exactly conducive to good play T

PSYCHO FOX

Dont be put off by the title. The fox in Sega's lat-
st platform caper is really quite cute. Your chal
lenge is to negotiate him around the various
platforms and several levels in a bid to defeat
the evil Madfox Daimyojin.

Foxes are respected creatures in Japan -
worshipped at Inari temples as gods of the har-
vest. But this vaunted position is about to be
usurped by Daimyojin, who has thrown the world
into turmoil. He has populated the land with evil
creatures bent on destruction.

Psycho Fox must visit all seven staged of
the game eliminating these creatures with what-
ever weapons he can muster, The stages have
three rounds each and you have just three lives
with which to conquer its extensive network of
platforms.

Your fox can punch the enemies to destroy
them or jurnp on them if he is agile enough. He
can also enlist the support of his trusty ally -
Bird Fly. Birg Fly will launch himself at the enemy
and knock them off the platform clearing a path
for Psycho Fox. To get Bird Fly to perch on your
shoulder you must first crack open an egg — but
be careful in doing this as some of the eggs
contain enemies.

The Psycho Stick is another useful artifact
to look out for. It enables Psycho Fox to trans-
form. into either a hippopotamus, monkey, or a
tiger. Certain forms are more appropriate than
others depending on the situation. The Hippo,
for example, has powerful punching power that
can smash through walls but he weighs a good




deal and may sink through some of the plat-
forms.

Taking the correct route is the key to Psy-
tho Fox, as some paths are a good deal more
difficult than others.

Alongside all the hazards and creatures out
to get you there are also plenty of ‘leg-ups’ for
Psycho Fox. There are excellent jumping boards
which enable him to trampoline high into the air
to move around, There are also swing poles,
jumping boards, wind rides and bridges.

Sega are still masters of cute as the Psycho Fox
islands in the sky demonstrate.

Psycho Fox - the route through the clouds (s just
one af the many.

GRAPHICS 8 IQFACTOR 7

& FUMFACTOR &

AUDIO

Manceuvring Psycho Fox takes a bit of
practice. He can be made to move a consider-
able speed and carries the momentum of this
speed into the air with his leap, carrying forward
a good deal. On landing you can immediately
right fis position by moving the joypad in the
opposite direction, often creating an excellent
'steaming heels’ effect as he lands on a plat-
form. Just like a Tom and Jterry cartoon.

Before you confront Daimyojin you must
complete the treacherous seventh stage, where
all of the traps that you have previously encouns
tered must be negotiated again. As if this were
not enough to worry about there are also some
tricky escalators that can throw you off the
scent. Daimyojin himself is as tough to defeat
as any meandooking end of level nasty from a
shoot 'em up — a huge sprite taking up a third of
the screen.

Apart from the main business of platform
leaping in an attempt to confront Daimyojin
there is also a secondary game in between
stages.This is a gambling game called Amida,
where you place bets with the money you have
gathered in the platform scenes on how far you
will get along the paths. At the end of each path
15 @ prize. The more money you have, the more
paths you can bet on.

secondary games are popular in Japanese
console games, particularly those invohang an
element of gambling, and they certainly do add

an extra dimension, as well as prowiding light
rediet from the main business of the challenge.

Psycho Fox 1s wery much a game for plat-
form officianados. It is Marioesque and features
some very tough pieces of platforming. It has
real lasting value. There is more than one way to
get around 1t, adding to the appeal. The Sec-
ondary Game is also fun, offering somathing
else to boast about apart from how many of the
platforms you have so far mastered.

Graphically the game is superb, particularly
some of the later stages such as the lce Zone,
Wind Zone, and Underground Cavern. Perhaps
not quite as appealing as the Alex Kidd games
but certainly ane of the best platform offerings
available for the Master System.

# Eugene Lacey

SPELLCASTER

The Japanese love role playing games. They are
the most popular type of game amongst the
many millions of console owners, regularly out-
stripping the latest shoot "em ups and arcade
games,

This explains the comparatively high num-
ber that are available for the Sega. But if you
have always reasoned that RPG's with all that
puzzling and adventuring are not for you then
you might be wise to reconsider. Spellcaster is
a very different type of game. It is much more
arcadey than computer RPG's, and the plot and
characters are all introduced to you in snappy
cartoon-style cameos.

You are the ambitious young warrior Kane,
determined to prove your valour to the leader
Dailkak. An opportunity arises when ten of
Daikak's warriors are slaughtered by a mysterr
ous enemy when they were dispatched to guard
some remote mountain temples.

Daikak instructs you to journey to lzumo to
find out what happened to he men. This is where
the action begins, as you find yourself journey-
ing through a forest and under attack from
strange teddy-bear like creatures.

You are armed with a Dokko which you can
throw at the enemy to kill them before they can
tough you and reduce your strength rating which
is displayed above the action window. Your ener-
gy level 1s also displayed at this point.

You are never far away from the action in
Spelicaster, which is where the game departs
from more pure RPG style games like Dungeon
Master. You have to complete each of the mini
arcade missions in order to reach the destina
tions, where you encounter other characters
whom you can talk to,

Once you reach once of the eleven destina-
tions you are given a menu of possible moves.
You select either Move, Talk, Look, Take, Use,
or Spell by highlighting your chosen-action with
the joypad and pressing fire,

Normally it is best to have a good look
around first as the game will gve you clues in
its descriptions of the location. Look gives you
a further “At what?" request which enables you
to move a finger pointer around everything in
the graphic window display, examining anything
that you think may be of use. f something is
identified you may use TAKE to grab it,

There are a further seven weapons to be
picked up in the game, all of them more power-
ful than the Dokko with which you start. There

are also the spells and you will need to cast
these during certain action screens if you are to
survive them and solve the mystery.

You have not really got to grips with Spel-
caster unbil you start to wield the magical pow-
ers of the spells. The best of them is the Nobo-
ta spell that creates a shield impervious to all
the enemy's missile attacks. The Indira Spell is
one of the most spectacular, bringing down
bolts of ightning to strike down your enemies.

You can cast a spell at any time you wish by
pressing the pause button. This will bring down
the Status Screen where you can select your
spell (Providing you are carrying it) and then
return to the action screen where the spell is
executed. This information screen also enables
you to use the *Password Save” feature which
enables you to quit the game and then resume
the next time you play at exactly the same posi
tion by making a note of the password,

Mars calls on the God of the War to restore
your strength, Makiri enables you to fly {very
useful in some of the trickier platform action
screens), Fudo gives you a huge and deadly ball
of fire, and Hatten calls on the God of Winds to
whip up a tormado against your engmies,

There is good variety in the in the action
screens that Kane must journey through. Apart
from the the temples and shrines the quest also
takes you into space, across time, and into the
Land of the Dead.

Mastering the use of the spells and
weapons makes for a good tough challenge.
Ultimately Spelimaster is limited by its finite
plot. Once you have done it you are unlikely to
plug it in again. It provides a fun challenge whilst
it lasts though.

Spellcaster is more of an arcade game with
adventure style graphical rewards between ley-
gls than a pure RPG. Its arcade screens are
taugh and graphically satisfying with the added
curiosity of the mystery. A competent game,

@ Eugene Lacey

SEGA At
GRAPHICS 8 IOFACTOR 7
AUDIO

& FUN FACTOR &

TORAK ; THE EHEHY
UAas FEARSOME ! WE
UERE SLAUCHTERED !

Kane learns of the slaughter of the warriors.,

Ca il khak
CAM'T DIE
HOT HERE!

kKANE: YOU
YET!

Spellcaster - the fun is in casting the spells

Advanced Computer Entertainment 64

1S3LNIIHOS




cybernetic  engineer worth  his
E“E weight in microchips knows that to
reach the pinnacle of his career is to join the
Organisation of Strategic Inteligence. That's
where the country's experts are designing
cybertanks - armoured vehicles capable of com-
pletely independent fighting, movement and
thought.

Youre a new recruit to this hotbed of
defence intelligence and your assignment is to
create the most efficient cybertanks possible on
a limited budget. Design is implemented using a
combination of pulldown menus and keyboard
commands.

There are two main engineering points: the
chassis and the tank's artificial intelligence. For
the chassis it's mainly a question of choosing
equipment (fuel cells, drive system, weapon
type, enemy scanner etc) from a menu of avail
able components. New recruits have a budget
of 1,000 credits. This increases as the efficien-

MEGA

cy of your tank designs improve, enabling you to |

purchase more advanced equipment as well as
extras such as energy misers, repair kits,
defence shields and accelerators.

Programming a tank's Al is much more com-
plicated. Using the Cybertank Command Lar-
guage (CCL) you type in a hst of commands
intended to control abiliies like movement,
searching, scanning, rotating, firing and so on.
CCL works like a mini programming language
(luckily, it's based on English) and it's not some-
thing you'll learn to master in an afternoon.
About 50 pages of the manual are devoted fo
teaching you how to use it and it probably helps

if you've had some minor experience of pro- |

gramming before. If that all sounds a bit too
complicated, you can just string together a
selection of ready-made Al capsules selected by
menu from the Al library: they aren't as flexible
but speed up the engineering process.

Every completed design has to be autho-
rised, This works a bit like a primary debugging
process. A more in-depth de-bugging routine is

EracmrLyner TanH-"pp o, 7=

B * L.l

Tiﬂﬂggggﬂgew- VIPER
L
STAR] : 3
D0 THAHHSERRCH
DO AT TACHTAMH
BHANCH TO STHART
TANHSEARCH
DO FLIPDIR
SCAN FOR EHEHY THHH
IF ENEMY TAHNH WAS FOUHD THEW
THHNHF DUND
1 AOTATE SCHNHER LEFT 1
DETECT ODHSTRUCTION RI
HIOUE | TURH |
|- SCAN__ -8 ROTATE |
t
Rl-SPECIAL - L 3¢
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THMH

BRANCH
TSEARCH o] o ,
FILLL siasts. Joystick junkies steer clear,

also included. If there are mis-

MINDSCAPE discover

the ORIGIN of cybernetics,
and create a game that will
appeal to programmers and

simulator fans alike

Geruwlat on

takes in your Al routines,
they're identified for you to go
back and alter them. If not,
you're free to go on to test the
design in combat simulation.

There are several complete
battlefields on the disk but you
can construct your own using a
construction kit Options
screens allow you to pick the
number and type of your oppo-
nents as well as whether or not
you're going to be fighting in
teams. If fitted with a comm:
link, tanks in your team may
communicate with ane another,
During the simulation, which
runs automatically, you can switch between
localised and overhead viewpoints, At the end of
the sim, your design can be evaluated; if it's
good enough, you're given promotion and a big-
ger budget. If not, it's back to the drawing
board.

051 Merno 1EB2-13: It has been
reguested that soffware enaineers
nat ieg up the lavatories ¥
pverestended perinds by usina the
ppportunity to study their latest
source |istina.

Cybernetic Val ley (AHA) -- Eyherehi
costs sKyrochHet as inflation
ontinues in the lUnited States.
ybernetic manufacturers declare

shortase aon all AI boards.

letin board keeps you informed about the day to
day running of the OSI.

Omega is probably one of the most com-
plex games you'll ever come across. It comes
with an indepth manual which runs to about 200
pages and there's much more to it than can be
adequately  summarised n a
review. In many ways, it's more an
exercise in programming tech-
niques than a tank sim or a strate-
gy game. The design possibilities
are endless but it probably won't
appeal to the average gamesplay-
er. Presentation throughout has
been made as user-fnendly as pos-
sible and the documentation is
extremnely helpful but if you really
| want to master this game you're

looking at weeks and weeks aof in-

bl

=T ; ;
j-OETELT depth playing time. Omega is an

| : :
LR excellent product but it's only going

to appeal to a handful of cult enthu-

Designing a tank's brains is the most time-consuming
operation. Completed tanks be transferred to another

computer via modem.
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® Kati Hamza

UIPEH-1

The nail-biting finale. If you can’t stand to
watch, there's an option to switch e manual con-
tral.

Despite minemal somecs and graphics, Amiga
Omega is fast, userdnendly and extremely well-
presented. Clearly amed at a minority market
though.

GRAPHICS 4 10 FACTOR
AUDID 2

FUN FACTOR & 865

PREDICTED INTEREST CURVE

5 =

Omega will take a long time to master, It will

i
take you at least a day to wade through the
hefty manual. However, if you persevera,
there are plentiful rewards to be had. Because
the game uses a programming language of

, there are endless possibilities. This is

simulation that is definitely not going to

receive an early ratirement.

RELEASE BOX
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TITUS engage in a bit of
programming wizardry and
say ‘Tanks for the Memory’

m another future tank sim

PREDICTED INTEREST CURVE

Comprehending all the program subtleties
which comprise the main [automatic) part of
the game takes more than a couple of hours
of hard slog. Once you've mastered the sys-
tem you'll want to prove how effectively you
can use it though as there aren’t many varia-
tions in terrain or tank design and no battie
invalves more than six tanks there's not that
much opportunity to spin the experience out.

The smphasis is on planning rather than por-
trayng the action so the 3D graphical display
of what's going on isnt too heaw on detail,
Presentation, however, 5 excelent, with in
depth instructions, clear icons, and some
classy introductory graphic touches. Sound,
pradictably, is on the pooe side.

GRAPHICS 7 IQFACTOR 9
AUDIO 4 FUNFACTOR &

I prisons are overcrowded now

just think what 'l be like by AD
2250, Luckily, Titus predict that the
governments of the future will come
up with an ideal solution. No maore
messing about with rehabilitation,
electronic tagging or psychology -
just ship them off to the nearest |
inhabitable planet and leave them
there.

Unfortunately the hardnosed
beneficiaries of this humane venture
don't see it quite like that. They've
managed to commandeer a selec-
tion of specially designed govern-
ment issue tanks and are running riot

REF1>

on their prison world, Unless you and Unfortunately a screen shot does not give an impression of the
your team of penitentiary guards game's speed. The opposing tanks whip past you at a rate of

manage to stop them in your own *ots:

sét of armoured vehicles, the stolen tanks’ com
plicated self-destruct system is sure to destroy
the planet,

Up to a maximumn of six tanks (including the
enemy) take part in each encounter, which can
be played manually or in automatic mode by one
or two players. Unlike a car, it's a lot more
straightforward driving in manual. Just suss out
the position of enemies and allies using the
radar and use the joystick to hunt out the prison
tanks and blast them
to bits.

In automatic it's up to you to program the
movements of tanks in advance. This means
selecting and arranging a sequence of icons to
specify such details as angle of turret, different
speeds according to whether you're in attack or
surveillance modes, targetting, number of con-
secutive shots and auto destruct mechanism,
When you've fiddied about with all this technical

- 3 14 25 r 'Lr
Ohjects, like the city in the background, ma
sense of depth aend speed.

L

nage fo convey a

detail to your heart's content, you watch the
ensuing battle on screen

It takes a while to get to grips with all of
this, as getting the hang of the controls, setting
your parameters and putting together an effec-
tive program is a complex, strategic process.
This is clearly not the sort of game you can just
pick up and play for half an hour - it requires
study and plenty of practice.

As such it resembles Origin's complicated
tank programming game, Omega. It can't really
match it in terms of complexity, though, and if
you're really determined to spend hours pro
gramming and watching tanks, Omega, with its
artificial intelligence routines, specially designed
programming language and its wide variety of
vehicles, is bound to be a greater challenge
Dark Century can only cope with a maximum of
six tanks and there are few vanations in land-
scape, or vehicle capabi

Within  these limitations,
Dark Century is a competently pro-
grammed, welHmplemented piece
of software clearly aimed at gamers
with a strong bent towards program-
ming. Even with the manual options,
however, its specialised subject
matter 1s unlikely to appeal to the
average lover of shoot ‘em ups,
arcade adventures, even simula-
tions. If you do feel like hiding away
with a manual for a couple of
weeks, make sure you know exactly
what you're buying first.

lities

@ Kati Hamza
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ARG,

L

Mastering all the moves will take time, and
getting to the final level will take even longer.
Once you have ed in escaping though
that's it. It is unlikely to whirr inside your disk
drive again.

Scrolls nice 'n' smoothly and makes tremen-
dous use of the Amiga’s colour pabette. Possi
by tha prettiest beat "em up to date, even i i
i5 appallingly hackneyed in its choice of a post
nuclearwar Mew York for its fight scene loca
tions. Stll, you don’t really expect omginality
these days, do you?

GRAPHICS 9 IQFACTOR &
AUDIO 7 FUMFACTOR 7

depressing obsession with post nuclear
TH wastelands continues unabated in the
imaginary world of computer games — despite
the biggest reductions in thermonuclear
weapans for decades now taking place in the
real world.

After The War sounds like the definitive
postholocaust, ‘mean streets’ beat 'em up. It
lnoks like it too — with giant rats running wild
and assorted mutants terrorising the hapless cit-
izens of Manhattan in 2019. {Just think, Kylie wil
be B0 by then, if she doesn't get nuked down
under!)

Into this grim metropolis comes one
Jonathan Rogers. That, at least, makes an origi-
nal change from Rick Fist or Danny Dangerous.
But if he doesn't have a tough name — he sure
has a tough job. Jonathan's objective is to reach
the XV-238 launching platform — from where he
can escape to one of the colonies,

Very pretty backdrops but nothing new in the
game play.

DINAMIC engages in some
| Post-holocaust fisticuffs as

one more beat 'em up

hits the shelves

After the War - twen ity possible moves and
aggressive opponents,

The launch platform is located inside Profes-
sor McJerin's secure compound. The mad prof
is protected by a weird assortment of animallike
robots. These include Kangaroo Fighters, Kan-
garoo Destroyers, Flying Rats, and R.A.D Bulls.

Dinamic have set the difficulty level very
high — with two separate loads — three levels in
the first and two in the second. A password
enables the experienced player to start on the
more advanced levels once the secret word has
been discovered.

The first level takes you through the streets
of Manhattan where you have to battle it out with
the “radio gladiators” — street dwellers who are
so badly contaminated that they hardly care
whether they live or die.

The “punkies” {quaint Spanish translation)
lve beneath the bridge in Manhattan and you
must pass them on your journey towards the
outskirts of the city, They are armed and have
the cowardly habit of sneaking up on you from
behind.

Your toughest opponents above ground are
the R.A.D Bulls - massive, aggressive creatures
that will slash you to bits as soon as look at you.

To compensate for the toughness of the
adversaries Dinamic have programmed in twen-
ty possible moves for Jonathan to make in his
defence. These include three types of kick, two
jabs, and two punches as well as normal jump-
ing, moving forward, retreating and ducking. He
can also pick up an FX Machine Gun and use
mines to destroy the nasties when the going
gets really tough.

Mastering & goodly number of moves is
essential to deal effectively with the wvarying

AFTER THE

WAR

attack styles of the enemy.To the
games' credit the moves can all be
implemented crisply as instructed in the
manual and it pays dividends to practice
these moves before setting out seriously
to reach Mclerins hideout.

If you make it to the second load the

action switches to below ground where
Mclerin's cronies have taken over the
Manhattan subway. It is here that you will
come up against the Flying Rat Robots
and “Pneumatic Shooting Torretas™ (That
Spanish translation again). You need fo
use your gun to survive this level as fists
and boots aren't enough — especially in
the case of the tough, humandike
Guardian Andraids.
At the end of this level is a lift that wil take
you to Mclerins base. This is where the fighting
becomes most intense - and you will need to
exercise quick and nimble control of Jonathan if
he is to survive.

After the War is competent in every depart-
ment. A beat 'em up squarely aimed at the
tougher, well practised exponents of computer
pugilism. Graphically it is excellent, providing
cinemalike atmosphere in the street and sub-
Way SCENes.

My only criticism is the lack of imagination
in the game play. Pretty as it is, gameplay has
hardly improved at all since the days of Kung
Fu Master. Surely it is possible to incorporate
elements of strategy without spoiling the fren-
zied business of throwing punches, kicks and
laying people out? Last Exit From Beat 'Em Bore-
dom. Rated PG (pretty good).

@ Eugene Lacey

This chainwielding skinhead absorbs a good
kicking before he bites the concrete, |
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from Ocean

Re-ive the knife existence of
Elliot Ness in his struggle
against the retribution of mob-
ster Capone

The uitimate six exciting action
sequences pul you in control of
Elfiot Mess's elite squad of crime-
busters

Alleyway shootouts, The Border Raid,
The Railway Station confrontation and
Warehouse bust culminating in the
thrilling rooftop duel as you redive the knife edge exis-
tence of Ness in his struggle against the retribution of
Capone!

Thn-umgul:luﬂt

PRICE CODE
Commodore 64  Cass £9.99  BFBOICC |
Commodore 128 Disk £14.99  BFB02CD

Spectrum 48K Cass £ 9.99 BFBO35C
Spectrum +3 Disk £14.99 BFBO4SD
Amstrad CPC Cass £ 9.99 BFS0SAC
Amstrad CPC Disk £14.99 BFE0BAD
Atari 5T Disk £19.99 BFBO7ST
Amiga Disk £24.99 BFBOBAM |
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BIG FOUR MAIL ORDER

» Fast delivery
» Friendly service
» Fabulous savings
We re backed by the resources of
one of Britain's most successful
publishers so you can order with
cun?ndence.

It's so simple! Michael Jackson

Moonwalker
You may find it hard to believe th
ou may find it hard to believe that from U S Gold

we're GIVING away software but it's
true. You simply buy any of the titles

on this page at the normal retail

price listed and then you can pict After congquering the world
any other title (or the same title on a of pop music, Micheal

i: W Jackson channelied his
different format) absolutely free of |,

charge! rriaking his first film. Mow
The only condition is that the value EEGERERIEEE IR
of the free game must not be home computer version of
2 * - that film, endorsed by the
greater than that of the game you're Sierchr tovicall. Foul
paying for. the rhythm in Club 30, i o .
ﬂpﬂﬁ from that there are no transform into a futuristic silver Moonwalker
BULEECE S EEITREOR  robot and ultimately beat the FRICE
for the price of one! (r FOUR for drug peddling MR BIG in the Spectrum 48K Cass £ 9.9?
s of-two. _the sky's the fimit unique world of MODNWALKER Spectrum + 3 Disk ~ £14.95
the price of two...the sky s the imd! game like na other. Commodore 64  Cass £ 9.95
Have you ever seen a better | Commodore 128 Disk ~ £14.95
offer...? “You will be unable to tear your- Amstrad CPC Cass £ 995
self away from the screen even Amstrad CPC Disk  £14.95
RN T IR T (LR en s way past michight | Atai ST g% £%
I A

& VAT, INCLUDED Mark Higham - ST Format Pumiga

CODE

BFB16SC
BFE1750D
BF818CC
BF819CD
BFE20AC
BFB21AD
BFB225T
BFE23AM
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Operation
Thunderbolt
from Ocean

Follow up to last years No 1 hit ‘Operation Walf* |
The game brings you enhanced shoot-em up action for one I |
or two players, Thunderbolt not only reporduces the hori
zontally scrolling gameplay of Wolt, but adds 3D action to I The game(s) | would like FREE are: (You may claim one free title for each game bought. The
the scenaria as you test your nerve against swooping jets, I total price of the free game(s) must not be greater than the total price of the paid-for game(s).)
helicopters, tanks and many more awesome adversanes!

Use the laser sight, or the bulletproof vest, but watch out I [Title

for those air-to-ground missles.

game for the fant-hearted”

Trenton Webb -Amstrad Action

Operation Thunderbalt

Spectrum 48K Cass
Spectrum +3 Disk
Amstrad CPC Cass
Amstrad CPC Disk

PRICE

£ 999
£14.99
£ 999
£1499
£9.95

£14.99
£19.99

Laser Squad
from Bladesoft

Laser Squad combines
strategic skill with the use
of grenades and a variety of
automatic weapons to defeat
your foe. You can take the
part of hurter or hunted - play
wath a friend and take turns at
opposing roles. One player option
plays against artificial inteligence
s highly develped it bites!

‘Laser Squad is a terrific game that is superbly playable
and can definately be recommended as one for the hbrary
of any gameplayer.” Andy Smith, Amiga Format

Lazer Squad
PRICE CODE

| Spectrum 48 Cass  £995  BFBD9SC
Amstrad CPC  Cass £ 995  BFBIOAC
Amstrad CPC  Disk  £14.95  BF811AD
Commodore 64 Cass £ 9.95 BF812CC
Commodore 128 Disk  £14.95 BF813CD
Mari ST Disk  £19.95 BFB145T
Amiga Disk  £19.95 BF815AM

ORDER HOTLINE 0458 74011

Post to: Big Four Mail Order, The Old Barn, Somerton, Somerset TALl 7PY

[ o = o e e e

Y E s | want to take advantage of this remarkable way of buying software.

I The game(s) | would like to BUY are:
Title ) | Machine | Order Code | Price

B | Machine | Order Code | Price
!
Brithiant 15 the only way to describe Thunderbalt” - nat a I e = I i EE_E'_ I
i ‘ FReg! | |
: NAME PAYMENT BY: ICheque [ 'Access [Visa I
CODE —
BF8245C I ADDRESS CREDIT CARD NUMBER ol I
BF82550D |
BFE26AC I S I
BFE27AD
Commodore 64 Cass BF82BCC |l EXRY DATE EE—
ﬁfa':'gt;m g::: gigiﬁg? Please make cheques payable to I
Amiga Disk POST CODE LW 00 My Croler, ACRSam

£24.99

f
BFE31AM
L




SCREENTEST

Mining for energy crystals in the Oids-like hive below the Domed City.

PSYCLAPSE unleash droids to
avold i an impressive multi-
section arcade adventure with
a puzzling twist in it’s tail

ACGOHDIN to Asimov, one of the first

and cardinal rules of
robatics is that a droid can never knowingly
harm a human being. It 15 a good job that this
law is regularly flouted in books and computer
zames as if the droids were law abiding hunks
of metal than these creations would be fairly
dull affairs,

The droids in Stryx haven't the least regard
for any of the laws of robotics, They are sys-
tematically seeking out and murdering the
inhabitants of the pollution-free domed cities of
Earth in the year 3106, This rather hackneyed
scfi yarn provides the background for Psy-
clapse' latest game.

Stryx is an arcade adventure split into three
separate sechtions — each prowiding a different
game challenge. You start off in one of the four
domes where the droids are running wild. You
must arm your self as well as you can and set
about eliminating the Cyborg Assassins before
they wipe out all the humans. Your first move is
to find the jet pack. Exploring the dome on foot
15 guaranteed to get your nowhere as you are
likely to be pushed off a platform and land on
an electrified surface that will quickly sap your
life force

You, by the way, are Stryx — half man and
half robot, capable or running at great speed

68 Advanced Computer Enterlainment

and leaping great distances, A sort of Six Mil-
lion Dollar man deluxe version,

The platform capers provide a tough chal
lenge. The aliens — particularly the Red Guards
- make tough adwersaries and you need to be
quick thinking, as well as quick with the fire but-
ton, to defeat them

As you explore the domes you will find
various ohjects. Three of these can be carried
in your backpack at a time. There is a storage
screen and operate screen in the control panel
- objects being moved by one to the other by
the Function keys. The main thing to keep an
eye an in your control panel is your life force
barometer. You must prevent this from reaching
zero by topping it up. You only have one life so
it it does reach zero that's it - and you are in for
an annoying 30 seconds of disk whirring if you
want another go.

The main items to look out for in the
Domed Cibes are the keys to the ‘Lifeforce’
Once you have all of these you can travel to the
Central Dome where you can use the keys to
switch on the ‘Lifeforce’ annihilating all of the
droids and rebel computers at a flick of a
switch.

Beneath each Domed City is a hive — where
energy 1s generated to keep the cities running,
This is an Oids type challenge - where you float
around in your mining craft picking up crystals
to replerish your energy reserves.

The droids are not going to let yvou do this
easily though = having several ground based
defence installations constantly spewing out
missiles, flying saucers, and rocket fire. You
really need to be able to master the ‘thrust' and
‘rotate’ controls of the mining vehicle if you are
to survive.

Qids fans will love the ‘Hive' part of Stryx. it
provides all of the Asteroidslike fun of floating

PREDICTED INTEREST CURVE

E-F" =

N
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AMIGA
™

Stryx has the right degree of compulsion to
keep you battling against those droids until
you have solved the adventure. Once you have
completed the challenge though, you are
unlikely to go back to it. That is the problem

with all arcade adventures, however good they
are.

RELEASE BOX
£19.95dk
£19.95dk

ATARI ST

IMMINENT

AMIGA ouT NOW

Comes on two disks and has the usual graphe
cal frills during loading and at the end of the
game that are now the hallmaris of this talent-
ed Scouse software house. Didn't like the load
time after each go, and felt that the sound
efects could have been more imaginative.
Owerall the game packs a lot of defferent chak
enges, prowdes 3 very colourful spectacke to
book at, and makes good use of the Amaga,

GRAPHICS 7 10 FACTOR 7 RSB

AUDIO 6 FUNFACTOR 7 790

but with the addition of full colour and a fantas-
tic assortment of aliens

The third section of the game takes place
in the Connection Tubes - linking the four
Domed Cities to the fifth Central Dome. This
was the most disappointing level from a game
play point of view, It would have been better
had it been a pure speed test - racing down the
tunnels blasting the aliens. As it is, the tubes
are cavernous, lke the hive, and you keep
banging into things. The jet bike you ride is fun
though — very well drawn and capable of real
speed.

When you have all of the keys you need to
journey to the Central Dome you can attempt to
program the computer . This provides a little bit
of puzzling right at the end of game, and is a
well though out conclusion to the adventure,

Three arcade challenges — well two and a
half really - cobbled together in one game,
Arcade adventure fans will not be disappointed
with Stryx. There is still a shortage of decent
AA fun to be had on 16-bit machines and Sfryx
helps fill the gap.

@ Eugene Lacey

b SRR < Fwon SIRTIROR IR

Grab that fuel

you are going to need it
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NEW PRDDUCTS
® CM-64 SouUND MODULE+
CARD SLOT, MULTI-TIMBRAL
£789

® CM-32L LasounD
MoDULE £369

® CM-32P

PCM SOUND

MODULE MULTI-

TIMBRAL+

cARD sLoT £445

® CN-20

MIDI-MUSIC
ENTRY PaD £129

® CA-30
INTELLIGENT
ARRANGER £315

@® MPU-IMC miDI INTERFACE FOR
MICRO CHANNEL (Mca) E210

® LA PC-1 sSOUND CARD FOR
1em PCc £379

® MCB-1 i1BM MIDI INTERFACE FOR

USE WITH LA PC-1 E79 (t» L"'
® MPU-401 MIDI PROCESSING =
uniT £219

@® MPU-1PC mIDI CARD INC MPU-401
FORIBM PC £255 Lt

T )

B W

iy | -
SYSTEMS

TEL. 01-231 6018

WITH YOUR EX~  CHEQUE OR P.O. FOR IMMEDIATE
DISPATCH OF OUR CM SERIES SOUND

MODULE PERIPHERALS & COMPATIBLE _
SEIRRA GAMES. ALTERNATIVELY...

Write to:- GRAPHIC MUSIC SYSTEMS / 7
53 George Row, London SE 16 4UB.(Fax: 01-252 06941
inc. your P.C. make & model for full info package FQ.GY /T * e

~ COMPUTER GAMES
® KINGS QUEST IV - £34.99

9.99

® POLICE
QUESTII
£24.99

i 2369 ® SILPHEED

TATCH A SNEAK PREVIEW £29.99
ON YOUR HI-FI NOW
WITH OUR

E=WHERQE'S QUEST

N THE
A7\ COLONEL'S
A\  BEQUEST

ﬁhqé‘- SOCEBM
0““}1* -

PHONE TODAY ON
01-231 6018 (24hr.)

~—

“'ﬂ ‘pﬁ"? v

MEGA DRIVE
WARNING!

Sega of Japan and Virgin Mastertronic, as the exclusive
authorised distributor for Sega in the UK, strongly advise all
potential customers against purchasing 'grey’ imported
[ 6-Bit MegaDrives.

Mega Drives which have already reached the UK have been
unofficially converted to run on the PAL system; this work
has NOT been authorised by either company and therefore
the hardware is NOT covered by any guarantee of safety or
workmanship and will NOT receive any after sales service
from Sega or Virgin Mastertronic .

Sega also announce that 'grey’ imported Mega Drives will be
incompatible with the software which will be marketed in
Europe when the official Mega Drive is lounched later this

year, and that owners of the 'grey’ imports will not therefore

be able to run this software.

VIRGIN MASTERTRONIC LTD »
FPORTOBELLD ROAD -

I-4 VERNOMN YARD
LONDOMN Wil IDX

CTW Survey '89 CTW Survey

SECTION G - MAGAZINES
Consumer Magazines aiding
magazines read stocking decisions
by trade
1. ACE 1. ACE
2. PCW 2. C+VG
3. Games Machine 3. Crash
4. Crash 4. Games Machine
5. Zzap 5. Zzap
6. C+VG 6. PCW
7. Commodore User 7. The One
8. Gamesweek 8. ST Action

(Combined with 9. NCE
Pop mid-Feb) 10. Sinclair User

Sinclair User
10. Your Sinclair

Source CTW Dealer survey 1989

To get your dealer to stock more of your
product - advertise in ACE.

Phone : 01 251 6222 ext 2518 for details
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SEARCH FOR THE

TITANIC

WHEN she was con
structed in
1912, the Titanic was the
biggest moving object ever
built by man. She weighed
46,000 tons, carried over
2,000 passengers and was
declared  the ultimate
unsinkable ship. After the
collision with the iceberg,
which came just four days
into her maiden voyage,
the exact location of the
wreck remained an unfathomable mystery, until
it was finally discovered in 1985. Capstone's
oceanographic sim lets you enact that search.

Mot that the Titanic is your immediate objec-
tive. Basically, you're short on the necessary
readies and need to amass a reputation akin to
Jacques Cousteau's before the big sponsors
start writing out blank cheques. The only way to
do that 1s to go on low-budget wreck-hunting
trips (about ten) and bring back plenty of under-
sea evidence.

Each expedition is divided into two separate
phases. planning and execution. Both are heavy
on strategy, low on achon; most commands are
performed via key presses and menu selection.
Graphic representation is minimal and confined
to the second part.

Planning involves selecting your ship and
starting port, deciding what sort of equipment,
if any, to buy and hiring enough suitably qualified
crew. As you've got to finance salaries and
enough water, food and fuel to last the trip as
well, your initial budget of $10,000 isn't likely to
stretch very far. That's when you apply for spon-
sorship from a menu of potential companies
picking one of a selection of good reasons why
you want the cash. It's all a question of clinical
key presses, the begging, wheedling and grovel-
ling ‘ust like real hife’ promised by the manual,
doesn't really come into it.

You can't leave port if you've bodged up
essential arrangements like hiring divers or mak-
ing enough safety provisions. Get them right
and you head out into the open sea. You're after

CAPSTONE/CRL prove
that life under the ocean
waves might not be
quite as exciting as

landlubbers think

the co-ordinates of one specific wreck and your |

first job is to get out there in one piece by alter-
ing direction and speed.

When you've made it, it's time to survey the
ocean floor using divers and any equipment like
a minisub, bathysphere, sonar platform or suc-
tion tube you might have bought. First trip out,
you'll probably only be able to afford to send

divers down on searching and surveying expedi- |

TO Advanced Computer Entertainment

tions to the ocean floor. If
you find anything, great, if
you don't you'll just have to

keep looking.
You couldn't ask for a
more  complex  game-

design. There are more
than enough options to
allow for innumerable dif-
ferent wreck-seeking trips
and lots of screens and
tables to give information
on factors which might
affect their outcome. Bad weather, crew health
and how carefully you've stocked up are all
impartant considerations.

What is missing is any real sense of sus
pense or excitement. The action moves very
slowly and there's not enough visual representa-
tion or sound to give much incentive for explo-
ration. This is no problem if you like your simula
tions long, involved and ponderous. i you don't,
the repetitive diving and searching (which takes
ages to reap any rewards and has practically no
visual impact) will just get too tedious. One for
very serious simulation fans only.

@ Kati Hamza

Careful navigation is essential in your search for
the wreckage of the world's greatest liner.

Once you have acquired a ship, some personnel
and equipment. you can begin the hunt for wrecks,

=P

Digesting the long and informative manual,
getting to grips with the controls and playing
right through your first ga sstully is
likely to take about a day. It took them three
quarters of a century to find the Titanic so you
should be prepared for a long wait i you're
d to play this to the bitter end, Max-
enjoyment requires the sacrifice of lots

of playing hours.

IMMINENT

IMMINENT




Available soon
on ST and
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GALLA

SUPER SOCCER

mu Gascoigne, as

any football fan
worth his salt will tell you,
i5 like George Best. Theyll
inform you that he's one of
those players who has an
amazing amount of skl
and potential, but his tem-
perament lets him down.
‘The Mars Bar Boy' and
‘Fatty" are just a couple of
this lovable, cheeky character’s previous appel-
lations; most people these days call him ‘Gazza’'

EMPIRE and the Mars Bar
Boy make a real soccer
turkey with this no-go

footie sim

Unfartunately, the action
doesn't complement the
meticulous pre-match pre
sentation. I's displayed in
three parts: a central sec-
tion viewed from the side,
and two end sections
seen from the viewpoint of
the attacking team. In any
gvent, the player in pos
session is marked by a tri-

| angle above his head.

The system used is a big let-down. The con-

and this is where Empire and the programming | trols are fiddly (you have to change direction

boys at ODE step in.

(Gazza's Super Soccer gwes you three
basic options; you can play a single game, cre-
ate a league or generate a cup competition. If
you play a one-off, you're offered the choice of
one or two players, each of whom can select
teams (drawn from the current First Division),

! name their players individually and
| decide on skill levels and tactics.

League and Cup competitions
follow a similar pattern. For exam-
ple, in both you decide on the
tournament size (between four
and 20 teams for the League, and
between eight and 64 for the
Cupl, then create a new team or
load a saved one. You can also
name the contest: unfortunately,
the program doesn't allow many
letters, so if you wanted to call
your cup ‘Littlewoods’, it would
read ‘Littlewoo’. There's an extra
option which allows saved code
from any 8-bit machine to load
into any other 8-bit machine - a
nice touch. day.

THE SOCCER SYNDROME

Without & shadow g,sm_m simulations have

Mmhiﬂmhmﬂrlﬂwis mark.
was Dcear’s Matchday, devainpad by programming sugre-
mo Jon Ritman (also respansible for superlathe ug;
mmmh&mhmw&m

Mast recently, however, the crown has been taken
Mwmummm This utiises an overhead
view rather than Matchday's sideon perspective.

With so many soccer games around at the moment,
-and In the face of such strong competition, it will ba inter-
‘esting fo see whether titles like Gazza's Super Soccer and
wwmmzmwanm:

‘ remams to be seen whether Anco can remam at the top of
the league with their impending management sim Flayer
wmhm%hmmmm

T2 Advanced Computer Enteriginment

when the viewpoint changes, and you have to
press ‘Enter’ to access the goalkeeper), and the
graphics are poor, particularly the sense of per-
spective, the pitch proportions and the player
animation. This latter aspect is so jerky that it's
harg to see what's going on a lot of the time, a
fact aggravated by the seemingly aimless wan-

In the centre of the pitch you get a side-on view similar to Match-

Approaching the ends of the pitch, the view
switches to a head-on display.

RELEASE BOX
ATARI ST &2
AMIGA
SPECTRUM :2

Ce4/128
AMSTRAD

SPECTRUM

GRAPHICS 3 IQFACTOR 6
AUDIO 2 FUNFACTOR 2

I SPECTAUM

preferring the ql.uel
grassy plains of football game oblivion. I you
do take to the style of gameplay §
unlikely), the multiple options for gen
your own leagues and cups may well keep you
happy for a week or so. After that
will be consigned to the bin marke
hadn't bought that'.

derings of most of the other players on the
pitch. To cap it all, the sound is Imited to a few
measly blips and vague roarnng noises.

If the other versions are anything like this,
avoid them. The programmers don't seem to
have captured the feel, speed or excitement of
real football, and certainly haven't matched the
addictiveness of other soccer sims. It's enough
to put Gazza back on the Mars Bars again.

® Gordon Houghton

| LUNT I HOE LAGE |
HODIFY TIHE
HODIFY KICKING
SAUVE TEAHMIS)
RESTART PROGRAH

There are plenty of oplions in Gazza, but they
don’'t make up for the disappointing action.
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GREMLIN resurrects
the footballer of yesteryear
as yel another micro soccer game

joins the ranks of the many

that have gone before

Like many existing soceer games, FOTY 2 relies
on an overhead view of the pitch.

PREDICTED INTEREST CURVE

5
Initial reaction is lukewarm, as understanding
the system's subtleties ome time, After
a period of playing on om Il level, interest
may begin to wane, but o rou replay at a
higher standard it beco rewarding again
With nine different skill levels the gameplay
will remain challenging for some time

The strategy isnt biindingly compées, nor are
the arcade sequences the most fum you'l have
from a foofy game, but despite that FOTY2 stll
remains playable - largely due fo the neat
graphical touches, and a wide variety of statis-
tical information which you can access at any
time. Had there been befter action and more
depth in all departments (but particulary the
gambéng sechonl, the game would have been
much more enjoyable.

GRAPHICS 7 IQFACTOR 7 [ -
AUDIO & FUNFACTOR 7 670

RELEASE BOX
ATARI ST OUT NOW
AMIGA

SPECTRUM ¢

IMMINENT
IMMINENT
CG4/128

AMSTRAD

IMMINENT
IMMINENT

FOOTBALLER
OF THE YEAR

WIT the World Cup mere weeks away,

there's bound to be a glut of soccer
games on the market, Gremlin has decided to
sidestep the conventional management/arcade
footy sim and revive an aging formula they first
used on &hit many moons ago.

Before you even tie up those laces, you
have the option of radically changing the game,
Enter your first and second names, then edit
the names of national and international teams.
You begin in the UK Superleague, which incor-
porates English, Insh, Scottish and Welsh clubs
twell, that's the only explanation for Swansea
City appearing alongside Liverpool).

The game proper offers you a choice of
options: gamble money in a double or nothing
trivia game, check your current team or individ-
ual status, opt for a transfer (for which expen-
sive transfer cards have to be purchased, but
you also get a cut of the fee) - or play a match.
Matches place you in a variety of national/inter-
national league and cup competitions, and offer
you the chance to purchase goalcards. Goal
cards boost your teamn's score in that particular
game, but only if you successfully memorise
and execute a pre-match plan.

What would a soccer star be without the
option of an international career? Score goals
and impress the right people and you may just
get the nod from whichever national side you
opted for at the beginning. If you don't, you can
always complain that the manager has constant-
Iy frowned upon players of extraordinary talent,
and that you're in the same company as Alan
Hudson and Glenn Hoddle,

Score the most goals by the end of the sea-

| son (why can't you win the title for being a

defender?), and the accolade ‘Footballer of the
Year' is your rich reward.

25

You begin the game in the UK. Superleague. Here
wou can select which team to play for.

Apart from the basic lack of variety, there are a
couple of other problems with this game, First
ly, accessing the various tables means a short
wait whilst they're drawn up, but they're statisti-
cally comprehensive and add a lot to the enjoy-
ment of the game's strategic elements.

More serious than this is the depth of the
‘double or nothing’ section, which contains too
few questions, many of which are repeated in a
shghtly different form too soon after they were
first asked. During the same gambling
sequence, the game threw up Which side were
beaten by Leeds in the 1973 final?” (Sunder
land), followed by 'What was the year in which
Sunderland beat Leeds in the FA Cup Final?' This
wouldn't be too bad if the questions were hard-
er, but theyre too simple for anyone with a
moderate knowledge of football.

If you dont know too much about soccer,
FOTY 2 is a reasonable enough strategy game.
It has plenty of tactical options, some compact
arcade sequences and the ability to save/load
games so that you can go on for seasons. In
the end, though, you'll wish there was a bit
more to it

@ Gordon Houghton

CONTRSOL mMERNML

The control menu allows you te select your next course of action.
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While the two goons are intent on you, they fail
to notice Black Virgin springing from behind...

This unusual beat-em-up
from TITUS becomes

something of a

walk on the wild side

WIL

Pch a beat 'em up, any beat 'em up. What
does it contain? A Magnum 357

maybe, but a black panther in the official
employment of the CIA? - certainly not. Presurm
ably that's why Titus have used them as gim-
micks to add a touch of originality to their latest
game,

The scenario follows the standard urban
beat 'em up line. It's 1998 and downtown New
York has degenerated into a ruinous shanty
town. The guys in charge are the Mafia and
their latest caper involved kidnapping the direc-
tor of the ClA.

Without further ado, James Taylor, Panama
nian veteran and professional CIA bully-boy, is
helicoptered in. This isn't the sort of mission
even a puy on steroids accepts alone, so
before he leaps out into the urban jungle he's
equipped with a limited ammunition gun and his
own personal feline bodyguard, aptly named
Black Virgin,

There are five separate levels but the objec-
tive in each one is roughly the same: beat your
way through thugs and hoodlums along a flick
screen city path to the end of the level and an
even harder hoodlum. You can use your Mag-
num any time but it's wise to save any bullets
you've got left for the final showdown, when it's
easier just to shoot the big guy down. Black Vir-
gin trots obediently behind you most of the
time, springing on the occasional street fighter
ta help you out.

it doesn't take too long to get the hang of a
beat ‘em up 5o it doesn't take long to discoves

" that Wild Streets isn't going to keep you glued
to your screen. As it's fairly easy, however,
once you'v rted you may want to see |f
you can finish it. Whether you stay the course
is likely to nd on what else you've g
play. Even =0, im the long term, Wild Stre
the kind of program which makes you
you'd waited for the reviews before you
bought it

RELEASE BOX
£24.99dk

ATARI ST
AMIGA

QUT NOW

ouT NOW

SPECTRUM IMMINENT
AMSTRAD IMMINENT

PC -24.99dk IMMINENT
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In theory the selection of ten different
punching and kicking movements {not all that
many by sophisticated standards) should pro-
vide enough spice for a varied fight. In practice,
the moves you select aren't always translated
accurately into what's going on on screen. That
wouldn't matter too much if you didn't have bul
lets to save but repeatedly firing your last bullet
when all you actually wanted to do was a fiying
kick can get a little frustrating.

Even so, the worst thugs New York City can
muster don't require too much complex punche
ing to beat. The fighting element lacks speed,
fluidity and variety; it's fairly easy to dispatch
most villaing with a couple of blows,

Blow by blow, Wid Streets degenerates
into less and less of a challenge. Technically the
absence of scrolling and stiff animation are a
disappointment. It doesn't take long for the
action to become repetitve and extremely
tedious - and a couple of gimmicks cant make
up for that.

@ Kati Hamza

There's trouble ahead. but a knee to the groin
soon fixves things!




THERE WILL BE MOMENTS WHEN YOU'LL WISH
YOU HADN'T TAKEN OFF!

‘F-16 Combat Pilot pulls out all the stops' The mix between action and realism is temific' 'F-16 Combat Pilot wins hands down’
~ game of the month, The Games Machine - ACE rated 932 - Advanced Computer Entertainment - 5 star game - New Computer Express

e —

n,

| Digital ntegration

The Real Weorld of 5

'F-16 Combat Pilt is a milestane in C64 programming - 2 true achievement




Your dates:

13th-16th

September

Your venue:

Earls

Court

'.. *
...-i

Continuing the tradition
but dedicated to leisure.

Sponsored by C&VG, SINCLAIR USER, CU, ACE and THE ONE.

Contact: Sally Buller at EMAP International Exhibitions: 01-2516222 ext: 2408
or Gary Williams ext 2518




Don't be decieved by the minimalist graphics in the simulator section

playability and is hellishly addictive.

this game has bags af

ARCANA get into some heavy Gravitar style thrusting

with their compelling shoot and collect game

IN the future, so say Arcana, there will be two
options for people such as us: work like
slaves for no reward or enlist with the Roto
Raiders. These fine upstanding citizens are part
of a crack squad of flying battle tank pilots on a
mission.  Mission objective: destroy  enemy
defences, steal energy, ammunition and fuel,
then come home,

THE ARCHIMEDES FACTOR!

The Acom Archimedes was supposed to be a milestone in
microcomputer history — the first affordable machine to
- s RISC technology. It promised so muoch for the games
player end yeb, up to now, it hes delivered so little.

There can be no denying that for any serious games
desgner the machine is a prayer answered — not only do
Its graphic and sowd capabifities rival those of the
Amiga, but the presance of the RISC processor afiows the
programmer fo indulge in more complex routines without
sacrdicing the speed of execution {and that is exactly
what you want 1o hear if you are frying to generate hun-
dreds of sold three.dimensional, fast moving polygons for
Instancel.

So why have companies been so slow to develop
software for the machne? The answer, in part, can be pot
dower to it's small, but rapedy growng, user base ‘as well
a5 Acorns reictance to market the Archie as an enter
tanment maching, But that is becoming less of 8 reason-
able eucuse with sach passing day.

It is nice to see a relatively small company ke
Arcana developing Archimedes versions alongside trad-
tional 16-bit games, eveni f this particular game doesi't
really expioit the machine’s capabiities to the full. Let us
hope that other software developers are quick to follow
Arcana’s example and give this superh micro the recogni-
T it deseres,

Fair enough. But before you even get near
the leather of a ROTOR's yoke, you have to
undergo six simulator levels in order to prove
your worthiness, These pocket missions still
end your game if you lose all three simulated
ships, but you can take comfort in the fact that
at least no one really died. Every three missions
you gain a password which allows you to tackle
the next set: eventually you get to tackle the
eighteen non-simulator stages.

Throughout the game you have a pocket
computer informer. This handy gadget ges
details about your mission successes and
details your level of prestige units (PUs). PUs
are I']‘.'!l'.t'“-'\-l.'il':-.f (] g.-ﬂll dCoess 1(!- |:J|:|_’:r mISsSIoNs,
and are acquired by carrying out tasks and
blowing up empty containers

Your ship can be improved in the missions
proper by opening caskets which contain
pearls. An on-board transformer converts these
into useful customisations such as extra rota
tion speed, engine upgrades, hull renewal and
mare powerful lasers. Once you start collecting
these, the craft becomes appreciably easier to
handle. On the negative side, opening contain
ers sometimes reveals mines, which weigh your
ship down considerably. If you don't collect
them they explode, and a life is lost.

Each level is a self-contained unit, the size
of which mcreases as the difficulty advances.
The only way out is to find a randomly-generat
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ough to begin with, the ROTORS in all
ons are difficult to control. Once you've
eased through the excellent simulators, how-
ever, the mission levels are challenging and
[literally] rewarding: the upgrades give you
greater control and keep you coming back for
just one more go. The ST version falls shorter
in appeal because poor graphic movement
inhibits the gameplay, making it a little too
frusirating

It's ot just the poor scroling iwhich some-
times disorientates youl or the sparse effects
which make the 5T version less warthy; if's
alsa the fact that Rotor has OIDS as a direct
cormpetitor, 08 s & far superior game, but
anyone with & likeg for Grawtarinfleenced
action shoukd check it out anyway.

GRAPHICS &
AUDID &

IQFACTOR 6
FUN FACTOR 7

For & supposedly ~superior machine the
Archimedes has yet to prove itsolf on the
games front. Rotor is no exceplion m this
case. This wersion does nol really score much
over fhe Amiga game. Slightly mcer sound and
smoather scrolling are o that give it the edge
ower the other two versions, Nevertheless, full
muarks to Arcana for even bothering to think
about this too often ignared maching.

GRAPHICS B IQFACTOR & [prsiuiails
AUDIO B FUNFACTOR 9

89

fes, excellent presentation and a a3 of
difficulty help make it an appeaiing game in its
mmmﬂkmiw.n’swrha

GRAPHICS B IQFACTOR & [gpiages

AUDIO & FUN FACTOR 8 895

ed exit once you've successfully destroyed ene
mies and collected the spoils. Later missions
contain nasty surprises like artificial gravity gen-
erators, laser bases, snake bases and rapid-fir-
ing cannon, If you haven't got some nifty control
upgrades by then, you won't be coming home
far tea. And even if you do defeat the enemies,
you won't be able to return unless you collect
all the sun crystals lying in caskets, it's a tough
old life, isn't it?

@ Gordon Houghton
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SCREENTEST

T date the Last Ninja series
have been System 3's
biggest products. All that seems
set to change with Vendetta, a mix-
ture of Ninja, Outrun and a lot of
improvement.

It may look lke Last Ninja's
programming routines with differ-
ent graphics, but the whole thing
has been kicked up a gear. The
opens with a video display depict-
ing some of the kidnap of a nucle-
ar physicists daughter. Rather than

| the usual ransom demands these
terrorists are forcing the professor
to build them a nuclear bomb, allowing them to
spread even more fear throughout the world.
Playing the part of a lone vigilante it's down to
you ta rescue the Prof. and his daughter before

Oh dear, here comes trouble, and gou've yet fo -
find anything more deadly than a knife.

Advanced Computer Entertainment

Guns, violence,
terrorists and
SYSTEM 3.

Where's a ninja

game when you

need one?

the bomb is completed. Seeing as
you're operating in an above the
law status, it's not only the terror-
ists wou have to look out for, but
the police.

The first level turns out to
be a warehouse, staffed with ter-
rorists. Though some of them are
armed, most of them tend to be
relatively  harmless, especially
when you find a weapon. No
namby pamby bamboo staffs or
bows here, we're talking machine
guns that can cut through most of
the enemy forces. That, coupled
with the ability to fire and run backward makes
you pretty confident, until you come across ter
rorists n kevlar body suits. Then it's down to the
thump and grind of martial arts to get you
through.

Discovery is the better part of progress in
this case, which means keeping an eye out for
every possible object. Apart from finding
weapons you need to find computer disks, video
recordings and other evidence to prove the bad
guy's exist and that you're not one of them.

It's not just a case of leaving one level and
entering the next. Nowadays hero’s travel from
place to place in a turbo charged Porsche, in an
excellent driving sequence. The road scrolls per-
fectly, all the twist, turns and junctions move as
realistically as roads can be on an 8bit micro,
With the addition of terrorist cars and missile
launchers the whole thing's a tad hectic.

Vendetta isn't your usual run of the mill
arcade adventure, The graphics are excellent,
displayed fast and don't confuse matters too

S~
i

haar -

A classic easy to get into game. The only
beginning problem is getting used to moving
about on the perspective screen. Once that
has been accomplished, it's a case of getting
to know where all the locations and useful
objects are.

With the addition of a separate. quality driv-
ing section, the playability Is strengthened
oven further.

Once completed (which ks no mean feat),
Vendetta is one of those games thats worth
digging out again and again just because of
the quality of the graphics and presentation.

GRAPHICS 9
AUDIO 9

1Q FACTOR
FUM FACTOR 9

Ce4/128

much. A driving soundtrack accompanies the
graphics and adds even more atmosphere to an
already tidy game.

lhe last of the three levels in set in a terror-
ist's favourite bolt hole, a plane. To give the
effect of a confined space the screen is cut
down to a third of it's size. Leaving no room to
manoeuvre and even less room to fight. It's
worth noting that the further you get the more
bloodthirsty the action is. All the opponents
come complete with Uzi's and bullet proofing, all
the useful tems are guarded and the pace is
really stepped up.

Probably the best thing about Vendetta is
it's accessibility. It's easy to get into, taxing and
doesn't leave you a gibbering wreck with awe-
some problems. Definitely a game worth buying.
If anything it tops Myth as one of the best origi-
nal 64 games in a long time.

® Mark Patterson




LORDS OF CHAOS *

the comedian Richard Digance observed
A recently, if a hurricane hit Harlow MNew
Town it would make an improvement. ‘Concrete’
was the middle name of whoever designed the
town centre, a geometric mass of the stuff, with
post-war schoolbuilding aesthetics and a
depressing lne in sharp corners and bland
paving stones.

Hard then to believe that one of Britain's
most consistently good development houses
haven't thrown themselves off a concrete walk-
way in despair instead of writing a string of
great strategy games. Yet Target Games are
beavering away on the next potential hit now, a
“fantasy, strategy, roleplaying game" called
Lords of Chaos.

The aim of the game 15 simple — playing a
wizard you must defeat other wizards and reach
a portal somewhere on the landscape within a
certain number of turns - it is the method of
play and the execution of strategy which makes
the game cause for interest. For the overriding
aspect of the game 15 magic, the use, selection
and potency of spells to defeat all of your oppo-
nents.

There are several types of spells. Creature

spells range from the utterly pathetic giant bat, |

to the ulimate... red, green and gold dragons.
Projectile spells such as lightning can be useful
in times of crises and close combat; terrain

Nick Gollop
Julian Gollop

TARGET GAMES reveals its
strategy for the past, present

and future

Target Games, with the delightful Harlow in the
background

spelis like Flood multiply insidiously to make a
landscape impassable; more other-worldly incan-
tations such as Subversion do things like turn an
opponent’s creature to your own side,

Each spell costs “mana" to cast, which
regenerates each turn and can be boosted by
some of the objects found on the huge scrolling
landscape (viewed from abowe with the crea
tures displayed in a psuedo-3D fashion). The
amount of “mana” needed is dependent upon
the level of the spell, the higher the level the
greater the drain.

Every creature, even a wizard, has a certain
number of Action Points which are used up in a
turn by mowvement, firing and, if a wizard 15
selected, casting spells.

A wizard will send their creatures off to |

seek and destroy the other wizards (up to eight,
which can be either human or computer con-
trolled and who take it in turns to mowve) and
their creations as well as pick up objects on the
ground and in chests. These aid life and are vital
for the casting of some spells — notably the
dragon spells.

The game ends when the last, surviving wiz-
ard (who by this time should have many victory
points) makes it to the portal and on to the next
level. During the wizard definition section {which,
at the moment, is a separate program) the play-
er builds the strength and attributes of a charac-
ter and chooses spells in return for points.

“The idea of using magic in a strategy game
gives an infinite variety of strategies,” says
Julian Gollop, a founder of Target Games. He is
one of the three programmers working on the

project - his brother, Nick Gollop, is working on
the Commaodore 64 version whilst Martin Beadle
is embarking upon 16-bit versions.

Julian has an infriguing past. He began pro
gramming in 1984 for the shortlived Red Shift
software before moving on to Games Workshop
where he wrote the original Chaos (rereleased
on Firebird Silver last year) upon which Lords
of Chaos is vaguely based. His break came in
1986 with the highly acclaimed Rebelstar for
Firebird Silver, followed by the sequel, Rebel
star 2, in 1987/8.

His most recent work, Laser Squad, the
first for Target Games, gained yet more
acclaim, combining strategy with a touch of
action. It was recently published by Blade Soft-
ware for all major formats.

Julian is programming the Z80 versions and
is the ideas—force behind this game. What
inspired him to get into strategy games? “A little
set of tabletop figures for Lord of the Rings.
Five or six fantasy figures - a few hobbits and
orcs and things like that". In fact, the original

| Chaos was a board game.

“To create things is good,” announces

| Julian, musing on a suitable philosophy for Tar-
get Games — “Get drunk™ shouts Martin beadle
from the background - “to break the straitjacket
of mediocre computer gaming” comes back
Julian.

“Lords of Chaos is as good as we can do
on Bbit," he says, “it's fantastically complex
compared to Laser Squad”. Of course, “the 16-
bit versions will be significantly enhanced with
more spells and adventurey-type things”, There
may even be a quest: “to recover a magical
staff or whatever".

And what about his hopes for the game?
“For it to be hked by the people that play it... to
be recognised as something a bit different. If
people are playing the game in a few years
time, I'd be happy.”

@ leffrey Davy

Mariin Beadle
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JAMBALA

Discover if seven is
GRANDSLAM/THALION's
lucky number in their new

platform cutie

SHORT on leg and small in stature (but big
in courage and cuteness factor),
dwarves, poues and Mario-clones are favourite
heroes in arcade adventures. Dravion, the sor-
cerer's apprentice doesn't differ significantly
from the norm = but then nor does his arcade
adventure. In fact, it looks like a genetic hybrid,
cleverly constructed from the components of
several other platform games.

The most notable resemblance is to Ubi
Soft's Twin World - the horizontally scrolling
landscape looks very similar and though the
execution isn't quite as slick, the plot runs along
roughly the same lines. Partly by accident and
partly by nefarious design, Dravion has fallen
into the notorious labyrinth of Jambala. The only
way out is to travel through seven different
mazes in search of all the scattered pieces of a
magic wand and then put them together again
in a specially designed arcade sequence.

As he's skipping along ledges, leaping
across chasms, searching through passages
and trying to access the right sets of doors, our
small and plucky hero has to fight his way
through the wsual selection of underground
beasts. Giant wasps, nipping rats and strange
green creatures get top biling in Jambala's
magical menagerie. A couple of flashes with a
hastily devised spell usually put them out of
their misery; some even leave
stronger, long-range spells behind —
useful for defeating the slightly harder
end-ofevel meanie.

Wandering around Jambala cast
ing spells at people does have its
compensations. Every now and then
you pick up goodies like extra lives,
even higger, better spells, and ham-
mers. The latter are designed to help
you in a DIY search of the ground for
gold and other treasures. You can
spend them in the locations marked
by little wooden doors you find along
the way. The idea is that their inhabi-
tants dispense information, extra

Na, it's not lunch - this bird is a.bor. ta oer you something

sonable price. Unlike the streets of Dick Whit-
tington's London, however, the paths of Jam-
bala aren’t paved with gold, so shopaholics
won't find much they can afford to buy.

In fact, for & sophisticated platform based
adventure, pickups are pretty thin on the
ground. As a result Dravion's frantic te-ing and
fro-ing scores lower on varniety and action than
you might expect. Coupled with the absence of
two-way honzontal scrolling and some occasion-
ally tight colision detection this does tend to
reduce Jambala's long-term appeal.

There i1s a plus side though; the graphics
and sound create just the right sort of magical
atmosphere and the Dravion sprite 15 made all
the more endearing (or nauseating depending
on how you feel about it) by some slickly ani
mated touches. For serious games players its
average content won't provide as much of a
challenge as some of the other platformers
around - Axel's Magic Hammer or Twin World,
for example. Younger computer owners and
platform addicts might find it has more appeal,

® Kati Hamza

Our hero leaps towards a not socu nasty.

jumping ability and the like at a rea-  in return for a little gold.
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The cutsie hero contemplates which af the pretiy
houses to enter.
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sound are
ough to entice at first but a few
minutas play reveal that there isn't enough
cake to go with the icing. The action lacks the
variety and originality that should keep you
playing past the first couple of hours - after
that itll probably go straight back into the
software drawer.

attractive
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Fou Jemand a yreater L.-Lr-e:szn!:ag-z ot th rfce harvest

The

peasants Srumble, but »

ou delrver a stern messagi

remmdinyg them that it is thefr duty £ obev,
Time to crack the whip over the peasantry - the part of the game for sadists.

JUST when you thought
Microprose  were
scraping the bottom of the
contemporary simulation
barrel, they changed the
barrel. This time those mas-
ters of sim and sophistica-
tion are taking their cus-
tomers back in time to feu
dal Japan, land of hard
nosed samurai  warriors.
Samurai have three out
standing traits: they're easily offended, they
have a great sense of loyalty and they don't

MICROPROSE
invade feudal Japan
with their latest

sophisticated simulation

mind doing people over (only when necessary, |

of course).

To succeed in this simulation, you need a
whole host of other samurai qualities, too: tact,
a knowledge of battlefield tactics, stealth and a
ruthless willingness to succeed. If you're the

kind of person who worries about the choles-

terol in a cream bun, this isn't tor you.

A piece of advice before you start: read the
102-page manual. Not only does it provide
superb background knowledge about the perr
od, it also helps a lot in tactical planning. The
action takes the form of a series of menus
interspersed with some concise arcade
sequences. The very first menu you'll face gives
you the option to practice some of these ele-
ments, such as duelling or battle encounters: if
you just want a short, snappy game this is quite
handy.

82 Advanced Computer Entartainment

if you haven't got a saved
game to load in, it's time to
put on that ol ambition hat
and get down to some seri
ous business, You name
your samurai (a 15year old
novice) and align him to one
of the clans. Each clan is
distinguished by its relative
strengths in honour, general-
ship, swordsmanship and
land management: statistics
which you will need to learn well if you're to suc-
ceed in the variety of subtle situations the game
offers you.

It's wital that you think thoroughly before
you take any decision, as other samurai are
competing with wou for the immediate goal: to
become daimyo, or clan leader. One rash action
can end the game, and that means a lot of disk-
access hassle,

Becoming daimyo means gaining land, hon-
our and strength. Once you've established your-
self, you can then go on to conguer more terri-
tory (at least 24 provinces) until you think your-
self fit to be declared Shogun, a position grant-
ed by the Emperor to the military ruler of feudal
Japan.

There's so much to do in Samurai that it will
be a long time before you've exhausted its pos-
sibilities: you can explore, conguer, wage wars,
acquire honour, marry and reach a state of
appeasement with your rvals, each action com-

As with every simulation Microprose produce,
this is a very thorough emulation of the sub-
ject. The only game to approach it for detail
about feudal Japan is Cinemaware’s Lords of
the Risng Sum Samuras is far more indepth,
chalenging and rewarding. As an added bonus,
the game supports an AdLib sound board or a
Rolend MT-32 Mid board. In fact, the only
aspect on which you can really fault Samura (s
its graphical quality: even in ViGA mode the
sprites are poory drawn, coloured and animat-
ed. As a result, CGA mode is a better cpticn,
since the characters move a litte more rapidly
and there is itthe bost in aesthetic appeal,

GRAPHICS 4 IQFACTOR 9 B~
AUDIO  N/A FUN FACTOR 7 855

RELEASE BOX
TBA
TBA

ATARI ST
AMIGA
PC

Mo other vel

PREDICTED INTEREST CURVE

5
L~ N
TN

The massive instruction manual and confusion
of options take some time to get
they won't deter serious simulation fans. The
massive variety of options, four skill levals and
great subtlety of the gameplay prove very
compulsive extended play, and the manu-
al provides gh background information
and atmosphere to help you ignore the poor
visual effects. The only deterrent to lasting
enjoyment is the repetitiveness of certain

me of the text opti

a little sl
ke a long time to eve

become -:Iaimya and it's the kind of game
you'll be coming back to in a year's time.

prising a complex sub-set of other actions. The
only real trouble is the disk access time (very
frustrating, but not too onerous on a hard disk)
and the poor visual presentation. With those
aspects up to scratch it would have been a seri-
ous gamesplayer's dream.

@ Gordon Houghton

The map shows the disposition of the samurai
in the game.
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Mos plex fighting moves that they require
an initial learning period before you really start
to get to grips with them. Chambers of Shaoiin
has the usual selection of punches, but instead
of ignoring the learning curve, German software
house Thalion has actually made a feature of it.
The program works in two parts; first you build
up your character's skills in six different training

events, then when he's experienced enough you |

save him to disk and enter him in the fighting
contest proper.

There are six Chambers of Shaolin, each
one dedicated to uniting the body and mind n
harmony through a special discipline. Each is
aimed at a particular ability like balance, speed
or strength and features such supposedly orien-
tal pursuits as jumping between four rising and
sinking poles, dodging flying objects, kicking
burning baskets off a wooden bridge and chop-
ping through boards with your bare hands {the
only joystick waggler). Up to four players can
take part; each character can be separately
saved to disk.

All this eastern circuit training is very remi-
niscent of the kind of multreventers (Winter
Games, etc) Epyx used to produce in the good
old 8bit days. All the events (with the possible
exception of the board chopping) are extremely
well implemented, easy to get the hang of and
good clean fun. In effect, they comprise a med-
um sized game in their own right.

Surrounded by fire, our hero had better get kicking {f he doesn't want his tootsies burned,

CHAMBERS OF

SHAOQLIN

|
beat ‘'em ups include so many com | Does GRANDSLAM/

THALION' Oriental beat-em-up

live up to its Eastern Promise
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In this test you must kick the ball high enough to
hit the gongs in order to aveld a watery end...
Having learnt how uncoordinated you really
are, it's time to leap into the arena and face a
number of opponents. The objective is to save
your sister who's been kidnapped by a rival
gang and to succeed you'll have to make use of
all the skills you learned at the academy - and
more, In addition to traditional punches, moves
include such specialities as the splits and the
Tigerclaw. The colour of your belt (and conse-

| quently your strength) are determined by how

well you did in the Chambers. This is mare
important if you're playing a computer rather
than human opponent — the artificial variety is
tougher to beat.

Both sections are well-presented, absorbing

| and enjoyable. Neither outweighs the other;

once you've played through the Chambers
once, you've got two excellent games which are
practically independent of one another and give
you the added bonus of two and four player
options.

The only annoying aspects are the anima-
tion — which is nearer adequate than outstand-
ing — and the uneventful sound. In every other
respect Chambers of Shaolin lves up to its
eastern promise.

@ Kati Hamza

The only joystick waggler' in the game - the tra-
ditional karate chop en a plece of weod.
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BIT-MAP
LARNEY!

Trav . ast month we told you all
[ravel to a local soft about the ACE Conferences.

If you missed out, the mes-
wdre hOLlSE, meet sage is that we're organising
) a series of meetings between
RU‘E!.]“jg(f exonc pro- you, the readers, and
Britain's top software houses.
You not only get the chance
to meet the programmers
i and publishers of today's
drous buffet lunch, greatest gares, but you also get a light
lunch, some ACE freebies, and the
walk away with ACE  chance to let the software houses know
’ exactly what you think about the games
e : you play. Chances are you'll also pick up
fi LLblES. and gt‘.l Jour some freebies from the software houses
. themselves, but we're not promising any-
name in the maga-  thing!

Last month we gave you advance
zine: all courtesy of  waming of some of the conferences to
’ be held in the London area. We're also
arranging some in the Morth of the coun-
try, details of which we were planning to
print this month but which will now have
to wart until the next issue while we com-
plete the necessary arrangements.
Expect, however, to get the opportunity
to visit Ocean in Manchester, Psygnosis
in Liverpool, and US Gold in Birmingham
for starters. We'll also do our best to
sort something out for readers in Scot-

land. Any suggestions?
Meanwhile, we've now fixed the date
for the first conference (see box). This
will be with the infamous Domark and will

7 eet] . Castle Warrior artwork Domark/Incentive. You can find out the
give you a chance to gelt first-hand expe- o pening the m,mﬁ‘ﬁ“ﬂ,}l g R e Ehint s
rience of one of Britain's longest estab-  are still some places left, 50 write in now!

SraImniners, eat a won-

the ACE Conferences.

lished software houses, with a great string of hits
behind them including APB, the Bond games, Splitting
Image, and Trivial Pursuit. Not only that, but you'll also
be meeting the boys from Incentive — who in tha past
have given you games like Darkside, GAC, and Driller.
In particular, you'll be able to check out Castle War-
rior, their latest release.

MEET THE BIT-MAPS!

We've also arranged another ACE Conference in Lon
don, with Mirrorsoft. In particular this should be a
goldert opportunity for Xenon fans, because the
Bitmap Brothers are expected to attend. And, of
course, you'll also get the chance to find out more
about products from Cinemaware, Imageworks, FTL,
and others.

Just to very things a bit, we'll also be fixing up an
ACE Conference...with ACE! This will give readers the
opportunity to visit the ACE office, chat to all of use
here, get a bite to eat, and give their frank opinions on
the magazine. Details soon...
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Somewhere deep in the heart of the Amazonian jungle there beats a drum. Softly at first and then
louder, the insistent beating awakens our hero, Kid, from a deep sleep. Last thing he can remember he was pulling
on an old pair of boxing gloves he'd found in his uncle’'s study... now, here he is, surrounded by trees and
shrieking parrots. There's something weird going on round here.
Confused and uncertain, Kid's troubles are just beginning - he's yet to visit strange scenes in the lce Age, the
pyramids of Egypt, the psychedelic West Coast of the 60's and more - but he's still wearing the gloves and with
your help he may yet find his way back home !
*%% Five levels of play

Collectables on every screen, including food, cash, keys, extra lives and smartbombs
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4 different weapons to buy as you can afford them, including mega laser and the death star
Six unique magic spells - use with care!
Sampled sounds, great graphics and frantic gameplay

FREE POSTER INCLUDED
AVAILABLE FOR ATARI ST AND COMMODORE AMIGA. PRICE £24.99 /

LOGOTRON ENTERTAINMENT, CHANCERY HOUSE

107 ST PAULS RD, ISLINGTON, LONDON. NI 2NA f?ét W

THE LOGOTRON NAME AND MARK ARE USED UNDER LICENSE FROM LOGOTRON LTD
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very once in a while a game comes
E along which cannot be classified into

a convenient style. This is one of
them. The plot centres around you as Prince
Cirion of Morenor attempting to save the king-
dom from the clutches of the evil goddess
Medusa who is attempting to control the world
with her hell army.

As Medusa s not actually in the country
Cirion must find five rings which have been
scattered around the country, put them togeth-
er in a termple and force her to battle. Sounds

Teak
"'"] | o omee |
#
. EFFECTA .
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STARBYTE
defies description with
its new release

easy enough but Cirion has no army and very
little maney.

The landscape of Morenor is shown as an
overhead view with a small blob indicating your
position. Moverment is simply a matter of using
the mouse to place the cursor where you want
to go, then holding the button down. The land-
scape is beautifully depicted with mountains,
forests, marshes, castles and towns looking
quite real. Upon entering towns the display
changes to a stylised view of the various build-
ings there {the same view for all the towns, and
buildings are entered simply by chcking on
themn). Inside buildings you are presented with
various menus showing all the avalable
options.

Your first task is to make some money in
order to pay for the army you will need. There

are several ways this can be done such as
gambling in the casino, attacking caravans,
conguering towns and plundering their trea-
suries, mining for raw materials and finding
freasure.

By far the most reliable though is trading
which although slow to begin with has the
advantage of being easy and more or less
under your control. All sorts of items are avail-
able for trade such as sheep, books, leather,
beer etc. Horses and wagons are always avail
able and each such outfit can carry up to 80
items. The trick is to buy cheap and sell dear
which generally means a long trek across coun-
try to a distant town. Assuming you aren't
ambushed on the way and robbed of all your
pOossessions you can soon start generating a
handsome profit.

As the game progresses so the state of
various towns changes. What begins as a
booming commercial centre with a high cost of
living may eventually degenerate to a ghost
town where prices are low. Also the amount of
stock of particular items in a town changes
from time to time, so keeping careful records
of different prices can be no more than a guide
- intuition plays the major part.

Once you have accumulated some money
a variety of options are open to you. You can
hire scouts and search for possible sources of
raw materials then open mines and sell the
products in town, Alternatively you might wish
to buy a cargo ship and ftrade with distant
islands. Whatever you decide the aim s to
accumulate enough money ta hire a big enough
army to eventually defeat Medusa.

LANDSCAPE .....ccommnmmransnssnnssrmnsnnsnssssss 90
Beautifully detailed graphics and a large playing
area enhance the atmosphere of the game.

ENCOUNTERS......ccocunicrsnmmsnrnsrassrnssens T3
Except during battle between maiched armies there
Is little for the player to iry oul.

CHALLENGE........crcanmisminsressesssiassessnsss 90
The game world is complex, has greal depths and is
well thought oul. If you want 8 game to tax your
Inteflect, intultion and memary simultanecusly, this
is it

L L1 | o [T pR——— - -
The mouse contrel eould have been rather more pro-
cise ond loading of the Amiga version more rellable.

ACE RATING
850

An excellent game which has you liv-
ing in its world rather than simply
playing in it.
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Soldiers of wvarious races and fighting
styles are recruited in the towns. Each race
has s own attributes which makes it more
sutable for particular tasks. Thus elves make
good scouts, while gnomes have the correct
gualities to make good magicians., The more
you recruit the stronger your army will be - and
the higher the payroll. Fine economic balance
is essential to ensure that your soldiers don't
kill you off because you haven't enough money
to pay them.

Once you have accumulated enough wealth
to support a large army you can begin attack-
ing towns and castles. The castles, once con
guered can be used to train your soldiers while
towns yield the contents of their treasuries and
give you the opportunity to collect taxes.,

While this 1s happening you should also be
searching for the five rings two of which are
found on the main continent, two on the islands
and the fifth 15 hidden among an army which
must be defeated. Possession of the rings con-
fers benefits which range from increasing
your army's strength by 50% to giving the play
er information on which goods are produced in

“..There is no escape.."

a particular town (and therefore where the
prices are lowest),

Throughout the game your actions can
influence other events. The banks can be
robbed with impunity but they seem to have a
central intelligence system so that while a life
of plunder may be very profitable at first you'll
soon discover that stealing from one branch
and depositing it in another is rather futile as
once a theft has taken place the establishment
will not deal with you again.

Keeping in well with the bank is a must.

You can borrow money but if you don't pay the
interest within a set time the local stores will
refuse to deal with you.

Attacking caravans is also a little risky. If
you attack the same town's caravan repeatedly
the town will then refuse to deal with you. If you
are attacked yourself there are a number of
strategies. Bribery may get you off the hook as
might bluffing the enemy, If the worst comes to
the worst you'll have to fight it out, but until you
have accumulated a fair sized army you'll have
no chance of winning. If you lose, all your
goods and cash are stolen (but you will be left
with your wagon).

Owerall this game is an excellent blend of
strategy and role playing. The playing area is
large {although much of it seems to be covered
by water and t's easy to get lost at sea despite
having a constant display of latitude and longi-
tude), options are broad and each is well
detailed and flexible, and the scope of game-
play 15 vast. With such a lot to think about it will
take many hours to complete but the difficul
ties you face increase nicely in conjunction with
your increasing strength and powers.

ith Level 9 having pulled out of the
text/graphics market it's good to
see Melbourne House weighing in

with 2 contrnibution. Demon’s Tomb is set in
rural England where a Edward Lynton, scholar
of ancient Egyptology dies in a fire while explor-
mg a burial tomb. His son Richard then sets
out to find his father, only to discover a greater
mystery.

The game begins with a prologue in which
you control Edward who has only a few moves
before being overcome by the fire in which to
preserve his belongings. Those coming after
him must find various items intact if they are to
sofve the mystery.

After Lynton Snor. expires, you take control
of Richard and his dog 5am. Together they set
out to discover the whereabouts and fate of
Edward then use those possessions he has
managed to save to help solve the riddle of his
murder and the more horrifying mystery yet to
come.

| always enjoy adventures where interaction
with other creatures is possible and in this
game Sam 15 a classic example. Not only will
he do as he's told (usually) but he will also do
his own thing at times (usually the most incon-
vement imes). For instance, try climbing down
a chiff without taking proper precautions and
your canine capers after you sending you to
your death. Mind you, on another slippery slope
nearby his help 15 invaluable.

Problems are many and varnied, not too dif-
ficult with a bit of thought and observation and
mainty logical. In addition to problems which
need solving to progress, there are several
background difficulties builtin which are prone
to have you tearing your hair with frustration,
The excessively litter conscious seagull needs

MELBOURNE HOUSE
goes for text adventuring
in graphic detail

watching if you drop certain of your posses-
sions. Your inability to progress in certain areas
while carrying much weight means and end to
the casual “drop all' to which we are s0
accustomed. Similarty water behaves realist-
cally destroying fragile materials for ever - don’t
drop your notebook while crossing the ford!

One thing which annoyed me was the prolif
eration of hints and clues written in to the text
as “asides”. These often spoilt my enjoyment in
solving a puzzle by giving me too much help
too early. One of the things | like about adven-
ture puzzles (and cryplic crosswards) is having
to think laterally. Being pointed in the right
direction rather than misled rather spails the
point. Since the manual contains a list of hints
covering most of the problems (coded in a
manner to allow simple access without ghang
away what you don't want to know) the hints in
the game seem rather superfluous.

The adventure system itself is quite novel
giving you the choice of normal typed input or
menus. While in menu mode a list of verbs
appears at the bottom of the screen where you
simply click on the one you want. In theory this
seems a good idea but in practice it is rather
unworkable due to the sheer number of verbs
listed. Scrolling through is rather tedious and
also tends to give away yet more hints by sug
gesting possibilities you hadn't yet thaught of.
At one stage you find a piece of charcoal which
is used with another object in a particular way.
After seeing the relevant verb while scrolling
through the menu | solved the problem without
thinking.

In addition to the input options a2 number of
other aspects of display can be adjusted to
your liking. Screen display can be adjusted to
40, 60 or 80 column and even two columns of
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LANDSCAPE ..ccivnrevmrmmimasssnmammmmsmmsianss 75

bose moda but the graphics do provide some atmo-
sphere.

ENCOUNTERS.....commmmmarsssrssnsranrassnsnsaneBl
The dog is exnctly like my next-door-neighbour’s -
and just as likety to induce a lovahate relationship.

CHALLENGE......ccoonimisnmmiammssnssssssssnssns 80
Too many clues given away to what are nol particu-
larly difficult puzzies in the tirst place.

About the only thing missing is an option 1o have
graphics on all the time instead of only on demand
at individual locations.

ACE RATING
760

An excellent game for beginners
which will also be enjoyable to old
hands looking for light relief.

«salways seemed much colder.."™

36 are possible. What with options to have the
text free or enclosed in a border, status line on
or off, menu height etc. your preferences can
be accommodated easily. It is even possible to
change the on-screen colours to your taste and
echo text to the printer.

Graphics are small but well drawn - nothing
outstanding but pleasant. More pleasant is that
they only come up if you deliberately ask for
them. If you aren't accessing the pictures you
can play with your savedgame disk in the drive
- useful in sections of the game where you are
continually dying. A very handy graphic 15 act
vated by another function key - it shows a blank
screen except for a prompt in the top corner
which implies you are actually programming.
This also acts as a pause command.

The parser is both friendly and flexible han-
ding even complex inputs well. Multiple com-
mands are generally understood - even some
ambiguous ones where the program will
prompt you if it gets stuck, Thus “get” on its
own will furnish you with a list of available
objects from which to choose.

All the wsual system commands such as
ramsave, again, undo etc, are included togeth-
er with verbose, brief and superbrief options
for room descriptions. All in all the system is
excellent in its handling of the game and the
flexibility of display available to the player.

| hope this isn't a one-off attempt by the
programmers and would like to see further
plots (rather more difficult ones perhaps) in the
future.

90 Advanced Computer Entertainment

ACE NEW WORLD'ERS

At last - enough space to let you have your say again. Letters this month from Andy Bright-
more and David Guest. If you have something to say why not write in to me at the following
‘address: ACE NEW WORLD'ERS, Priory Court, 30-32 Farringdon Lane, London, ECIR

...than beautiful pictures. The main attributes that the game must have are a good game story
and a well developed language. A game without graphics leaves more to the imagination and
therefore the player can have different ideas about locations, With the C64 | used to buy Level
9 adventures, not because they had the best graphics available for adventures on the Com-
modore but because the language was

well in advance of what other companies had to offer. Now on the ST with the stunning graph
ics capabilities | have started to buy adventures by Magnetic Scrolls because they have a com-
“bination of good graphics and an easy but detailed language. | also think thatina
‘game where the player is a detailed assigned character (eg. Fish) then graphics actually help
the flavour of the game. Lastly | think that comedy games are far better than the old serious
adventures. | would much rather play Knight Orc or Guild of Thieves than any Zork game which
have been exploited to the full and are getting boring and too easy to complete. Also when the
Zork self-mapping system was introduced this took a lot of the playability out of the game.
Couldn't they just have a GOTO feature like Knight Orc?"

« Larger memory machines and more use of disks means adventures can be virtually unfimit-
ed in size and complexity but this in turn means

longer development and thus higher costs. Whether or not a text based adventure has graph-
ics should make no difference to the text side of things but too many programmers now refy
on graphics to sell a game and plot/gameplay seems to be getting lost on the way.

TRY THIS RIDDLE... .
...What did Level 9 used to do, clubs and mags try to do, 55! still do (all the way from Caiifor-
nial) but US Gold never do? Answer: Reply to the “'m stuck” letters! What a golden opportunity
to get feedback from customers, build mailing lists to rival Readers Digest and help you finish.
“their old games so you can buy their new ones and get stuck all over again. They could even
discourage piracy by replying only to the registered users, a tried and tested method of pro-
tecting business software. | still have my handwritten tips for Adventure Quest, penned by the
author himself (Mike Austin of Level 9) on the “fly back with a clue” sheet which was enclosed
in each game together with the “eternal loading guarantee” given for each tape. None of your
90 day limited warranty disclaimers in those days. They even included a stamped addressed
envelope to send to them for your clue. Of course the games were great but could this level
(no pun intended) of customer service have something to do with their subsequent rise to fame
and fortune. | struggled through each new release with their help and kept coming back for
mare and others must have done the same. What chance of the same treatment nowadays.
And Activision/infocom please note, hint books costing more dollars than the game from USA
addresses only is no way to do it. Bring back the human touch.

* Couldn't agree more. Trouble is, mass distribution means masses of queries which cost
money to answer. Perhaps the software houses could set up and finance a joint help service
manned by experienced players with access to game programmers/authors. There again you

NO PROBLEM

DEJA VU - GETTING STARTED

Get the coat and gun then find the door
marked ‘private’ and go in. Take the bill from
the desk and the key from the wallet. Use key
then enter locked room and open body. Unlock
the desk and get everything then go to the cel-
lar. Hit the bottle on its own to open a secret
passage. Go to the casino and use money in
right hand machime until you win, Take Iift to top
floor and open wastebasket to get syringe.
Take lift to bottom floor and kill the alligator! Go
to the bar and unlock door to the street.

UNINVITED - GETTING STARTED

Get out of the car and open mailbox, wear
amulet. Examine books in the library to get
spell translations. Get the Spider Cider and No
Ghost from the store cupboard upstairs. Take

the axe from the staircase. Take the scroll from
the nightstand in the bedroom and read the
book. In the master bedroom wear the mask to
ward off evil. Read the journal then go to the
lounge and get a key from the chair which wil
open the cabinet in the master bedroom. Take
the box then go to the downstairs hallway
where opening any door will bring the skeletal
belle who can be disposed of with Mo Ghost.

LEISURE SUIT LARRY GOES
LOOKING FOR LOVE IN SEVERAL
WRONG PLACES

The following tips should help on the cruise
ship: Go to room and take fruit. Go next door
and come back immediately. Return next door,
open nightstand and take sewing kit. Go to bar
and take dip. Go to room and change into
swimsuit. Go to pool and rub sunscreen on
body. Lie on chaise lounge. Enter pool and dive
under and take bikini top. Go to barbers and sit
down (get wig). Go to captain and pull blue
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lever behind him. Go to lifeboat and jump in
and wait for it to lower, Wear sunscreen, eat
dip and wear wig ASAP. On the island head in
to the undergrowth.

MANHUNTER NEW YORK

Day 1: Investigate explosion at Bellvue Hospi-
tal. Access Mad and note suspect's move-
ments. At Bellvue, examine corpse for identity.
Access Mad for more info. Go to Trinity and
investigate left side of church. Go to the bar
and play knives with bartender. Play video
game: The game involves negotiating a maze
where at several points one lands on red
squares and can thus throw balls at three rows
of kewpie dolls. If successful the game flashes
a screen depicting a funfair. The game’s pack-
aging contains @ map of the maze. Make note
of the kewpie dolls which are dislodged by the
squares which cannot be avoided when pro-
gressing through the maze (there are three of
them). Go to ladies loo in Prospect Park and
go to end cubicle. Sit and flush three times -
woosh!

CHAOS STRIKES BACK
When using the oracle save your position as
close as possible to the problem for specific
help.

ROS - PART ONE:-

Don't worry about the knives from the wall - col-
lect them to throw past the moving force field
(careful timing needed) to operate the pressure
pads, The knights behind the wooden door are
easily defeated by approaching from the other
side and dropping them down TWO pits - the pit
on the floor below is directly under the one
above. In the corridor with pit and gate stand
with back to pit to see force field. Throw dag-
ger at field to pass through gate. Upstairs
remove torch from bracket to move wall. Up
again, full strength fireshields - lots of them -
before removing gem - then back to the closed
door which should now open. Up again - turn
left then keep moving forward, stepping around
pit. You'll be spun so watch your compass -
about turn then keep moving forward. On enter-
ing open room your final exit is in the centre of
the far side. Follow the corridor to find the Dia-
bolical Demons.

MNETA - PART ONE:-
From the room with screamers go through
door and bear left past the pit which generates
hordes of red monsters. Up the stairs, fill the
cells with mummies. Up again - simply keep
walking straight on across the large open area.

access to the Diabolical Demons. These two
routes should help you explore more of the
game but there’s plenty to do along the way
which you can discower for yourself!

DUNGEON MASTER
A healthy tip for those wanting to increase their
skills ready for Chaos: Wizard - if you have the
firestaff use INVOKE repeatedly. Priest - keep
making potions. Ninja - find as many objects as
possible then throw them back and forth along
a corridor. Fighter - use any weapon repeatedly
- into thin air if you like. Level 13 - (knights!) -
you don't need to complete this level, Once you
have found the Ra key and assuming you
already have two, go to level 7 and collect the
winged key then the long staircase which takes
you to level 14. Deal with the dragon (or
dodge) then up to level 12 for the master key
which is needed to access the firestaff. Then
retrace your steps to level 7. Long winded
maybe but it avoids over two thirds of level 12,

FISH - THE JAGGED WARP

Put jeans on then go south. Move rubbish then
take torch. Turn on torch then go outside. At
the abbey take pew, turn off torch then north
twice. Drop pew then go down and move rub-
ble. Move lid then down for cord and back to
pew. Stand on pew and climb up. Tie cord to
gargoyle, down then pull cord. untie cord, take
gargoyle then down. Put lid in doorway then go
down. Put gargoyle in hole, take chalice and
look inside. Take grommet and wait for mob to
attack.

SPACE QUEST Il

Can't cross the ravine? Climb the tree - when it
snaps press right cursor key to crawl across.
Can't escape from the hunter's cage? Call
hunter twice, throw the spore then get key and
unlock door. Can’t chmb down the chasm? Tie
rope to log then climb down. Then swing rope
and jump. Little pink creatures won't open the
stone door? Type ‘word. Can't find a light
source in the caves of the killer squid? Hold the
gem in your teeth. Can't reach the landing plat-
form? Blow whistle in clearing to get something
to clear your way. Getting fried by acid on the
asteroid base? Attach plunger to barrier,

BARDS TALE |

Try to get a barbarian as a special monster as
he does a lot of damage. Get a hobbit with a
dexterity of 18 and make him a monk. He will
usually get first hit. To gain experience fast,
pick a team, go south and fight samurai. Go
back to guild, save then reboot, reload team
and repeat. Each time you'll gain 204 experi-
ence. El Cid has a horn of fire which does 40-
50 damage. The Review board is the second
house on Trumpet Street. High level {4) pal
adins and warriors get double hits. Dungeon 1
is in the Scarlet bard. Develop a level 2 (level 3
spells) conjuror fast!

BARDS TALE Il
The tombs; Only have six members in your
group. Join old warrior to group. Poison all but
the old warrior by drinking water from the foun-
tain. Kill toxic giant. Give torch to old warrior
then put him at front of group and poison him.
Then go back to entrance.

BEYOND ZORK

Cross the room with poison bals to gain | Pick up every scroll and stick/wand/stave you

find. Go to the magic shop and ask the old
woman about their uses. Sell Mischief and Fire-
warks - both useless. Sell valuable objects -
tusk, crown, jewel, doubloon. To use the spells
- point sticks and say scroll words.

CHRONOGQUEST
The Chateau - 1922 AD Hall - Look lid of urn,

pick up punch card. Study - Pick up oriental |
sphere. Hall - Use sphere on top of bannister. |

Landing - Look at feet of statue, get golden
key, use on bureau, look at open drawer, get
leather gloves, look at right hand corner of rug,
get punchcard. Father's - Look under bed, get
grapple and rope, look at pillows and get
punchcard. Bedroom - Push drawer, look and
get combination. Kitchen - look in bottom left
cupboard, use combination on safe, drop com
bination and get lighter. Get bottle and drop
wine. Hall - NE then light lighter Stdirs - up,
east. Chapel - Look left of photo, get candles,
light candles and extinguish lighter. Look at
book and get punchcard. Library - Drop photo,
letter and bottle. Look mirrar, push switch. Hall
- Get sphere then drop #t. Library - push drawer
in desk, look then get fuses and drop candle.
Machine - Push lever up, use fuses on fuse box,
push lever down, go up, push switch, use
punch card in slot.

GUILD OF THIEVES

How do | get out of the boat? Jump west. How
do | get into the castle? Help man in the scrub.
How do | bet on the rat race? Bet on the grey
rat when the race is in the courtyard with note
from cushion in drawing room. How do | pla-
cate the bear? Fish in the moat with a rod made
from cue, cotton, needle and maggot. Put poi-
son on the fish. Why can't | open the safe?
Because it is a red herring! How do | get into
the wine cellar? On the stairs, pull the pipe,
open stopcock, wait then close stopcock. What
do | do in the toilet? Another red herring. What
do | do with the cauldron? Put an eye, heart,
skin, berries and cube in it then open sachet.
What can | do with the billiard balls? Open the
red ball and look inside it. How do | get into the
mill? Shout “Stop the mill". How do | buy the
lute? With your winnings on the rat race. How
do | stop the lute from breaking? Put it in the
bag. How do | climb the slippery slope? Wear
gloves (in temple garden)

INDIANA JONES AND THE LAST
CRUSADE
At the university; Enter your office after talking
your way through the student, Take all the junk

| mail then the package and open it. Leave

through the window. After meeting Donovan go
to Henry's house and take the painting then go
to Venice. In Venice; At the restaurant look at
the wine bottle then take it. Enter the library.
Take the Mein Kampf in the bookshelf which is
not completely filled (you'll have to search for
the correct shelf), At the stained glass window

look at the Grail Diary. Note the picture of the |

window that is drawn in the diary and the state-
ment (first on the right etc.) Press enter and
leave the area. Search the place for the metal
post and then take it (the red cordon comes
too). Search the library for the stained glass
window that matches the one in the diary. Look
at the pillar corresponding to the statement in
the diary, either left or right. Using the post,
open the slab represented by the inscription on
the pillar. Climb in to enter the sewers,
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-‘.—éﬁ‘—m* ack in 1983, Carl Cropley I‘!an:?l a
L very tough decision before him:
*"fm should he become a computer
- graphics artist or start a career
as a qualified refrigeration engineer? Fortunate-
ly Cropley opted for art, designing graphics for
such computer games as Redhawk, Kwah,
The Mystery of Arkham Manor, Brian Clough's
Football Fortunes, Colossus Ten Chess and
Casino Roulette. More recently he's worked on
Demon's Tomb, Imperum and Hound of Shad-
ow.

“Before starting the graphics for any game
| usually research the project — referring to
library books, taking photographs and produc-
ing rough sketches, In the case of Hound of
Shadow, the idea to produce all the pictures in
sepia tones came from a discussion | had with
Chris Elliot and Richard Edwards, the creators
of the game. | began to research the 1920's
and wisited the locations in London that Chris
and Richard had specifically requested appear
in the game. | then produced my initial roughs
before producing the final screen versions. The
16 shades of brown used to pro-
duce the sepia effect gave me the
scope to produce more realistic
images.”

Cropley uses a Z2Mb Amiga
1000 and Electronic Arts' Deluxe
Paint il and Deluxe Video lll to pro
duce his graphics.

“Mll my pictures start out as
simple filled hne drawings. Using
the shade, blend, smooth and sten-
cil functions of Deluxe Paint Ill, | can
then add shadows, highlights and
textures. One screen I'm particular-
ly pleased with is ‘The Reading
Room Desk in the British Museum’
in Hound of Shadow. The lights
used in this room during the 1920's
were single light bulbs rather than
the more modern fluorescent strips
used today. This meant | had to
completely recreate the way the
light would have fallen in the
1920's. This, together with the per-
spective in which the desks span
out like spokes of a wheel, created
guite a challenge to my abilities.”

Advanced Computer Entertainment
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Cropley is currently working
on the static and animated
graphics for a Dragon's Lair
style game, “I'm a big fan of
both Don Bluth and Chuck
Jones". As  for the future,
Cropley believes: “artists and
animators have been limited for
quite a long time but with the
advent of CD technology, games
designers will have to become
interactive storytellers - games
will become more film orientat-
gd”,

In the meantime, Cropley
would be pleased to hear from
anyone who needs the talents of
an experienced computer grapi-
ics artist. Write with SAE to: Carl
Cropley, 111 Squires Avenue,
Bulwell, Mottingharm NG6& 8GL.

NOW IT'S YOUR CHANCE

Are you a talented computer graphics artist! Do
you want to g ur wovk international expo-
Are you looking for a2 lucrative contract
ps, soffware company? ACE will try to
these amiy
of your work
scription of yoursell and how you
puter graphics, and you may ju
ents on display i a future issue of the magazmne.
Send to: ACE ART, Priory Court,
30-32 Farringdon Lane, London EC1R 3AU.



TRICKS ‘N’ TACTICS

THE ROUGHEST & TOUGHEST CRACKED BY ACE READERS

+

The Complete Solution

Don Bluth's rather pricy, but very
pretty interactive cartoon is fortu-
nately not quite as frustrating as
Oragon's Lair owing to a very use-
ful SAVE option. This complete
solution will, however, undoubted
Iy prove useful to those still meet-
ing rather sticky ends. It has been
compiled from the solutions sent
in by David Williams of London,
and Chris West of Egham, Sur-
rey.

Scene 1: solution is in the manual,
Scene 2. When Dexter appears
move right to avoid the first
stomping arm. Once the arm goes
up, move left. When the third
crack appears in the ground,
move left. Wait for the second
stomping arm to go up then move
left.

Scene 3: When all three space-
ships come close to Dexter, move
down. When he reaches the rock,
MOYE up.

Scene 4: When the spaceship
starts heading down towards the
stahion, move up

Scene 5: When the muck monster
appears, press fire.

Scene 6: Wait for the arm to go
down, then up, then move right,
and quickly up.

Scene 7, Wait for the platform to
come up for the second time,
then move right. When Dexter
lands on the platform, move right
agan,

Scene 8: When Dexter appears on

the path move down, quickly fol
lowed by right.

Scene 9 Just before Dexter
reaches the corner in the path,
move down, then quickly move
left.

Scene 10: When Dexter is
grabbed by the monster's tenta-
cle, press fire.

Scene 11: When the righthand
monster drops below the bridge
then move up.

Scene 120 As soon as the dogs
pounce, move up.

Scene 13: When Dexter stops run-
ning, move right.

Scene 14: When Dexter stops rumn-
ning, move up.

Scene 15: When the robots begin
to move thewr arms guickly, move
right.

Scene 16: When Ace approaches
the corner in the corridor, move
left.

Scene 17 When Ace reaches the
centre of the floor, move left.
Scene 18: When Ace is approach-
ing the corner in the cormdor,
move right

Scene 19: Just before Dexter
reaches the ladder, move up.
Scene 20: When Borf's staff is in
mid-air, press fire.

Scene 21: As above

Scene 22; When Ace picks up the
staff, press fire. When Borf's staff
is in mid-air, move left or right.
Scene 23: As soon as the scene
begins, press fire. When Borf
begins his round house kick,

move down.

Scene 24: When Borf's staff is in
mid-swing, press fire.

Scene 25: When Borf swings his
staff, move up. When he swings
again, move down.

Scene 260 When Borf swings,
move left. When Ace is behind
borf, move down.

Scene Z27: When Borf's goons
approach, mowve up. When the
screen changes, move left.

Scene 28: When Ace is over the
platform, move down.

Scene 29 Just as the platform is
about to hit the lava, move right.
Scene 30: When you see the ray,
move right.

Sceng 31: When Ace reaches the
corner of the corridor, move left,
Scene 32: When Ace reaches the
penultimate mirror, move right.
Scere 33: When the ray hits the
ground, move left, then immedi
ately right.

All being well, you have now com-
pleted the game.

THE DUNGEON
MASTER GUIDE

Part Three

A guide to help you through each
level of the dungeon

Locations of monsters have
been omitted to leave some sur-
prise.

Level One
All 24 characters exist here frozen
in pictures. By clicking on one the
mventory will be displayed along
with the option to resurrect or
reincarnate,

Resurrecting a character will
return him/her to life exactly as
betore  death, retaining all
atiributes.

Reincarnating a character will
return him/her to ife, but without
previous attributes.

A few items are to be found
before going to level 2

Level Two
ftems to be found: 3 Falchions, -2

Daggers, 1 Arrow, 3 Throwing
Stars, 2 Small Rocks, 1 Buckler
Shield, 2 Blue Magic Boxes, 1
Copper Coin, 4 Torches, 5 Flasks,
2 Chests, 2 YA Potions, 1 Elven
Doublet, 2 Pairs of Leather Boots,
1 pair of Leather Trousers, 1 pair
of Ghi Trousers, Numerous Keys

‘Small details can hide great
rewards' - Press button on wall
far a Falchion,

Two pressure pads in room
with gate - step on first pad, then
one step right, two forward, one
feft, and out.

Large room with gate and 9
pressure pads — forward 3 steps,
back one, forward 2 steps, back
1, forward and out.

Pressure pad with rock laying
nearby — place rock on pad to
open gate.

‘Step inside, take a ride' -
step into transporter and search

TP IR TR
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the floor.

Pressure pad and trap door —
place an item on the pad to close
the pit.

Pressure pad with writing on
wall — It says nothing useful, con-
tinue.

Large room with pressure pad
and green button wall — Press but-
ton to open gate and step around
the pad to leave.

Blue transporter and open pit
— Place an item on floor to close
the pit and search the floor.

Wooden door closes as you
approach — wall says ‘None shall
pass’ — simply chop door with a
sword to get to a chest.

‘This fountain accepts one
wish' — Put a coin in fountain to
open door.

Unopenable gate with sword
behind = Continue around corner
and throw switch on wall. Go back
to find gate open and throw
switch to open secret room in
place you've just come from,

Level Three

ltems to be found: sword, sabre,
shing, numerous small rocks for
sling, 5 arrows, wooden shield,
wand, 2 bezerker helms, helmet,
blue magic box, rabbit's foot, blue
gem, Ra key, 2 flasks, 3 chests,
mirror of dawn, compass, numer-
ous coins, mal Aketon, suede
boots, 2 leather pants, 2 leather
jerkins, elven huke, 2 fine robes.

On entering level 3, take 8
paces forwards, button on left
wall opens secret passage. A fast
run is required to get through
transporter.

‘Choose your door, choose
your fate' — six crypbc rooms.
One golden key to be looked for
in each room,.

The Matrix. Enter room, 2
steps right, 6 steps forward, turn
left, 4 steps forwards, turn right,
press button in alcove, proceed
the way you were going to find a
secret room.

Time is of the Essence: Blue
button on wall. ‘Hit and Run'.
Press button and quickly move 4
steps left, one forwards to get
through wall.

Blue button and open pit -
press button and turn quickly to
see a transporter, throw a fairly
heavy item into it to shut pit,

Second blue button and pit -
Press button and immediately
take 2 paces back while pit is
shut (This pit can be opened for
your exit by a blue button further
in,

Creature Cavern: Fight your
way through the monsters to the
gold key.

Chambers of the Guardian:
the last of the seven rooms con-
tains a chest. Press the blue but-
ton and a transporter moves the
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chest to another room, repeat this
until a chest appears out side the
last room. Use mirror of dawn to
open secret room half way along
corridor,

The Vault: "You must pay for
your entrance’ - 2 gold coins.
‘Cast your influence, cast your
might' = Z0 spell to open door,
then throw an item onto pad fo
close pit.

Take silver coin and replace it
with something to keep the door
open, use the silver coin to open
next door,

Open chest and use coins to
open secret room on your right,
enter room and press button to
open secret room back the way
you came,

Room of the Gem: Place an
object on the pad to close pit.
Blue button opens gate and also
opens the pit behind you. Turn
around and throw object back
onto pad.

Find secret button at end of
passages. Press to open a secret
room and retrieve blue gem. You
can now return fo the entrance
and open the door by placing gem
in slot provided.

When all rooms have been
completed you will have & gold
keys, use them to leave the level.
Just before the stairs, to leave the
level, you will find 2 wooden door
which can be opened by one of
the gold keys. In the room are
some useful objects and a button
on the wall, Press the button to
open a secret room a few paces
back down the corridor.

Level Four

ftems to be found: Numerous
coins, axe, rapier, bow, Teo wand,
hosen, leg mail, elven boots,
leather pants, leather jerkin, small
shield, bassinet, 2 small rocks,
blue magic box, 3 flasks, water
bottle, Neta position, horn of fear.

‘Don't let a closed door stop
you' — Chop down with axe.

Coin slot in wall turns on blue

haze, use unknown,

‘Short cut’ and key hole - Use
gold key to turn on transporter.
Step in and appear further on.

This is my prisoner, let him
suffer’ - Throw something to kil
the prisoner, it opens your exit at
the end of level.

Chop closed door.

Level Five

ltemns to be found: mace, 3 por
son darts, dagger, staff of claws,
large shield, 2 helmets, casque n'
coif, mail Aketon, hosen, leg mail,
choker, illumulet, mirror of dawn,
rabbit's foot, ekkhard cross, 4
WEN potions, gem of ages, 3 blue
gems, DAME potion, KU potion,
chest, FUL bomb, blue magic box.

The first left turn on this level

takes you into a large room con- |

taining four doors, these are the
treasure  stores. Working  anti
clockwise as you enter the room:

First door: This room is full of
transporters. Step into this room
and move in the following order;
right, back, forwards, left, right,
back. Keep an eye on the floor as
you do this.

Open pit: behind you is a lever
to close pit,

Second door: Smaller of two
rooms. Button in wall opens door.
Larger of two rooms. Buttons
around wall reveal more buttons
until  correct  combination 15
achieved and secret panel opens.

Third door: On entering the
large room, turn right and walk
into corner where you will find a
button. Press and walk back past
the entrance to the other corner.
Turn right and walk to the next
corner. Turn right again and walk
until you find passage on left, For-
get walking straight across room
as it becomes never ending.

Fourth Door: There are two
passages on the other side of
pits. the one on the left cannat be
accessed until level six, The one
on the right is reached by making
your way through the pits on the

right. A number of attempts may
be needed before the pits close in
the correct order.

When all rooms have been
explored, return to the starting
corridor a few paces down where
you will find a stair case. Climb
and press button to open wall to a
corridor on level 4.

Level Six

ltems to be found: Large shield,
casgue ‘n' coif, mail Aketon, torso
plate, mitheral Aketon, mitheral
mail, torches, crosshow, 2 throw-
ing stars, 2 vorpal blades, 3 slay-
ers, 2 green magic boxes, blue
magic box, UNVEN potion, VEN
potion, yew staff, water flask.

‘| am all, | am none’ — nothing.

‘Hard as rocks, Blue as sky,
Twinkle in a woman's eye' — Blue
Gem.

‘| arch yet | have no back' -
Bow.

‘A golden head yet no body' —
Gold coin.

Room with pit and gate that
closes as you try to get to it -
throw lever on right wall to turn on
transparter, place an object in the
transporter fo open gate. Step
into transporter to retrieve object,
green button closes pit.

‘The grave of King Filius' —
Press 4 buttons around wall until
correct combination is found. This
opens a secret panel.

‘The grave of King Milias' -
Place a gold coin in hole in the
wall to open secret room.

‘f you want to stay alive,
you'd better turn and run’ - Right
hand cornidor: On left wall soon
after entering room 15 a button.
Press this to open a secret room
on far left, In this other room is
another button which opens a
raom near the exit.

There is also a room which
opens when you step on a pres-
sure pad and closes when you
step off. No amount of weight
seems to keep the door open.

Left hand corridor:  After
passing through the gate you wil
find a door on the left. MNearly
opposite is a metal ring set in the
wall. press this to open a secret
passage. Towards the end of the
passage is another secret pas-
sage opened with a button on the
wall.

Stuck between two gates with
a blue haze turning on and off -
cast a spell to open the gate then
take ofi armour to move faster
and run through haze.

Test your strength' — throw an
itern down cornidor to open a gate
further on.

As you travel along you will
find a room on your right with a
starcase leading up. This is the
way to the restricted area on level
5 in the pit room.
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Here are some additions to the Dungeon Master guide provided by fellow
fan, Matthew Hill of Brighton, Sussex.

(1) DELTA — Adds 1 to Mana

(2) BOLT BLADE - is found on Level 7 (NOT 11)

(3) SMALL ROCKS - are also found on Level 4

(4} FUL BOMBS - are only found on Levels 7,8.9,10,11,12

(5) WAND - also +1 to Mana

(6) FIRESTAFF — +1 to all levels & Brandish, Spellshield, & Fireshield.
FIRESTAFF + POWER GEM - +2 to all levels & Fuse

FLUXCAGE & INVOKE - INVOKE produces varying strengths of fireball,
poison bolt and spirit bolt (DES EW)

{7) SCEPTRE OF LYFE - should be spelt LYF

{8) STAFF OF MANA - should be spelt MANAR — has LIGHT spell, not
Fireshield

{9) DRAGONSPIT = +4 MANA not +7

{10) YEW STAFF - Found on levels 8 +10, not 6 + 9

(Yew Staff + Staff of Manar only have limited charge)

(11) FERAL PENDANT - is called PENDANT FERAL, Level 9

{12) HELLION - enhances physical skills

{13) GEM OF AGES - enhances mental skills

(14) EKKHARD CROSS = enhances character protection

{15) JEWAL SYMBOL - should be JEWAL SYMAL which adds 15 to Anti-
Magic

{16) MIRROR OF DAWN — also an ‘answer' to one of the riddles on Level
6.

(17) HORN OF FEAR - doesn't just frighten water elementais, but also
worms, spiders, winged snakes, triffids, blue trolls, rust monsters,
beholders, wizards, ghosts, etc. — not all monsters, however.
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Do not enter transporter say-
ing ‘Ha Ha Ha', you will end up
back on Level 5.

Towards the end of the level |

is a passage with a lever at one
end and a gate and transporter at
the other. lgnore the transporter -
it only takes you to an earlier part
of the level. To enter the room you
must throw the lever and move
quickly to the gate and enter
before it closes,

Level Seven

Iterms to be found: the firestaff,
Bolt Blade, flamebain, crown of
Nerra, the inquisitor, FUL bomb,
VEN potion, sceptre of Iyfe, Gem
of Ages, lllumulet, Dragon spit,
Boots of Speed, 2 Green Magic
Boxes, 4 Flasks, Water Flask,
Orange gem, Corbamite,
Magnifier, Torch, Ra Key, Winged
key, Turquoise Key.

Although all the following
information guides you through
level 7, on first entering the level
you can only open one gate {with
a Ra Key). The other three Ra
Keys and other keys must be
obtained from lower levels.

‘The Tomb of the Firestaff' -
after passing through the first 3
doors that require Ra Keys, you
will come across 4 rooms on the
right, Only one of these can be
opened with the turquoise key that

you will find on this level. A lift of |

items to be found within these
rooms was given in an earlier part
of this guide.

‘Danger, Enter with caution’ -
First you will find alcoves that may
prove rewarding. As you turn right
along a long corndor with short
passages on the rnight, a button
will be found on the left wall (three
and a half passages along). press
this button to open a passage on
your return journey,

In the room at the end of cor-
ridor will be found a Turguoise Key
under some ashes. To the left is a
button that opens a passage at
the end of which are some scrolls
and a Ra Key.

On your return to the room
with the alcoves you will find a
passage has opened in front of
you. Enter, turn left, right, left and
seven paces forwards to find a
button on your left, press the but-
ton and walk back the way you
came to find the winged key has
been revealed. Travel down the
corridor, it is a direct route to
level 13, Open pan and return.

Return to the ‘Danger, Enter
with caution’ door. Opposite is
anather corridor at the end of
which are some very useful items.
Leave this corndor and open the
door on your left with the Ra Key.
Walk along this corridor for some
distance taking many turns to find

the Ra Key. Don't hang around

when you find the Firestaffl You
rnow need the Power Gem from
Level 14.

Ruby Key opens ‘Enter with
caution' door,

Master Key opens door to
retrieve Firestaff.

Level Eight
ltems to be found: Delta, Rabbit's
Foot, 4 FUL bombs, 2 Chests,
Mac of Order, Staff of Manar, Yew
staff, Throwing star, Green Magic
Box, Jewal Symbol, Torch, Copper
Caoin.

Level B consists of a very
large room with a number of
secret passages, also numerous
pits.

Around the wall you will find a
short corridor with a chest and
two holes in the wall, The holes
fire fireballs which pass through
various blue hazes and travel
around the room. At the start of
this passage you will find a but
ton on the wall. Press it to open a
secret panel behind the blue haze
on your right. press the green but-
ton behind this panel to switch off
the hazes and thus stop the fire-
ball from hitting you as you search
the level. If you stand with your
back to the fireball holes and walk
forwards you come to the end of
a wall. Step around this to the
other side and take a further 10
steps forwards to find a key in
front of you.

One of the buttons around the
wall will reveal a series of pas
sages culminating in what seems
to be an endless passage. In
effect you are being transported
back top the start of the passage.
Stand with your back to the begin-
ning and take 26 paces forwards,
then turn right and wait for a
moment for a panel to open. You
will find a gate behind which is a
button on the left wall. Press to
open a secret room.

One passage you find will end
in a gate (you should have a solid
key on you to open it). At the end
of the passage you will find a skull
on the wall. Use the skeleton key
that you found in the chest to
open a secret panel. You will find
a number of these in the levels to
come. Always open them to reveal
access to the master staircase
which begins on Level 8 and fin-
ishes on Level 14, opening on all
the levels in between.

If you drop down one of the
pits in the room you will find a
series of corridors. search them
to find another pit at the bottom
of which is a Yew Staff.

Well, that lot should keep wou
happy for same time. In the final
instalment, next month, levels 9 to
14 get a similar treatment.

Advanced Computer Entertainment 95




SUPER HACK

OPERATION THUNDERBOLT
(AMIGA)

Master hacker, Mark Lawrence
of Basildon, Essex here provides
some relief for Amiga owners
being shot to pieces in Operation

Thunderbolt. This gives you infi-
rite ‘Ylife’. Type the program below
in Amiga Basic and save it for
future use. Now insert Operation
Thunderbolt disk 1 in drive O and
if an alert comes up click on can-
cel to remove it. Now run the pro-
gram and after a few seconds the
screen should go black. Operation
Thunderbolt will now load as usual
but you should have infinite ‘life’.

10 DIiM CODET(255)

20 FOR N=0T0 95

30 READ A% : A = DAL ("DH" +
A%l

40 CODEZINI=R

50 NEHT N

60 CHEAT=UARPTRICODET.(0))
65 CALL CHERT

70 BEM TYPE IN THIS LISTING
AND SAVE FOR FUTURE USE.

B0 REM INSERT OPERATION
THUNDERBOLT DISK AND RUN
THIS PROGRAM

90 REM GAME SHOULD LOAD AS
USUAL WITH INFINITE LIVES

100 DATA 7OFF, 2078, 0004,
4ERE, FEBG, 2200, 5280, 6772
110 DRTA 48FA, DOEE, 3AFC,
0400, 4290, 3AC1, 9509, 4EAE
120 DATA FEDA, 2ACD, 2ABD,
2840, 0008, 5890, 4295, 4BFA
150 DATR DD90, 1ABC, D005,
Jg?C, 0030, 000A, 41ED, 0038
140 DATA 2848, 0006, 41FA,
0060, 7000, 7200, 43FA, DOG6A
150 DATA 4ERE, FE44, 4A80,
662A, f00C, 99CC, 6126, 7002
160 DATA 49F9, 0007, 0000,
611C, 397C, 5340, 0030, 297(

170 DATA 343C, 4069, 0032,
297C, 31C2, ?3BA, 0054, 4EEC
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Well, the animated puzzler from
Delphine/Palace certainly seems
to have got adventure addicts
woridwide burning the midnight

oil. We have been getting three or |

four calls a week, here at the
ACE office, from frustrated read-
ers anxious for help. So, to save
your sanity and our ears, here is
the complete solution courtesy of
Phil Thompson.

The Start

Take bucket. Operate lift up but-
ton, Operate open window. Enter
room.

First room

Operate carpet to get key. Take

plastic bag. Operate WC door to |

pution

get red flag. Operate cupboard to
get insecticide. Use bucket on
sink to fill. Use bucket on centre
door. Operate right hand door
then exit right.

Office

Open desk drawer to get paper.
Operate cupboard to see type-
writer. Make a note of number on
typewriter. Examine map. Use red
flag on hole. Exit right. Examine
keypad. Operate keypad entering
number found on typewriter one
digit at a time and exit to office
after each one. After final digit go
through passage.

Control Room
Use paper on slot. Operate green

button. Operate red button and |

quickly move under spotlight.
Swamp

Go left walking on green areas
only, Use insecticide on
mosquitoes, Examine ray of light
to get pendant. Go left.

Lake

Examine free by lake to get rope.
Use rope on branch. After peas-
ant goes for swim, take clothes.
Go left.

Castle

Go round back of castle, Operate
large tree to get coin. Go back to
pub in front of castle. Use coin to
buy a drink. Listen to gossip. Go
to castle.

Inside Castle

Listen to information then leave,
taking lance from sleeping guard.
Go back to large tree. Use lance
to get monk's habit and put it on.
Go to lake. Use plastic bag with
lake. Go bak to castle and exit
bottom of screen.

Outside Monastery

Use plastic bag on wolf.

Inside Monastery

Enter door on left, leave and

M‘ Control room |

KEY

Way in

Way out
gr=

=]
E Stairs to be used
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enter door on right. Go to room
on left. Take cup. Go middle
door. Use cup on barrel. Give
wine to leader. Examine him for
remote control. Use remote
control on cabinet. Take mag-
netic card. Go to wine cellar.
Use remote control on cabinet.
Take magnetic card. Go to wine
cellar. Use remote control on
top barrel. Enter secret pas
sage,

Control Room

Examine glass case to get gas
cannister. Use magnetic card
on computer.

Wastelands

Take biowtorch from bottom
right of first screen. Take fuses
from white rubble. Go through
manhole.

Sewers

Use blowtorch on tap to fill. Use
blowtorch on monster. Go up
steps.

Metro

Get coin from coin collection in
newspaper machine. Use coin
on money slot on newspaper
machine. Repeat. get on metro
train.

Shuttleport

Go down stairs. Use fuse on
fuses in fuse box. Go upstairs.
When recpetionist checks make-
up go between arrows.

Prison Cell

Use metal key on grill. Use gas
canister on metal grill. Use
newspaper on metal grill. Exit
through door.

Control Room

Use magnetic card on machine.
Slippery slope

Go to Lo-ann,

Outside Spaceship

Shoot any crughons in red dan-
ger boxes until crughon leader
appears on flying  podium,
Shoot him. When Lo-ann is shot
search her body twice. Use pen-
dant on Loann. Search dead
crughon.

Spaceship Cockpit

Use magnetic card on machine
near door. Operate case. Take
garment. Use garment on video
camera. Get in case. Operate
Case.

Crughon Base

Use imasibility pill on hero as
soon as door starts to open.
Leave spaceship. Hide in box
on lower left of screen.

Cargo Hold

Operate door at far end. Follow
enclosed map 1o computer cen
tre. Use magnetic card on con-
sole. Follow map to exit. This
completes the game.

CONTIAUE 7 V. M2

180 DATA DOOC, 4E?%5, 43FA,
0032, 3340, 001C, 2354C, 0028
190 DATA 42AR9, 002C, 237C,
Dooo, 0400, 0024, 337C, 0030
200 DATA 0012, 4EEE, FE3E,
7472, 61635.6B64, 6973, 6B2F
210 DATA 6465, 7669, 6365,
0noo, nooo, 0000, DOD0OD, D00

You can also gain infinde men by
typing either WIGAN NINJA or
EDOM TAEHC when you get a
high scare. From examining the
program it appears that typing
SPECCY MODE when you get a
high score does something but |
haven't managed to find what it
does do {Switches to yukky two
colour displays and tinny sound
perhaps?).

A TNT
SURVIVAL
GUIDE

ZX SPECTRUM

As promised last month, here is
the first of our detailed run downs
on how to use pokes for individual
machines.

If you are attempting to modi
fy a very early Spectrum game
then the chances are that you
won't have to get round any fricky
protection. Most of the early
Spectrum titles used an auto-run-
ning BASIC program to load one
or more blocks of code into mem-
ory and then execute them using
a simple USR call.

The best way to find out if the
game is of this type is to use
MERGE rather than LOAD to load
the program (see your user manu
al for details on how to do this).

This will load the program as
normal, but will stop it from auto-
running, All being well you can
now examine the listing of the
boot program. If you can't, or the
computer crashes, then the pro-
gram i1s protected and you will
have to resort to other methods.

If you see a single line num-
ber [possibly zero) and nothing
else then the program has embed-
ded colour codes which make it
invisible. These can be edited out
as normal, but if the first line has
a2 number of O you will find that
you are unable to bring it down for
editing. This is the solution.

Enter directly: PRINT PEEK

23635+256*PEEK 23636, and
a five figure number will appear
Make a note of it. Mow enter
directly: POKE n+1,1 where n is
the number you noted down. If
you now rexamine the listing you
will see that the number of the
first line has changed to 1. You
should now be able to edit it as
normal.

You may have problems if
there is already a line 1. In this
case you wil have to repeat the
procedure, but using a number
aother than 1 thal is not in use (But
make sure you reorder the lines
afterwards).

To remove the colour codes
move the cursor onto the partly
visible line and call it down with
the EDIT key. Now move the cur-
sor slowly along the line until it
disappears. At this point press
DELETE once. Now repeat the
process until the ine becomes wis-
ible. Re-enter the line.

You may have to do this with
several lines to clear the whole
listing. If wou are using a +3 then
the codes will be ingnored by the
machinge, but they are still there.

Now you should have a clear
listing. Find the last line in the pro-
gram which loads a section of
code, and the line with the first
USR call. You must place any
pokes you wish to employ
between these points, Once you
have done so, save your new load-
&r on a seperate tape.

MNow all you have to do is load
your adjusted loader program,
replace the original program cas-
sette wound past the original load-
er program, then run your new
program and start the tape play-
ing.

Unfortunately most of the
existing programs for the Spec-
trum are not so ndiculously easy
to access — more on this machine
next month,

Jojo Cicero and Mark Hook of Caerphill

d \
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by Bondwell

THE NEXT GENE’IATION

QuickShot offers the most
complete selection of video
game controllers in the market.
Models are available to suit all
the most popular video game
machines and just about any
playing style. And no matter
which model you choose, .
Q8123 oy can be sure you're getting  Sxeee oo
the kind of performance and
value for the money that have
made QuickShot the biggest
name in the business.

Contact us today!

OO 000

Qs-127 JovsTioes soLo wom.owoe QS-130N/F*

UNIVEASAL INFRARED DELUXE DAGITAL

Q5-128 Qs-131

LMIVERSAL NEW BASIC
ARCADE-STYLE

Quick§hat

BONDWELL UNITED KINGDOM LTD
Bondwell House, Unit D1 Tariff Road, London N17 EOH Tel: 01 365 1993 Fax; 01 808 7553

NOW SUPPLIED DIRECTLY FROM BONDWELL

= ny o Mimaroo Emeraremen System and F o Sega. Aan, Amstad and Cormmonion game sysiems
£ 1980 Specravidec Imemational Lid. QuickShot 15 a registered irademark and 0S5-123, QS 127, Q5128 O5-120NF, O5-1300F and 05-131 are radenames of bmc.lrauuneo Intermatanal Lid., Mntsnda and Ninkendo Enisf
System are rademarks of Mintendo of Amenca Inc. All ather proguct names B9 g shired Wademarks or rademarks of their respechive companies
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ere’s an interesting fact to slip out at one
of those intimate soirees, where you are
trying to impress A.N.Other with your
cosmopolitan intellect and wvast knowl-
edge of world affairs - “Guess how many
Walkmans were sold in America last
year?”

John Cook reports

VIO3dS

from America where

How about this then - an estimat-
ed 22.5 million units, worth something
just over a billion dollars over the counter. These are
lean years for headset audio, however, gone are the
days when the tape machine attached to the belt was
de rigeur, but it does give you some idea, even in a
refatively stable market, the kind of demand there is
for entertainment on the maove.

Once Walkmans (and all the clones) became avail
able, a whole new area of personal entertainment was
opened up and going to work on the bus became
sightly more bearable. Those ghetto blasters disap-
peared over night and - OK - so the treble leak from
neighbours’ cheapo headsets could be annoying, but
that can always be solved by turning your own up that
little bit louder. ...

That was the revolution in portable audio, this year
comes the revolution in portable video games which is
going sweep across the USA like never before, | guess
it's true to say that portable wideo gaming has been
with us for years. The first time most of us ever heard
of Nintendo, it was probably because we found a
Game and Watch tucked away in the depths of the
Christmas Stocking. And companies such as
Tomytronic  have been producing larger nonpro-
grammable battery operated games for, it seems like,
even longer.

But this is the year that every plaver in the 3.4 bil-
lion dollar videogame market has either got a pro-
grammable handheld in the shops or in the final
stages of development. The big boys are taking this
one very senously - and you only have to look at the
numbers that the Gameboy has been generating to
comprehend why.

From nothing to an installed base of one million
units, all achieved in the last five months in 1989
my book, that goes under 5 for Spectacular.

"We think Gameboy just showed @ shredl of its
potential in 1989 and we're looking fan E
phenomenal sales in 1990," said Petap intg
of America's vice-president of market
means to sell four milion more by il
year. He's unlikely to be wrong.

Atari has the Lynx - technologically w
Gameboy - and reports wonderful things
demand”) of its test market in New York
Christmas season, with a reported 75000 goM
the door.

But poor old Atan. For a brief moment it cof
claim to be the world’s only portable colour game sV
tem - a fragile claim that was viciously spiked by NEG
previewing warking model of its own handheld at the
recent Las Vegas Show.

The NEC handheld is colour alright, with a full
400x270 pixel TV display and what's more has an
instant and rapidly growing software base, as it utilis-
es existing PC Engine/Turbo Grafix-16 software. That
has to be a big plus, although there is still some work
in the lab to do on the battery life of the unit which will
have to be better than the present three hours in order
to be a competitor,

Finally, bullish from its successful Christmas with
the Genesis, there are rumours of a Sega handheld hit-
ting the streets later this year - again in colour and
compatible with, fancy that, Sega Master carts, |5 this
a bandwagon or is this a primitive transportation
device piled high with a lot of musical instruments?

OK. So which one of these babies is going to win
out? There are a number of factors to be taken into

gaming on the move
looks set to hammer
home Nintendo’s
domination of the

videogame market




Gator and Shanghai: a faotal Game-
boy combination devastating your
spare time!

Nintendo will be spend-
ing around $30 million
dollars in advertising the
Gameboy and other Nin-
tendo products in the
first half of "90. Awari's
initial ad spend for the
Lynx is $1 million

Gameboy Jordon vs Bird One on One
Basketball from Milton Bradley

Nintendo has been
smart in the type
ol software it is
‘encouraging’ its

licensees to produce

Adiom [B.2" @
Acclaim is a major Nim-endu devel-

oper with both software and periph-
erals

EL T l -'l
Who needs The Times crossuo
when you've got Gamebay Scrabble?
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consideration, but why don't we cut them down to
three major areas for consideration, Technological
sophistication, software base and price.

TECHNOLOGY
| suppose, first must come the Lynx which, when you
first get your hands on it, is & very impressive piece of
hardware. A backlit 160x102 display of 16 colours out
of a 4096 palette. Cool. A 4 Meg 6502 does the house
keeping, but there are custom chips in there to give
hardware sprite scaling, hardware scrolling plus all the
four channel hoopy sound you could eat. Fast and
Loud.

Joe 90 would have been happy with one of these -
and this ‘gosh wow' factor is the major plus of the
machine. A minus factor is the power hungry screen
gwing a quoted six hours of battery life. That'll be Dura-
cell hours, not rechargeable hours, of course. That
won't get you across the Atlantic - let alone through US
Immigration procedures.

A strong second comes the NEC hand-held. Its true
TV screen has astonishing clarity at only three inches
across and it's unlikely that anyone will notice the differ
ence that the 16 colours on the display only come fram
a 512 palette. Its 6502 may not have the super-
charged aid of the Lynx's, but there's enough help for
the thing to cope with wildly sprite intensive games
such as Gunhed, although there is, of course, no hard
ware scaling. Big minus right now - only three hours of
battery. It would be lunacy to release the thing to Joe
Public like that, so expect it to at least double before
you can get it in the shops,

As the Sega machine is yet to be shown, any con-
jecture about it is wildly speculative, but let's hope its
Master System compatibility (i indeed it is) is a low end
capability rather than the thing performing at max out-
put.

But even if it was, the Gameboy would still look
lame. Mono LCD screen. A blurry 160x144 dis-
play. A cut down ZBO. Mmmmm. State of the
technological art this isn't. But a battery
life of thirty hours or so will keep you
going all the way to the West Coast
by plane, let you have the odd
game while you're over there and
see you all the way through Cus-
toms and Excise back at Heathrow.

On technology alone, then, it's Atari
ahead by half a length, with Nintendo still
at the starting game.

SOFTWARE BASE
No problem here - an a ratio of sophistication and
availability, the NEC, when it comes out, must surely

be streets ahead. There are already 20 titles out there
and the same number again are due to hit the streets
in the first half of this year - with familiar tittes such as
the TV Sports series from Cinemaware. Most FC
Engine games are impressive graphically and have
great playability, In the short ta medium term), the soft-

ware base can only grow larger and better.

Again, if the Sega machine is compatible with
Master System games, it already has a great number
of very solid titles to plug in and go. The guality of
Master System games to broadly acknowledged to be
improving - the recent release of Golden Axe being a
fine example. Old technology compared to the Lynx
‘though.

The Lynx has the onginal six games that were pro-
grammed for it by Epyx and right now that's it. | don't
suppose anyone can deny the impressive display of
Blue Thunder - an AfterBurner clone - it's out perform-
ing even an Amiga. But do you want to play California
Games again?

Atari are bullish about future software develop-
ment, of course, and substance has been added to
that with the announcement of a link-up with Atari
Games,/Tengen which should ensure a goodly supply
of reasonable coin-op originals. Here and now, howey-
er, there must still remain a small question mark until
we see the software on the streets,

Again, on by any sophistication standard, the
Gameboy must limp behind. That mono screen is
never going to blow you away. But unexpectedly, the
quality of the software that is available for the machine
cannot fail fo impress, Revenge of the ‘Gator, from
Hal of America for instance, is a pinball simulation that
has the best ball movement algorithms I've seen on
any computer anywhere for the past ten years. When
you find yourself tipping the Gameboy in a wvain
attempt to nudge the ball in the right direction, you
know that someone, somewhere has done something
rather clever.

Nintendo has also been smart in the type of soft

LOW BUDGET HANDHELDS

Game and Walches have always been with us - well ..
that's what it seems like anyway, bul with the very
rapid expansion of this programmable hand held mar-
ket in the past year, a whole host of non-pro-
grammable games have appeared from unlikely
sources such as Konami and Aklaim (the latter being
successful NES cant publishars).

And know what? They're all completely crap. For-
give the blunt approach - and God knows I'm usually
the type to call a spade a manually operated terrain
maoving device - but these game are universally going
for the low, low end of the games market and this is
reflected in the price of around $19.99. Which in turr is
reflected in the gquality and sophistication of the

games. You don't even get a watch in
soma of ‘'em
Maybe the Tetris might be
worth a look - but other than
that, take the advica of a
sadly disillusionad man,
Don't!
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Simple handheld fun with KIT and the Knight Rider

ware it is ‘encouraging’ its licensees to produce.
Smart move number one was to bundle Tetris with the
thing - the game most likely to appeal to the widest
possible audience across the age ranges and across
the sexes.

Many other puzzle games are in the works, includ
ing a surprisingly playable version of Shanghai. Sure
there are arcade blasters - Nemesis being an unlikely
example from Konami and Classic Invaders a forehead
thumpingly obvious release from Taito. But there has
been a deliberate approach to pitch much of the soft-
ware away from the traditional shoot'em-up brigade
and towards older users. The ones that take trains and
planes to work. There's only one way to describe this
particular curve ball, Sneaky.

The Lynx and the NEC neck and neck now, with
Sega faling back and Mintendo just breaking into a
brisk trot.

PRICING

This is where it all becomes really interesting. How
much would you pay for a hand held machine? You've
probably already got a computer or console, remem
ber. This is going to be your secondary device - the
one you play on the way to work, in the back row of
the classroom, down the canteen; whatever.

Well, expect to see the Gameboy selling in the
SB0-30 dollar range. Sixty quid. Does that sound much
to you? A nice birthday present, yes? Something you
might get from a well-off granny at Christmas maybe,
Carts for the things - most seem to be lining up at
arpund $20-525, that's cheaper than the majority of
NES cartridges.

The Lynx - the only other contender yet to make it
into the shops. Well, you can double the price of the
basic Gameboy unit - say around S180 dollars. You
can pick up a Genesis or NES for that kind of money
and surely puts Atari's machine well beyond the scope
of the impulse buy. Software? To you, 535-545 dollars
- just a little bit more than the average Nintendo cart.
Add to this the thirsty running cost in batteries and the
Lynx becomes what the marketeers like to call a ‘pre-
mium’ machine - wot you and me call ‘pricey’.

The MES handheld, if anything, is likely to be a lit-
tle bit higher than the Lynx - but will have the added
advantage of being able to be used as a TV set with
the addition of a low-cost tuner.....which no doubt wall
be thrown in as part of the deal by particularly rabid
refailers. Who knows about the Sega, but it can't hope
to undercut the Gamebaoy if anything that’s leaked out
about its technical spec is true.

The Gameboy suddenly puts on a spurt of speed
angd races up on the inside of the Lynx as the field
approaches the Winning Past!

CONCLUSION

So - who wins? The MEC and Sega are bound to have
an impact when they come to market, because of the
large existing software bases - but here and now,

Mousetrap Hotel: a wacky tacky
slice of life as a mouse from MB

In the cold hard
reality of the market
this is a one horse
race...

Nintendo clean up -

again!

v

-

He's lean. He's mean. He's a-maze-
ing! He's Huirk — the punk tomato...

Atari Lynx... the 'gosh
wow' factor is the major

plus of the machine

The Atari Lynx: in UK stores within
the next three months for £149.99

doesn't the wunderkind Lynx seem to blow the techno-
logical dwarfish Gameboy completely away?

Well, hang on. We have forgotten one small point.
Mintendo itself. Let us not forget that in the USA, Nin-
tendo is now a phenomena like you would not believe,
By the end of this year it will have an installed based
of 26 milion NES consoles in American homes. Every-
one calls it, of course, the Nintendo, And the merchan-
disers have not missed the opportunity to make large
amounts of dosh on the back of this.

There's Mintendo breakfast cereal, you can wear
the shirts, coats, jeans, slippers, sit on the chairs and
bedspreads, use the Mintendo crockery and realise
you've been playing Tetris for the past five hours by
the Nintendo clock. Even when you turn the telly on,
there's a high probability you've tune into the Super
Mario Bros. Show.

And what does everybody outside the industry call
the Gameboy. The New Nintendo. One kiddie goes up
to another with this litthe hand held device {ust the
right size), says, “Have you seen the new Mintendo?" -
the immediate reflex answer is, “Want One Now™.

Here's another thing - with an estimated $2.7 bil-
lion doliars in sales generated by the Big N and its
mates in ‘89 it isn't short of a few bob when it wants
to promote a new product. There's 30 million - yes
30 million dollars being spent by Nintendo on advertis-
ing alone in the first half on 1990. Not all of it is
directed head-on at the Gameboy, but say “Nintendo”
that often to the consumer and expect it to positively
effect their buying choices even if you bring out a Nin-
tendo brand of condoms.

Nintendo expect to sell another four million Game-
bays in 1990, Atari say they are going to sell one mil-
lion Lynx machines. It's publicly announced ad budget
is presently one million dollars, | know who my money
is on to succeed.

Sure - the colour revolution in handhelds will come
- but until all the major machines have been released
(all likely to be around the $200 mark) | strongly sus-
pect that many prospective Lynx buyers will wait and
see what the competition will offer. And while they're
waiting - what could be better than just one more
game of Tetris on the Gamebay........

In the cold hard reality of the market, this is a one
horse race - and I'd put my shirt, jummy, Toyboy boxer
shorts and anything else that came to hand, on a
wager that this is the year that Nintendo clean up
again.
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After all the hustle bustle of the ATEI Show last month,
it's back down into the arcades - as John Cook gets
through large amounts of small change and focuses on
that ol’ Silver Ball

BEAST SBNKIIS'I'E RS

pharaoch we have come to know and love,
Guns - three of ‘em. Things to massacre by
the score. But it's the theme that saves
Beastbusters from a sorry fate - it's slock-
horror, straight out of the Evil Dead.
The theme of the thing has you (plus two
others if you like) entering a town where
something has gone very wrong - it's full of
zombies, werewoclves and nasty squidgy
things. Imagine Southend High street on a
Saturday afterncon. And you get to blow
them all away - but do they lie down and
stay dead? Nope!
Apart from that, it's a bit conventional - you
shoot special power-ups for more ammo,
grenades, napalm, etc - but the novel theme
and the ‘tasteful' graphics bring it through.

Having played it through to the end - and it
look like SNK are planning a followup by the
way - | can tell you that the surprises keep
coming all the way through to the final screens,
although you'd have to be phenomenally good,
or spend a lot of dosh, to reach them.

it's not trying to make you feel like Rambo
and all the time t's obvious It's just a game.
Splatterhouse meets Op Wolf - give it a try.

Incidently - | played Line of Fire to the end
in the same session..| won't waste space
describing it...suffice to say it was technically
superb...but as a game, a load of rubbish, QK

WE’ VE COME TO
SOLVE THE
MYSTERY.

Regular readers will know that | have a virulent
dislike of the “mow-em-down” style of game
that has become so popular in the last couple
of years.

These are electronic shooting galleries,
with the player gripping a simulacrum of an
automatic weapon and blowing away mousta-
chioed loony lefters, young children, nuns, etc,
all in the cause of truth, justice and lower
petroleum prices.

Now | know it makes me sound like a bit of
a wimp - but while | don't mind giving all kinds
of alien being pure hell, | draw the line at pre-
tending to kill large sprites representing real
human beings.

Why? Well - cop this for a powerful intellec- |
tual arguement - it's not
nice. Shooting aliens is cre-
ating a fantasy world to

have fun in - putting realistic rey "[EI Ej‘“'”""“'

_ TIELY 1]
human beings in that world 3 7 bbb 3
M

and then killing the odd hun y ITTTTTTTTL .
dred, is starting to impinge =
on the real world in a rather
disturbing manner,

So, as far as I'm con-
cerned, you can trash Op
Wolf, Mechanised Attack,
Op Thunderbolt and Line of
Fire.....but | think you could
save Beastbusters if you
really wanted to.

Beastbusters is the lat-
gst  mow-em<down  from
SNK  and has &l the
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SHADOW
DANCER

SEGA

What do you get when you cross One Man and
his Dog with Shinobi? Shadow Dancer, thats
what, where, “The young Ninja battles together
with his faithful pet dog.”

™ é‘”‘-' EES amaain

These terrorists have set time bombs all
over the city and you have to - excuse me a
mament...get down Shep... you have to deacti-
vate them.

0K, 50 it's a jumpy, jumpy, kicky, kicky
clone with a novel twist, but it is very playable
and quite challenging. Shep follows you around
and when you crouch down and press both the
jump and fire buttons at the same time, he
leaps forward and starts gnawing at the throat
of your nearest opponent.

At this point you have to leap up and give
some help, ‘coz left to his own devices, Shep
might get hit - where upon he shrinks to the
size of a poodle.

He does get back to his full size after a bit,
but all he'll do in this state is “Siiittttttt”, As in




Shinobi, you can throw Shukren around are
have a Ninja Magic smart bomb that kills all
known terrorists dead.

Hardly breath-takingly original, but an effort
that'll probably appeal to Shinobi fans and dog
lovers everywhere.

FINAL
FIGHT

CAPCOM

What on earth does Capcom think it's doing
with the superfab CP System board? The
release before last was UN Squadron - a banal
horizontal scroller, Yawn. And now, we are
offered Final Fight - a beat-em-up.

OK, so the sprites are big, but does the

llove pinball. | love vids too, but there is some-
thing altogether more sophisticated about
leaning on & pintable, trapping the ball on a
flipper, surveying the admiring crowds of
underlings, then nonchalantly taking the jack-
pot with a single well placed shot.

The skills involved are slightly different to
those used by vid junkies and the concentra-
tion needed to play well, produces a slightly
different effect - less intense, slightly more

despite most were for amusement only.

Modern games don't pay-out, of course,
but you can win more than your initial (only in
credits), so that pinball is firmly classified as a
game of chance,

This means you have to have a gaming
licence to operate one and also limits the
ways that the distributors can sell tables to
the arcade operators.

Despite all these problems, there seems
to be a growing interest in pinball - largely
because of a massive increase in the com
plexity of the hardware that runs the tables.
Large amounts of flashing lights -and
Megabytes of digitised sound are now the
order of the day. More about the mechanics
of these new age tables in later issues - but
why not rush off and try cne of these newer
efforts in the meantime.

Bally had a big hit last Fall with a table
based on the Elvira character - an easy to
understand table with well defined goals, such
as multiple ramp shots.

It's latest, Mousin' Around, is far more
complex in design - although it's still a good
bash. My favourite manufacturer, however, is
still Williams. This company has been produc-
ing great table for a long, long time - with
classics such as Cyclone, Comet, Taxi...but
they've gone back to a simpler playfield with
Bad Cats.

Particularly good for the firsttimer, if
you've not played pinball for some time, try
going back and gning this one a go. And
don't worry - it won't make you deaf, dumb or
blind.

world seriously need another one of these?
Capcom are definitely suffering from a distinct
lack of imagination, despite the fact that they
have the hardware to out-perform almost every
other system in the arcades.

More, faster and prettier is not always bet-
ter, boys. Anyone with some startlingly original
game ideas - send them in to us and we'll pass
them on to Capcom. They need ‘em!

refined. Ring any bells with anybody?

In the US, where the coinop business is
worth about six billion dollars (compared to
the five bilion generated by the movie busi
ness), almost half of that is generated by pin-
ball,

In France, you can't walk into a cafe with-
out bumping into a pinball table - and playing
off the Champs Elysee, with a double expres-
50 on one side and a cognac on the other
must surely be one of life's more perfect
moments.

In the UK, you are lucky if an arcade has
a single table..luckier if it's in full working
order. Why? Well....it's the Law. Very early pin-
ball tables in the 30's - this was in the pre-flip-
per days, when the game was a variant of
bagatelle - there were payout machines where
you could bet where the ball would land. This
resulted in the banning of aimost all pinballs,

AMERI
DARTS

AMERI CORP

Score is automatic, of course - although
that is unlikely to stop some peaple chalking up
on the side of the cabinet, | bet.

The control system does take a bit of get-
ting used to, but after a while you can control
the flight of the dart very well and it becomes a
lot of fun,

| expect this will find its way into a fair num-
ber of pubs - yippee for that, particularly if it
gets rid of all those appalling Nintendo Play-
Choice 10's.

There have been a fair few darts games on
home formats, but | can't think of one on coin-
op - until now. And y'know, it's quite a laff.

First you have to choose a type of game,
traditional 301 and cricket, plus some hitech
ones where you have to hit flashing sections of
the board within a time limit.

You then use a trackball to give force and
direction to the throw and press the fire button
for the precise to ‘let go' of the dart.
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Fe Magazine of the decade is about to take-off

'PC Leisure

The complete guide to entertainment for the IBM PC
and compatibles.

FIRST ISSUE FEATURES INCLUL
FLIGHTS OF FANCY

We round up the
latest in simulations

ON SALE MARCH 15 - AT ALL MAJOR N
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Roland CF-10 and CN-20: turn your simple
music programs inlo state-of the-art with these
specially designed Roland computer mix and
edit modules

110 sample player and come n familes of
instruments: pipe organs and harpsichards,
Latin percussion, orchestral strings, orchestral
wind, etc.

EFFECTS

Contained on the LA side of the tracks is the
rhythm section which incorporates 30 percus-
sion sounds and an entertaining 33 sound
effects. The latter cover a wide range from the
sound of car crashes, punches being thrown,
footsteps, thunder, screams, trains, jets,
water, sea, etc. The drum sounds aren't too
bad either.

The CM-64 also has two builtin digital
reverb units which are preset on some voices.
Each of the two sechions has its own reverb
unit, which are quite wide ranging with various
room sizes and depths of effect. Unfortunately
you will need programming software in arder to
use them. There are no easy commands to set
them up, streams of system exclusive data are
needed — thats the heavy end of the MIDI code
which needs handshaking routines and check
sum data to even get a response, and you will
need two entirely separate routines for each
reverb unit.

SOUNDS GOOD

The range of sounds on offer is excellent. The
LA sounds are quite good at impersonating
instruments, though my own preference is to
use them for the more synthesizer type of voic-
es: lead solo, bass or general background. For
realism the PCM department takes an awful ot
of beating. It is also considerably quieter than
the LA section which has a fair suspicion of
hiss about the sounds on close inspection. |
would go for the pianos, choirs and large bass
department without any hesitation.

Although the CM-64 is quite expensive, |
doubt whether you could have 14 channels of
sound and one percussion channel plus reverb
for less maney.

For less than one tenth of the outlay required
for the CM-64 tone module, ST owners can pur-
chase the FM Melody Maker. Comprising of a
plug-in cartridgesand controling software, the
package does a surprising amount for your
money. First of all you have a set of 78 Fre-
guency Modulated sounds to go at output in
stereo — well pseudo sterea. FM, by the way,
was the method of syntheses spawned by
Yamaha. Secondly, you can write you own
songs in steptime and have them accompa-
nied in no less than 16 styles. Thirdly, you have
a drum programmer which supports MIDI, and
finally there is a realtime sequencer. Its devel
opment company, Richard Watts Associates,
were responsible for the very successful bolt-
on FM 'Sound Expander' for the C64 a few
light-years ago.

SEQUENCER
On booting up the program you are presented
with the steptime sequencer. As the name
implies, steptime sequencing 15 the process
where notes are inserted indnidually — rather in
the manner of a typewriter. All notes are insert-
ed by selecting the correct note value from the
lower part of the screen and inserting in the
single stave in the upper half of the screen.
This could be a shight problem if you don't hap-
pen to read music. On the other hand you
could always copy the music from one of the
many books available in any music store. To
help you position the note, the name of the
note is displayed above and below the stave as
you move it about. On clicking it into place it
will sound and it has a range of four octaves
you can choose from. You can perform the
same trick for rests also. The spacing of the
notes is automatically worked out for you and
notes can be tied, although there is no option
for joining the tails of notes - ‘beaming’ as it is
known in the notation business. | found that you
could fool the notation scoring a little without
too much effort though. Bum notes can be con-
demned to the trashcan and you can scroll
back and forth through the music either by
using the scroll bars on screen or the left and
right cursor buttons. Most of the mouse fea-
tures of Melody Maker are duplicated on the
QWERTY keys.

The clever part of this section comes when
you add the chords. If you are copying from a
score this should present few problems as the
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range of chords offered is quite wide from the
simple straightforward chords to the outer lim-
its of diminished sevenths and augmented
chords. Wherever you want the chord to sound
you simply click and it appears above the note
on the stave in shorthand form: e.g. AM7. The
reason for this is that Melody Maker has the
ability to accompany your ditties in any one of
sixteen styles - rather like a single keyboard.
Hawing entered your song — complete with
repeat sections, number of beats per bar and
repeat sections - you can then play the whole
work back and the accompaniment will chug
merrily along with you in the style you have
chosen, inserting drum breaks every eight and
sixteenth bars for you. Even better is its ability
to let you mix the relative volumes — but you
can also change the four voices. Click on the
mixer icon and not only can you alter their rela-
tive volumes but you can also change the voic-
es. You can assign MIDI channels to the voices
used and select velocity sensing, This | found
to be of great advantage as | found that the FM
drums were lacking in depth. If you have a
synth or tone module lying around then plug it
in, and expand on the sound already wacking
out of the speakers.

OTHER SECTIONS

The other parts of the program are sadly not
integrated with the main part, The drum
machine has an excellent grid display that lets
you set up to 20 patterns with ease, using not
only the internal drums but also several extra
MIDI drum voices to which you assign both
channel and note number to get the correct
drum voice. You set the patterns up, then flip
screen pages to find the song page which lets
you sequence the patterns in any order you
ke, Up to thirty of the patterns can be
sequenced. It 15 one of the easiest MIDI drum
programmers ['ve seen.

Option number two is a onetrack, realtime
MIDI recorder with a2 metronome click option, a
selection of number of beats to the bar and the
number of bars countin, Really it is more like a
jotter than a sequencer. You can't edit anything
or overdub although you can save and reload
your scribblings. But it works!

Cption number three turns the hardware
Into a nine-voice expander via any external MIDI
keyboard. Each voice can be allocated a sepa-
rate MIDI channel and there is provision to have
only six pitched voices plus five drum sounds,
You can beef up the sound considerably thanks

| to the page which lets you detune the voices

and offset them up to two octaves up or down.
It has a MIDI thru option as well and the sounds
can respond to velocity. No recording possible
here but as an expander it works too!

VERDICT

Although it only uses two operators (an FM
term} to create sounds, the variety and clarity
of them is very good and due to the ability of
the internal chip to change one of the opera-
tors wave forms to give greater tonal expan-
sion. There is room to improve on the program
but it represents excellent value for money. It is
a pity that its facilites are not integrated: the
various components cannot load into one
another. FM Melody Maker is fun — it converts
your ST into a low budget single keyboard. It is
very easy to use, and the on-screen help pages
{in three languages) are most welcome. As an
easy-to-use starter music package, FM Melody
Maker has very few rivals.
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Music companies are now selling tone modules
for home consumption. These keyboarddess
synthesizers - capable of producing many
sounds simultanecusly — were previously the
domain of the professional studio or serious
gigging musicians with lucre to spare. Mow
they are coming down in price and appearing in
nice neat stand-alone boxes with rubber feet to
fit on your best bit of Chippendale or MFI,

Top of the list for value has to be the brand
new tone module from Kawai, who have been
very successful in the synthesizer world with
their ‘K" series of keyboards and modules.
From this they created a series of dinky little
fixed sound keyboards - the 'PH' range. They
look a bit of a joke — sort of plastic and remi-
mscent of a Scoty organ. The modular version
has 200 sounds on board and at least 70% of
them are absolutely cracking. They can sound
like real instruments - check out the acoustic
guitar harmonics - or like the fattest synth
imaginable and there are enough ‘spacey’
sounds to do the soundtrack for ‘Startrek VII'.

SOUND AND RHYTHM

Mot only do you get the sounds but you also
get 30 builtin rhythms complete with filkins and
introductions. The percussion sounds can also

A mighty baby. the Kawai Phm is small in
dimensions and short on buttons but has more
than enough sounds and features

he accessed on MIDI channel 10 as indepen-
dent instruments, and if this is not enough for
you there are additional percussion instruments
as part of the 200 sounds on board. These are
sensibly arranged so that by picking one of the
preset percussion sounds you will have a two
or three split across the keyboard. To make
sure of complete MIDI compatibility the
rhythms can be synchronised to either internal
or external clock pulse. It would have been nice
to have the nifty patterns cutput in MIDI notes
as well.

Like all tone modules it has multiple func-
tion buttons on the front panel - via these you
can set up the instrument to your require-
ments. At its most basic level you simply plug

a MIDI keyboard/synth into it = making sure
that the MIDI channels match on both pieces of
equipment - and play away. The Phm outputs
in stereo or monao from the guitar jack sockets
on the back, and the owverall volume is con-
trolled from the fader on the front. Perhaps a
headphone socket on the front might have
been a useful — as would a MIDI data light. The
latter flashes any time any MIDI data is
received by the instrument — very useful when
working out why on earth your equipment 15
failing to work. Under the LCD display are the
increment buttons to take you through all the
sounds one by one and the Phm comes with a
handy plastic card with a sound list on one side
and the basic setups and percussion notes on
the other.

MIDI

The internal MIDI functions are most compre-
hensive: separate receive and transmit chan-
nels, program changes, velocity and after-
touch sensing, pitch bend, modulation, volume,
sustain pedal. All these are separately switch-
able from the front panel. Meedless to say you
can also transpose, fine tune, and alter the
rhythm speed. If you are running the module
with a sequencer on your computer you will
doubtless want to access sounds on separate
channels. This too is possible as the Phm is
also a multktimbral instrument capable of play-
ing up to four sounds plus the percussion parts
simultaneously, To help you set this up there
are 30 Forms’ contained on an internal table.
These set up the instrument in a variety of
ways. You can't deviate from the preset forms,
but they are pretty comprehensive, The forms
include various dual settings, with two voices
spread over the whole keyboard, and have sev-
eral preset detunings and transpositions to var-
ious split options. The latter will allow you to
have several varieties of sound split into areas
of the keyboard and sometimes overlapping.
There are three presets for use with
sequencers and even an optional chord facility
where a chord is played under each note
depressed. When used with sequencers there
is even the possibility to change part of the
preset sound and call up other preset combina-
tions of sounds whilst the sequence is running.

up to 10 M chennels, As the mesm
plays back your misic you can mix it, shenng the relative
wvolumes vie MIDI and also set the penning feft and right.
When used with a sequencer that allows reaktime record-
udﬂmmmmmw
the effect will be of an automated mix down,
Waﬂdmmmﬂ%ﬂm

PRESETS
On the minus side is the fact that you cannot
really dive into any of the voices and alter them
drastically to your own requirements. In other
words its basically a preset tone module.
Although there is a definite trend towards pre-
set tone modules with less emphasis on the
sound creating side - most players tend to
either stick with the sounds in the instrument or
buy them off the shelf in the form of memory
cards or disks. The other slight boner is that
you don't seem to be able to store your
favourite combinabons for recall later on.
Although it memarises the last setup you
made, it can't be encouraged, via MIDI, to
recall any of your precious set-up’s.

The unit is also guiet. When stuck through
a 300 watt professional recording studio mont
tor system the background noise was neglgr
ble. At the price, the Kawai Phm is an excellent
buy.

As reported in the December issue of ACE,
Roland have launched a series of tone modules
specially designed for use with home comput-
ers. There are three in the range; the CM-32L,
which is an LA synthesis module and sounding
very much like their MT-32 module. The CM-
32P is a module of sampled sounds, very
much like the U110 rack mounted module. The
Roland CM-64 is a combined version of the pre-
vious two. All three are identical in appearance,
On the back there are a pair of stereo/mono
guitar jack outputs, MIDI in, out and thru and
the power input. On the front there is a power
switch, a volume control and a MIDI data light.
Since they are designed at preset modules, all
the sound requesting and setup routines are
performed by your micro's sequencing soft-
ware. This is achieved by putting the appropri-
ate program number at the beginning of each
MIDI channel used in the music. Changes in
sound to each channel are inserted wherever
you like. All the tone modules have fixed MIDI
channels.

INSIDE

The CM-64 i1s capable of producing a maximum
of 63 notes simultaneously, spread across 15
channels of MIDI which can also be run at the
same time. The LA section operates on MIDI
channels 2 to 9 with drums fixed on channel
10. You can have different sounds on each
channel, choosing from the 128 different
instrument sounds available. Although in a dif-
ferent box, the LA side of the module is essen-
tially the ever popular MT-32 sound module and
is thus compatible with the 32's programming
software.

The PCM - that is the sampled sounds -
are fixed on channels 11 to 16. Again you can
assign a different sound to each part. There
are b4 PCM sounds on board, including con-
vincing pianos, strings and choirs, For an extra
£45 you can get hold of one of the PCM cards
which will add an extra 64 voices to the range.
These are the same cards that fit inta the U-
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UPGRADE
GUIDE

HERE IT IS: A COMPLETE, DETAILED GUIDE TO ALL THE MAJOR MACHINES AND CONSOLES CURRENTLY AVAILABLE IN
| THE SHOPS. YOU CAN COMPARE PRICES, POWER, AND POTENTIAL FOR EACH MACHINE, TOGETHER WITH THE GAMES
| SOFTWARE POSSIBILITIES AND PROSPECTS. WHETHER YOU'RE A MUSICIAN, A GRAPHIC ARTIST OR A PROLIFIC AUTHOR
= WHATEVER YOU NEED A MACHINE FOR, THIS IS THE PLACE TO START.

ere it 15; the one and only hard-

ware guide to gwe you COM-

PLETE details on ALL the
machines you're likely to be looking out
far in the shops, Mot only do we gve you
essential information on  hardware,
we've also included equally wial informa-
tion software  prospects each
machine — so you don't hawe to worry
about buying a machine
have amy games to play on it

bt

an far

ACORN ARCHIMEDES

Models:  Archimedes 310, 3000, 410
420, 440

Package: keyboard, mouse and
drive: keyboard mouse and drive

plus monitar [colour or mono)

| Memory: 3000 512%; 310 IMb
410 1Mb; 420 2Mb; 4404Mb
Processor: Acorn ARM
RRP: Prices range from £668.85 for
A3000 alone to £2645 for

A4A0 with colour monitor

Contact: Acorn 0223 245200

Still the cutting edge of microlechnalogy
Acorm's ARM s gbout the fastest
side of a Cray, This
although gathering admirers
duction of the A3000 -
ware base and = best left 1o the anthusiast.

thing this
ey exciting machine -
e

SINCe Iniro-

still lacks a good so

GRAPHICS AND SOUND

Resolution: 320 x 256 or 640 x 256
NOMWIONS
avanane

with multi-syne monrors,

Palette: 4046

Colours: From mono up to 256 (320

#256) or 16 (640 x 512).

TV: Mo

Monitor Dutput: Mone composite video;

ir - RG

Depend

+ SyNC
Monitor Supplied:
Manitor Options: Acie

5 on package

medem res.colour

Sprites: 1

Speed: B
SOUND

Speaker Quality:

stering

Good

that will newer

MDA With extra hardwasne |
Stereo Output: Yes |
Performance: L& channels (B stareo pairs),

% octaves, 1 internal speaker,

HARD FACTS - SOFT SELI..

Disk format: 3 BOOK
Disk Price: From £1,20 upwards
Disk Performance; Good and fast
Keyboard: 103 keys with programmatde
sulcrepeal. Early kewboards
have a cheap feel gaven the
quality of thermachine
Joystick /Mousa: 3 button mouse
no support for joysticks

Interfaces:

YA pin O parallel: 9 pin mouse; 3.5mmsteren

ohone jack: 64 way din; 41612 aspansion

nort; [EC

320 vwdeo outlet; 10 mterface
SOFTWARL
Existing Software Base:

wakable most software is

Still very limsted

Sorme gameas

for productity and business

Current Releases: See above.

Games: Mo

5t famous are Jar

Graphics: Potenbial 15 enormous,
Some excellent packages avaiable |
Music: Lie graphics, but dewelopers |
Prospects: Limited. Even the cl
find it tough competing with 5Ts and Amigas.

Software Loading:

Wery refable

BUYLINES

Best Buy Price:

Second Hand:
some 305

starting 1o appear bt
expect 1o pay for them

One year'sguarantes

Maintenance:

Return faulty machines to dealer.

AMSTRAD CPCé6128

Package: Keyboard with builtin

disk drive and dedicated colour mondor.
Memory: 128K
Processor: Zilog Z80B
Recommended Retail Price: £399
Contact: Amstrad 0277 228888

Amatrad's CPCE128 evolved from the compa

my's firsl excursion inta home computers - the
CPCE4. Although it proved 1o be a very popu-
lar machine ai the time, the dedicated momior
caused problems
upgrade (0 oolowr
the monochrome display dropped

for peopla wishing o
This last incarnation seas
IWice A5
much memary and a disk drive. MNevedeless

5 price level an 8T orAmioa is probably a
batier bot lor gamaesplayers

| GRAPHICS AND SOUND
Resolution:

160 x 200 320 x200
B4 200

Palette: 27
Colours: 16, 4 or 2 depending
on resolufion,
L H Mo
Monitor Output: RGE
Monitor Supplied: Yas
Maonitor Options: o ated maonifor s
supplied

Sprites: Mone
Speed: Average

SOHIND

Speaker Quality: Fair
WD e
Sterea Output: Yes
Performance: 3 channel stereg

wd 15 reasonable but nothing special
by current standards.

HARD FACTS - SOFT SELL

Disk Format: 3 inch - 180Kilippable
Disk Price: £250- £3.00
Disk Performance. Reliable
Keyboard: 74 raised plastic keys

with audible tactile feedback. Separate cursor

2luster and redafinat

meric keypiad, Very
good for word processing et

Joystick,/Mouse: Standard ¢
mouse drivers available from third partes.

D type:

Ports:
R5232

sockets for disk drive, cass

interface and Centronics

the and joyshick

RBG autpul supphescustom montor
SOFTWARE

Existing Software Base: Good
considering the age of tha machne
Current Releases: Most major Uthes

appearing on 8 it are cormverted

Games: Generaly good, but some
games run slower than other machings due to a
more comphes screen, Adventures 0K, Runs

eaisting Indocom CP/M based adventures (if you

can still get hold of theml

Graphics: A good selection of titles
Music: Reasonable, but poor when

pared to 064
Prospects: Uncertain, as with al

akened by lack of US
that currently sup
port the (

S-bit formats. Further

user base: a source of Blles

Software Loading:

reliable; disk is fast and secure

Tape is quch and

BUYLINES
Best Buy Price:
large chainsoften offer good value but watch oul

Shop around -

for atter sales sernce
Second Hand Availability:

Plenty m the classified ads. Beware paying tod

Yery good

much for the cassefte based or monochrome

VErsions,

Maintenance: One year's guarantes

Faulty machinesreturn 10 dealer

AMSTRAD PCW

Models: 8256,
" 8512,9512
Package: 8256 - keyboard, monitor

with buit4n single diskdrive and dot-matm
printer. Locoscript word processor,
CPMoperating system, Dr Logo; 8512
a5 above with second {dualdensity) disk
drive; 9512 - restyled keyboard, monitor

with singledisk drive, daisy wheel printer,
Locoscript 2 wordprocessor,

Memory: 8256 256K; 8512 512K,
9512 512K

Processor: Zilog 780

Recommended Retail Price:
PCW8256 £343.85; PCWB512£458.85;
PCW 9512 £573.85

Contact: Amistrad 0277228588
The PCW was designed purely as a wond pro-
c@ssor and not & general purpose maching
although the CP/M operating system gave it
it outdated A greart desl
of third party soltwane was produced as 5@
rocketed. It is not sustable for games although

wast soltware bas

SO do exist

GRAPHICS AND SOUND
Resolution:
Colours:

720 x 256

B256 &8512 green and black; 9512
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| x 256

;9512

@

white and black

™: Mo
Monitor Output: ~ Monochrome only greng 90
colmns on the dedicateddisplay.

Monitor Supphed: Yes

Monitor Options: Mone
Sprites: None

Speed; Show but adequate for what it
wasdesigned 1o do,

SOLND

Speaker Quality: Dreadful

MIDI: Extrahardware avaiahbe
Stereo Output: o
Performance: Beeps only, although some

madules are avallable to improve matters,

HARD FACTS - SOFT SELL
Disk Format: 3 inch - 173K flippable on8256
T20K second drive and 9512
Disk Price: £2.50 -£3.00
Disk Performance: Rehable
Third parties have produced some addon drives
to dow ASCH file to be transterred to and trom
CP/M 5.25 inch farmat, There 15 even a hard disk
system avalable
Keyboard: Inchides many extra keys lor the
word processor, Early keyboards felt cheap,
although this was remedied on the 9512
Joystick/Mouse: Mot supported. Joysticks and
mice can beattached wa third party interfaces
SOFTWARE
Existing Software Base:
format. Most programs are good quaiy though.
Current Releases:
Games: Arcade titkes arescarce. Adventures are

Lirmited by the disk

Very lew.

fading although some Infocom games and early-
Magnetic scrolls titles are shil to be had
Graphics: Somelow-end CAD available.
Music: Mone
Prospects:  Grim. A lot of machines i use, bul
S@es are showing down now. Software support
should be alright for the tme bemg

Software Loading: Fast andreliable.

BUYLINES

Best Buy Price: Usually RRP - still too popular to
discount,

Second Hand Availability: Goad. Oider

maghmes are more in abundance, hold cut if you
reafy want the9%12, Beware faulty printers,

Maintenance: One year's guarantes, Fauty
machines return todealer

APPLE MAC
Models: Macintash SE; Macintosh Il
SE30; 1X; ICX
Package: Monitor with builtin CPU and

disk drive, separate keyboard

Memary: 1Mo

Processor: SE Motorola 63000;
Il Motorola 68020; SE30AXAICK 68030
Recommended Retail Price: SE:
from £2,204 25

Il: £4329.75 upwards

Contact:

A vary expensive up-markel machine for those
waen on deskiop publishing. WIMP sysiems
and up-marke!  software. Software s very
epansve, Impored games from US are very
good but very expensive — and in manochroma
on cheaper systems, Good for MIDI musicians
bt pe prepared to pay extra for software.

GRAPHICS AND SOUND
Resolution: SE 512 x342; 0 10027 » 760

Apple 01-568-1199 |

Palette: SE - black and white;

Il {wath cobowr manitor) 16 milliom,
Colours: With colour mondor — 16 to256
™: No
Manitor Output, Integral manitor.
Manitor Supplied: Builtr

Momtar Optons:  SE - use dedicated model only:
I Apple hi-res monochrome or
AppleColor hiresRGE,

Sprites: Mone:
Speed: SE reasonably fast; Il verylast,
SOUMD
Speaker Quality: Good
MIDI: Therd party inferfaces avadable
Stereo Qutput: SE no; lyes
Performance: 4 channets give good

perlarmance.,

HARD FACTS - SOFT SELL

Disk Format: 3.5 inch - BODK
Disk Price: £1.50-£2.00
[Disk Performance: Generally fast.
Keyboard: Separate with 81 keys ncluding

function keys and numenc keypad, Ophonal extra
15 the Apple Extended kayboard with 105 keys.
Joystick Mouse:
sugported: hgh-auality smgle button mouse 1=
supplied with machine.

Ports: SE - Apple Desktop Bus connectos
2 R5232/R5422 senal; external disk drve;
OBpin Eure-Den expanson slot; SC51- DE-25 con-
nector; external audio amplifier,

Il- 2 R5232/R5422 senal, 08-25 SCSIT
SOFTWARE

Existing Software Base:

ewists in all belds except gamas

Current Releases: Adequate, though largely of
US origin and in the busingss or DTP field,
Games:

Joystick 15 not

A very wide base

Very few arcade titles but otherwise

warsed,

Graphics: State-of-the-art software for those

iterasted m DY pubkshing and

cobour dlustration

Music; Very well supported for MIGI

software - but it's expensive,

Prospects: Excellent -especialy in business

and DTP,

Software Loading: (Juick and raliable,
BUYLINES

Best Buy Price: Generally the RRP - Macs

ane only sold through deafarships. Try to
negotiate a guick sabe/cash discount,

Second Hand Availability:
expensive. A better markel exists m

oider models (esp. Mac Fius] but thesa

are best avoided,

Maintenance: One year's guarantee,
Apple offers Applecare - “insurance” you fake out

Scarce and

to cover the cost of repars after the guarantee
Ias run out.

Models: BS5XE; 130XE; 4001XE
Package: B5KE + datacorder and
joystick; 130XE +datacorder and joystick;
4001XE + datacarder, joystick, keyboard

and light gun,
Mamory: B5XE B4K; 130XE 128K;
A001XE 64K
Processor: 6502C

Recommended Retail Price:
Depends on package. 65XE £79.99;
130XE £89.99; 4001XE £79.99

Contact: Alan 0753333344
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Created by some of the leam that went on to
creas the Amiga, the B bit Atari was a world
lader in ils day, i has fallen bahind ils com
petitors due to a lack of altordable software
and lousy BASIC. Now prced at the bargamn
end of the market these machines siill repre:
sant a worthwhile investment for games enthu
siasts on a low Income, wilth some dassic sofl-
ware tites still avasdlable

GRAPHICS AND SOUND
Resolution:  up to 320x 192 m monochrome
Palette: 256
Colours: up to 128, 16 1s nommally
the maximum
™: Yes
Moniter Output: Yes
Monitor Supphied: Mo
Monitor Options TV, composite monmitor.
Sprites: 8
Speead: Mot stunaing - this depends
on software
SOUND
Speaker Quality: Depends on monitor, TV
MIDi: Mo
Stereo Output: M
Performance: 4 channels cover 3.5octaves

HARD FACTS - SOFT SELL
Disk Format: 5.25 inch
Disk Price: 60 upwards
[hsk Performance: Refiable but show
The XE range are not supplied with disk
drives as standard
Keyboard: 62 keys with Help key and 4 function
keys, Very gond tactile feel Jat least as good as
an 5T} and audio feedback for the price.
Joystick /Mouse: Joystick supplied. Mouse
and Trackball are exfras.
Ports:
TV; 2 29 pin D joyshick conneciars: serial |10

Software cartrdge; monitar,

conneciar.
SUFTWARE
Existing Software Base:
Current Releases:

Mediocre
Few - a few companies

still specialismg.

Games: Most current titles are games buf
few major redeases are converted

Graphics: Litile that exploits the
maching's potential

Music: As graphics
Prospects: Contires {0 sell i small mimbers

50 shousd e for a while yet,
Tape 15 very slow
but refiable; disks are better,

Software Loading:

BUYLINES
Best Buy Price: s RRF,
Second Hand Availability:  Common. Watch
out for very old machines which may not be com
patible with newer software dise
to lack al memary,
Maintenance: One year's guarantee,
Return 1o dealer

ACORN ARCHIMEDES

Package: Lynx with California Games
pack

Memory: 64K

Processor: €502
Price: £149.95
Contact: Atari D753 33344

The Lynx was designed by a team including
RJ Mizal, ome of the men behind the Amiga.

that dossn't convince you, consider that it has
BME of game storage on its cards and sup-
poris multli-player games. The graphics hasd
wigre has built-in hardwara scraling and image
scaling. Although software 18 very thin al the
moment — aboul 5 files - Atari aim o have
over 25 files available by the end of 1980
Cuite possibly the hand-heid 1o buy If your wal
let can stretch fo it

GRAPHICS AND SOUND

Resolution: 160 x 102
Palette: 4056
Colours: 16
™: Nex
Manitor Qutpat: Ne
Monitor Supplied:  Yes - 3.5 inch backlit LCD
Monitor Options; Mome
Sprites: MNAA
Speed: Fast
SOUND
Speaker Quality: Very good
MIDI: Mo
Stereo Qutput; Yes

Performance: 4 channel, 5 octave stereo sound
has to be heard to be believed

HARD FACTS - SOFT SELL

Cartridge Format: EMb ROM
Cartridge Price: N/A
Joystick: 4 way jovpad,
Ports: Cartridge port; maltiplayer part;

maniature sterao headphone jack
SOFTWARE

Existing Software Base: very small
Current Releases: California games is  great
freehie,

Yery good - provided sottware
appears and support increases.
Software Loading:

Prospects:

Almost instant

BUYLINES

Best Buy Price:

Second Hand Availability;
Maintenance:

Az RRP
My
One year'sguarantes

ATARI ST

Maodels: Atari 5205TFM; 5205TE;
10405TE; Mega 5Ts; Stacy
520 and 1040 have
keyboard with buslt-in disk drive;
Mega versions have separate keyboard.
Power Pack includes 5205TFM with light
gun, joystick and £400 of “free” software.
MNew “Discovery” pack includes. similar
value software to Power pack but with an
educational bent.
Memory: 5205TFM and 5205TE 512K;
10405TE 1Mb; Mega 5T 1, 2 or 4Mb;
Stacy 2 or AMb. STE machmes expand
internally to 4Mb.
Processor: Motorola 68000
Recommended Retail Price:
5205TFM £299; 5205TFM (Power Pack)
£399; 5205TFM (Discovery Pack) £TBA:
S20STE TBA; 10408TE £499; Stacy N/A
Contact: Atari 0753 33344

Package:

Excellent as a general purpose hama maching
for games, small business and productivity. i's
the numbar one choice for MIDI musicians
The new baby ST - Stacy - Is tipped by Atari 1o
be the musician’s porlable sihoe it s a com-
plete 2Mb o 4Mb ST with hard disk and mong
maonitar in a small box.

|

|
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GRAPHICS AND SOUND
Resolution: Lo res 320 x 200,
mediam-res 640 1 200; high-res 640 x 400

Palette: STFM 612, STE 4096;
Stacy 2
Colours: Black and white m high-res;

4 colours n medum-res, 16 in low- res.

TV: Yes, Mot Stacy,
Monitor Output: STFM models only,
others through TV modulator
No; Stacy has integral
LCO monitor
Monitor Options: Atari montors SM124 highres
mono; SC1442 med res colowr.

Sprites: 1
Speed: Fast

Monitor Supplied:

Mote: High resclution display is only available
an mangchrome monitor; medum and low res-
olution displays only available on colour mani-
tors or TW¥s. Biter fitted to late STFMs (stan
dard on STE) (improvas the GEM access. |

SOUND
Speaker Quality: Depends on manitar,
WD Yes
Stereo Output: STEanly,
Performance: 3 chamel sound 15 average io

good degending on software. STE features 8 ba
PCM sound but no current software uses it

HARD FACTS - SOFT SELL
Disk Format: 3.5 inch - 720K
Disk Price; £1.20 10 £1 .60
Disk Performance: Relable and fast
Note: Early machines were supplied with a
single-sided disk drive.
Keyboard: 96 keys including 10
function hieys. Has a cheap feel which can be
wnproved with third party springkes
Joystick,/Mouse: 2 Joystick ports are
standard; 2 button mouse s supplied wih
machine, Stacy is supphed with a trackball,
SOFTWARE
Existing Software Base:
budget titles are starting to appear now.
Current Releases: MNaone of the major
software houses ignore the ST so it is well

Very good. A few

servad with plenty of pood software.
Games: Range of arcade tiles i
constantly snproving. Adventures remam thin
but the few available are generally excellent.
Graphics: Very geod with some
excellent software to manspulate them,
Music: Exceflent. Plenty of sound samplars,
editors and MID! software make this the musi
cian'schoice
Prospects. ExceSent. Recent hasdware
wnprovements and price cuts make the ST range
maore compatitive
Software Loading: A hangover from the
orgginal machines is the 360K disk formatl which
means few companies bother 1o supply double-
sided disks. This means large games require wo
or more disks with 8 the tedious diskswapping
this antails.

BUYLINES
Best Buy Price: As RRF. Watch out for
the twice yearly bundles.
Second Hand Availability:
and quite cheap, 5Ts do nat hold their value well
beware very old, smgle-sided machines,
Maintenance: DOne yearsguarantee.
Return to dealer # faulty.

Wery common

PAGES

Package: TBA
Memory: M/A
Processor: 6507 (2600)/6502(7800)

Recommended Retail Price:
V52600 £39.99; VCS7800 £79.99
Contact: Atari 0753 33344

The VCS2600 is a reboxed version of the onigi-
nal MAtari games console which wnlil quite
recently ramainad the best selling homea video
games system of all time The VCSTB00 is a
revamped wersion of the VC52600 with a
{aster processor, slightty better sound and
vastly improved graphics. More recent offer-
ings in the same price bracket hawe |argaly
superceded these machines

GRAPHICS AND SOUND
Resolution: 192 x 160426001
320 % 242 (7800)

Palette: 1612600256 (78001
Colours: 4 (2600116 (7800}
Tv: Yes
Monitor Output: Mo
Monitor Supplied: Mo
Maonitor Options: Mo
Sprites: /A4
Speed: Show
SOUND

Speaker Quality. Depend= on TV
MIDH: Mo
Stereo Output: No
Performance:  Limited to 1 channel on 2600
and two on 7800,

HARD FACTS - SOFT SELL
Joystick: Supplied
Ports: 2 % 9 pin Dior joysticks; TV,
cartrdge port.

SOFTWARE
Existing SoftwareBasa: Small
Current Releases: Rare
Games: A few
Prospects: Unsure in the gkt of new
competition from Nintendo, NEC and handheld
maachines
Software Loading: Instant
BUYLINES

Bast Buy Price: Az RRP.
Second Hand Availability: Rare.
Maintenance: One year'sguaranioe.

COMMODORE 64

Package: Ch4 Light Fantastic pack
includes: CA4 base unit, joystick, 30
glasses and light gun; plus a lot of soft-
ware - some written specifically for the 30
glasses. There is even some “parent-
pleasing” non-wiolent software like a pop
quiz, typing tutar, music editor and art:

package.
Memory: 64K
Processor: 6510
Recommended Retail Price:

Light Fantastic pack £149.99; existing
owners can upgrade to the pack excluding
CE4 for £39.99

Contact: Commodore 0628 B7BEEE

The Commodare B4 k5 an excellant maching
for playing games because even though its

hardware s outdated. programmers  have
tearnt how 1o get the very bes? from il It is not
however, a good machine to keam to progra
mian due 1o a dire version of BASIC,

GRAPHICS AND SOUND

Resolution: 320 x200

Palette: 16

Colours: & M.E. atinbute system places sorme
limstation on the use of colours.

™ fes
Manitor Output: Composite video
Moritor Suppled: No

Manitor Options: C1300M £119.99 mono;
£1901 £249.99 colour; C1084 medum res
colour £349.99,

Sprites: B
Speed: Good for scrolling and sprites, poos of-
anwise,

SOUND
Speaker Quality: depends on monitor, TV

MIDI: Many thirdparty interfaces availabla.
Stereo Output: No
Performance: (Quite sophisticated sounds
are possible thanks to custam sound hardware.
Although sound from BASIC is very hard to pro-
duce, many software packages make good use
of the machine,

HARD FACTS - SOFT SELL

Disk Format: 5.25 inch: 1541 140K formatted:
meore recent 1571 340K formatted.

Disk Price: Around B0p
Disk Parformance: Skow and noisy - Mproves
considerably with 1571

Keyboard: Raised plastic keys with sudible
tactie feedback plus funchion keys. Cursor key
arrangement 15 very awkward,

Joystick /Mouse: Prowision for two standasd
joysticks, Commodore 1350 mouse available,
pliss some third party manufactured models.
Ports: 2 %9 pin [ joystick;
expansion; cassette; non-standard serial; com:
posite viden; TV userporl.

SOFTWARE

Existing Software Base: Still excellent, rvafied
anly by the Spectrum.

Current Releases:  Most biles still converted,
but as with all 8-bit machines, there are an
increasing rumber of more ambiticus 18- titles
which cannat be f_'txll.wcrtL:l:I.

Games: Arcade action second to none.,
Adventures - good selection
Graphics:  Good selection, Quality of graphics

means that programs can be

reasonably sophisticated.

Music: Good range of sound editors, some
samplers, Many MIDI vtiities available
Prospects: Supply will slow eventualy,
but fitles have & loages ife due to portability
foyirom US machines,

Software Loading: Siow as always on cassefte.
Disk loading not as fast as A should be due to
senial drive. Mast software mcorporates faster
Inading routines,

BUYLINES

Best Buy Price:  Very old Chds can be picked
up for 3 song (Stock, Aitken & Waterman?) other-
wise look out for the special packs whach repre-
sent very good value for money.

Second Hand Availability: Commaon, Older
models and C1 28 machines ara rarer though.
Maintenance: One year's guarantee
Return faulty machines to deaser.

COMMODORE AMIGA

Maodels:

Package: AS00 has keyboard and built-

in drive with s eparate PSU; A2000 has:

separate keyboard with builtin (fan assst
ed) PSU. Batman pack consists: AS00
with modulator, joystick and mouse plus
Deluxe Paint I and other entertamment
software. Class Of The 90's pack includes
AS00, modulator, mouse, mouse mal,
MIDI interface, Dr T's music software,
Deluxe Paint i, Superbase Personal,

Amiga LOGO and BBC Emulator,
Memory: AS00 512K; A20001 Mt
Processor: Motorola 68000

Recommended Retail Price:
AS00 £NA; A2000 £1236.25; Batman
Pack £399.99; Ciass Of The 90's pack
£579.99
Contact: 0628 878888
A ztunning specification with cuslom chips 1o
rval almost everything around, the Amiga is
stillthe first choice for the most exigend o
games players and videoprofessionals. Afer
an initially shaky starl the machine continwesto
sell extremely well. & very Sef0US COMPEDo
for theST.

GRAPHICS AND SOUND
Resolution: From 320 x 200 to 640 » 400
{miare possible in softwane)
Palette: 40196
Colours; 2.4,8.16, 32, 64 or 4096
TV: ‘With modulator.
Monitor Output:  SCART +composite video in
monochrome,
Manitor Supplied: Mg
Monitor Dptions: C1084 £349.99
Sprites; 16 m hardware + wlimited BOBS from
soft/Mandware.
Speed: Very fast with goodsoftware
S0UND
Speaker Quality: Depends on monitor
MIDI: Mao. Third party interfaces available
Sterso Output: 2 phono connectors,
Performance: Among the best around.

Custom hardware squeezes 9 octaves of B bi
digital sound into the four channeds.

HARD FACTS - SOFT SELL

Disk Format: 3.5mnch - 837K formatied.
Disk Price: £1.20- £2.00
Disk Performance: Moesy and sluggish,

Third party software is availabie to

Amiga AS00; A20000

improve matters. |

Keyboard: G4 keys. 10 function keys and
separate cursor chester

Joystick,/ Mouse: 2 button mouse suppied
a5 standard

Ports: Two Joystck/mowse; steren audc

external diskdrvelsl; 5232 serial; Centroncs &

parallel printer; SCART RGE/\wdeo; compasite

monochrome wideo; expansion bus linternal oa &
A2000); clock/memory expansion on ASOD oy, |
internal PC expansionan A2000. 3

SOFTWARE

Existing Software Base:  Similas to the 37 -

gaming a slight edge due to greater support for |

Amiga by US software houses..

Current Releases: Major software houses

converting mast filles now - some réquire e

memory.
Games: Something for everyone here,
Graphics: Guality and range is unsurpassed 3

4
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for a home machine,

Music: Meeds better support for MIDI.
Intesnal sound software 15 weill supporied thanks
to IFF standards.

Excedent now the Amiga 300
has gained & firm footing.
Moisy but usually

Prospects:

Software Loading:
refiable. Plagued by wruses,

BUYLINES
Best Buy Price: Oid Amiga 1000s can
b picked up cheaply enough but these lacked
the extra graphics modes of later models. Try to
find & good value pack. Avoid grey imported
Amiga 2000s. Although cheap, they will not e
supparted by Commodore or their official agents,
Second Hand Availability:
commoan, Best buys are late Amiga 500s with

Becommg

HKichstart 1.2 -1.3 can cause problems wih
games and only adds autoboot to hard disks
One years guarantee.

Return faulty machines to dealars

Maintenance:

KONIX MULTI-SYSTEM

Package: Multi-system plus joystick
and Bikers game.

Memory: 256K + 512K expansion.
Processor: 5086 + 12Mhzcustom RISC
clhap

Price: £229
Contact:  Michael Baxter 0273675503

The Konix multi-system locked a winner whan
it was first exclusively unvelled in ACE, For tha
firsl time, a games console has the option of
changing betwsaen a |oyslick yoke, slesrning
wheel and a handle bar
gama being played. There is also a motorsed
chair - {ihe Power Chair, changed from Elec-
tricChasrl) although it remains to be seen if it
can be produced in large enough guantiles to
bring the price down - currently around E350.
The anly bug In the lettuce is the constant
delay in banging the: maching o markst — the
compaetition gets more impressive every day.

GRAPHICS AND SOUND
Resolution: 256 % 200 10 512 x 200
[software programmable)

Paletta: 4086
Colours: 512 available at low resolstons;
16 in hi-res.

™: fias
Monitor Output: Yas
Monitor Supplied: Mo
Monitor Options. Analogue RBG +
sound; composite

Sprites: Mo

Mote: Multi-sysiem uses four hardwarg screen-
ptanes (like Amiga's dual-playlield). The blitter
iz capable of 12 milion piels per second, In
piher words, over 50 frames per second.

Speed: Wery fast
SOUND

Speaker Quality: Depends onTV/monitar,

WD Mo

Stereo Qutput: 3.5mm jack toheadphones

Performance:  Digital Signal Processor could

produce up 1o 40 channels of sampled sound. i
wou want & game as well this drops 1o a 8 chan-
nels (4 [eft, 4 nightl over 9 octaves - superb,

HARD FACTS - SOFT SELL

Disk Format: 3.5 - BEOK {similar tofmigal.
Disk Price: Applies o developers only
Disk Performance; Fast + reliable
Keyboard: 1)

dapanding on he |

Joystick /Mouse: 3 proportional channels
Dult in
Porta: Joystick; Sound 3.5mmjack; 8 pin

[N RGE:; expansion port for hght gun and Power
Char,
SOFTWARE
Existing Software Base:
Current Releases: Last Nina [T Bikers; Mutant
camels 30 Hammerfist: Star Ray.
Al ety to be arcade tifes,
Jetf Mmter (Llamaseft) and Jez San { Arganaut)

Almaost non-existent,

Games:

haye beendinked with the machine so what soft-
wiare eventually appears should be good,
Prospects:
Konix can get something on the shelves before

.\lealcenlng - oidd rmprove if

the Japanese snd Americans take over
BUYLINES
Best Buy Price: s RRF

Second Hand Availability: Mot on sale yet
50 no S/H market,
Maintenance: Expect one year's guaraniea with
normal refen procedures,

NINTENDO

Mintendo Entertamment
System: Standard version;
console, plus game controllers plus 1
pame | Super Mario Brothers); Deluxe ver-
sion - console, game controller, light gun,
ROB Robaot, 2 games.

Recommended Retail Price:
Standard model £99;
Datuxe model £149
Deighton PR 01-836 2973

Package:

Contact:

A reasonable buy il 3 console is what you
want. Interesiing oo, because we may see
more add-ons rom Japan that give o exha
power. However, al tha momant all the soh-

ware is Japanese in orgin and s s nat to |

everyone's taste. it remains o be seen il i will
raceive any third pany support,

GRAPHICS AND SOUND

Resolution: 256 x 240
Palette: 52
Colours: 16
T™v: s
Monitor Output: Mo
Monitor Supplied: Mo
Moniter Options: None
Sprites: MA
Speed: Aparape

SO

Speaker Quality: MN/A
Stereo Output: Mo
Performance: Awerage

HARD FACTS - SOFT SELL
Joystick/Mouse: 2 dedicated controllers
suppbad. (R wireless controllers with S04t range
nioww available for £39.95
SOFTWARE
Existing Software Base;
avalable here, Many more available in Japan but

Around U tithes

hese requing & convertes to rm

Current Releases: Mintendo predict about 2-3

fitles par mornth. |

Prospects: Reasonable. The machings strongest
selling point are extras hie the ROB robot,

Software Loading: Instant
BUYLINES
Best Buy Price: A= REP.

Second Hand Availability:  Rather thinon t

ground,
One year's guarantes
Faulty machines retun 1o dealer

Maintenance:

NINTENDO GAMEBOY

Package: Main unit + 1 game (Tetris)
Memory: B4Kbit (BKbytes)
Processor: Custom B bat
Price: Mot yet released in thelJK.

S price 15 around 589,
Contact: Deighton PR 01-836 2973

Nimtenda weare the lirsi company fo produce a
dedicated console of this fype and now i
Seems evaryone wanls to get in on the act. On
reflection even the Game Boy was akng lima
coming since the techrology employed by the
display s slarting to look old. Ahhough this
means the machine looks like a "Game and
Watch® it has not stopped sales in Japan
bma\',\'m'lg 1he 1 Mdlion harmer.

GRAPHICS AND SOUND

Resolution: A

Colours: 2 imonochrome)

Manitor Supplied: Yes - LCD display s i by
ambeent light.

Sprites: MAR

Speed: Fast for what itis

S0UND

Speaker Quality: Depends on headphones,

Stereo Output: Yes

Performance: Good

HARD FACTS - SOFT SELL
Keyboard: Select ard Start + 2 oplion Buttors

Joystick; Smgle 8 way controller
Ports: Headphore socket; dusbmachme
interface,
SOFTWARE
Existing Software Base: 12 titles available,
Current Releases: R
| Games: Al games software is arcade type

Prospacts; Mot due for UK release unfil at least
September, Game Boy will be hard pressed to
beat the Lynx, although i will be cheapar.

Software Loading: Instant
BUYLINES
Best Buy Price: Only availablethrough g

imports as yet
Second Hand Availability: None,
Maintenance: Waich aut - grey imporiad

machnes rarely have any real warranty.

Muodels: PC Engine, PC Engwne 2
Package: PC Engine = controller and 1 game
Memory: Bk interngl + BK video;
2 - 12BK internal 32K wdeo
Processor: 8 hit custom
Price; NAA US price around 5199)
Contact: Mo official contact as yet n UK

This is one of those machines every ona has
waited for and by the way things are looking,
we will all have 1o keep waiting. In reality the
maching has been available from geey
impaorters for gude some time. If and when he

maching does get an official release it is likely
I the software for the UK version will be incom-

i patible with grey imporied machings.

| GRAPHICS AND SOUND

Resolution: 256 x 218
Palette: 512,2- 1034
Colours; 32 - 16 background and 16 shared by
Sprikes.

™ eg
Maonitar Output: NA
Monitor Supplied: N
Maonitor Options. MNAA
Sprites: 64; 2 - 128
Speed: Wery last considerng
this is an 8 it

SOUND

Speaker Quality: Depends on mondor
MIDI: ]
Stereo Output; Yes
Performance: & channel staren sound 15 very

IMpTEs5e.

HARD FACTS - SOFT SELL

Disk Format: " CD ROM at extra cost.

Disk Price: Mk

Disk Parformance: Superb - the GO ROM adds
a new dimension,

Joystick: Supphed wih dedicated
controler,

SOFTWARE
Existing Software Base: Large
Current Releases: Appearing

constantly in Japan
Games: Arcade coly - but they look very good
Prospects: Very good - if fhe machme
ever appears m the UK officially,
Software Loading: Cartridge 15 instand;

CD wery fast

BUYLINES

Best Buy Price: Only avadable through
ey IMports a5 et

Second Hand Availability: N/

Maintenance: Watch out - grey imported

machines rarely have any real warranty

IBM PC & CLONES

Model: IBM's PC was the first PC to
be accepted in large quantities (not the
first PC) and remains the standard by
which all others arejudged. There are hur
dreds (literaly) of clones and vanations on
the theme includng offerings from
Amstrad, Atar and Commodore. The
specifications here apply to most models
bat check first before you buy. In general,
with PCs you pay for speed - cheap
machines are slow, .
Package: Depends on the
manufacturer although most are supplied
with manitors. They can even be bought in
kit form af no extra saving
Memory: Usually 512K or 640K,
Can be anything from 64K to 1IMb+,
Processor: Intel BOB8,/BOSE in base
machine is sometimes replaced with the
faster NEC W20,/30. Mare expensivé
machines are based on Intel's much faster
286, 3865X, 386 and even the latest
486,

Recommended Retail Price:
Can be picked up for as litthe as £299 for
a “no frills” machine. With top-ofitherange
486 based clones - and the official IEM
versions - the shy's the limit.

Superh value ! you want the ultimate el

rounder, the PC still Datrays 1S busingss on- §
gins. Almost every major software house now §

=
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paet thedr titles to the PC but thesa remain lim-
iled by the constraints of the basic (most com
maon) machings - which means they tend fo be
fimited in sound and graphics. Definitely NOT
firsl choice if entertainmaent is your preferred
use for compuless:

GRAPHICS AND SOUND
The first PCs weren't fitled with graphics as
standard bul mast clones incorporate the nec-
essary hardware and come with a monitor,
There are three main standards:CGA - a nasty
but all too common colour display, EGA about
the fowesi colour display worlh considering,
and Hercules monochrome. To get AmigalST
graphics you must go for at beast VGA which
are ysually only fittled as standasd to more
erpensive machines (Amstrad's PC2086 =
oA excaplion).
Resohstion:  CGA 320 x 200; EGA 640 x 350;
Hercules 720 » 384
Palette: CGA B tin two fined setsh EGA 64; VGA

256

Colowrs: CGA 4; EGA 16: Hercules 2
Manitor Qutput: TTL RGB/RGEI (CGAL;
angiogue RGE (EGA)

Monitor Options: Vast. Many monitors are

vedcated to just one or twe modes - some hgve
amiber, graen or white monochrome displays
check before buying,

Sprites: None
Speed; From very show - BOBS to very fast
B0aBE
SOUND

Speaker Quality: Anything from poor to
downnght diabolical,

MID{: Third part interfaces availatile.
Sterao Output: Na

Performance: Not a matchine for the misically
bertt - an Atari 5T offers more for MIDH, the Amig.
amore for software sound purists,

HARD FACTS - SOFT SELL

Disk Format: 5.25m -180,/36061. 2Mh;

3.5in F20K,1 4400
Disk Price: &0p - £3,00
Disk Performance: Avarage,

Note: Most PC owners also buy hard disks
Especially lor the larger machines since the
floppy disk drive istar too (imiting in terms of
speed, storage and overall performance
Seme PC software reluses 1o work unless you

have a hard disk or second floppy drivie,
Keyboard: Almost as many variations as
there are clones. Go for the AT or extendad AT
layouts rather then the XT layout since it's easier
10 use.
Joystick /Mouse: Neither supplied as standard,
The better clones melude a mouse or at least a
MOUSE port

SOFTWARE

Existing Software Base: Wast!
Current Releases: Al mape software houses
now produce something lor the PC although few
UK companies bother to support WaA — you may
sl have to play with dreadful CGA colours and
rasplution,
Games: Many of the latest games are now baing
comvertad - older tithes will not
Graphics: Given the nght graphics adaptor,
the PC has nice graphics and the software s ysi
ally excedent. On a standard CGA PC the graph-
£5 are very poor no matter how good the soft-
Wre 5,
Music: Pathetic. Even the very best PCs can only
manage a weak bleep unless fitted with a sound
axpansion card.

Prospects: The FC iz the eternal

champaon - a5 others fall by the wayside it carries
on getting faster and hetter all the time. Thes is
aided by Intel constantly improving the machne's
processor and the vast user base demanding
better equipment,

Software Loading: Fast and raliable;
very fast irom hard disk.,

BUYLINES

Best Buy Price: Watch out fer package

deals from large chains and mail order compa-
nses. If you don't know too moch about PCs go
for a name you know.

Second Hand Avallability: Common, bt rarely
much below RRP. 5/H PCs can sometimes b
hadl at office auchons but be careful you do not
get a clapped out monitarkeyboard.
Maintenance:  Usually one vear's guarantes -
but competition has forced the price of mainte-
nance contracts down to an affordabile level, This:
often means they fix the machine insity for free,

Maodels: SAM Coupe
Package: T.HA
Memory: 256K expands to512K

1£39.95)
Processor: Jilog 2808 (BMhz)

Recommended Retail Price:
£172 with cassette; £251 with single disk
system; £329.85 dual disk system;
£89.95 second disk drive.
Miles Gordon Technology
0792 791100

Contact:

MGTs machine started hfe as a low-cost
Spectrum clane bt In response to apparent
markal trends its specilication has changed for
the better, Nevertheless, it shoukd still run the
majoridy of Spectrum 48K softwara bridging the
‘N0 soltware base” rift faced by most new
micres. The price is keen and the specification
good - but with the price of STs dropping ever-
lower only fime will dacide its eventual success
or fallure. Check out the ACE review next
manth

GRAPHICS AND SOUND
Resolution; 325 24; 32 x 192:
256 x192; 512 x 152
Palette: 128
Colours: 16 or 4 depending anscreen resclution.
128 possible insoftware,

T™: s
Monitor Qutput; SCART RGE
Monitor Supplied: Ne
Monitor Options:  Anything suitable for an 5T

or Amiga will do nacely.

Sprites: Mo
Spead: Fast in its class

SOUND

Speaker Quality: Depends on TV/monitor
MIDI: In and out. Thry supported m software,
Stereo Dutput: Yes
Performance: 6 channe! sterseo sound puts the
SAM Coupe at thetop of the tree in terms of & ba
sound performance,

HARD FACTS - SOFT SELL

Disk Format: 3.5in - 720K using new

Catizen ultra-shm drives
Disk Price: £1 50 to £2.00
Disk Performance: Very good,
Keyboard: 72 tull travel keys inchiding

10 function keys. Unusual designplaces the keys
further back than normal.
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Joystick Mousa: Yes5
Ports: UHF PAL; SCART RGH; Mouse;
Lightpen; Lightgun; Cassatte; MDY in and out:
MNetwork 7-pin DIN; 64-pin expansionRS232 and
parallel wa interface.
SOFTWARE

Existing Software Base:
can use many Spectrum titles. 10 magoe software
houses are developing for the Coupe.
Current Releases: Fust release is U5, Gold's

Massive smce it

Stricter

Games: Not mech specific Coupe software avail
atle yet.,

Graphics: Ton early for good software to
appear - the machme can display static Atan 5T
loweres: picturesthough,

Music: The: standard MIDI interface could
be a bonus if developers bother to use i, Just
bk af the ST,

Prospects:  Depend heawly on the machine's

acceptance among the buying public i it sells

well, then mare developers wil sfart to write soft-
warefar it - if not. .

Software Loading: Should be reliable, Tape

Based systems will sbaays be slow,

BUYLINES
Best Buy Price:

As REP +remains in shor
supply.

Second Hand Availability:  St# too early for a
ot of machnes ko be changing hands legally.
One years guarantee, Faulty
mathines retum 1o dealber.

Maintenance:

SPECTRUM
Models: Pliss 2, Plus3
Package:  Keyboard and buildin tape,

plus joystick, light gun and selection of

software; Plus 3 replaces cassette with

disk drive and adds CP/M compatibility,
Memory: 128K
Processor: Zilog 280
Recommended Retail Price:

Plus 2 £139.00; Plus 3£199.00
Contact: Amstrad 0277 228888
The Specirum iz games maching and should
nowadays only aver ba boughl as such. s low
memary capacity and 32 colurmn screen dis-
play make it unsuited 1o business applications
For productivity - graphics' and sound - the
Spectrum lacks the sophistication of s rivals
to maka i uselul for serous projects. Utilities
fair, but serious users will quickly outgrow this
penarally limited maching,

GRAPHICS AND SOUND

Resolution: 256 x192
Palette: 8
Colours: 8. Dnly two colours can be used

within amy one character (8 2 & pael) square.
This limits the graphics potential although this
hasn't stopped some remarkable games

Appeanng,

TV: Yes
Monitor Output: TTL RGB
Monitor Supplied: Mo
Monitor Options: No dedicated monitor is

available but mast low- end RGE monitors should

zuffice,

Sprites: Mone
Speed: Average fo fast for an B b

SOUND

Speaker Quality: A
MIDi: Yes - but uses non-standard socket
Stereo Output: Ma

Performance: 3 channels gme poor sound.
This has never been 2 seling pont and never will
bie, Few software titles attempt much more than

o casual beep,
HARD FACTS - SOFT SELL

Disk Format; 3in-180K formatted an
Beiiltan drave.
Disk Price: £2 50-£3.00

Disk Performance: Generally fast and relizhiz,
Some problems may anse with commercial soft-
ware, however none have shown up as yet.
Keyboard: Al new Spectrums have a hard
plastic keyboard which - although a vast mprove
ment on the original model - stll feeds a bit
“squidgy.”

Joystick /Mouse: Mon-standard joystick
art all modeds hut suitable interfaces are widely
available. Mouse interfaces are availabie but pre
cious wa_lrIIes use them

SOFTARE
Existing Software Base; Vast
Current Releases:  Very common - Spectrum

wersions are almost always the first 8 bit wersson
o appear. Even impossible conversions like
Zarch have been performed (albeit with majos
surgery on the graphics and sound),
A huge number of arcade titles exist
ranging from brilant to abysmal. There isalse a
wide range of home-brew adventures thanks to
the Quill

Graphics: Far salection some of which manage
to squeeze far better performance from the
maching than many would have dared magine,
Music: A couple of MIDI imtertaces are available,
plus Cheetah Specdrum drsm synthesizer
Prospects:it must die eventually but sbil showing
signs of life thanks fo a healthy Software market,
Software Loading:
take ages; disk improves matters.

Games:

Cassette games stil

BUYLINES

Best Buy Price: Oider Spectrums can be
got second-hand very cheaply but the keyhoards
tend to suffer. if you are prepared to risk the very
old machine make sure you get the 48K models
the 16K machine is completely useless for
today's software. Better go for a newer model
Second Hand Availabiity: MNurmerous.
Maintenance: Amstrad badged Spectruims
have a year's guarantee - take the maching back
to the dealer, Other models are now ot of war-
ranty.

SEGA MASTER SYSTEM

Package: Console using cartridge or
smart card plus game controller and
lgame (Hang On).

Recommended Retail Price:
£79.95; £99.95 (+lightgun); £129.95 (+
light gun and 3D glasses).
Virgin Mastertronic
01-727 8070

Contact:

Japanase software base is nol as good as Nin-
lendo's but what counts i how many titkes
reach ou rshores. Mastertronic have given
good support to the machine so the prospects
look good. The only problem (s that the
maching is gettng a littie long-in-he-taath

GRAPHICS AND SOUND

Resolution: 256 x 192

Palette: &4

Colours: 16

TV: Yes
Monitor: No

11
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SOLND
Speaker Quality: Depends on TV
Performance: 3 chamnels give good

sound effects on most games

HARD FACTS - SOFT SELL
Joystick:
Existing Software Base:
Current Releases:
Gamaes:

Game controfier supplied
Very good
Showing dowm
All arcade
Prospects: Continuerd suppart ensured, but néw

machines on the horizon

Software Loading: Instant

BUYLINES

Best Buy Price: s REF

Second Hand Availability: N
| Maintenance: One years guarantee

Fautty machines refurn to dealer

Machine: Megadrve
Package: Megadrive plus controfier

and one game.
Memory: 74K main + 4K wdeo

SEGA MEGADRIVE

Processor: 68000 + 2808
Price: "Expected” to be under £200

when it finallyappears
Contact: Virgin Mastertronic 01-727

&070

The culting edge in the conscle market - at
least tha one we will be able o buy this year.
Although the Megadrive is siill not officially
avallable, grey imporiars are faughing all the
way 1o the bank. All will cease whan Virgin
Mastarironic star importing the official UK ver
sion. If you wait, your machena will ran the new
software - if not, you may find the soltware wel

drying up vy quickly

GRAPHICS AND SOUND

Resolution: 320 x 224
Palette: 512
Colours: od
: fes

Manitor: Mo
Sprites: 80
Speed: WViry fast

SOUND

Speaker Quality: A&
MIDI: Mo

| et i

LT ———— RS I

E:ADDREss-

Stereo Output: Yes
Performance:

produced by 4 custom FM chep and soundsfan

12 channd steren sound i5

fasic

HARD FACTS - SOFT SELL
Joystick: supphed with dedwated
controlier
SOFTWARE
Existing Software Base: Vary few tities
Current Releases: NAR

Games: Al arcade - can you tell the dfference
{roem the Coin-op orgmal
| Prospects: The processang muscle of

this maching wirtually guarantees it resounding
success. Even thoug

ed what there 15, 15

1 the soffware base is limi-

nad. Release date shouldbe

around Easter 1950
Softwara Loading: nstant
BUYLINES

Best Buy Price: Only availabée

through grey imports &s yel
g

Second Hand Availability: N

Maintenance: Watch out - gray

imported machines rarely have any real warranty, |

PRIZE CROSSWORD
APRIL '90

CLUES ACROSS
5. Game played by Rod and
| in Bono's house (8)
6. Basic instructions, pe
rhaps (4)
7. Person striking joker’s
enemy in game (6)
9. A few bits — sounds like a
bit? (6)
10. Intends to change
names. (5)
11, Wired up in a strange
way. (5)
14. CIA is cracking the code
(5)
15. Nonsense about old boy
being an android. (5)
17. The French female gets
caught in a senile game. (8)
18. Doctor gets a satellite
receiver — it's fashionable. (8)
19. One with branches in
every street. (4)
20. Rex notes characters for
a game. (8)

CLUES DOWN
1. Ocean traveller's game (7)
2. Indication that top

MNOTES ON LISTINGS:

All prices are correct at time of going
to press — but shop around and try for
special deals, especially with bundied
or peripherals
nrites’ refers to software
sprites and is really only included for
speciahst interest: most madern pro-
grammers use software sprite rou
tinas.

Many machines are available wia
grey imports’ = units mdividually
imported by retalers. These machines
ought to be avaided since you may
experience warranty problems or
even, with some of the latest con-
soles, software loading problems
when the machine 15 finally officially
released in the UK. This is because
Japanese companies frequently engt
neer deliberate incompatibilities
betwean machines supplied to differ-
ent territories

Softw

game’s in the wrong. (4)

3. One is about to go ahead
with game. (7)

4. Solid state of stars. (5)
6. Unusually nice boy Dr.
Hewson produces. (9')

8. Mental picture of a soft-
ware house. (9)

12. Traipse around for a
computer game.

13. Addictive game for a
marksman. (7)

16. Rolls Royce layabout
lounge lizard appears with.
(3)

18. Team playing friend. (4)

Completed crosswords
should be sent to:

April '90 Crossword
ACE Magazine,
30-32 Farringdon Lane,
LONDON.

EC1R 3AU.

To arrive not later than 4th
April 1990,
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THE ACE
STOCK MARKET

EVERY MONTH ACE PRINTS ITS OWN GAMES CHARTS. UNLIKE OTHER CHARTS, THEY'RE BASED ON REVIEW MARKS
AND NOT ON SALES...SO YOU CAN USE THEM AS A RELIABLE GUIDE TO WHICH GAMES TO BUY. NOT ONLY THAT,

BUT IF YOU CAN PREDICT NEXT MONTH'S ENTRIES YOU CAN WIN SOME GREAT PRIZES.

c or blimey! You're getting good at this!
Last month, several people got very
close to getting all the entries right -
AND in the right order, Check out the prize win-
ners for round two on page 120,

One small point for entrants to round four:
the closing date for that round was incorrectly

printed as 27th March 1990 (that's the closing

date for THIS month's round) so we'll do the
usual: put all entries into a hat and pick out
seven winners at random. Sorry about that,
everyone, but it's the fairest way of dealing
with the situation. Everything's back to normal
this month and we'll take especial care to see it
doesn't happen again, Make sure you get your
entries for this month in on time...

NOW IT'S EVEN EASIER TO WIN!

You now only need to fill in your predictions for
the top three entries in each chart and you don't
even have to get them all nght t 2

of winming. The entry form is on p. 118, latest

winners an . 120

THE COMPANY COUNTER

FTL, which has been basking in some ecsiatic reviews for Chaos Strikes Back,
has managed lo hold its own near the top of the Company Counter,whife, Micro
Style Is still riding high on the acclaim
recelved forStunt Car Racer. System 3's
high placing comes from a very small num-

ber of highly favourable reviews. T h e
Company Counter is based on publishers’
performance according to how well received

their titles are by reviewers in all the UK'scomputer magazines. Tha column
headed ‘Rating’ is a rating based on actual review scores recelved during the
previous month.'+/~" indicates whether this rating has gone up or down from the

previous month.

The Share Price tells you how well a company is doing relative to ftspast
performances. Here, ‘100 is the ‘base’ amount: if a company sprice is over 100,

THIS MONTH’S SOFTWARE INDEX RATING:

71.58

up with the goods.

the firm's reviews are improving; anything under 100, and this month's batch
just aren’l up lo previous standards. 100 is also the initial share price given fo all

newcomers fo the CompanyCounter;
these ‘new entries’ are marked with
an asterisk (*). In order to earn &
Share Price, companies must be
releasing games and getting them
reviewed In the magazines. No releas-

85, no reviews, and we'll dock 10 points from their Share Price until they come

Finally, there's the lndex figure. Tha average score for all games reviewed

this month is printed below; each publisher's index figure shows how well its

games have done compared to the average mark. This month's average mark of
70.33 is the lowest yet in what is often a quiet time of year for games releases.

Rating +/- Shares Index | Thalion 7108 nia 100* 0.76 | Exocet 33 na 100* -37.33
Micro Style 96 +18.17 12335 2567 | Accolade fal +1.79 10259 067 | Alernative nia 45.06 na
System 3 93.5 nia 112.99 23.17 | Encore 7086 #1396 12453 0.53 | Beau Jolly nia 75 nia
FTL 93 +0.17 100.18 22.67 Tilus 70.42 41036 117.25 0.08 Bethesda n‘a 70 nia
Innerprise 92 +11.33 11404 21.67 | Logotron 7025 +65 1102 <008 | Byte back nia 64.37 nia
Thalamus BE.S n'a 10244 1617 | SSIUS Gold 69.56 -1.77 97.52 077 | CDS nia 45.5 na
PSS/Mirrorsoft 843 n'a 158.06 13.97 | Infogrames 69.49 +225 103.35 0.84 | Cinemaware nia T4.14 n'a
Palace B4 nia 100 13.67 | Edge 6925 4506 107.88 <108 | CP Software nia b ] n'a
ARC B24 +23.9 140.85 12.07 Lericlels/US Gold 68.5 n'a 100* -1.83 Digital Int'n na 75.6 n'a
Microprose B1LTS  +342 10437 11.42 Arironic 68 nla 127.7 -2.33 Digitek na 55 n'a
Anco 815 +10.83 11532 117 Players Premler 67.88 +634 1103 -2.45 Dinamic n'a 106.72 n'a
Delphina/Palace B1 -B.5 80.5 1067 | Domark 67.75 -3.68 9483 -2.58 | Dynamix n'a B6.5 nia
Rainbird B0.7 +687 1081 1037 Actionware 67.5 nia 100* -2.83 Epyx/US Gold n'a 59 na
Goliath Games  78.67 na 100* 8.34 Carteon Time 66.5 nia 100* -3.83 Gainstar na B1.87 nia
Electronic Arts 79.54 -0.88 985 8.2 Activision 6589 -7.94 8926 -4.34 Hil Squad na 68.96 n'a
Ocean T9.5 -1.57 B8.06 917 Grandsiam 65.61 1.4 8829 -4.72 Image Works nia 79.53 na
Virgin T8AT #3201 10527 7.84 | Empire 6536 -1589 BO.44 -4.87 | Infocom nia 5821 nia
Mindscape 77.75 4585 108.14 7.42 | Microlllusions 64.5 na 81.23 583 | Kiex nia 48 nia
Sierra On-Line  77.42 -4.08 9499 7.08 Masterironic 6229 -501 9256 -B.04 Level 9 nia 79 n'a
OriginMindscape 77.33  -20.17 79.31 7 | Code Masters 62 613 9 -8.33 | Magic Byles nia 50 n'a
Leisure Genlus 7675  +11.75 118.08 6.42 Payclapse 6167 -1392 B1.58 -8.66 | Movagen na 70 n'a
Addictive 76.5 +5.3 107.44 6.17 New Line 60.5 na 100° -9.83 Players n'a 51 nla
Gremiin 7625 +403 10558 592 Linel 60 na 100* -10.33 | Psygnosis n'a 57 nia
Firebird 76  nochange 100 5.67 Elite 5917 616 90.57 -11.16 | RAD nia 91.82 nia
Smash 16 76 +1 116.92 5.67 Readysoft 58.7 -8.05 8794 -11.63 | Reline nia 905 nia
UbiSoft 7483 +0.29 100.39 4.6 16 Blitz 5736 -6.97 8817 1297 Screen 7 n'a 65 nia
Digital Magic 73 nia 100* 267 | Tynesoft 55.2 7.1 B85S 1513 | Shades (G'Slam) nia 70 nia
US Gold 7267 <406 84T 234 | Image Tech 55 na 100° <1533 | Starbyte n'a 46.87 nia
Arcana 72 na 100 167 | Hewson 5413 -10.41 83.87 -16.2 | Sublogle nia 60 na
Blade T2 -12.75 B4.96 1.67 Impressions 4575 nia 109.58 -24.58 | Wicked n'a 555 na
Rainbow Arts 7188 -43 84.36 1.55 Pandora 4433  -39.17 53.09 =26
Tomahawk .5 na 100* 117 Act'l Screenshots 3667 -9.08 8015 -33.66
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Club Privileges membership £5.00

+ Bi-monthly Buyer's Guide each with details of 40 games.

= Membership Gard, Release Schedule and a folder for the Buyer's Guides.
= Fast despatch of stock items. Most lines in stock.

= Games sent individually by 15t class post. Most fit through your letter box.
+ 7-day hotline, until Bpm weekdays, 10 to 5.30 Saturdays, 11 to 5 Sundays.

= Written confirmation of order (with receipt)

« instant refunds on request if there is a delay.

« No commitment ., no obligation to buy anything and no “minimum purchase™

We're miles cheaper than slsewhera, Below are a selection of offers at prices
you might not believe. You can buy games at the same time as joining - of join
now and select from our full catalogue. All items advertised are only for sale fo
members and are subject to availability.

Nate: Upgrade to Official Secrets is offered to members of Special Reserva.

a0 POOL 1540 1549  FIENOSH FREDS BsG TOP FUN 7. l’dQ
APB 1268 12899 FIFTH GEAR 15
AFTERBURNER ... Bd4B  FIRE BRIGADE (1 M&(...
ALTERED BEAST . .. 1590 1200 FIRSTCONTACT ..o,
AMERICAN ICE HOCKEY 1540  FERST WORD PLUS .., BELGA

LIARALIT 1445 1449  FISH! (WSCROLLS) 1309 1399
ARTHUR [INFOCOM) 15959 FLIGHT SIMULATOR 2 2548 F549
BAAL ... % 683 659 FLYING SHARK rmerany .69
BAD COMPANY 15<19 1268 FOOTHALL MANAGER 2 443 @44
BALLISTIX 659 FM2 EXPANSION KIT . ; 600 609
BALLYHOO -'INFDGCIMI s 16 49 8.5 FUN SCHOOL 2 2-6) 1249 1249
BARBARLAN 2 [PALACE) 1843 1543  FUN SCHOOL 2 [6-8) 1249 1249
BARDS TALE 1 k] Te8  FUN SCHOOL 2 [8+) 1248 1249
BARDS TALE 2 1642 FUTURE WARS ... S..18.48 1649
BATMAN CAPED CRUSADER . 989  GALDAEGON'S DOMAIN 1243 1248
HATMAN THE MOVIE 1583 1593  GATOD [SUBMARINE Sk 749
BATTLE OF ALSTERLITE 16439 16548 GAUNTLET 2 I 1648 1348
BATTLE SOUADRON ........ 1508 €:HJS1HU$1 FF?‘? ? 1589 1509
HATTLECHESS i 1649 1643 GHOULS N GH 1648 1348
BATTLEHAWKS 1342 1645 1548 GOLD RUSH ISIEHH!- A L1640 164D
BATTLETECH [INFOCOM).... 16458 1648 GRAND PRIX CIRCUIT L 16.48
HEACH VOLLEY 1580 1200  GRAVITY 16,49 16.48
BEYOND DARK CASTLE 999 GREG NOAMAMN'S ULTIMATE GOLF 16.90 1690
BEYOND ZORK (INFOCOM] .98  GRIDIRON (LS FOOTHALL) .. 1548 15.48
BLADE WARRIOR e 1588 1588 GUILD OF THIEVES rwbcmu Sy..1389 1299
BLOOD MONEY A448 1448 GLNSHIP L1588 1549
BLOODWYCH i 1540 1548 HARDODRIVING T ae 1298
BLOODWYCH DATA DISK ... 099 009 HARLEY DAVIDSON L1549
BOMBER 1845 1649 HELLFIRE ATTACK 249
BRIDGE PLAYER 2150 GALACTICA |E48  HEWSON PREMIER VOL1 NN ° 1 -
BLUGGY BOY et 89% B39 HILLSFAR {55)) : 1748 1740
[, UL,m (30 ARIMATION) 3148 HIT DISKS VOLUME 2

1545 1345  (LEATHEANECKS, MAJSOR MOTION,

QAPTMN BLOGD ........ 84T TIME BANDIT, TRNGLEWOOD) 840 1340
CARRIEA COMMAMD ... . 798 HITCH HIKERS BUIDE (INEGEEM) =98
CHAMBERS OF SHAOLIN 1455 1249  HOLLYWOOD HIINK I'NFDCOM'I 1945 999
CHAMP (LISA] FOOTHALL 495 439 HOMDARVF 780 ... L1548 1548
CHAOS STRIKES BACK . HOSTAGES T4 T4
CHASE H.OH HOUND OF SHADOW 1595 1699
CHESSMASTER 2000 HYBRIS. ... 740
CHROMO GUEST 3 HYPERFORGE & ARTIFICIAL DREAMS 798 789
COLLOSUS CHESS o MCAEDIBLE SHRINKING SPHERE ¥ A9
COMFLICT EUROPE INDUANA JONES ACTION ... 1188 1349
COMTINENTAL CIRCUS. it INCANA JONES ADVENTIIRE B8 1ESS
n;,oﬂnupnor. IMSCROLLS) 13089 1383  INFESTATION 1495 1499
CUTTHROAT 1645 INFIDEL {INFOCOM) i 164p 959
CYBERBALL ... 1209 1259 INGRIDS BACK (LEVELS) . 798 7og
DAMOCLES ... 1549 1548  INTERNATIONAL KARATE » B.45
DAY OF THE VIPER 1649 1645  INTERPHASE 1598 158
DEADLINE [INFOCOM] 643 IRON LOAD 1688 15.89
DEFENDER OF THE CROWN B42 843 (T CAME FROM THE DESERAT (| MEG] 18.43
DEJA Wil pie 7 500 LCFTD DATA DISK (1 MEG) 10.49
DEJA VU 2 E 1548 JACK MICKLAUS GOLF . 16.42
DELUXE MUSIC CONSTR SET 4647 JEWELS OF DARKNESS [LEVEL 9) .. .69
DELLIXE PAINT il .. 5149 JINXTER {MESCROLLS) 1368 139
DEMONS WINTER [551) 1749 1745  JOURNEY (INFOCOM) 1888
DOUBLE DRAGON 2 1349 13,45 KAMPFGRUPPE (S51) . 19.99
DAAGON NINA ¥ L...849  B93  KAATING GRAND PRIX 4.49
DRAGON'S LAIR (1 MEG) I8 45 KEEF THE THIEF s 16.00
DAAGONS BREATH 3 1668 1890  KICK OFF 1289 1299
DRAGONS OF FLAME [S5i) L1743 1748  KICK OFF EXPANSION DISK 749 T4
DRAKKHEMN 1699 1695  KIND WORDS 2.0 (W/PROCESSOR) 29.99
DAY ING FORCE 16,43 1685 KNG OF CHICAGO .49
DUNGEON MASTER i 1548 Ki CAIEST 1,24 3 (SIERAA) . 2148 2249
DUMGEQN MASTER (1 MEG) 15.49 KRGS QUEST 2 (SIERFAA) 65 699
DUMGEON MASTER EDITOR 748 745 KINGS QUEST 4 (SIEARA) i A
DYMAMITE DUK H 1559 1345  KMIGHT ORC (LEVEL 9} ... s 5.99
EDDIE EDWARDS SLIPER SKI -] B4  KMIGHTFORCH 1445
ELIMINATCR 545  WAMSTAL ... 999 1748
ELIMINATOR |1.2 AMIGAS OMLY) 544 KULT SETEE 788 799
ELITE .....1543 1540 LANCASTER 13.4%
ELVIRA - MISTRESS OF THE OARK 1948 18458  LANCELOT ILEVEL 9 1348 1340
EMCHANTER \'INFD«,DM 18,43 LASER SOLIAD 23 12499
ENOLON ... oo et 499  LEADEFBOARD BIROIE 1648 1345
EYE OF HORLIS 1595 1689 LEATHER GOODESSES (INFOCOM) 295
Fti QCDME,q: PILOT 1599 1599 LEATHERMNECKS 2 5.99
F1& F L 1BA49 1543 LEGEND OF THE SWORD 846
Fi5 F.ALLON MISSION DISK 888 B89 LEISURE SUIT LARAY 1 [SIERRA| .. 1890 119G
F29 AETALIATOR 1509 1559  LEISUAE SUIT LARRY 2 (SIEAAA| .. 2143  11.90
FEDERATION OF FHEE TRADEAS ..19.48 1948  LIGHT FOACE (R-TYPE, VOYAGER
FERAARI FORMULA 1 16.49 1649 BID-CHALLEMGE, IK+) 1558 1599

It's expensive not to join

AMIGA ST

LIFE AMD DEATH 1545
LIVERPOOL ... e 1198 1198
LOMEARD RAC RALLY . 1495 1498
LORDS OF THE AISING SUN

LURKING HORROR {BFOCOM) 1988 899
MAGNLIM 4 -:DCIMPII.AT@NI. ... 1888 1899
MANHUNTER NEW YORK (SIERRA} 1845 18489
MANHUNTER SAM FRANCISGO
MANIAT MANSION |

MATRR MARALIDERS

MAWIS BEAGON TEAGHES TYPING
MEMNACE ......

MICKEY MOLISE

MIGROPROSE SO0

MIDWINTER

MILLENILIM 2 2

MINDG FOREVER WOYAGING

MINI DFFICE PRO' COMMS

MINI OFFICE PAOY PRO GRAPHICS 17.48
MINI OFFECE PACY SPREADSHEET 17 4G
MOON { i 1900 1640
NEURDMANCER ... 16,98
MEVER MIND 1248 1245
NEW FEALAND STORY 1599 1299
NIGEL MAMNSELL'S GRAND PRIX 4,00 4.90
NIMIA WARRIDAS 1643 1299
NORTH AND SOUTH 1043 1045
O 6.80
OiL IMPERILIM 1643 1645
OMEGA 17.48
OMEGA (DDUBLE SHIED DRIVE) 17 43
CMNI-PLAY BASKETBALL 15.49
Cidmil-PLAY HORSE AACING 1543
ONSLAJGJ-H 1548 1549
e 15898 1558
opsmrlun THUNDERBOLT 1695 12899
OUTLANDS 1245 1249
F4T THUNDERBOLT ... 1640 16.49
PACLAND fiaiid 743 564
PACMANIA L]
PANDOAA 549
PAPERBCY 1 12.89

299
PASSING SHOT TENNIS) 2199
PAWHN [MSCROLLS) 1399
PEASOMNAL NIGHTMARE . 1809 18.09
PHANTASIE 3 (851 t 17.48
PHOBLA 12,489
PHOTON PAINT o B8

Annual Membership costs £22 (UK)
including
Myth by Magnetic Scrolls
Gnome Ranger by Leval &
6 issues of Confidential
Adventure Helpline and

Special Reserve membership

Please write for full details or enter
£22 as the membership fee
instead of the normal ES fee for
Special Reserve. Or upgrade later
for £17. You may reguest a
surprise alternative instead of
Gnome Ranger.

Myth is exclusive to members of
Official Secrels and is not
available in the shops.

PIRATES 1588 1598
PLANET BUSTERS 1548 1545
PLAMETFALL e S,V ]
PLAYER MANAGER e 1288 1290
POLICE QUEST 1 [SIEARA) ISE 1595
POLICE QUEST 2 (SIERRA} 16.45
POCL OF RADMANCE (S8I) ...........17.48 1748
POSLLOUS 1648 1648
POPULOUS PROMESED LANDS T.ee &
POWE 1590 15889
PUMWERDROME e 16,45

PRO TENNIS TOUR 1545 16549

PROTEXT WORD PROCESSOR ... 6499 4789
PUBLISHERS CHOICE DTP 1 MEG) 5599

PURPLE SATUAM DAY 749 749
QUEST FOR THE TIMEBERD 1688 16.08
CUESTRON 2 (551 APt 748 1749
A-TYPE G i 7.49
RALLY CROSS CHALLENGE ........1209 12.80
REAL GHOSTBUSTERS . ................7.49 7.49
RED LIGHTMING [S51) 1959 19.99
RED STOAM RISING 9 1649 1649
RICK DANGEROLS..... SRR | T

AMIGA

ROBOCOS

ROCKNAOUL ..
ROCKET RANGER

AUSNING MAN

SARGON 3 CHESS

SCAPEGHOST (LEVEL &)
SCAABBALE DE LUXE

508 ACTIVISION]

SH)('JT EM UP f‘ms‘l’l'-'l i
SIDEWINDER

FILICON DREAMS: (LEVEL 9} ..
SILEWORM

SIM CITY

SKYCHASE . 595 748
C;OHCEF!EH 'INFOCGM' 16.49
2748 274D
EW«CE H-\I'lr-l ER 2 3 1240 1248
SPACE OQUEST 1 LSI[RHM s 1649 1E45
SPACE QUEST 2 (SIERAA} 1249 1645
SPACE QUEST 3 (SIERRA)} 2149 1048
SPEEDRALL rerice rbeer O .K: ]
SPELL BOOK 4.6 YEARS) 1349 1349
SRELL BOOK [7+ YEARS) .. 1349 1348
SPELLBREAKER [INFOGCOM) . L] 9.89
ST ADVENTURE (‘HFATDF: 2.9
STAR BLAZE 1648 1649
STAR COMMAND [S51) 1998 1889
STAR WARS TRILOGY 1598 15499
STARCAUSS (INFOUOM) 1845 1645
STARFLIGHT 16.98
STARGLIDER 549 (1)
STARAGLIDER 2 B89 635
STATIONFALL (INFOCOM) 888
STEVE DAVIS SNOOKER ... .. 1248 1248
STCAMLORD 1855 15498
STOS (GAMES CREATOR] 17.45
STRIDER i 1686 13148
ETAYX et 1240 1248
STUNT CAR AAGER 1595 1595
SUPER HANG ON BA%
SUPER LEAGUE SOCCER ..........1549 1548
SUPER WONDERBOY 1598 124959
SUSPENDED (INFOCOM) ... 1648
SWITCHBLADE RERTR R | 1: T F
SWORD OF SQD\AN i 845
FWORDS OF TWILIGHT 1649
TEENAGE QUEEN ... .................. BA&D A.49
TETRES....... hiy 4 45 5.49
THE LoserHm_ 1645 1299
THINGS TO DO WITH NUMBERS 1340 1349
THENGS TO DO WITH WORDS,...... 13456 13.49
THREE STOOGES (CINEMAWARE] 639
THUNDERBIRDS 745 749
TIME . — E
TIME & MAGIK (LEVEL ) 13,43 1349
TIME BANDIT 549
TIMESDF LORE RO | T
MEWORKS DESK TOP PUBLISHER 7459
Tum-r-r OF BABEL 1643 16.40
TRACKEA ... . .. hd8
TRIAD VOLT ............. et o45
TRUAD VOLZ [MENACE, BAAL, TETRIS) 1485  14.54
TRRMATY (INFOCOM| ... 16.49
TRIVIAL PURSUIT ........... 1289 845
TURBQ CLFP B4R
TURBC GUP (WITH CAR) 7.45
TURBC OUTHALM . AR T I R
TV SPOATS BASKETBALL veinnne HELA
TVSPDHlb"C'OrBNLIU SA) ngs 09
LULTIMA 5 . PR T : |
UNINVITED ..o 1040 599
UNTOUCHABLES LLiRas 1288
VETTE (CORVETTE] 1B 40
VIR .- 1240 5049
WIXEM 4 45 4,49
VOYAGER 040 5.0
WAR IN MIDDLE EARTH .............1548 15449
WATEALDD 1048 10.43
WAYNE GRETZKY HOGKEY 1589 1599
WHIRLIGIG 5.90
WFRAMED FIO(“H AABRIT | i ME{".; B4a
WIGKED .98
WILD STHEETS lgig 15.90
mMNNGE—H ||m-ﬁ-c.tm, 19,59 9.9%
WITNE&:S (INFOTOM) 1940 1640
PE— X ]
!ENOM['JF!F‘H s 1548 1549
KENOM i, MEGABLAST 1543 1545
ZOMBIE E 4 12.98
FORK 1 (INFOCOM) ... .99
ZORK 2 [INFOSOM 9.98
ZORK TRILOGY (INFODOM) vast 19.9%
ZORK ZERD (INFOCOM) ... T

SONY 35" 69

INNEVITABLY, SOME OF THE ABOVE GAMES MAY NOT YET BE RELEASED. ALL GAMES ARE DESPATCHED AS SOON AS POSSIBLE.
SALES LINE 0279 600204. F‘LEASE MNOTE THAT THERE IS A SURCHARGE OF 50P PER GAME FOR ORDERS PLACED BY TELEPHONE.

Order Earm . . Existing members please include your membership number [
Special Reserve membership £5 UK, £6 EEC or £7 World |£

Order Farm MNon-members .pleasa add the membership fee

= ]
£

f' Name — Item
i Address
) - Itern
Post Code Phone No. Item
Computer “5.25""3.5""3. U"f'TAPE

Payable to: Special Reserve or Official Secrets L

TOTAL [¢

P.O. Box 847, Harlow, CM21 9PH

Special Aesarve and Official Secrats are trading names of Inter-Mediates Lid.
Reg. Office: 2 South Block, The Maltings, SEWFIQ?GWUHH Heris CM21 9PG
Registered in England Number 2054713, VAT reg, no, 424 8532 51

Credit card expiry date

“CHEQUE"POSTAL ORDER"ACCESS/VISA
tIncluding Connect, Mastercard and Eurocarnd)
* Dwelate where applicable

T

Overseas orders must be paid by credit card
Pricas include UK Postage and Packing
EEC orders please add T0p per item
Waorld orders please add £1,.50 per item

R e




PINK PAGES

118 THE

THE ACE STOCKMARKET ENTRY FORM Rouno

T T e i e s ma A R S

NAME:..

AODRESS v cvinnicieruvise sumimssssentnn samsasnpuseas -

My prediction for next manth's top three
games on the Spectrum is:

My prediction for next month's top three
entries in the Company Counter |s:

: S R R S e o e
i R R R e S Poonsenansnrrsibiletiiiisin ey ssaaie i
- e RS AR Tt R

My prediction for next month's top three
games on the Amstrad CPC is:

My prediction for next month's top three
game on the Commodore 64 is:

Post thes form or & photocopy
to ACE Stockmarket, Priory
Court, 30-32 Farringdon
Lane, ECIR 3AL. Ciosing
date 27th March 1990.,

My prediction for next month's top three
games on the Atari ST is:

My prediction for next month's top three
games on the PC is:

o T O N0 U TR O el | (L e

B e B s e

T et e e e i L AT P 5 .. A0 o L
Rules:

My prediction for next month's top three

ki Al enfries must be receved by the thosing
games on the Amiga is:

date for ths round of March 27th1990,

No employees of EMAP, or of any comparny

L mvohved in the producton, distributson, oF sae
of ACE Magarne are ekgible for entry.

e e i Only one entry per household.
The decision of the judges is final and corme

T I e L T B spondence cannot be entered nlo.

THE MACHINE COUNTER

AMIGA RATINGS

Stunt Car Racer
It Came From the Desert

Micro Style 805
Cinamaware 88.57

Space Quest Il Siarra On-Line 87.75
Battle Squadran Innerprise B6.34
Dragon's Breath Palace a4

Stunt Car Racer and Desert have been around for
several months now, but as Micro Style and Cine-
maware stagger their format releases, reviewers
cominue to be amazed by them.

COMMODORE 64 RATINGS

Dragon Wars Electronic Arts  86.75

Ghouls'n'Ghosts Us Gold 76.88
Blue Angels Accolade 67.25
Dan Dare IIf Wirgin 67.17
Toobin' Domark 66.75

It's no secrel that many software houses are hav-
ing difficulties finding lop notch Commodore 84
programmers these days and these marks bear
this out. C84 ratings have been dropping since we

began the Stock Market — come on, programmers,

AMSTRAD CPC RATINGS

Chase HQ Ocean BE.75
Dan Dare I Virgin B4.5
Wild Streets Titus 72
Knight Forge Tilus [k
Turbo Cutrun US Gold 61

Better late than never, Chase HQ has found gen-
aral favour, and the Z80 version of Dan Dare Il
(see Spectrum, below) is obviously the one to go
for.

PC-COMPATIBLE RATINGS

Conflict 16 Blitz 86.5
Pro Tannis Tour UbiSoft 8533
Indianapolis 500 Electronic Arts 84,59
Austerlitz PSS/Mirrorscft  77.6
European Space Simulator Tomahawk 74

In the {admittedly short) history of the Stock Mar-
ket, the quantity of PC titles has been rising steadi-
ly - and, until this month, the quality was consis-
tantly high as well. This month, we see a clear split
between the top three and the rest.

SPECTRUM RATINGS

Dan Dare 11 Virgin 8917
Operation Thunderbolt Ocean 79.38
Turbo Qutrun US Gold 77
Leisure Genius Compnd'm Leisure Genius 66
Moonwalker US Gold 61.5

No question where Specirurm owners should be
placing their arders this Easter. Dan Dare /il has
cleaned up all the awards, leaving everything else
as an also-ran

ATARI ST RATINGS

Chaos Sirikes Back FTL 82.92
Tower of Babel Rainbird BE6.25
Future Wars Delphine/Palace 85
Morth and South Infogrames B35
Untouchables Ocean %]

While currant B-bit games are generally geiiing a
lukewarm receplion at present, 68000-based titles
are keeping the standards high, although with an
unchanged top three from last month, the markel
isn't exactly flooded with new releases.

give buyers the convarsions they deserve.

THE 16-BIT COUNTER

Midwinter Rainbird PC, 5T 94.75
Chaos Strikes Back FTL ST 92.92
Stunt Car Racer Micro Style Amiga 90.5
it Came From the Desert Cinemawara  Amiga 88.57
Space Quest Il Sierra On-Line Amiga 87.75
Battle Squadron Innerprise Amiga 8634
Tower of Babel Rainbird ST B6.25
Future Wars Delphine/Palace ST a5
Lost Patrol Ocean Am, ST B5.17
Indianapolis 500 Elactranic Arts  PC B4.59

Bubbling under: Pro Tennis Tour (UbiSoft) on Am, PC, Austertitz (PSS/Mir-
rorsoff) on Am, PG, The Untouchablas {(Ocean) on Am, ST,

Look out for Midwinter in the machine-specific counters next month.
Everyone is raving about the graphics and gameplay in Mike Singleton's lat-
est effort.

THE 8-BIT COUNTER

Dragon Wars Electronic Arts  CB4 BB.75
Buggy Boy Encora Ca4, CPC, Sp B6
Dan Dare 1l Virgin C&4, CPC, Sp B0.28
Ghouls'n'Ghosts Us Gold Ch4 76.88
Operation Thunderbolt Ocean C&4, Sp 75.19

Leisure Genius Compend'm Leisure Genius C&4, CFC, Sp 72.87

Dusel: Tast Drive i Accolade Ce4, CPC, Sp 71.33
Elven Warrior Players Premier CPC, Sp 70.75
Chase HQ Cicean Ce4, CPC 6988
Turbo Outrun US Gold CPC, Sp 69

Bubbling under: Sailing (Mastertronic) on C&4, Sp, Blue Angels {Accolade) on
C&d4, and Toobin' {Domark)

Some games date very quickly; some still look fresh and exciting two
years after their original release. Buggy Boy, now from Encore al 62.99, is a
casa in point - and now at an irresistible price.

Pl
G
Titl
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AMIGA Spacials
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SEGA HARDWARE A iy
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[Matter Syt » Softwarn
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FRagd Fiem Liewt ... 508 Loedhs of tre Reng Bun

41 SOUTH STREET, LEIGHTON BUZZARD, BEDS, LU7 8NT TEL: 0525 377974 FAX: 0525 852278

= . s g = == Please make cheques
ORDER FORM ViSA DATE: s & PO payable to

Turbosolft
; : INAME: ......... . N
Please supply me with the following for | Qirdirs indit 45 pikiane

Titles e S e s T T s £5 p&p FREE in UK.

i — Elsewhere please add £1.50
[ per item.

[ N.B. Please state clearly
mode of computer &

[ also cassette or disc

. ' ' ACE APRIL 90 when Orduring




120 THE PINK PAGES

RIS oI FOR THE GREATEST DEALS
ON HARDWARE, SOFTWARE & PERIPHERALS

5,__., BTV 3T e P e

veryone's getting much better this, you know. In round one,

hardly anyone got anywhere close to picking forecasting the

names that would appear the following month, let alone which
order they would appear in. This month, however, not only did people
frequently pinpoint as many as four entries in a section, but R.5. Eadie
of Wedmore even managed to get four entries for the Spectrum chart
in their correct places! Just one more right and he would have hit the
jackpot with £150 worth of software. As it is, he is one of our six prize
winners this month.

Other winners include R.P.Maxfield of Rotherham, who managed to
pinpoint the top three entries in the Amiga chart in their correct order.
People with long memories may recall that the closing date for this
round was wrongly printed, so that it ws possible to fill in your forms
AFTER the next issue had appeared, therefore getting all the answers
right! As it was, both RPM and CE got their entries in before the next
issue appeared. All other entries, regardless of when they were
received, were given an equal chance of winning through random selec-
tion from the traditional hat.

GMEX Munchester
15 -18 March 1990

The winners of round two were: I

FOR FULL DETAILS OF THIS 4 DAY

e (B EXTRAVAGANZA, SEE PAGE 132

R.S. Eadie, Wedmore
SAVE £1

James Verdier, Welwyn
Darren Garbutt, Leeds

. on admission - simply
. Cresci, Clapton P .
i Y N© cut and bring along this
Each entrant wins £25 of software for their machine. Prize winners advertisement when you visit!
please contact us if you have any special preferences. S S —

ATARI 5205T

Ao e e e e e e e i e o e Wk kA

COMMODORE AMIGA AS00
MONSTER PACK

whkhkdhkEkk kR ke ko kk Euromax Arcade

*%  FREEN With All Atari Computers  * % yar LE10 Prinda r Pra ional
ok H'p";EIEPnlm_ Hyper Draw, Boroding *% Commodore Amiga AS00, Mouse i i Ic("su'lvb a i Etrgm:: Fd}g:‘;g:jl 5
ok OMNLY WHILE STOCKS LAST L3 Workbench 1.3, Warkbench Exiras i Prps ol Euromax Pratessinal S000
- * K ok
Ex 3 i Vary Firsl Tutorkal Dk bl WHILST STOCKS LAST Piegen Euramax Elle Pistol Grip
s e e e e e e e ok ok o e o o e ek e Owmers Handbook,Basic Handbook _*‘_*****'**********w*“ Euromax Liltimate
TV Modular Mouse Mat, b Chestah 125+
NEW" POWER PACK Word Processsor, Paint Package :: Star LG saur Prinfes :: E'hwnlén g‘!du lb
Music Package, Title Game, Disk Storage Box - i ! bk Koﬁzlds uc.;m "
_hoids B0 descs, Ten Blank Disks, Vinyd Dust e WHILST 5TOCKS LAST ok Konix Sguuiu :g Auto Fire
Cover, Commodore Bag, F18 Interceptor, Bat- WAk kA Konix Mavigator Auto Fire £11.98
man the Mowvie, N_Z. Slory, Microswilch Joyshol Panasomc KXP108Y £1069.85 Cruiser Black ... 5 £10.95
OHLY Panasomc KXP1ED Cruiser Clear £10.95
£399.95 Paragonic KXP1124 Erw Sar Hh::clltu::lwrud riﬁ!’ gg
Including VAT, Dabwery and Ply ,.‘ rystal - k1 UL
Hur'yplfrr--ted S';ucchI this F'd.csl bt 4 Crystal Grean.. 10
. Cilizan H:’JP 45 £353 65 Cr'_r's1a_l Chear .. £12.45
Siar LC10V24 £2%9.95 Cr:.'51a_l Red .ﬂ.l_,lu- Fira £12.45
ALl PRNTIR PIMCES INCLUOE DONWECTING LEADR Crystal Grean Auto Fire £12.45
NEW' THE MCI'-'IE PACK Crystal Clear Auto Fire . E13.95

MONITORS

i 1 Workbench Extras, Very First Tutorial Disk NGINE SOFTWARE TO CLEAR

it s edssasisz a2 22 223
Owners Handbook, Basic Handbeok, TV Modu ok Phis CMBAYY " q
lator, Mouse Mat, PLUSH Deluxe Paint 2, F18 ok i o ';;‘"”I"':
CONTAINS ALL ITEMS IN PACK A Interceptor, New Zealand Story, Batman S ALY £259.95 o Morts Ploadiar
Viryl Co n.szﬁJ Disk Cleane ONLY ek INCLUDING LEAD bbd Deap Blue ...,
O o £369.95 R E g ST gy T TR T 3 Drunken Masier
Inchuding VAT, Dedvery and Plug, At SM124 E130485 Fantasy Zona ..

Five Player .ﬁdap"lu-r

DISC DRIVES Joystick ...
C A
NEW! T”E MOVIE + PAGH. Cumana CSA354 Tmib ST £02.65 ATARI VCS2600 CARTRIDGES
VLS A Cumana CAX354 1mb AM TR .05
1.3, WOI'HI:IE"\"‘\I E:il' s, Vary Flrsl Tulona.l l" gk Mai Canta Amiga 1mib o

Daonkeay Kong
Carnnval
Rivar Raid 2

Crwners Handbook, Basic Handbook, TV Medu
fator, Mouse Mat, PLUSH Deluxe Paint 2, F18

CONTAINS ALL ITEMS IN PACK A Interceptor, Mew Zealand Story, Batman, Kaystone Gapers
PLUS I PLUS!! Ten Blank Discs, Disk Storage Box Amiga Mouse £29 98 Crossl
A Phidips CMEATI Colour Moniios Holds BO disks, Microswitch Joystick, Vinyl Twin Jaystich Lead £5.95 Valleyball
h Gonnacting Lasd Caver, Mausa Mal £4.95 Double Dragon
OHLY “riip Amiga TV Modulahar £14.95
£509.95 ONLY
PLUS FREEN Our Supert Starter Path as £389.95 VINYL DUST

datmled in Pack A Abave Incduding VAT, Delivery and Plug

Milenium 2.2 £8.95 .. 895

Amiga ASOD £5.95
Atan S205TFM £5.95 Puftys Saga’ £6.95 —
Aran 10405 TFM £5.95 Caomuption, £6.95... —
ATARI 5205T with 1mb DRIVE MLWIE MO"I" £ Pﬁ“ Phiips CMES33 Eigs Eish i T £6.95, s 0_5

s, owners manual, Ranarma Commaodona 108475 urning Man i 7.9
sourceboak and tutarial, UK Basic 'Fu!nﬁ.rlnﬂ diske ’h‘-"""*‘ PLUE’” AP CWH33 olm..r Srereo Star LG £4.05 Thunderbirds — e BT.85
OMLY Monitor with erﬁucl-ﬁn Lead Star LC240 £4.95 Flying Shark” LERGE o —
TITRA5 £556.95 Catgan 1200 £4.95 Plaica Cues. — e £0.55
PLUS FREE!! Ouw Super Sianer Pack as dutaied n Mo TV Modulator inthis Pack Panasonic KXF1081 £4.95 Marhuries — e £ 85
Pack A Above Commodara B0 £5.96 * Mot Afan STE
A H P 0
da VAT & d 5 VISA
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SOMETIMES YOU KNOW YOU'VE GOT TO FACE UP TO THE TRUTH. YOUR SOFTWARE COLLECTION IS GETTING YOU
DOWN, YOUR DOG'S SICK, YOUR FRIENDS ARE CONVINCED IT WAS YOU THAT LOST THE WINNING POOLS COUPON,
YOUR MOTHER HAS DECIDED YOU NEED TO CHANGE YOUR IMAGE, AND YOUR GIRLFRIEND (OR BOYFRIEND) HAS JUST
BECOME A MISSIONARY...THERE'S ONLY ONE THING FOR IT...GO OUT AND GET A NEW GAME. AND TO MAKE SURE YOU
REALLY SEE THE BRIGHT SIDE, HERE'S A LIST OF GAMES YOU'VE JUST GOT TO ADD TO YOUR COLLECTION.

ARCADE
STYLE

Including coin-op conversions. Games with a high fun factor
and plenty of addictive action feature in this category.

ARKANOID
Imagine @ Spectrum
£7.95cs @ C64 £8.95¢s
£12.95dk @ Amstrad
£8.95cs £14.95dk @
AMari XL/XE £8.95cs @
Atari ST £14.95dk @
MSX £8.95cs @ [BM PC
£19.95dk

Conversion from

Arkanoid the coinop, in
its turn the best version
of the classic Breakout.
Simple in concept: the
player controls a bat at
the base of the screen,
whizzing it left and right.
The object is to keep a
small ball in play, bounc-
ng it off the bat to
destroy formations of
bricks in the top half of
the screen. Elimmate all
the bricks and move on to
the next of 33 screens.
Clever extra features con-
tribute to the addictive-
ness. As a faithful com-op
conversion, Arkanoid
comes out top, but for a
different slant on the
same theme and some
nifty music, try ASL's
Impact, which also builds
up the difficulty levels

maore gradually.
+ ACE CLASSIC

BOUNDER
Gremlin Graphics e Spec-
| trum £7.95¢s @ C64
| £9.95cs £12.95dk @
Amstrad £8.95¢s
£13.95adk

A great arcade bounce
em-up, and very addictive
too. You guide a ball as it
bounces from one plat-
form to another, high
above the vertically
strolling landscape. Land
on marked squares and
you can stay aloft longer
or pain a mystery bonus.
Fill in a gap or hit one of
the game's many nasbes,
however, and you'll lose a
ife. Bonus bouncing sec-
tions at the end of each
level help vary the pace,
and those tough gaps
really keep you coming
back for more, Bright,
witty graphics, great
music — and it's 50

playable,
* ACE CLASSIC

BUBBLE BOB-
BLE

Firebird @ Spectrum
£7.95cs w Cb4 £8.95cs
£12.95dk @ Amstrad
£8.95¢cs £14.95dk @
Atar ST £19.95dk

Playability 15 the essence
of this two-player coin-op
conversion. You and a
friend play bubble-blowing:
dinosaurs, travelling
through 100 maze-and-
platform screens, fighting
off the bullies’ by encap-
sulating them in your bub-
bles to turn them into
juicy fruit. More firepower
and various bonuses
await as you reach the
maore difficult later
screens. Enormously
good fun, if a fittle on the
cutesy side. Can also be
played as one player
against the computer,

+ ACE RATED 958

CONQUEROR
Superior @ Archimedes
£24.95dk (Amiga and 5T
versions under develop-
ment)

Drive around in your very
own tank! Blast the enemy
in close combat and plan
your strategy for the cam-
paign. This is a tricky
game fo get to grips with,
but if you persevere you'll
find you soon become
mesmenised by the thing.
If you ain’t got a IMb
Archie though - forget it!

[ * ACE RATED 921

ELIMINATOR
Hewson @ Spectrum
£7.99cs £12.99%k @
Co4 £9.99cs £14.99dk
® Amstrad £9,99cs

| £14.99dk @ Atani ST

£19.99dk @ Amiga
£19.99dk

Graphically wonderful
roadway blast-em-up by
John Phillips, which will
twist your joystick inside-
out, It even have you
driving on the ceiling.
Though it's tough to get
to grips with at first, the
addiction level’s so great
you'll keep coming back
for more.

* ACE RATED 9204

EXOLON

Hewson @ Spectrum
£7.95cs @ Cbd £8.95¢s
£12.950k @ Amstrad
£B8.95cs £14.95ak

Graphically superb hor-
zontally scroling shoot
em-up in which you run,
duck and jump your way
aglong a planet’s surface
blasting away at alien
defences. A gun and a
missile launcher are used
to blast the foes, but if
things are still too tough
then you can grab an

exoskeleton for extra pro-

tection and fire power.
+ ACE CLASSIC

NEW
ZEALAND
STORY

Ocean @ Spectrum
£8.95¢s, C64 £9.95¢s,
Amstrad £9.95¢s, 5T
£19.99, Amiga £24.99

Although pipped at the
post in a head to head
with Rainbow Islands, New
Zealand Story is not a
game to be ruled out, It is
immense fun to play, pro-
vides lots of varied action
across many levels. Defi-
nitely worth checking out.
+ ACE RATED B75

0lDS
Mirrorsoft @ Atari ST
£19,99dk

A magnificent Thrustish
blast. The Oids are relying
on you to save them, but
the Biocretes aren't going
to let them go without
throwing missies, rockets
and a number of other
weapons at you. Included
with the program is an
edit facility that allows
you to design your own
planetaids — great stuff!

+* ACE RATED 969

PITSTOP 2
Epyn/US Gold @ Available
only on Epyx Epics compé
lation @ C64 £9.95¢cs
£14.95dk @ IBM PC
£29.95dk

{m compilation with Win-
ter Games and Summer
Games 2]

Thriling racing game
where the screen is split
into two and you can race
the computer or a friend.
Lots of different Grand
Prix circuits, tyre blow-
outs and of course the all-
important pitstops guar-
antee to give you hand
cramp and your brain a
real racing treat.

+ ACE CLASSIC

POWER-
DROME

Electronic Arts e Atari ST
£24,95dk

This superb arcade-style
futuristic driving simula-
tion will have you
enthralied for months to
come, It may not be terr:
bly easy to get straight
mto but it's well worth
persevering with. You'll be

playing this for months.
« ACE RATED 925

PURPLE SAT-
URN DAY

Exxos @ Atari ST
£24.95dk @ Amiga

£24.95

A terrific mix of games
that delivers punch beth
audio and visual. The con
sistentty good gameplay
ensures you'll enjoy play-
ing each sub-game time
and again. It's a little
tricky to get the hang off,
but master it and you'll be

pleased you persevered.
+ ACE RATED 912

RAINBOW
ISLANDS
Firebird, Spectrum
£9.95¢s £14.95dk, Ce4
£9.99¢s 514,99k,
Amstrad £9.99cs
£14.99dk, ST £24.99,
Amiga £24.99

The sequel to Bubble Bob-
ble is nothing short of fan-
tastic. The graphics and
sound are superb, as is
the gameplay.

One of the best (and
cutest arcade conver-
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sions of the year that
should not be missed.
+ ACE RATED 934

RVF
Microstyle, ST £24.99,
Amiga £29.59

RVF offers a near endiess
supply of fast paced bike
achion as you race your
Honda RVF. Attention to
detal is paid out all along
the route with your rider
giving the bike a push
start after a crash.

An excellent mix of
arcade and simulation.

+# ACE RATED 915

SPIDERTRON-
ic

Ere International @ Atan
ST £19.95dk

Guide your spider-like
character around the
game area, collecting
coloured panels in the
cofrect order, The built-in
construction set means
you'll be knocking out
your awn levels till the

cows come home.
+ ACE RATED 903

SUMMER
GAMES
Epyx/US Gold @ Co4
£9.95 ¢s £14.95dk @
IBM PC £29.95dk

Epyx sporting simulations
are of high qualty but
none have guite captured
the playability and style of
the original Summer
Games and its immediate
SUCCEessSOr, Summer
Games 2. One to six play-
ers can take part in high
jumip, gymnastics, spnng-
board diving, clay pigeon
shooting, swimming, pole
vault - and others — with
lovely large graphics and
smooth ammation
throughout. Control of
your athiete can be com-
plex so prachice is recom-

mended.
* ACE CLASSIC

SUPER
SPRINT

Electric Dreams ® Cb4
£9.99cs £14.99dk
Amstrad £9, 99cs Spec-
trum £9.99¢s @ Alan 5T
£19.99dk

One of the better coinop
conversions currently
avatlable, With up to three
players all competing at
once, the action is fast

and furious and it will take
a finely-tuned car to come
plete some of the more
tortuous circuits that

appear later in the game.
+ ACE RATED 907

THRUST

Firebird @ Spectrum
£1.99cs @ C64 £1.99¢s
® Amstrad £1.99¢cs

Territyingly sensitive con-
trals and a large helping
of reaHife physics make
this budget title an abso-
lute must, Flying down
through the caverns of an
enemy-held planet, you
have to pick up fuel and
destroy hostile gun tur-
rets without crashing into
the tunnel walls, Tough
enough as it is, but then
you've got to make the
return journey with a
heavy load slung under
your craft. Very mean,

very addictive,
* ACE CLASSIC

URIDIUM

Hewson @ Spectrum
£8.95¢cs @ CH4 £9.95¢s
£1295dk @ BBC
£9.95¢s £14.95dk

The piece de resistance
of scrolling shoot-em-ups:
blast the dreadnought and
attacking ships while
dodging around any large
structures. Great metallic-
looking dreadnoughts and
the smoothest scroling
you'll ever see put this
head and shoulders above
the apposition. A game
not to be missed, espe-
cially now that Ce4 ver-
signs come packaged
with the excelient

| Paradroid.

ACE CLASSIC

ZARCH /
VIRUS

Superior Software @
Archimedes £19.95dk @
Fireturd (16 and B-bit ver-
sons) Amiga £19.95dk

& Atari ST £19.95dk @
Some B-bit versions under
development

A sohd three dimensional
shoot-em-up with such
graphic perfection and
timelessly addictive game-
play that it became an
instant classic. Now the
16-bit versions have
arrived and they're just as
good as the 32-bit ver-
sions,

+ ACE RATED 981

ADVENTURES

After a brief surge of RPG_related
popularity, the traditional text-entry
adventure is rapidly disappearing.
But for those of you who savour the
powers of the imagination, the ver-
bal twist, and the thrill of encounter-
ing other characters, this game
genre still has much to recommend
it. Here are some of the all-time

great computer fantasies...

BEYOND
ZORK
Infocom/Actvision @ CB4
£19.99dk @ PC £24.99dk
® Amiga £24.99dk @ Atari
ST £24.99dk

Infocom’'s attempt to mus
cle in on the rolepiayng
market is a great success.
Locate the fabulous
Coconut of Guendor in a
game that combines the
wit and ingenuity of one of
the world's most original
software companies with
state-of-the-art parsing and
gameplay. Text-only, but
with an on-screen mapping
faciity.

« ACE RATED 902

CORRUPTION
Rainbird @ Atari ST
£24.95dk @ Amiga
£24.95dk @ PC £24 95dk
® Spectrum £15.95dk @
CE4 £17.95dk @ Amstrad
6128 £19.95dk

This tale of insider deal
ings, infidedity and crooked
business deals is unfikely
to appeal to adventurers
who prefer to wander
through vast dungeon net-
works seeking treasure.
But for those who are fed
up with traditional adven-
turing, it's like a breath of
fresh air, Superb graphics,
great atmosphere and a
naikbiting plot makes this a
terrific game that grips
fraom the start.

+ ACE RATED 920

FISH

Magnetic Scrolls @ PC
£24.99dk Amiga

£24 994k

Mare gameplay than Cor
ruption, better game
design than Jineter, and
not as quirky as The
Pawn. This is definitely

MS's best release since
Guild Of Thieves. Good

stuff indeed.
* ACE RATED

GUILD OF
THIEVES

Rainbird @ C64 £19.95dk
® Spectrum £15,95dk e
Amstrad 6128 £19.95dk
® Amiga £24.95dk @ Atari
5T £24 954k @ PC
£24.95dk

One of Britain's newer
adventure software houses
~ Magnetic Scralls - man-
aged to produce a trade
tional treasure hunt with
superb graphics and some
very tricky puzzles. Power-
ful parser helps ta create
a comvincing game world
with hurmour and imagina-
tion.

* ACE CLASSIC

INGRID'S
BACK

Level 9 @ Atari 5T
£19.95dk

A great follow-up to
Grome Ranger. Level 8
have really got to grips
with the use of characters
in their games and how to
program them wery effec-
tively.

* ACE RATED 320

JEWELS OF
DARKNESS
Rainbird @ C64 £14.95cs
® Spectrum 128 £14 95¢s
® Amstrad £14,95¢s
£19.95dk @ PC £19.95dk
® Amiga £19.95dk @ Atari
ST £19.950dk

Level 9 have put together
three of their classic
releases, Colossal Adven-
ture, Dungeon Adventure
and Adventure Quest in

one bundle. The games
have been updated with
graphics and larger vocab-
vlaries and are as close to
the original spirit of adven-
furing as you're ikely to
find.

* ACE CLASSIC

LURKING
HORROR
Infocom/Mediagenic @
CB4 £19.990k @ ST
£24.99 | Amiga £24.99 @
PC £24.599

Infacom's tribute to H.P.
Lovecraft and the horror-
fantasy genre sends you
into & cold sweat as you
discover something very
nasty lurking beneath your
college labaratory. Superb
text-only game that defies

you to play it after dark...
+ ACE CLASSIC

TIME AND
MAGIK

Mandarn @ Spectrum
£14.95cs £14 95dk @
Ch4 £14.95¢s £14.95dk
® Amstrad £14.95¢s

£14.95dk » Atari 5T
£19.989dk @ Amiga
£19.99dk @ PC £19.99dk

This compilation of the
Level 9 games, Lords OF
Time, Red Moon and The
Price Of Magik have been
revamped with better
parsing, bigger vocabular-
ies and pictures added.
Superb value if you don't
already own them.

* ACE RATED 818

ZORK ZERO
Infocom Versions due out
about now. Watch this
space for price info.
Highly enjoyable with a
variety of challenges that
make for instant addic-
tion. A bit more character
jnteraction would have
made this a real
humdinger, but even so it
remains oni of the best

games of the year so far.
+ ACE RATED

PUZZLES

If you're after a game that will pro”
vide you with a real challenge,
without necessarily requiring large
doses of strategic thinking, then
it's a puzzle game you want.

BONE-
CRUNCHER
Superior Software @ C64
£9.95¢511.95dk @ Amiga
£14.95

At first sight this recent
release may appear to be
mothing more than a boul
derdash rip-off. However
there are a number of
innovative gameplay fea-
tures which gve
Bonecruncher a feel all of
its own. Highly recom-
mended for those who pre-
fer to solve problems
rather than shoot them,

+ ACE RATED 948 -
AMIGA

BOULDERDASH
Prism Leisure Corporaton
® Spectrum £2.95cs @
C6d4 £2 9%¢cs @ Amstrad
£2.9%s

A game that has dvery-
thing — instant addiction,
long-term challenge, fre-

netic exciternent as the
clock ticks down and
extremely tricky puzzles.
You must collect jewels
hidden in caverns, digging
away earth and boulders
to get tat them. Boulders
can drop and cause you
serious damage, while the
jewels are often hidden by
seemingly impenetrable
walls, Complex but great
fun. Boulderdash is a clas-
sic you can't afford to
miss in its budget incama-
tion.

# ACE CLASSIC

DEFLEKTOR
Grembin/Vortex & Chd
£9.99cs @ Spectrum
£7.99cs @ ST £19.95dk

(ptics are the arder of the
day here [not the spirit dis-
pensers) as the player
tries to conhect a laser
beam to a receiver and at
the same time destroy a
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number of cells that are
on screen as well, You'll
need to make full use of
the mirrars, fibre-optic
conduits and polansing
and refracting blocks if
you're o achieve your
aim. Clear the first screen
and you'll only have 59
more to do. Fascinating
stuff that's horribly addic-
tive

# ACE RATED 906 —
ST

NEBULUS
Hewson @ Cb4 £9.90¢s
£14.99 dke Atari 5T
£14.99 dk

Guide pogo fo the top of
eight towers using the spi-
ral of platforms, Kfts and
ledges that form the
route. It's a highly onginal
game that strikes a fine
balance between frustra-
tion and addiction, added
to which is the rotary
scroll, thus making it a
pootHooking, playable
winner of a game.

* ACE RATED 943 -
C64

SENTINEL

Firebird @ Spectrum £9.95
cs ® C64 £9.95¢s
£14.95dk @ Amstrad
£9.95¢s £14.95 dk @
Atan ST £19.95dk @
Amiga £19.9%dk

Bizarre and compelling
strategy game played
over the chequered sur-
face of a planet dominat-
ed by the Senbnel. Funda-
mentally you have to
absorb energy while trying
to stop the Sentinel from
absorbang yours. A clean
brain and fast trigger fin-
ger are both necessary in
this very onginal and large
- 10,000 possible land-
scapes - game.

* ACE RATED 963 -
AMIGA

SKULL
DIGGERY
MNexuse Atari ST £19.95

Bowderdash clone that
completely outdoes the
original on this particular
machine, Again (see Boul
derdash above) you're dig-
ging for diamonds in cav-
erns over a hundred differ-
ent screens - with a time
limit for each screen.
Skulldiggery scores on
playability (easier screens
to begin with and a choice
of starting point) and its
entertaining two-plaver

l ophon.

+ ACE RATED 9198 - 5T
SPORE

Bulldog @ C64 £1.99%cs @
Amstrad £1.99¢cs @ Spec-
trum £1.99¢s

The winning combination
of strategy, frenzied blast-
ing and great graphics
make Spore a worthy full-
priced release - what a
bargain then to be able to

pick it up for £1.99!
+ ACE RATED 919 -
Ce4

TETRIS

Mirrorsoft @ Spectrum
£8.99 cs @ CH4 £B.99¢s
£12.99dk @ Amstrad
£899cs £12.99dk®
Atari ST £19.95dk »
Ariga £19.9%dk e 1BM
PC £19.9%9dk

A fascinating geometrical
oddity, this Russian puz-
#ler tums the obscure
mathematical topic of
packing into a cult game.
One at a time, shapes fall
downwards into a rectan-
gular playing area. Left to
their own devices they'll
pile up until they reach the
top of the screen; your
task is to guide them
down and pack them tight-
Iy so that doesn't happen.
Ditferent versions have
proved to be rather var-
able in their arcade
aspects, but the brilliantly
simple idea behind them
means they're well worth
a look whatever your
machine.

+ ACE RATED 959 -
C64

THINK!

Firebird @ Co4 £]1.99¢cs @
Amstrad £1.99cs @ Spec-
trum £1.99%¢s

Onginally released by Ano-
lasoft at full price, but now
avallable for a fraction of
that from Firebird, It's a
horribly addictve game
played on a 6x6 grid -
either one or two player -
in which you attempt to
connect four counters,
horizontally, vertically or
diagonally.

# ACE CLASSIC

XOR

Logotron @ BBC £9.95¢cs
£12.85dk @ Amstrad
£9.95¢s5 £14.95dke
Spectrum £7.95¢cs

Extremaly tricky maze
game invohang the player

controling two shields, and
collecting masks through 15
mazes, which increase in
complexty as you progress.
Also in later stages, fish and
chickens ke in watt, often
blocking the masks and just
waitng to fall on you and

bring your quest to a prema-
ture end. Later still, things
hat up as bombs, trans
porters and dolls conspire
against you, Smooth
scrolling, simple graphics,
this one requires planning fo
complete successfully.

SPECIALS

Original

works that are simply

unclassifiable feature in this sec”

tion.

ATF

Digital Integration @ Co4
£8.95c5 £12.950k @
Amstrad £8.95¢cs
£12.95dke Spectrum
£8.95¢cs £13.95dk

Excefient combat,/Hhght
simulator that's a bit of a
change for Digital Integra-
tion, the simulation spe-
cialist. The emphasis is on
solid action, the result
being a sure-fire hit.

* ACE RATED 956 -
SPECTRUM

DARK SIDE
Incentive @ C64 £9.95¢s
£14.95dk @ Amstrad
£9.95¢cs £14 95dke
Spectrum £9.95¢s
£14.950dk

The second game using
the Freescape program-
ming system, which sets
mare of an arcade chak

lenge. The 30 graphics

are again superb as are

the tasks and puzzies.

* ACE RATED 915 -
AMSTRAD

ELITE

Firebird @ C64 £14.95¢cs
£17.95dk @ Amstrad
£12.95¢cs £14.95dke
Spectrum £14.95cs @
BBC £13.95cs £14.95dk
{avarable from Superior
software)

Stil the best space trading
game, Elite set a standard
for other companies to fol
law. One of the first space
games to use vector
graphics, it's a shooting
and trading effort set
across several galaxies,
with plenty of vanety to
the game play. You can
frade legal goods in (rela-
trvely) safe systems, or
run the gauntiet of pirates
in the galawes' danger
spots with your hold full of
contraband. Either way

there's a nice line in zero-G
dogfightng, and as big a
task as you'll find any-
where,

+ ACE CLASSIC

INCREDIBLE
SHRINKING
SPHERE

Electric Dreams » C64
£8.99cs5 £14.99%dk @
Amstrad £9.99¢s
£14.99dk @ Spectrum
£9.99cs £14.99dk @ Atari
5T £19.99dk @ Amiga
£24 99dk

A manic maze world where
mass, size and nertia
combing to provide wicked
gameplay. Tricky puzzles
and endless nasty obsta-
ches will have you rolling
around in delight.

* ACE RATED 923 -
CE4

M1 TANK PLA-
TOON

Microprose & PC
£39.99dk

This is a welcome break
from flight-sims that
boasts enough detail to
keep even the most com-
pulsive nitpicker happy,
and at the same time has
a breadth of challenge and
combat scenarios that
should satisfy the most
ardent gamester. A winner,
* ACE RATED 926

MAGNETRON-
Firebird @ CH4 £8.95¢s
£12.95dk @ Spectrum
£8.95cs £12.95dk

Puzzles and action Steve
Turner style. Save the
world by dismanting eight
satellites. Steal parts from
enemy drowds to upgrade
your own droid and hopeful-
ly make your job a little eas-
ier. The ideal game for
Quazatron fans looking for
a simaar, new challenge.

-
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* ACE RATED 904 -
SPECTRUM

QUEDEX
Thalamus & C64 £9.95¢cs
£14.95dk

In this impressively chalk
lenging game you must
steer a metalic ball
through ten different
screens of mazes, bonus-
es and obstacles, all within
a set time fimit. This simple
game concept has a host
of added features to make
it particularly pleasing: you
can carry over unused time
to the next screen, for
example, and tackle the di-
ferent screens or ‘planes’
in any order you wish,
Excellent graphics and

utterly absorbing play.
* ACE RATED 934 -
Ce4

SPINDIZZY
Electric Dreams & Ch4
£9.95¢cs £14.95dk »
Spectrum £9.95cs »
Amstrad £9.95¢s £14.95
sk

Tremendous stuff, steer
WOUr Spinning top ower
tough obstacles and col
lect jewels, aganst a
fiendish time limit. The
game landscape is a vast
system of catwalks,
ramps, towers and trampo-
lings surrounded by lethal
drops - and NO safety rails.
Floor switches actvate lifts
and bridge traps, but trip-
ping them in the right order
can be harder than it looks,
A few bad guys and a lot of
nice touches, but the
explorations the thing.

* ACE CLASSIC

STARGLIDER
]

Rainbird @ Atari ST
£24.950k ® Amiga
£24,990k

One of the finest examples
of a game using vector
graphics to their full advan-
tage, gets the sohd 30
treatment and comes out
looking every bit & winner.
You've got a large task to
complete and there's plen-
ty of Egron’s to destray,
making thes combination of
blasting and exploration
that stands head above the

competition.
* ACE RATED 927 - ST

STAR TREK V
Mindscape @ PC £34.99dk
@ MAC £34.%9dk

This 15 easily the best inter- I
pretation of Star Trek yet.
The gameplay provides
absorbeng and challenging
hours of fun. A must for
Trekkies and an entertain-
ing space strategy /simula:
tor for everyone else,

* ACE RATED 930

TAU CETVY
ACADEMY

CRL e Cb4 £9.95cs

£14 95dk @ Amstrad
£9.95cs £14.95dk @
Spectrum £9.95cs » Atari
ST £19.99dk @ Amiga
£19.95

Flight simulator/shoot ‘'em
up and its sequel which are
both ncredibly smooth and
well put together. The
attention to detad is impec-
cable as you set off on f
hairraising missions as a |
space cadet. In Academy
you get to design your own
space skimmer craft as
well,

* ACE CLASSIC
TOTAL
ECLIPSE

Incentve @ C64 £9.95cs
£12.95dk @ Amstrad
£9.95¢cs £12.95dk @ Spec-
trum £9.95cs £14.95dk

The third game using the
Freescape system is a bit
of a departure from the
first two, but it's still an
increditde game, In total
eclipse you're battiing |
agamst time back in the |
1930's trying to prevent

the moon exploding. For
arcade adventurers who |
love puzzies, the |
Fresscape system is a pod-
send.

* ACE RATED 807 -
AMSTRAD

WIZBALL

OCEAN ® C64 £8.95¢s
£14.950k ® Amstrad
£8.95cs 512.95dk ® Spec-
trum £8.95¢s £14.95dk

Become Wizball and con-
quer the ‘colour creatures’
which are intent on eliminat-
ing the spectrum and ren-
denng the landscape grey
and drab. One of the most
playable games around,
despite the sample sce-
nano.

ACE Classic
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Role-playing games have exerted
an enormous influence on modern
game-styles. They combine the
atmosphere of text adventures with
the action of arcade games and the
brain exercise of strategy — but
their graphical presentatio tends to
be weaker than other game genres.
Gameplay centres around develop-
ing characters by raising their
experience and skill levels in con-
flict with other, computer-controlled
nasties. All that — and a quest too....

THE BARD'S
TALE I

Electronic Arts, C64
£16.95, Amaga £24,95dk

The highly successful pre-
decessor to Bards Tale fl.
BT I has the advantage of
being slightly easier to
advance, THe Amiga ver-
sion features some very
nice sampled monk chants
when you enter a temple
and excellently coloured
graphics, And of course,
you can update your
favourite characters, their
aftributes and equipment
for use in BT I,

* ACE RATED 920

THE BARD'S
TALE Il
Electronic Arts e C64
£14.95dk

The latest Bard's Tale
game offers a number of
refinements over its pre-
decessors (all of which
are still well worth taking
a good look at), First, the
graphics are better ani-
mated. Second, there
are ranged combat rou-
tines which take careful
account of the distance
between you and your
opponents. Finally, the
game's large and repre-
sents excellent value for

money,
* ACE RATED 920

BATTLETECH
Infocom, PC £29.95, ST

Battletech features some
incredible cartoon
sequences, arcade style
action, role play and
strategy. In short a com-

plete, full game. A bril-
liant RPG purchase even
though it missed out on
an Ace rating.

+ ACE RATED 801

DUNGEON
MASTER
Electromc Arts ® Co4
£14.95dk

Quoted as being a "mile-
stone in Advanced Com-
puter Entertainment”,
Dungeon Master offers
14 levels, loads of
spells, atmospheric
graphics and sound. All
going to make Dungeon
Master one of the best
roleplaying adventures to
have appeared on any
machine,

* ACE RATED 949

POOL OF
RADIANCE
US GOLD /sS|

® C64 £14.99dk

551 were very brave to
attempt to capture the
complex concept of the
ADED system on a com-
puter, but they managed
superbly. An RPGanflu-
enced game that will
appeal to not only ADSD
fans but to anyone look-
ing for an enthralling
game that will keep them

playing for months.
* ACE RATED 921

ULTIMA V
OriginSystems,/Microprose
o C64 £24 95dk @ PC
£29.95 @ S5T/Amiga to be
announced

Astonishing level of detail
in this role-playing influ-

enced epic. Travel round
Britannia trashing the
opposition and learning the
magical, tactical, and
geographical secrets that
will enable you to defeat
the forces of ewil far under-
ground. Superb romp,

great lasting interest, and
tough challenges galore.
* ACE RATED 928

WASTELAND

Electromc Arts @ Cod
£14.95dk

Charge around irradiated
USA whopping mutant bur-
nies and biker scum in this
role-playing epic, The
atmasphere may not be
as good as the Bard's
Tale series of games, but
the extra dimension of

strategy leaves the cut,
slash and spell scenario of
the BT series way behind.
* ACE RATED 821

BRAIN GAMES

Fed up with mindless blasting? Want a game that offers you an opponent who's
worthy of your skills? Then this is your section...

CHESS MAS-
TER 2000
Electronic Arts @ C64
£9.95¢cs £14.95dk @
Amiga £24.95dk @ Atari
ST £24.95dk @ IBM PC
£24.95dk

Strongest chess game on
the Amiga, with excellent
graphics, 20 or 30 view-
point, 12 levels of difficul
ty and all the playing
options you could wish for,
Plus some fairky nifty

speech synthesis,
* ACE CLASSIC

COLOSSUS
CHESS 4
CDSe Cod £9.95cs
£14.95dk @ Amstrad
£8.95¢s £14.95dke
Spectrum £9.95

Best bet for 8-bit machine
owners, with a choice of
20 or 30 view, umpteen
levels of difficulty, and a

myriad options whsch

enable you to play, watch,
work out chess problems,
ett against a fine comput-

er opponent.
+ ACE CLASSIC

COLOSSUS
MAH JONG
CDS @ C64 £9.99%s
£14.99dk ® Amstrad
£9.99cs £14.99dk

Rummydike oriental game
of stratagy and chance. A
tutor program and a short
manual make this an easy
to use and highly entertain-
ing piece of software for
veterans and novices
alike..

« ACE RATED 937 -
Ce4

INFOGRAMES'
BRIDGE
Infogrames @ Amstrad
£12.95¢5 £15.950k »
MSX £12.95

Graphically the best of all
contract brdge simula-
tiens, with large playing
cards depicted against a
suitably green baize back-
ground. Plays a pood
game (for a computer,
which after all is a bit
short in the imangination
and flair department), and
features a wide range of
options and bidding con-
ventions which you can
toggle of according to

your style.
* ACE CLASSIC

POWERPLAY
Arcanaw Cod £B.95cs
£14.95dk @ Amstrad
£8.95cs £14.95dk @
Amiga £19.95dk @ Atan
ST £19.95dk

i you want to try out your
general knowledge, we
reckon you'd be better off
with this orginal and chal-
lenging combination of

WAR GAMES

Fancy yourself as a master of grand strategy, marshalling hordes of troops and
sending them of to do battle on your behalf? Look no further than the ACE war

games section...

ARNHEM

CCS, Spectrum £8.95cs,
Amstrad £9.95cs, C64
£9.95¢cs

One of the oldest quality
wargames featured in the
section, Arnham was easi
aly the best in the field. It
has all the expected atmo-
sphere, five seperate sce-
nanos and one of the
toughest computer oppo-
nents you could ever wa't
to meet. A thoroughly
absobing wargame which
can be classed as one of
the old masters,

* ACE RATED 910

CONFLICT
EUROPE
Mirrorsoft, ST 24.99,
Amiga £24.99, PC TBA

The 16 bit progression of
Theatre Europe, Lots of
extra graphical and sound
effects. The computer
controlied inteligence was
marginally sophisticated
but still enough to give a
challenging game. The
courect balance between
strategy and exiternent
throughout. Great for
beginners and intermedi-

ate players.
* ACE RATED 882

THEATRE
EUROPE

PSS, Spectrum £9.95¢s,
CB4 £0.95¢cs £14.95dk,
Amstrad £9.95cs
£14.95dk

The perfect game for B bit
owners who go green with
envy when they look at
Conflict Europe. Theatre
Europe is the forerunner to
the excellent 16 bit game.
The graphics and overall
play are not as sophisticat-
ed, but on the whole it still

is one heck of a game.
+ ACE RATED 915

strategy game and quiz
than with the admittedty
maonster sefling Trivial Pur-
suits. Powerplay is graphi
cally very pretty in its set-
ting on Mount Olympus,
home of the Gods.

* ACE RATED 935 -
Amiga

SCRABBLE
Leisure Genius @ CH4
£12.95cs £14.95dk »
Amstrad £9.95¢s £14.95
o |BM PC £24.95dk

The hugely popular word
game translated very suc-
cessfully onto the micro.
Fast, excellent display, and
a suprisingly large vocabu-
lary (even if it does include
some strange looking
words on some occa-
sions). Good enough to
gwve even strong human
opponents a tough game
at the higher levels,

* ACE CLASSIC

umMs

Rainbird, ST £24.95, PC
£24.95, Macintosh
£34.95, Amiga £24.95

Probably the greatest war
game to date. UMS' unige
3D systems enables the
creation of aimost any bat-
tie in history. As well as a
very sophisticated comput-
er opponents yet. On top
of this are add on scenar-
ios and a very neat con-
truction kit to keep you
going for even longer. An

essential purchase
* ACE RATED 907
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FLIGHT SIMULATIONS

How about flying the latest US Stealth Fighter on a mission over Siberia? Or perhaps a quick flight over Hawaii would be
more relaxing? Computer flight simulations can fulfill any fiight of fancy

BATTLE-
HAWKS 1942
Lucasfilm Games,US Gold
® 5T £24 95dk @ Amiga
£24.95dk @ PC £24.95dk

A WWII NAVAL AIR
COMBAT SIMULATOR
COVERING THE FOUR
MOST IMPORTANT BAT-
TLES OF THE 1942
PACIFIC WAR. FOR
KNUCKLE-WHITENING
ACTION THIS ONE HAS
EVERYTHING - THE
SENSE OF "BEING
THERE' IS TREMDOUS.
THRILLING AND SUR-
PRISNGLY ADDICTIVE
STUFF.

* ACE RATED
928

BOMBER

Activision @ Spectrum
£14.99cs £19.99k @
C64 £14.99¢s £19.99dk
® Amstrad £14.99¢cs
£19.99dk @ ST £24.99dk
® Amiga £24.99¢k @ PC
£34,99dk

Vector Grafix has spent a
long time on this one -
and it certainly shows. The
game gets the balance
just right between convinc-
ing simulation and enter-
taining game. Haghly rec
ammended.

* ACE RATED
925

CHUCK
YEAGER'S
ADVANCED
FLIGHT
TRAINER
Electronic Arts @ Spec-
trum @ C64 @ CPC @ 5T
® Amiga @ PC £24.95dk

Fly a multiude of aircraft
from an early biplane to
the Space Shuttle. It's
entertainingly differant
from your standard flight
sim and there's 5o much in
this game that it will take
many hours of instructive
fun to experience and
master all the available
options.

* ACE RATED
912

F-16 COMBAT
PILOT

Digital Integration @ ST
£24.950k @ Amiga
£24.95dk @ PC £24.95dk

This took nine person
years to develop, and you
can feel that quality of
work when playing it - it's
one of the most realistic
flight sims on the market.
If you are a connoisseur of
flight simulators then this
is an essential addition to
your coflechion,

* ACE RATED
970

FALCON

Spectrum Holobyte Mirror-
soft @ 5T £24.95dk @
Amiga £24.95dk @ PC
£24.95dk @ MAC

If you reafly want the ter-
for, exhilaration and sheer
sverything-happens-at-

once confusion of combat
flying, this game delivers.
Make no mistake, this
game is the real thing. An
essential purchase for
fastyet fans.

* ACE RATED
945

FLIGHT
SIMULATOR Il
Sublogic @ C64
£39.950k @ 5T £49.950k
@ Amiga £49.950x @ PC
£49.950k @ MAC
£49.950dk

The flight sim that put the
genre on to the map. Thor-
oughly reabistic flight sim
of a domestic Cessna
plane, which 1s even used
by flight schools to tram
would be pilots, Can be

enhanced by a variety of
Scenery Disks

* ACE CLASSIC
INTERCEPTOR

Electronic Arts @ Amiga
£24 950k

A low level flght sim with a
hidevel of fun.Purists may
dispute the label "simula-
tor' - it certainly woubdn't
train you to fly a real life
Hornet — but this program
combines realism and
gameplay far too well for
that to matter. If you want
seat-of-the-pants air com-
bat action, miraculous
graphics and NO six
month traming pencd, look
no further!

* ACE RATED
934

RACING SIMULATIONS

In You can’t have too much of a good thing, even if the excitement is liable to giv ethe old ticker a good going over. Racing
sims have really come into their own over the past couple of years — and this is where you find out how to get the best of
motor raciong action — all from the comfort of that armchair in fromt of your computer....

LOMBARD
RAC RALLY
Mandarin @ ST @ Amiga
®FC

Race through many types
of terrain, such as moun-
fain or forest, and through
many types of weather
condition, such as fog or
night. The game has a
nice atmasphere, and
though the variety of
gameplay may be a fittle
low, it's skl a game you'd
be playing for a good
while.

FERRARI
FORMULA

ONE

Electronic Arts @ 5T
£24.99dk @ Amiga
£24.99dk @ PC £24.99dk

A bit old this ane, but still
a game that was way

ahead of its time to start
with. Take the wheel of a
Formula One Ferran racer

| on some of the mast

famous racecourses in the
world. A true thorough-
bred.

R.V.F.
Microstyle @ 5T £24.99dk
@ Amiga £24.99dk

The champion in the Best
Sprite Based Racing Game
stakes, and a superb simu-
lation, this cne puts you
into the world of perfor-
mance bike racing on none
other than the Honda
RVF750. Briliant graphics,
brilhant sound, briliant
game.

STUNT CAR
RACER

Microstyle @ Spectrum

£9.99cs £14.99dk @ C64
£9.99¢cs £14.99dk @ ST
£24.99dk @ Amiga
£24.99dk @ PC £24.99dk

This places itself in the
annals of computer history
as being one of the most
amazing spectacles to
watch, let alone play. The
game is first-person per-
spective, with the outside
world made up of really
fast smooth filled vectors,
and the impression of real
ism is unbelievable. An
amazing experience, and a
clear winner. Where can
things go from here?

SUPER HANG
ON

Electric Dreams @ Spec-
trum £3.99¢cs @ Co4
£9.99¢5 £14.99dk @
Amsirad £9.99¢cs
£14.95dk @ ST £24.99dk

@ Amiga £24.99dk

Not 5o much a simulation
as a perfect arcade con-
version of a briliant bike
racing Sega coin-op,
Great game, excellent con:
VErsion,

THE DUEL -
TEST DRIVE Nl
Accolade @ C64 @ ST @
Amiga @ PC @ MAC

Accolade tried to right all
the Test Drive wrongs with
this sequel, and to an
extent they succeeded.
There's nothing serous
about the game. It's just a
Iot of fun. It doesn't claim
to be technically ar wisually
acturate, but why showld
i?

THE BOOKS YOU HAVE TO
HAVE!

If you ever find it possible to drag yoursalf away
from your computer and watch the TV instead you
might have seen a programme on BBC last month
about computer junkies — those people wha just
can't get enough of thewr micros and are quite
happy to burn the midnight oil just to be with them.
The program suggested that such activities might
be unhealthy (could it be true?). Never being a
magazine to promote Il health ACE has decided to
back a sensible, aduit actvity, namely READING.
So here goes with the books you have to have:

1. Doctor Seuss's ABC - A very colourful read,
and just the right place to start if you've never

done any before.

2. Fox in Sox - A loungue twisting Dr. Seuss book
for more advanced readers,

3. Dougal and the Blue Cat - Probably the best
book ever written (well, with pictures anyway)

4, Any Pooh Book — Any hours you spend with the
bear of litthe brain are hours welkspent. All the
philospophy you need for survival is contained

herin,

5. The Tao of Pooh - All that philosophy explained!
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Alterad Beast 6.99
APB 6,58
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Batmarn The Movie 699
Batllechess
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Curse of Azure Bands
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Football Manager 2 699
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. RAPID SERVICE SOFTWARE

- SUPPLIERS OF QUALITY SOFTWARE

AMIGA IBMPC
22.50

T Cantronic
STin 57

LOOK! LOOK! LOOK!

FREE PUBLIC DOMAIN OR DEMO DISC ON ALL "1
ST/AMIGA ORDERS OVER £10 100 Capacity x 3 5° Disc Bax

For your FREE Catalogue and £1.00 Software ALL ST AMIGA SOFTWARE CHECKED FORLANDING 3.5" BULK PACKED DISCS
Voucher (-): Call 0625 615639 10 - £6.00
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* Mot released at the time of publication. Please PLEASE MAKE CHEQUES/PD PAYABLE TO: 50 - £27.00
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ACIE

DEALERS

IF YOU GO DOWN TO YOUR STORE TODAY, YOU'RE IN FOR A BIG SURPRISE... ACE DEALERS GIVES YOU THE LOW-DOWN
ON ALL THE LATEST BARGAINS, SPECIAL OFFERS, PROMOTIONS, STICKERS, POSTERS, FREEBIES, DEMOS, CARRIER
BAGS, AND THINGS THAT GO BUMP IN THE NIGHT...

GREAT APRIL
BARGAINS

There are posters
galore available around
the country in the next
month ar sg, to pro-
maote various games, If
you think your bed-
room walls could do
with brightening up,
wander down to your
local independent retail-
er, where some, if not
all, of the following
should be available free
of charge, with the
game concerned:

| All FORMATS:

| X-Out (Rainbow Arts);

Space Harrier Il (Grand-

| slam;
| Cyberball (Domark);

PC ONLY:

Samurai (Microprose)
Knights of Legend
(Mindscape)

Space Rogue (Min
scape)

Windwalker {Ming-
scape)

Bruce Lee Lives (Mind-
scape)

FREE MGT
BROCHURE

Many retailers are also
stocking free
brochures to tell you
everything you ever
wanted to know about
this Sam Coupe beast,
the new Spectrum
compatible machine
from MGT. So, if you're
interested in the Sam,
pick up some literature
- again from your
friendly local.

MICROBYTE
JACKETS

From the end of March,
there will be Biue Angel
baseball jackets

just waiting to be won
from selected branch-
es of Microbyte in a
competition organised
with Accolade. Free-
bies will be given away
with each Blue Angel
purchase, and your

name goes into the
draw for the big prizes
- there's one jacket to
be won per store (par-
ticipating stores are
Microbyte in
Gateshead, Bradford,
Birmingham and Wake-
field).

AND THERE'S
MORE...

Microbyte has also
launched a special card
scheme for its regular
customers. You can
'garn’ some exciting
free gifts through your
Microbyte purchases
when you pick up one
of the free
Collect'n'Select cards.

Every time you buy
a product from any
branch of Microbyte
software shops (see
store list below), your
card will be stamped
in one of the 60
sguares on the card.
As you fillup the
squares,

you can choose when
to stop and claim your
gift - the more
squares you've filled,
the bigger the prize!

For example,
seven stamps gets you
a special Microbyte
pen. After that there
are T-shirts, sweat-
shirts, sports bags,
baseball caps software
vouchers, and joysticks
to be claimed.

The Collect'n™
Select scheme is oper-
ating in all Microbyte
stores, and you can
join in right away. To
get the scheme off to a
flying start, the store is
offering ACE readers
an exclusive headstart.
See the voucher below
for details.

POT OF GOLD

Ocean is bringing out
Rainbow Islands at long
last, after the game
never made it out of
Telecomsoft when the
British Telecom division

was sold off to Micro-
prose. The Computer
Shop chain is offering
you a once-in-adifetime
oppertunity to get your
hands on your very
own special edition
Rainbow Islands pen -
with every purchase of
the game. Whew!

You can find Com-
puter Shop outlets in
the Arndale Centre,
Manchester; Newcas-
tle, Leeds, Preston,
Sunderland, Stockton
and Nottingham. Also
part of the Computer
Shop chain are the two
Games Store outlets in
Carlisle and Middies-
brough, which stock
role-playing games as
well as computer soft-
ware,

There are
Microbyte stores in the
Arndale Centre, Manch-
ester; the Broadmarsh
Centre, Nottingham;
Kirkgate, Wakefield; the
Metro Centre,
Gateshead; the Green-

PRIZE CROSSWORD

SOLUT

CROSSWORD
SOLUTION

BONUS
PUZZLER

FOR FEB 90 | !know that a lot of ACE

The winner of the February
Crossword is Paul Sin-
clair, Wimbledon.

Fans of the Cross
word please note that a
new puzzle appears on
page 114

Meanwhile, to keep
all you brainboxes happy,
the Prize Puzzie appears
on page 134,

readers enjoy the Cross:
waords and Puzzles in the
Pink Pages (quite naturally
of course, as you are all a
lot smarter than the read-
ership of most other Com-
puter Entertainment maga-
zines), So as we have got
a bit of space left over on
this page, here is a bit of
a quizzer for you to pon-
der over. The answer will
be printed in the Pinks
next month.

ION

THE PUZIZLE

A short while ago cur dustr:
ous editor came into the office
m aremarkably good mood
(possibly because he had pst
spent in fortnght in the states
resgarching this special US
is5ue).

Becawse he was in such
& good mood he decided that
he would allow one of the edi
torial team to be unchained
from his Mac for the day in
order that the lucky individual
could go and remind hamsedf
what the sun looked like

To select the person he
mcked up five 3 and halfl mch
discs {three blue ones and two

| white ones] and pinned one of
| them on the back of each of

the other three members of
the team {leaving twi discs
sparel, None of us were

market, Newcastle
Upon Tyne; the Kirk-
gate Centre, Bradford;
the Bull Ring Centre,
Birmingham; and the

| County Arcade, Leeds.

THISISA
PUBLIC
WARNING

All offers and promo-
tions are subject to
availability of stock.
Although we do our
best to ensure our
dealer promation infor-
mation i5 accurate at
the time of going to
press, ACE cannot take
any responsibility for
changes or cancella-
tions to dealers’ plans.

GET IT FOR
FREE!

Attention dealers! Don't
keep your promotions,
competitions, special
offers, etc, a secret.

| Tell us at ACE and we'l

| tell everybody else.

allowed to speak to each other
for loak in & mirror), but we
could lock at each other's
backs

Whioever correctly
announced the colour of his
dise first would be allowed to
go free for the day.

ought 1o mantion that

vel were only aowed one
guess, and if we got it wrong
we'd be consigned to Gary
‘William's desk for the rest of
tha maonth. {How harriblef

Eventually Rik {the man
agementt Haynes piped wp and
went free, How did he logically
work out the colour of the disk
on his back

That should keep you
thinking till next month,
See you then,

SO S S S
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WITH COMPLIMENTS FROM

ACE AND MICROBYTE

SIMPLY PRESENT THIS VOUCHER IN ANY MICROBYTE
STORE TO CLAIM YOUR FREE

COLLECT 'N' SELECT

STARTER CARD, PLUS 2 FREE STAMPS!

THE ARNDALE CENTRE, MANCHESTER; COUNTY ARCADE, LEEDS,
THE KIRKGATE CENTRE, BRADFORD; THE METRO CENTRE,
GATESHEAD; THE GREENMARKET, NEWCASTLE; THE BULL RING
CENTRE, BIRMINGHAM; THE BROADMARSH CENTRE, NOTTINGHAM;
KIRKGATE, WAKEFIELD.
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JHEY BRING THE RAIN, THAT GROW THE FLOWERS, WHICH BLOOM IN MAY - DRIP, DRIP, DROP
LITTLE APRIL SHOWERS - APRIL LOVE - ETC, ETC, ETC...

THE APRIL SHOWE

MARCH

WEEK ONE
By SUNDAY
12 MONDAY
13 TUESDAY
14 WEDNESDAY
Birthday of Michael Caine, 1933
15 THURSDAY
16 FRIDAY

Anniversary of the first English FA Cup final
between Wanderers (1) and the Royal Engineers
(0.

17 - SATURDAY
St Patrick's Day, St Patrick'was born on the west
coast of Britain and abducted by slave traders at
the age of 16. He became éslave in lreland. After
six years, he escaped, but returned to Ireland to
preach after being summened in‘a dream.

WEEK'S RELEASES AT A GLANCE
Image Works » Gravity (ST, Amiga)
Empire » Pipemania (ST, Amiga, PC, Spectrum,
C64, CPC, BBC/Electron, MSX, C16, Archimedes,
Macintosh) Fuzzle game very loosely based on
sliding blocks with Lucasfilm'backing.
Titus » Dark Century (ST, Amiga, CPC, PC)
Arcade game with sophisticated graphics.
Arcana = Rotor (5T, Amiga, Archimedes) Futuris-
tic shoot ‘em up with flight sim elements.
Microprose » Pirates (Amigal Junketing on the
| high seas: an old(ish) 8-bit gafme makesiit on to
the Amiga. x :
Microprose = Red St
from Tom Clancy's book,
October (which was comy
Micro Style = RVF H
popular motorbike ra
Rainbird = First Col

WEEK TWO
18

Birthday of Alex Higgin:
19
20

First day of Spring.

21 WEDNESDAY

Feast Day of St Nicholas von Flue, a Swiss farmer
born in 1417. Married and father of ten children,
he vowe to become a hermitafter 20 years of fam-
ily life. As a recluse, he became much in demand

{Amiga) Taken
fBguel to Red
Grandslam).
ersion of

MONDAY
TUESDAY

as an advisor to politicians and ecclesiastical fig-
ures, and his reputation reached its peak when his
counsel averted a Swiss Civil War.

22 THURSDAY
Birthday of William “Captam Kirk” Shatner, 1931.
23 FRIDAY

Pakistan Day - celebrated in Pakistan, funnily
enough.

24 SATURDAY

How about a quick flutter on the horses at the Lin-
coln Handicap?

WEEK'S RELEASES AT A GLANCE

Electronic Arts = Imperium (ST, Amiga) Strategy
game of global expansion and intergalactic poli-
fics.

EA = Starflight (ST, C64 disk only) Strategy cum
arcade game set in outer space.

EA = Budokan [Amiga) Martial arts game with
heavy emphasis on learning authentic moves and
techniques.

WEEK THREE

25 SUNDAY
Mather's Day

British Summer Time begins - clocks forward one

haour.
Independence Day, Greece.

26 MONDAY
Independence Day, Bangladesh.

Birthday of Leonard “Mr Spock” Nimay, 1931.
27 TUESDAY
28 WEDNESDAY

Beginning of Ramadan - Mosle month of fasting
during daylight

hours.

Birthday of Neil Kinnock, Leader of the Labour
party, 1942,

29 THURSDAY
Anniversary of the first London Marathon, 1981.

30 FRIDAY
31 SATURDAY

WEEK'S RELEASES AT A GLANCE
Digital Integration = Advanced Tactical Fight-
er (ATF) PC/ST Another old 8-bit game is convert-
ed to 16-bit formats - can DI repeat the critical
success of F16 Combat Pilot?

Activision * Sonic Boom (all formats)
Activision » Warhead (5T, Amiga) Space combat
game with 40 linked missions.

Ocean » The Official Liverpool FC Soccer
game (all formats) After a night old licensing mud-
dle, this management and playing soccer game

| Brush up on your Leaderboard skills - the US Mas

features the team of the last decade and quite
possibly this one as well,

WEEK FOUR

APRIL

SUNDAY
April Fool's Day
Last day of the Ideal Home Exhibition
2 MONDAY
3 TUESDAY
4 WEDNESDAY
Liberation Day, Hungary.
5 THURSDAY

ters begins at Augusta, Georgia

6 FRIDAY
7 SATURDAY

Armchair racegoers will have their eyes peeled on
the 3.20 steeplechase at Aintree - better known as
the Grand Mational, The FA Cup reaches the semt
final stage today.

WEEK'S RELEASES AT A GLANCE

Image Works * Dungeon Master (PC)
Role-playing exploration game par excellence,
Cinemaware = TV Sports Football (C64 disk
only) Yet more footie.

Domark = Castle Master (all formats) Incentive's
latest arcade-adventure based on its Freescape
programming system, part of a Domark-Incentive
publishing deal.

Domark = Hard Drivin' (C64)

Better late than never - the C64 version of the
Christmas hit finally sees the light of day.
Electronic Arts * Ski Or Die (FC)

Skate Or Die on ice.

EA + Low Blow (PC) Boxing game in which the
object is to knock out your foe by fair means or
foul.

EA = Inferno (PC)

EA = Ferrari Formula One (C64)

Anather racing game making a belated appear:
ance on this format.

GET YOURSELF IN
THE DIARY!

Whether you're a software house with a launch or a

charity with a lunch: let us know and we’ll put you in

the ACE diary. Write to the ACE Diary, 30-32 Farring
jon Lane. London, ECLR 3AU.

Print deadlines: the second Thursday in every manth

for the 1ssue on the shelves in the followang maonth




CONSOLE QUEST

FREE DISKS ! | | |EE S e —:

1 FHEE D'SK FOH EVEHY 10 Office Hours: 10pm - 1 pm 2pm - 6pm Maon-Fri
THAT YOU BUY TOP GAMES FOR THE AMIGA 500 & ATARI ST
ROP 10 3.5" DISKS + BOX......ccooeoon.... ROOI00) || || Sk oimesasmus yunon snkenci s S140),
] GHOULS AND GHOSTS, BATMAN THE MOVIE, NINJA WABRIORS, HARD DRIVIN, X-
25 35"DISKS ..o ... £19.00 r}ET'.L -Lvl:ld'u.ri't»..j\t_. ONSLAUGHT, NEVI |ar:.|:rj'i‘ LASER SQUAD, FAST :.fm:
50 3 5" DISKS £33 50 STRIDER, MODNWALKER, PASSING SHOT, SILK WORN, DOUBLE DRAGOM ”
|I.IItE . ArmEsaResASessas e SR BRI E AR R -
SEcTioN 2. (INDIVIDUALLY PRICED SPECIALS).
50 3.5"DISKS + BOX................... £38.00
UNTOUCHABLES (ST) £14.49, sTUNT CAR RacER £17.50, SPACE aAcE £32.50,
100 3.6" DISKS .............coniininiiicnee.. £63.00 CAME FROM THE DESERT {1MEG/AMIGA) £22.50, CHADS STRIKES BACK £17.50,
DAAKKHEN E22.50, FOOTBALL DIRECTOR Il (AMiGa) £14.49, s ciTy £22.50°,
100 3.5" DISKS + BOX................... £67.50 | | sraoow oF ue seast (uan) £24.50, pipeLne £17.50",
Hnn' {ST)or (AMIGA} means i 15 avadable for this format ondy. SORRY!
] * niot releazed whsn adven placed
E Special note for SEGA-MEGADRIVE & PC ENGINE OWMNERS. WE HAVE STOCK!
. Please ning ging| detads. And, yes, we oo answer the phone. Prices for games
range beiween L2850 & an, wa dare you_ Iry us
NDAY ALL PRICES INCLUDE VAT :.-.-.f‘ ¢ sy o : e B
sun' AI-I- PI:“CES INCLUDE DELIVERY le‘a":lx'e-l 'r;':ml nclude VAT, post and packagang (please add £1.50 per fem
s Despatch will be guicker 1
SDAY ORDER DESPATCHED SAME DAY i To: CONSOLE GGEs‘r.'6.6.‘&5{{1E_‘H‘a},ﬁﬁs's.'EEs'Fs'u‘s&EﬁﬁEEﬁ'*J
] TICK. AM sT
" A EE s 10 CHANDLERS CT :‘m.gn to order . FORMAT E
| enciose cheque'P.O for
’Pmn‘lv EATON 0603 |of charge ﬁc::ss Visa No. Expiry Date :
5 Mas- : NORWICH {Name '
503382 i |
comPUTER sPeciauisT  NORFOLK e :
IDAY Poseode - ____meraceaen _ |
eled on WE SPECIALISE IN BRITISH/IMPORTED SOFTWARE for ST AMIGA IBM C64 APPLE
W0WN as
ADVENTURES-FANTASY-WARGAMES-STRATEGY
E NEW STORE AN, 318 Kensington,Liverpool. L7 OEY
MAIL ORDER ADDRESS:  Telephone : [0511263 6306.
i LATEST T/TLES: INCLUDING IMPORTS FROM THE USA:
o CHAMFIONS OF KRYNN .. LATEST SSI/TSR FANTASY RPG IN "POULS OF R ADIANCE/AZURE BONDS STYLE .. IBM . £37-50
e FLIGHT SIM IV .. LATEST ULTRA REALISTIC 5IM FROM SUB LOGIC:INCLUDES DESIGN OWN AIRCRAFT ____ IBM ... §42-50
entive’s BATTLE OF AUSTERLITZ . FROM USA:REALTIME SIMULATION:7 SCENARIOS:MANY NEW FEATURES ... ST/IBM ._.... £37-50
faF:’* WHITE DEATH ... 1942-3 CONFLICT ON RUSSIAN FRONT:HIGHLY DETAILED:HEXES ON SCREEN ... AM 1MG ONLY .. £42-50
entive

THE MAGIC CANDLE ... LARGE SCALE "ULTIMA STYLE" GR APHIC PARTY RPG:DETAILED WORLD ... AM/IBM/C64 ... £32-50
ULTIMA V ... AT LAST!THE BIGGEST & BEST YET:COMPLETE WITH ORIGINS DETAILED HINT BOOK .. ST/AM/IBM ___ £29-50
EMFPIRE OF 3 KINGDOMS .. EXCELLENT & DETAILED 5IM OF THE UNIFICATION OF ANCIENT CHINA ... AM % IBM ... £49-50
the UNIVERSE 111 .... OMNITREND'S LARGE 'GRAHIC QUEST RFG :ANIMATED COMBAT:ZOOM FEATURE .. AMJST/IBM ... £32-50
MIGHT & MAGIC 1l ... HUGE FANTASY GRAPHIC PARTY RPG:DETAILED WORLD:MANY QUESTS .. IBM/C64/AFPPLE .. £39-95
STARFLEET Il ... LARGE SCALE DETAILED GALACTIC WARGAME:PLANETARY INVASIONS & MORE .. IBM 50 FAR .. £39-95
MICROLEAGUE BASEBALL [ ... "THE” TOTAL BASEBALL SIMULATION INC. MANAGEMENT & LEAGUE ... ST/IBM .... £42-50

the PURE STATS FOOTBALL ... SPLIT SCREEN DETAILED "US’ SIMULATION INCLUDING THE 86 SEASON TEAMS .. C64 _.. £32-50
o MANY SIMULATIONS CANADA* COMPUTER MODERATED BOARD WARGAMES AVAILABLE AT £35-00 - ST/AMYIBAMYCES
LATEST OFFICIAL "HINT & SOLUTION’ BOOKS: MANY IMPORTED TITLES -
QUEST FOR CLUES [I: 40 DETAILED & MAPPED SOLUTIONS BOOK FROM ORIGINS INCL UDING -
POOLS OF RADIANCE-UL TIMA V-MANKUNTER NY-STAR COMMAND-TIMES OF LORE-SPACE QUEST /1 & MORE ...... £18-50
ar- ULTIMA V .. £8-95: AZURE BONDS OF POOLS OF RADIANCE.. £7-95 EACH : KINGS QUEST LILIILOR IV .. £7-95 EACH

MANHUNTER NY .. £8-95 : SPACE QUEST 1 OR Il .. £7-95 EACH : POLICE QUEST IOR Il .. £7-95 : L.SUIT LARRY _. £B-95
BARDS TALE LII OR 111. £6-95 EACH : MIGHT & MAGIC | OR I _£10-50 : WASTELAND . £7-95 : MANV MORE A VAILABLET

=~ SEND LARGE 38p SAE FOR FREE DESCRIPTIVE CATALOG & DISCOUNT VOUCHER
N THIS DETAILS OUR "SPECIALIST GAMES’ & MORE : PLEASE STATE YOUR COMPUTER FORMAT WHEN ORDERING.

PAYMENT : MASTERCARDIACCESS- VISA-UK CHEQUE OR POSTAL ORDER-EUROCHEQUE-REGISTERED CASH
POSTAGE - IN UK IS FREE - PER GAME EUROPE £2 & ELSEWHERE £5 : SENT IST. CLASS RECORDED /AIR MAIL

104 &

Computer Adbenture World

mianth

Bank Buildings, 1A Charing Cross, Birkenhead L41 6EJ
Telephone: 051-666 1132
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WORLDWIDE SOFTWARE § o WORLDWIDE SOFTWARE
106A CHILWELL ROAD, BEESTON w '*‘RLDWIDE 106A CHILWELL ROAD, BEESTON

NOTTINGHAM w* . SOFTWARE . NOTTINGHAM

NG9 1ES NG9 1ES

SPEC SPEC CBA C84 C84 CAd TITLE TITLE
CASS DMSK CASS DISK =1 K L DeSK  Harale 9 AYF Handa
] B Hock F 5 5 Stadcw of Na Beast

® Extra Tirat 8: - ¥ Shinat
1T

ka

BEEL e

Micrapeosd Socoar

M Zmalina Stary
Cperation Thustderbaol
Flayer Managa!

Pearerboat LISA

Pioawer Dt

Pegs Tarees. Tour

Proyect Swaatih

Emin Hugres Socour. 690 . E :.;[.E -

Eym.ol Hens Aeerog:wse

Fral Ovar Garary Fmraw island £20
Footbale Yo 2 380 FAaily Crass Chalmags. £ 00

| CREDIT CARD ORDER TELEPHONE LINES |
0602 252113 (24 hrs) D602 252368
| Delivery by 15t Class Mail in the UK

&

=

Phone for prices of lilles NOT Advertised

ANBTA E12K EXPANSION + DURGEDH v e D\HE:; Vo
MASTER ¥ )

unshin
Haed Drien
Hevzes Dusst
Hughway Famel 2 5
Hatiywood Pomer Fro

* Aaiabile bots 1.7 & 5.25" Dis.

| Please make cheques or postal orders payable to WORLDWIDE SOFTWARE.

side Europe shipping
hipping co ok All prices include postage and packing in UK, er disc for normal airmail

0 per disc for normal airmail 1 9. disc for express 8
per disc for express airmail | ADVERTISED PRICES ARE FOR MAIL AND TELEPHOMNE ORDERS 15C tor express airn

r---------------1

' /5 A GREAT DEAL ALL ROUND!

Visit the ultimate 4 day computer extravaganza
featuring over 100 nationwide suppliers.

Thousands of bargains at unbelievable prices
await you at the largest show of its kind ever
staged outside London.

- you’ll find Computer Cash ‘n’ Carry ‘90 offers a
great deal all round!

i, (SR, SR, T S e
1+ s e B e 8 L AT oy b o i -

: * HARDWARE » GAMES
GMEX * Manchester ° SOFTWARE « ACCESSORIES

15 -18 March 1990 oAt * SUPPHEs

Whatever your interest - business, home or leisure I

- ADMISSION - SAVE £1

OPEN HOURS: Thursday 15 and | £4.50 per person or £10 family ticket
Friday 16 March: 10am - 8pm (2 adults + 2 children)

Saturday 17 March: 10am - 6pm .
Sunday 18 March: 10am - 4pm | Save £1 on entry = ‘lmpiy cut the

I voucher from page 120




Top Quality 2nd Drives for the Amiga
and Atari ST at low. Jow prices

¥ Full compatibility with all Atari ST
models, Amiga 500 & Amiga 1000
v Top quality drive mechanism
¥ One megabyte unformatted capacity
v External plug in PSU (Atari ST)
v Throughport (Amiga)
v Very quiet
¢ Slimline design
¥ Colour matched to computer
¥ Long cable for location
either side of computer
# Full 12 months guarantee

Don forget all prices shown
include VAT and delivery

AMIGA VERSION ONLY

£69.95

including VAT and delivery

J\ATARI Hardware Offers

520 ST POWER PACK

Amazing value package from Alar| Includes the latest S205T with 1Mb intemal drive,
games joystick, mouse, user guide, 5 disks of public domain software, plus an Incredible
selection of chari-topping software (cwer £500 HRP In total) Software includes:

e B i EE jo £339.00

Eliminabor Gaurdlet Il Fn'l Bask:
mmw e T cmfy Inc VAT & delivery

AMIGA 500 LOW COST RAM UPGRADE

o 512K RAM/CLOCK unit : directly replaces A501 expansion
“r Now Includes ON/OFF memory switch

“r Auto-recharging battery backed Real-time Clock

“ Compact unit size ; Ultra-neat design

“ Uses only 4 D-RAM chips for high reliability

r Low power consumption

RAM Expansion only £65.00 inc. VAT/delivery

Also available without clock for only £57.00

NEW! 520 and 1040 STE

New STE models feature an extended palette of 4096
colours, enhanced PCM stereo sound, an additional two
analogue device inputs and TOS 1.6 operating system.

External 5.25" 40/80 track switchable floppy drive for AMIga ........00es £114.95
Omega Projects MIDI Interface Including 30" sarlal connection lead ..., £29.95
Philips CMB833 stereo sound colour monitor, c/w Amiga cable .. ;:,249.00
Pye 2325 15" TV /Monitor with Tulmu:t. rem/ctr, ciw Amnga. cable ..., £249.00
MIniGEN Genlock ﬁda.plar R B . £85.00

520 STE Explorer Pack with 512K RAM, 1Mb Drive ......... £259.00
1040 STE with 1Mb RAM and 1Mb Drive ..........ccrsssisssinsses £399.00
5205STFM 1MEG internal drive upgrade kit with full instructions ............. £74.95
520 STFM 1MEG memory uprada kil, requires soldering ...... .. £79.00
520 STFM 1MEG memory upgrade fitted by us .......... £109.00
Mega ST1 with MONO MONIOT .......cceeeeveeveene £589.00
Mega ST2 with mono monitor . ... E849.00

Maga S5T4 with mono monilor ...

SM124 high resolution monochrome monitor
SC1224 colour monitor ...
Megafile 30Mb hard disk ..
Megafile G0Mb hard disk .....
Vortex HDplus 40Mb hard dLS
5.25" External 40/80 track drive (360/720K) IBM mmpﬂhbﬁa
Vidi-ST 16-tone video frame grabber inc. digitising software s
Philips CMBB33 medium res. slerec colour monitor, with A/V Inputa " £249.00
Contriver Hi-Res. Mouse including mouse mat & pocket ...
520/1040 STF/STFM Joystick accessibility extension adapter E 4.95

H succasses 9 'Ji
LG CI provides 4 NLG
combinations) at 36cps and 144 ﬂ!“ Colour version also avallable,

will‘loul remaoving tractor paper.

F’FiINTEFlS

gg include VAT/delivery & cable

ONTHS ON SITE MAINTENANCE
CONTRACTS FOR ANY STAR
PRINTER AVAILABLE AT TIME OF

PURCHASE - ONLY £575 EXTRA

Only £169.00

rlmar: the Slar

tier and 1B rallel inter-
panal apsrmlmp:plua paper Dnly £21 5.00‘
parking, allowing single sheels to be used Prices Include 2 extra
black ribbons free of charge.

Star LC24-10 multifont 24pin printer, amazing low price ... £238,00

Superb quality, stylish medium

DOUBLE TAKE! B

tor fo suit the ST or Amiga. VALUE I

" Features teletext, full infra-red
PYE 15° FST e b/ CY)|
TV/MONITOR |Sitess ] ety

(10 [e]n] = X NI piied with cable (please stals

connection leod
computer typa whan ordaring).

Star FR-10 9pin 300/76cps with 31K buffer, 16 NLQ fonts

Star FR-15 wide carriage version of above FA-10 .
Star LC-15 wide carriage version of above LC10 .
Olivetti DM100S super 9pin 200/30cps, 1 year ‘on-sits w-mnty - £129.85
Panasonic KXP1081 reliable + sturdy Spin 10" printer 120/24 cps ........ £158.00
Panasonic KXP1180 feature-packed multifort 9pin 11° ... . E179.00
Panasonic KXP1124 good specification multifont 24 pin 11
NEC P2+ (replaces P2200) 192/64cps multifont 24pin ....
Epson LX400 (was LXB800) budget 10" 180/25 cps .
Epson LO400 (leatures as LOS50) 107 24pln 180/

Mannasmann Tally MT-B1 130/24 cps ..

EE-PROM memory & 12 months cn-site maintenanca

10 Bulk packed DS/DD 3.57 dlsks
with labels, fully guaranteed ..

How 'Q order from All prices Include VAT and delivery. Express Courler dellvery £5.00 axira.

: Send cheque, Postal Order |Evesham Micros Lid
Evesham Micros]P=Uyr it = tigmbumil mhara-u RICHARDS RD

EVESHAM

25 bulk disks as above ....................
10 disks as above with plastic case
25 disks as abgve, with 40 capacity

MAIL ORDER SALES :| <o PLC orders welcome
T 03B6-765500 | All woduce corered by 1 rer fuaraniee| @ 0386-765500

Govi, educ. & PLC orders welcome WORCS WH11 6XJ

All goods subject 0 availability, E.&O.E. fax 03B6-765354

lockable storage unit ..
Kodak DS/DD 3.5" disks, tc»p qua.hry
siorage media, fully guaranteed. Box of 10 .., £17.85

Technical Support (Mon-Fri);| Retall “i762 Pershore Roud. Cotteridge, Birmingham B30 SAH Tel: 011 458 4504
0386-40303 al

| outleis 63 l-up Street, Evesham, Wores WHRII 45F Tel: 0386 765180
5 Gllsson Fh-l‘.l. C-n:bddg: CBI IHA Tel: D213 JXIB98
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APRIL '90
PRIZE

PUZZLE

Set by Archie Medes

Down at the ‘Dog and Pud-
die' the usual Saturday
afternoon darts match was
in progress. At one point
in the game a rather
unusual score was noted.
Three darts had been
thrown and each had
scored a 'single’. What
was unusual was that if the
three darts had landed in
the next sector clockwise
from where they actually
were, the score would
have been the same,
Even more remarkably, the
same total would also

have resulted had they all
landed one sector of the
board anticlockwise.

For example, if a 20,
a 5 and a 6 had been
score (totaling 31) the
next sectors of the board
clockwise are 1, 20, and
10 respectively. These also
total 31. However, in this
case the anticlockwise
scores of 5, 12 and 13
only come to 30 - sa this
obviously was not the posi-
tion of the darts in the Dog
and Puddle',

Can you determine
what the score was for
each of the three darts?
(Remember, there were no
doubles or trebles, neither
was any 'bull’ scored!

In case you don't have
one to hand, & picture of a
dart board has been pro-
vided for your comvenience
{arent we nice?),

PINKP

SOLUTION TO JAN '90
PRIZE PUZZLE

The winner was Mr.
Saleem Siddiqui,
Chiswick, London

Answer: In the crossnum-
ber puzzle A=462 and
B=323.

Solution: The problem
involves finding values for
A and B such that the gnd
can be filled in accordance
with the clues given. For
example, the second digit
of the product A times B
must be the same as the
fifth digit of the value of A
squared, Only if this is the
case can the two values fit
into the grid and interlock
correctly. As both A
squared and B squared
have sic-digit totals, the
values of A and B must e

in the range 317 to 999,
These are the bound-
ary values defined in the
two FOR/MEXT loops in
the program (lines 100 to
130). From these two val
ues the remaining three
values in the grid are com-
puted (lines 110, 140, and
1800, In each case the
nurmeric variables so cal-
culated are converted to
their string equivalents.
Mote that some computers
introdisce an extra space
at the beginning of the
string formed when using
the STRS command. For
example, the line
X=1234:X5=STRS):PRIN
T LEN(XS) would give the
result of 5 and not the
expected 4, This is
because the string is actu-
ally represented as
*f1234" (here the space is
indicated by the /1. To get

" TELEGAMES

rid of this simply use
thwe command
XS=MIDS(XS,2). So if
your computer produces
a length of 5 in the
above example you will
need fo use this tech-
nique to bring the first
digit of the answer into
first position of the
string. failure to do so

ZZLE

may result in strange
answers appearing!
After each string is
created the positions of
matching digits are
checked. The failure of
any match will result in
that pair of values being
ditched. only if all tests
are passed is the result
printed out at line 210.

IF MIDSIASS,2,1)0 71" THEN GOTD 230

IF MID$(B5%,3,1 M IDSIAS,1,1) THEN
IF MID$(ASS,5,1)0OMIDSIBS,3,1) THEN
IF MID$(B%,2,1)0"0° THEN GOTO 220

IF MID§(MS$,2,1}0MIDSIASS,S, 1) THEN
IF MID$(MS,5,1)¢>MID5(85%,5,1) THEN

B | Halia & Halt

100 FOR AR=317 TO 999:A5=STRS(A)
110 AS=A*A:ASS=STRSIAS)
120
130 FOR B=317 70 999:65=-5TRY(8)
140 B5=8*B:855=5TAS(BS)
150
GOTO 220
160
GOTD 220
170
180 M=A*B:ME=5TRSIM)
190
GOTO 220
200
GOTO 220
210  PRINT B;" “:B;°
220 MNEHT B
230  MEHTA

:‘ PRILC '90 PRIZE PUZZ '}
I |
IWE- aspe l
DA DO i s e |
| |
L il
i |
e L XS LTS |
| |
ol | PR —— I
: ANSWER :
:nnnr ONE SCORED: .......... :
IoART TWO SCORED:.......... |
I |
|DART THREE SCORED: ....... |
| |
JLISTING ENCLOSED (optional): 3 I
:hnd your completed entry to: :
I ACE April '90 Prize Puzzle I
| Priory Court, |
] 30-32 Farringdon Lane, |
I LONDON. EC1R 3ALU. |

|

|

|
|To arrive not later than Sth April 1590,

L--------——————J

PG SUPER GRAFX

Europes Largest Stock of Video Games & Cartridges For —

INUENISTON]
NINTENDO

w" GAMEBOY

The leading Video game specialists. Send for lists (state make of game)

SEEA MEGRA DRIVE
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FOR SALE

ATARI STH20FM + over
£850 worth of software
titles. Total package for
£350, Tel: Paul 0494
729173 for details
levenings).

ATARI 5205TFM D Drive
excellent boxed £700's
games 4 joystick,d adap-
Tor basic, demo, disks,
mouse, 80 magazines,
£450, Marcus 751 0523,

NEW ATARI 520 STFM
power pack games,
mouse 20 extra games.
Phone 0268 411014. Sall
£425 unwanted gift worth
£750.

AMSTRAD CPCA64, colour
maonitor, £240's software
loriginals) + cheetah mach
1+ joystick, instruction
manual, introductory tape.
In perfect condition. Worth
500+ sell £240 ono Tel:
Ross 0621 741224 after
5pm.

COMMODORE 64, disk
drive, datasettes, 30
games, joystick and disk
box. A bargain at £180,
Tel:0543 257762 after
dpm.

Cod, datasette, lots of
games, perfect working
order, £750n0. Also Atari
5T onginals, £8 will swap
Call 0889 564554 after
4.30pm.

C64 PD Demos, 10 disks
£1.70 each £13 for the
lot. Full nstructions,
demos include Batdance,
contex, S-Xpress, Crunch
&5, music and hundreds

more, D Walton, 18
Heysham Park, Heysham,
Lancs, LA32 2UD.

AMSTRAD 6128, colour,
£450 of software, Op.
Wolf, Stargliders, multe
face 2. Boxed, Worth
£900 plus accept £450,
Tel:0378 75577 after
Spm (Kris).

ORIGINAL CPC games on
tape and disk. Many
recent tithes. Phone Mark
for list 0428 717440.
Evenings,

5205TM 1 meg ram fitted
on 4 meg expansion
board Atari and comana 1
meg drives. Mouse mat,
manuals etc. Excellent
condition £330.Tel.0708
866014,

STAR LC10 printer for
C64 £100 ono Tel: 061
773 5815. Before 5pm
0706 877320 after 7pm
[Manchester/Lancs area),

PC Engine, CD Rom, 5
player adaptor, 2 joypads,
15 games, boxed, cost
£980 sell £550 Tel: 0908
618937.

LOADS of Computer mag-
azines backcopies, lots of
tithes. Send to S Williams,
7 Holly Grove, Upton-on-

Severn, Worcs. WRE OPH

ATARI 5205TFM,
computer mouse, philips
CMB852 colour monitor,
boxed games including
UM) Dungeon Master,
Carrier Command. £375.
Tel: OB27 717136.

XX Advanced Computer Enfertainment

ACE
READERS' PAGES

CONTACTS needed! every-
one welcome write to: Dom,
49 Ruskin Av, Manor Park,
London. E12 6P guaran-
teed reply (AMIGA)

AMIGA CONTACTS wanted to
swap latest stuff. Write to
Shyfire, 27 New Penkridge
Rd, Cannock, Staffs. WS11
1HW.

ASIAN LASS, otherwise very
lonely, seek Amiga, ST pen-
paks for swap, chit chat and
for reply appreciated. MS SH
Hanidas, 33 Rutiand Rd,
Chesterfield, Derbyshire,

WANT a cool Australian cony
tact? i you're fast and cool
contact Judas! c/o 22 Gold:
en Court, Shepparton 3630,
Victoria, Australia. (Amiga)

AMIGA contacts waanted

wrote 1o Will 24 Gosplegate,
Louth, Lincs.

5T contacts wanted 100%
reply. Send ksts/tsks to
Danny Russel, 7 South
Close. Burgess Hil, West
Sussex. RH15 9PZ.

AMIGA CONTACTS: Garfield,
5 Straand Rd, Clonakilty, Co
Cork, freland, Acid demos
(espl and games also,

AMIGA CONTACTS wanted,
send disks and ists to Paul
Richards, 63 Manor Rd, Des-
ford, Leicester, LES QU0
100% reply guaranteed,

AMIGA CONTACTS wanted
100% reply all users wek
come. Write now to Adam
Shaw, 273 Rush Green Rd,
Romford, Essex

URGENTLY needed, some-
ane with spare who 5 over
18 and would fike to write a
6 page magazine for free (a
computer magazine). tis a
free magazine so quite a bit
of work must go into it. If
you are interested send
SSAE with some small
pieces of your work to
William, 13 West Parade,
MNorwich, NR2 30N,

Software exchange service
for Amiga/ST/Cé4,/Spac-
trum/PC/Amstrad
CPC,/Sega/Nintendo. 50p
registration fee, £2 for
swap. Send form to: CRB,
22 Roman Rd, Bearsden,
Glasgow GB1 28L.

FREE Amstrad CPC464 or
664 computer games for
you. Send a £1 coin for a
upto date list. In the list are
Robo cop: Zynaps, Zub, Bat:
man the mowe, Xcel, Blas-
roads, Jet set Willy 2, Silk-
worm, Purple Saturn Day,
Space Hamner, Jail Break,
Red Heat, Stormiord, and
loads mare over 100.
Please only write to Free
games of 1990, C Wilson,
&4 Fishponds Rd, Kenil
worth, Warks, CV8 1EZ,
England, Earth, 1990,

HELP | seriously need to sell
my C64 (slimiing) | have
aver 100 games, a joystick
an a mouse (needs repair-
ing). For £200an0. | also
have a radio controlled car
up for sale £70. Phone
Homoaurca 49011 ask for
Jamie.

SECOND Hand software
senace for the Atari 5T,
Even though these games

are second hand they retain
the standard of new
games. For a membershg
form and full free st of all
the games on offer send a
SSAE to: William Pacgrave-
moore, 13 West Parade,
Norwich, NR2 3 DN, It will
be worth it?

BLOODWYCH help urgently
req'd contact Phil on Bristol
698914 or 109 Pretoria Rd,
Patchway, Bnstol. BS12
5PY.

PROGRAMMERS! Amiga
sprites, music , bitmaps,
Blitter, copper ect,
Explained in a new book:
“Amiga Games Prograrm:-
mers Guide”, All you need to
know about the Amigas cus-
tom Hardware to write that
Mega game! Al budding and
existing games writers must
get a copy! Send SAE to:
C.J Ditchburn, 12 Eden
Court, The Scores, 5t
Andrews, Fife, Scotland
K16 9BD.

HELP wanted does anyone
knaw how to get the mis-
sions n Elite (C64) version,
once Elte rank is reached,
Also has anyone got any
pokes or stings for Bouk
derdash 4. Any help would

HELP needed with Myth and
The Last Ninja on the C&4.
On Myth how do you get
past the one headed Green
Dragon in Ancient Norse
{level 4) and so on? And how
do you get past the two fire
breathing dragons at the
end of level 2 on The Last
Minga? Any assistance grat-
fully accepted. Paul
Michloas, 206 Meath Rd,
Briton, Ferry Neath, West
Glamongan, S Wales.

IBM owner wants help with
Hitchikers guide to the
Galaxy. | can help with
Defenders of the crown plus
others. Write to David But-
ler, PO Box 35771 Menilo
Park. 0102. S.AFRICA,

ST POWER transformer
urgently required or old ST
with working power, Contact
Phil on 0272 698914, Or
wrote to 109 Pretoria Rd,
Patchway, Bristod, BS12
5PY.

WANTELD Pokes, tips, maps,
and cheats for Amiga, Write
to Gareth Keyes, 4 Glanmor
Cres, Newport, Gwent. NP9
BAX, UK or Tel: 0633

be appreciated. Contact. | 280958

Peter, 42 Brightfied Rd, Lee

Green, London. SE12 80F
NOTICE!!

DO YOU HAVE ANYTHING
TO SELL? NEED HELP ON
ANY GAMES? YES?
THEN JUST GO TO PAGE
121, FILL IN THE ENTRY
FORM AND SEND IT TO
US- NO PROBLEM!
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hat {and wha can blame
them?), and lustily declare
themselves as winners of
‘fe Dide Pinke Page Com-
pos. So without more ada,

e The service is NOT open to trade advertisers.

Winner of the NES set
is Miss K. Stirzaker,
‘Wokingham, Berkshire.

Winner of the Game-
baoy, with Tetris (yeah!] is
Gareth 0' Hara, Lisburn,

for a few quick games.

Tony Skinner, Newbury,

Berks.; Philip Anthomy
Bram, Gedling, Notting-

ham; Steve Wood, Pienn,

Wolverhampton, Nathan
Hill, Woking, Surrey;

The winner (who wins
on the ba=s of his tip more
than his caplion is Alan
Johnson, Fleetwood,
Lancs.

Hmmmt Says it all really. ..

PINK RESULTS

produced by the worst art-
sist we could find in the
building (namely our very

own reviews editor). Unfior-

tunately nearly everybody
managed to identify what

La Vied These are the lucky

HOW TO PLACE YOUR ENTRY

All you have to do is send off the form below, together with your payment;
Entries to the Pink Pages cost just £4.00 each. (Except for helpline which is free).
e The maximum is 20 words except for Helpline. (Helpline entries can be extended to
100 words max — use another sheet of paper if necessary).

® We will print your advertisement in the first available issue.
® Entries which could be interpreted as encouraging software piracy will not be accepted.

ENTRY FORM

YES! Its back again, the NO NONSENSE LOGOTRON VIRGIN ON THE | PICTURE THIS! people who have deprived
bastion of the (sconto be) | NINTENDO LOVELIES RIDICULOUS! Back in Feb we had a com- | the ACE team of their fun:
rich (slightty) and famous Back in the Jan issue we Remember last decade? Thanks for your good petition in conjuction with Mark Daniel Wake,

i ran a little compo in con- Good, 'cos that's when we | response to our crazy cap- Domark in which there wer | Southend-on-Sea,
(vagnely). Yep; it's the spot iunction with Nintendo. The | ran our Pink Compa with | on compo in the Janissue. | five capies of the Pic- Essex; Arthur Owen,
where we announce those J|:-rizes up for grabs wére 2 | Logatron in which five You will remermber that we tionary board game up for | Caernarvon, Gwynedd;
lucky souls whase post- Deluxe NES set (ooohl) copies of Bad Company asked you to supply a suit grabs. Sean Glover, Throney,
cards, letters, etc have and a Nintendo Game Boy | and Starblaze were upfor | able caption for a piccy of _Ta win these wonder- | Cambs., Steven Gal-
managed to crawl out of complete with the abso- grabs. The lucky winners gl;r:eriﬁragfn&m promoting | ful nr_sesuar:ll ﬂy::u had to do :ﬂéﬁx::r;::;u
the confines of the editor's | 'utely fabby Tetris {aaah. are: a L . was iden ree piccies : ;

Leeds.

0K, That's &l folks! There
will of course be more Pink
Results next month. Mean:
while, this month's winners

Co. Antrim, Northern David Exton, Stafford, CAPTION: he meant by his childish can sit back and wait for
read on, and see if you're tretand. Staffordshire. Who said this is a light gun? doodles, so we have to their prizes!
one of 'em. Congratulations to It's really quite heawy! give away the games

both of you. Get the kettle rather than keeping them

on next weekend, 'cose TP: Don't go on any balloon | ourselves to play next

the ACE team will be round trips with this man. Christmas. Oh well, C'est

iPOST TO: ACE Readers Page, Category of entry: Write your Advertisement here, one word per box.

iEmap B+CP, Priory Court Include your name, address and phone number if

| J ¥ .

130-32 Farringdon Lane, [] Helpline [] For Sale You want them printed,

iLOI‘IdOI‘I EC1H SAU. D Wanted D Pen Pals | - 4

: []User Groups [ |Other |

iPlease place my ad in the -

inext available issue of ACE. Method of Payment

]

1

1 -9

iN'ar'ne ..................................... [] Cheque ro. |
[l

iAddress ................................. R

i i

L s Flease make cheques and I

! postal orders payable to E

|oresesssssss s ACE MAGAZINE. | |
|




SUBSCRIBE!

‘ Get 13 issues for the price of 12 - and get ACE delivered to you in the comfort of your own home
HOW TO ORDER
Complete the coupon below OR send your details on plain paper OR ring our special 24hr. Orderline service on 0858 41088 and quote your credit card number,
ANNUAL RATES
UK £17.95
Dverseas Surface Mail £27.95

aprived Airmail Europe £42.95

B fun:
B, We suggest that Overseas readers pay by International Money Order. Other Airmail rates available upon request. For subscription enquiries, telephone 0733 555161

iy To ACE Subscriptions Dept., PO Box 500, Leicester LE99 0AA
:i- i Name........cconsnnmeasisennnnnnes }:
i E BIIBEE . cccerianscnnsrrnmnssaasmanntorysnssasismssunitattnssesntnssiknbans o i
p= _ O =555
l:::; i Please start my subscription from the (enter month)........ccccsceemnnssenisssnnannmnneceissue of ACE. | enclose my E
it for | cheque/postal order for £.....................(payable to ACE Magazine). '
| Please charge E.............to my Access/Visa/Diners/Amex account. !
i Card Number.........cccecieernmnisnssssssiassasssssessmennns SIgNAIUPG...cccce e eseresernss s snnn s s s nenes s s snnsnnes E
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-4 Ye gods! Is this the future
of mankind after the great
console takeover? We could-
n't believe our eyes when
this little baby showed up in
the office, featuring the ‘New
Ecto Popper' and 'Ecto Gog-
gles' from the Real Ghost-
buster range. With kids like
this on the block, who needs
ghostbusters?

CD REVOLUTION

or blimey! Can this be true? Are we
about to get the games of the future
right now? Could it just passibly be that

hardware manufacturers are about to blast our
woolly socks off with a whole string of exciting
new games machines!

The almost unbelievable answer is yes. Last
month you would have been forgven for thinking
that here in the UK we were setthng down o a
couple of years of ST/Amiga dominated gaming
Mo real CO-ROM development for at least two
years, no CDH, no FM Towns (unless you win one
in this month's competition), in fact nothing very
exciting on the horizon at all.

How wrong you would have been. In the
space of three weeks, there have been ':I' i
arate de w.n.,ment; that together will rey
the games scene here in Britain within ﬂ.r next
twelve n‘\Dn.hs.

Development number one, NEC are seriousty
contemplating importing the PC Engine officially
nto Europe. And why is this so important, dear
reader? Aren't we sick to death of the PC wotsit?

Aha, but of the world's entire installed base of
COROM drives, over half are attached to PC
Engnes. And fots of people are developing ED
ROM software for the NEC machine. The PC
Engine could be the first major CDR<ompatible
unit in the UK with a decent games software base
— and that's the first step towards CDd, since it
gives software companies the CD production
experience they'll need for the interactive optical
disk games,

Development number two. Commodore are
producing a CD-ROM games console. No, it 15 not
(apparently) a CD-ROM with an Amiga attached (or
viceversal but a stand-alone keyboardless unit,
codenamed ‘Baby', retailing for under £500, and
styled more like a hifi unit than a computer,

i this 15 Commodore’s answer to the
Japanese (see last month's column) then Biitter
takes back everything he said about C64 based
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consoles last month. In fact, Blitter dashes out
and buys Commodore shares, Blitter joins a
Christmas Club and starts saving up. Because
make no mistake, a standalone COR unit at that
price from a major company with a strong involve-
ment in the games market could, if the hardware
spec is OK (if...), prove to be the most exciting
item on the market this year.

And finally, Amstrad are planning their own
console. Long  rumoured, not  yet ofticially
announced, it joins a couple of upgraded CPC
madels capable of taking cartridge software to be
released this auturnn — or so we hear on the
grapevine, Whatever the specs, itll be cheap,
widely available, and probably well supported by
UK software houses. The only guestionmark hangs
(as in the case of Commodare's 'Baby') over the
hardware spec. There's a lot of powerful compett
tion lpoming up in the console market

One thing's for certain. With at least one, and
possibly two CD-ROM compatible systems about
to hit these shores, ACE readers are guaranteed
some exciting software developments during the
next year.

Meanwhile, in another significant development for
the Uk CO-ROM games scene, Mirrorsoft has just
taken over the marketing and development of
leisure le.g. Guinness Book of Records] and
games CD titles from sister company Pergamon
Compact Solutions (now disbanded).

One of the machines Mirrorsoft will be looking
very closely at will doubbless be the Commoadore
unit, According to company boss Peter Bilotta,
..CD based games will be big news within the
next two to three years.' He also reckons that
Commodore's machine could do .very well
indeed in the European market. Don't miss next
month's special ACE free CO guide...

Blit-Blit!

GREAT
FREE
GIFT!

We've got a great freebie
for you next month that
will put you right at the

forefront of the CD

games revolution.
After giving you an exclu-
sive chance to win an FM

Towns machine this
month, next month we're

giving away a special

ACE cover-mounted

guide to the world of

compact disk games
technology. You'll be able
find out which games are
currently on CD, the
specs of the machines
they run on, how CD
games work, and what
both British and Ameri-
can software houses are
planning for this new
medium in the near
future.

We're also hoping to
bring you our interviews
with Cyan, which we had

to leave out of this chock-
full issue, and AIM -

American Interactive

Media, plus an in-depth
investigation of 'cute-
ness'. Don't miss it,
sweetie pie.

Ooops!

Pepe Merino's system, as detailed last
month, boasts 256 colours per panel,

NOT per page! Sorry, Pepe - it's even
more impressive than we thought.




; nter a mediaeval era in a mystical world where Ivanhoe, our
chivalrous hero, pursues a perilous quest ... a quest from which most
> mortals would run ... an adventure which most men would fear!
_ Strap on your armour, take up your sword and brace _l;mir.-.'v[_['m_llu‘t'
the magical powers of the most evil of wizards, the plunderous pirates,
the most awesome of dragons and a host of hideous ‘beings’ in this land of (egends.
Superb animation, by the cartoonist whose brush gave us the Asterix
movie, and beautifully executed graphics create a visual impact as yet unseen in the
media of interactive entertainment. Ivanhoe - Fight for your life ... and legend!

ATARI ST AMIGA

£19.99 8l £2499
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' THE DEMONS & DRAGONS
HELL - YOU ARE TEE...
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