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Let's face it. You've had to put up

with some nonsense, haven't you?
Low quality games and even lower
quality mags. Reviews that lie and
games that stink. But no more. Now
it's all going to change.

Here is a mag that would not take
it any more! Here is a mag that
stood up!

Here is...
ACE Magazine.

Our aim is to deliver all the news on
the games scene each month,
quenching your thirst for facts in a
refreshing and worthwhile style.

The world's most detailed reviews,
the world's hottest games stories.
Every new release reviewed and
every review unimpeachable.
Every month. Starting now.

1 Alien 3 from Mirrorsoft, this month's covergame Is moving along at a fair old pace at the
of Probe in leafy Croydon. ACE takes a sneaky preview. Exclusively, of course.

Bulifrog, purvevors of fine
2 3saﬂwsm since Populous
open their doors to a select number
of ACE readers. Read about their
secret projects and views on the
games Biz in a special In the Works
live!

They say that the best things in
life are free. And how right they
are! Just look, dear reader, at
the lovingly crafted Classic Tricks
‘n’ Tactics supplement provided
entirely free with this issue.
Detailed, worthwhile playguides
for six of the best games on the
market. And there's going to be
another one next month!

Editor Jim Dougles. Deputy Ecior Devid Upchurch. A7 Editor Jim Wilks. Designov Jenny Abrock. Staff Wiiter Gary 'Whitta. Coitritautors Rik Haymos, Chils
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Imagns putilication may be reproduced in sy fomy witheu! permissian from Be puilishess. This menth's cover lustration was produced
by Mewin Bullney, tha man batvnd Ocenn's TZ. Exra speeial ACE Up The Skeovs awnrd goos 1o all at Pro Print for soeing us right when the chips wese down
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3 Pitfighter. Read about Domark's ambitious
conversion in development.

4 You can rely on our new four-page previews
section to keep you up on the newest of
the new news now!

i~ AuP- D013

5 ACE Benchmarks. The finest games. Is your
software collection complete?

58Fhor 13, just one of the games to receive the new
ACE &-Page Screentests.

S]U3jU0d

7 News - Games and tech stories from around the globe. 14 Letters. 18 Special - Alien ‘3. 23 In the
Works - Pitfighter, Paragon Software, Heimdall. 42 Previews. 88 Console Reviews- Releases for your
entertainment system. 105 Next Month. 107 The Thoroughly Awesome Reviews Directory.
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Lotus Turbo Challenge Il

Possibly the most eagerly awaited race game of all time, Lotus Il is a
significant departure from the blockbuster original. Has Gremlin's new
.'ti'lprJ.'l(:h Elaid l:m

58
Floor 13

Virgin Games' foray into the murky world of a covert government
apency is a surprisingly enthralling one. Are you ready to play your part
in the defence of the Realm?

64
Hudson Hawk

The critics murdered it and the public stayed away in their droves. But
Ocean and Special FX are determined to make their version of the Hawk
a hit. And they might just have done it.

E w S

72
Grand Prix
High-brow simsters Microprose are unusually
excited about their release of the new Geoff Crammond game,
We take the final version for a spin.

76
Alien Breed

Gauntlet in space! Team 17's firoutbash at a full-scale game has turned
- out suprizingly well. Can | hear screaming

82
Mig29M Super Fulcrum

Domark set out to remedy the longevity of Mig 29 with a bigger, bold-
er and brighter sequel. PC owners should prepare themselves to be
impressed.
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Amiga Power
“Original and
playable to last a life
time. Don‘t miss it.”

New Computer Express

Available on
< ‘ % Atari ST, Amiga
' and C64 disk.
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¢J” S\% Faceball 2000; Loads of Srilolds, level after loval of dangerous

mazes and up o four players... whe could ask for anything more?

Adventures
| In Cyberscape

Rik Haynes, newshound extraordinaire goes
to work on this month's top stories.

=== |t's Nothing Personal

Following a triumphant Launch at the AMOA coin-op show in Las Vegas last
month, Williams Bally/Midway is readying the European release of a stun-
ning new arcade machine. Based around the hugely successful Terminator
2 movie starring Arnold Schwarzenegger as the 215t century cyborg killing
machine, many believe this to be the best video game ever licensed from a

i ; motion picture. LD R

"L-r,,;m.l._lf_',':, R Designed by the same team that brought us Narc and Smash TV,

Tococnct intiesaae ol Terminator 2: Judgment Day is a playable and addictive Operation Wolf- What is filled with level after level of treacherous

o style shoot'em-up featuring graphics not only digitised from the movie, but ™38 and Smiloids? Bullet-Proof Software, the
also specially recorded by Williams personnel on the set of the film. No publisher t.h_at r_nade. a mint from Tetris and Pipe
other video game company has ever had this much access to such raw Dream, is bringing out another arcade puzzle game
movie materials. Even Arnie got involved in the project! for the Gamebdy.

Next month, ACE will be running an exclusive behind-the-scenes report Faceball 2000, developed by the same P“-’?PIE who

on the Making of Terminator 2 coin-op. Miss it if you dare... wrote MIDI MAZE for the Atari 5T, gets its name

from the maniacal smiley faces representing each
= player. Like the previous release from James Yee,
2R this is a game of tag where players chase each other

) \ ¥y through a three-dimensional labyrinth in a race to
evade capture. Up to four people can play - using
the special Nintendo adaptor - in solo, free-for-all
or team competition. Bullet-Proof Software is also
planning a version of Faceball 2000 for the Super
NES.

Meantime, Soviet game supremo Alexey Pajitnov
is now working full-time for Bullet-Proof Software
in Redmond, Seattle. The talented Russian-born
creator of Tetris used to invent games in his spare
time at the Computer Institute of the Soviet Academy
of Sciences where he explored sophisticated com-
puter applications like speech recognition and arti-
ficial intelligence.

“When [ broke my leg in my early teens, | got very
bored reading day after day and I started looking
into mathematical puzzles,” reveals Pajitnov, “I got
so carried away 1 forgot everything else - school,
friends even girls.”

ACEE 7




Better Late Than Never

Elite, the cult space game that gathered countless fans after its original release,
is et to be launched on the software starved Acorn Archimedes, writes Mathew
Tizard. .

First released for the BBC micro in 1984, and since converted to almost every
other machine, Elite has now been updated and revised by a two-man coding
team based in Cheshire, This version of the game sports sampled sounds and
solid 3D graphics running at 25 frames per second.

Other innovative new features include ships that flock and cruise in forma-
tions of up to 50. Every spacejock is endowed with motivations of their own,
intelligently acting on individual politics and seeking out enemies. Items that
the original included in the manual as mere whimsy have now actually been
implemented, exploiting the raw
power of the machine,

Archimedes gamesters have
never had it so good. Elite may soon
face competition from another 3D
epic on its way, Karma has been
under development for four years
and is more akin to a Virtual Reality
life model than a game.
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Virgin Games has sgned up
veteran hicavy mctal bard
Motorfiead. Details regarding
game design and frmmat
availability of this of-bea! deal
heve yet 1o be announced. ACE
reckon s the nfamaurs
Motorhead hits like ‘Beer Drinker
amd Hell Raisers’ and “Deaf
Forever' could inspire one
monster of a garme,
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Hikes, Tackles
And Cheers

‘Iron” Mike Ditka is one of the most famous men
in American Football history. He not only
distinguished himself on the field but also won the
Super Bowl as coach of the Chicago Bears. Now
Ballistic has launched a Megadrive cartridge
bearing his name, so does it deliver the goods,
too?

“Mike Ditka Power Football is for gamers who
love American Football and want an action-
packed game rich in reallsm, playability, graphics,
options and statistics - in that order,” boasts
Producer Sam Nelson.

According to Ballistic, this is the only American
Football game for the Megadrive that gives the
player total control of thelr team. Individual
parameters can be set for each team, such as the
occurrence of fumbles, injuries, fatigue and even
penalties. There Is also a library of more than BO
different plays to choose from.

Memory seems to be no object for Ballistic,
Mike Ditka Power Football contains eight
megabits of feature-packed code, bitmapped
graphics and sampled sounds.

Elit® comes to the Archimsdes: can this great
game stand the test of time 7

hip dudes at Imageworks.

rebounds, fast pace and solid body feel.”

for the Amiga, PC and ST.

“a \ . 1

Ballistic promises Mike Ditka Power Football has ‘more plays, real
mction and fun than any other football game for the Megadrive'.

8 WMicE

The Heat Is On

Clsco Heat is a real scorcher of a Jaleco coin-op conversion swears those
“This is the most thrilling and realistic racing simulation ever to be seen

on a home computer,” as the Imageworks spokesperson goes into full

hypermode, “The race will come alive through intense shock absorber

Well, er, what can we add? Oh yeah, Cisco Heat is coming later this year

On The
Starting Line

Gremlin has beaten off tough competition to sign-
up British Formula One hero Nigel Mansell. The
ink is hardly dry on the contract, but the success-
ful Sheffield-based publisher of Lotus, Switchblade
I1 and Utopia, is confident world championship
racing fans will lap this one up.

Although a definite title or release date have yet
to be announced, it is known that Gremlin is plan-
ning a multi-format release which will probably
include the Nintendo Gameboy and Super NES
consoles.

Programmer Paul Blyth, who has just completed
the PC conversion of Federation of Free Traders,
is already working on the Nigel Mansell game.

Cisco Heat reaches the Atarl ST,
didn't Jalecs do that Big Run
diriving game s well?

B )

Psygnosis and DMA Design,
mgkers of the infuriariig
Lemmings, are working on o
sirmulraneois four-player
exploration game [n the firsl-
person perspective tradition of
Dungeon Master. Requiring a
minimum one megabyie of
memory, Hired Guns is a “blend
of old-world mysticism and
mugged sclence fiction”. It also
pumps oul MIDI-compatible
music!

| S—




Virtual Theatre

Mirrorsoft and newcomers Revolution Software are very excited about the lat-
est graphic adventure game system to be introduced. Is Virtual Theatre a
SCUMM -buster, then?

The major attraction with Virtual Theatre games is that they're set up to
advance and develop independently of the player. You can just sit back and
watch life go by if you're feeling lazy.

User friendly control is another plus point. The mouse-driven interface is
intuitive and quick to operate. Standard commands such as 'get knife’ can be
issued within seconds. Alternatively, players can simply ask other characters
to perform actions ranging from the likes of ‘tell character to get bottle’ to
complex requests like ‘tell character to go to the guard room and get bottle
and then use bottle on tap and then go to the outer cell and then give bottle
to the prisoner’, Pretty neat, eh?

Virtual Theatre is the brainchild of Charles Cecil, Tony Warriner and David
Sykes at Revolution Software. Adam Tween, Stephen OQades and Paul Docherty
have produced the backdrops, sprites and animated graphic sequences for the
first Virtual Theatre game. Richard Joseph has composed the music and sound
effects. The company is also working with Dave Gibbons, co-writer and artist
of the successful comic The Watchman.

Mirrorsoft claims Virtual Theatre is the future of adventure software and is
planning to publish a series of games based around this new system. The first
release, Lure of the Temptress, will be available next year for the Amiga, PC

and ST.

Early sereenshots from the first Virtual Theatre game, Lure of the Temptress, the British answer to thase
humorous. graphic adventures from Lucasfilm Games and Sierra On-Line.

" & truly remarkable programming
achievement and a great game to play - it's
like havin1 an original coin-op in your
bedroom!"

ZZAP (ZZAP GOLD MEDAL 96% (CBM 64))
. E= 0%
TURRICAN IT™

" This is one of the best shoot "em-ups of
the year, possibly the best ever!"

ZERO (ZERO HERO 91% (ST/RE))

Licenced from Jabecs. Capyright The Sales Cerw
™
R —
B o

A @

" Continuous action, solo or dual play and
more Aliens than Star Wars Cantina®’
THE ONE 83% (AMIGA)
Lurve have produced a
Cl AMIEA (CV SCREENSTAR 50%)

" This is one of the most compulsive games
I've played in ages'" ZZAP 89% (CBM 64)

"' R deeply challenging and maddening
addictive game to play."

AMSTRAD ACTION (AR RAVE 85%)
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Sid ‘Silent Servics” Maler may

look like & corporate acoountamt

but he certainly knows his
video games, eh readers|
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WHO'’S THAT GUY?

In the first of an occaslonal series, ACE looks
into the careers of creators responsible for truly
remarkable games. We thought it would be a
great idea to start with Sid Meler, co-founder of
Microprose and the brains behind Silent Service,
F-15 Strike Eagle and Rallroad Tycoon.

Civilisation is the latest game from award-
winning game designer Sid Meier, but why did
the master of simulation and strategy software
actually start programming games? After
graduating from the University of Michigan with a
degree in Computer Science in 1976, Meler
worked for mini-computer firm General

Instruments. His love affair with

entertainment software was highlighted
when he purchased an Atari 800 eleven
years ago.

The idea for Meler's first
game, Hellcat Ace, came after he
played an aerial dogfight at a video
arcade. Sid realised he could add

more realism with software created
for personal computers. A string of
hits and accolades followed, in
1986 for instance, Silent Service
was named Best Simulation in the
USA, Britaln, France and West
Germany. Overall, Meler's games
have sold over two million copies

worldwide.

“Gamers want a continuing stream of
challenging and interesting decisions to
confront,” declares Meler, “They like options,
‘what If' scenarlos and countervailing

Dislikes And Desires

Can you imagine the sort of game Eye of the Beholder 2 will be? US Gold
and SSI have taken note of the comments from over 500 dungeon masters
In order to produce the sequel to one of the best selling games of 1991.
The legend serles of games are the first graphically based AD&D fantasy
role-playing games to be licensed from TSR.

Apart from an expanded storyline and more character interaction, The
Legend of Darkmoon features a greater variety of creatures and new
locations such as forests, temples, catacombs and towers.

True to what has become something of an expected feature of Eames
coming from the USA, Eye of the Beholder 2 uses animated ‘movie’
sequences throughout. On a more esoteric note, the programmers have
soft-wired an improved Interface to speed-up spell casting. However, the
point-and-click command principle remains.

Lucky PC players equipped with an EGA, Tandy or VGA graphics card will
be able to test drive the game next month. A soundboard s optional, but
they must have 640K of RAM and a hard drive. Meanwhile, Amiga gamers
will have to wait till the New Year before they can start exploring the
Legend of Darkmoon. Don't forget to ask Santa for that one megabyte
memory expansion or you won't be able to sample the fun and frolics!




The Big One

Sources close to Konami are suggesting this leading Japanese
video game firm has Just made a successful bid to publish the
most eagerly-awaited video game sequel of all time... Elite 2!

David Braben, co-creator of the first game, has been working
on the follow-up to this epic space game for nearly three years.
Braben has previously hinted that Elite 2 will incorporate
numerous graphical and gameplay Improvements, including the
facility to actually explore the surface of every planet.

Fuelled by Intense speculation, the rumour wagon has been
going at full pace. For instance, one pundit told us Braben
devised Elite 2 primarily for the PC while Konami Is likely to
insist on Super Famicom and CD-ROM versions, too. Braben

'CARTRIDGE

CAPERS

Psygnosis and Electronic Arts are about to launch the first
two Megadrive games from their co-publishing agreement.
Regarded as one of the most successful Amiga games ever
released, Shadow of the Beast is a visually attractive arcade
adventure featuring multi-level parallax scrolling of the

surrounding fantasy landscape.

Fatal Rewind, previously known as The Killing Game Show,
is a cross between a shoot’em-up and platform game as the
player takes the role of a convict in a futuristic TV quiz show.

Shades of The Running Man, perhaps?

could again team up with lan Bell to help produce these
conversions. There is even talk of a specially adapted Elite 2
reaching the arcades. It Is not known whether the proposed

deal also includes the NES version of the original Elite which At one penny under £45, the
Braben developed himself. pacnlons:rogy oot Y
Konaml has recently enjoyed considerable success with the Beast Megadrive cart certainly

video games based around those Teenage Mutant Ninja Turtles
and home-grown products like Castlevania and Gradius.
Publishing Elite 2 would mark a radical departure for the
company.

Neither Konaml or Braben was avallable for comment as ACE

i s

Argonaut Software, the development house behind
Starglider 2 and Birds of Prey, has teamed up with
Microprose to develop a strategic flight simulation
set in the near future.

As Supreme Commander in Advanced Tactical
Air Command (ATAC), players are put in control
of an elite team of 250 undercover agents and a tac-
tical force of four F-22 fighter bombers, two heli-
copters and a base secretly located in the jungles of
Colombia. The objective is to stop the drug barons
before their filthy merchandise hits the streets of
all major cities. This isn't easy, though. The five
major bosses have enough money to control politi-
cians, the judiciary, hire the most talented merce-
naries and buy the best airplanes and missiles.

ATAC is part flight simulation, part strategy game.
As you might expect from Argonaut Software, the
simulation part of the game features a *fully-realised
3D world’ with hills, mountains, roads, towns, cities
and jungle plantations. The game will be released
on Amiga, PC and ST in early 1992.

It’s Weird!

Foursfield and Imageworks, creators of the critically-acclaimed Brat, are now
tweaking another surreal arcade adventure.

“Suzerain features stunning graphics which have an almost Dali-esque
flavour,” states a spokesperson for Imageworks, “The planet features a vari-
ety of beautiful but very strange landscapes.”

Players go on a quest to capture evil wherever they find it. Luckily, they have
two faithful assistants and a rather dainty cask to help them out. Discover this
overlording experience for yourself when the game is released on the Amiga,
PC and ST.

1



THE SECRET OF MONKEY
ISLAND™ 2 - LE CHUCK'S REVENGE

The Secret of Monkey Island witnessed

the demise of the evil ghost pirate Le Chuck
at the hands of young Guybrush, and an
agitated bottle of root beer. Guybrush doesa't
have long to rest on his laurels however,
because blood is thicker than root beer, and
Le Chuck's brother is out for revenge,

Available on; PC Compatibility: EGA, VGA,
MCGA. Requires 640K Ram AT or better
recommended. Hard disc recommended.
Supports AdLib™ and Roland™ and CMS
Gameblaster sound cards.

™ & © LucasArts
Entertainment
Company. Lucasfilm
Games is a
trademark of
Lucasfilm Lid.

The Secret of
Monkey Island is a
trademark of
: LucasArts

,"‘—' Entertainment
e Company. All rights
reserved.

LEASEEM

HILLSFAR » DRAGIONS OF FLAME » HEROES OF THE LANCE TEL: 0808 442015
CURSE OF THE AZURE BONDS » POOL OF RADIANCE

CHAMPIONS OF KRYNN TEL: 0898 442026

BUCK ROGERS » SECRET OF THE SILVER BLADES «

EYE OF THE BEHOLDER TEL: 0898 442030

OPERATION STEALTH » FUTURE WARS + CRUISE FOR A CORPSE TEL: 0838 654284

Sereenshot from PC

N - THEY WERE FAST, IHEY WERE PEADLY. ey wiene (B
| QLTNUMBEREDY THEY WERE THE..,

As American
forces seized
control of the
skies over

i

L

NEED HELP? CALL THE

GOLD PHONE

HINTS & TIPS LINE

Germany, Nazi
Screenshot from PC [VGA) scientists
unleashed strange and powerful aerial weapons
in a last desperate attempt to win the war,
Secret Weapons of the Luftwaffe gives you a
gripping, highly realistic experience of these
extraordinary air battles, from the first daylight
bombing raids in 1943, to the final days of The
Third Reich.

Available on: PC Compatibility: VGA/MCGA
256-Colour, EGA, Tandy®, (AT) 80286 or faster
recommended. Hard disk recommended.

Mouse or Joystick. Supports
Adlib™ and Soundblaster™,
Sound Cards™ and Roland™.

1990 LucasArts
Entertainment Company.
All rights reserved.

[uCAsFILY

LUCASFILM HELPUME + COMPETITION = INDIANA JONES «ZAK MCKRACKEN
mmmou-lm-mstmmmnm-nnum
BRITAIN TEL: 0829 854123

NEW RELEASES « COMPETIION THL: 0839 654124

OMPETITION - £200.00 WORTH® OF
US GOLD GAMES TO BE WON EACH MONTH.

¥ you are under 18 pleass gat permission fo use the telephons. Calli cast Hp per minute cheap rove, a5p per minute all ofher fimes.
Service provided by U.5. GOLD LTD., UNITS 2/3, HOLFORD WAY, HOLFORD, BIRMINGHAM B& 7AX




BEAGONLANCE™ |/

HOLE-PLAYING

ADVENTURE
v, 1
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SHADOW SORCERER

This new concept in role-playing adventure
means that in minutes you will find yourself in
the thick of the action, facing many enemies
not the least of which is the SHADOW

MIGHT & MAGIC" III

You've never SEEN or HEARD a game like

3 this before!

& * | ADVENTURE - A swashbuckling adventure for

2

L

ﬁ

heroism and wizardry that will keep you ;

“ riveted for hours and hours. SORCERER himself.
SOUNDS - Stunning music, sound fx and speech " 4 * 100% "Point 'n' click" icon control

add a "3rd dimension" to play ...ominous voices ' > (no laborious typing).

and screams will seek to unnerve you! * 3D isometric play area giving you more

HELPFUL -Automatic "help" is available to show control in the playing environment.
— — you the way when « Control up to 4 characters in a life or death

y ‘{ﬁ —— T : ‘3 b yos B g struggle against evil.

. + Hexagonal grid, wilderness map for outdoor
| Dt confrontations.
i ;g:;z:cﬁj:;?md + 3D "animated miniatures" represent your cast
o o Magic's not of characters in
g su E,‘”M required. real-time
2 » /| Available on: Bomet
. : = Amiga and PC ; .
::n_,’ "W‘F 1\ i B Cumg]mtibles . * | Available on:
LN / (VGA/MCGA 256 Atari ST,
Screenshot from PC Colour, EGA : Amiga & PC
\ I Supports Adlib™, I (EGA, CGA,

Soundblaster™ & VGA, TGA).
Roland™). Hard disk £ 3 Screenshot from
required. 3 e

NEW WeRLD COMPUTING, INC. w il e ADAD, DRAGONLANCE asd the TSR logo are trademarks
sl il Bty = comed by TSR, Inc, Lake Geneva, W USA and used undee
1991 New World Computing » [ 1 Hleense from Strategic Simulstions, Inc, Sunnyrale, CA
%@ £ ™ i 951 TSR, lnc.
Inc. All rights reserved. USA, ©1991 Strategic Simulations. Ine. 71961 me
| [

All rights reserved

Screen shots are only intended to be illustrative of the gameplay and not the screen graphics which vary considcmblr between different formats in quality and
appearance and are subject to the computers specificat

U.S. Gold Ltd, Units 2/3 Holford Way, Holford, Birmingham B& 7AX. Tel: 021 625 3366




. I am reduced to a

state of sweating fear when | receive a message from

some bastard in Germany on my monitor.

1 bought what is supposed to be an anti-virus disc
for ten quid but the instructions are such a lot of
gobblygook that I can’t make head nor tail of it.
Unfortunately I can’t remember which of my discs
could be the offending article and consequently load
up each day with something approaching fear in
case I'm messing up all my discs. What puzzles me
is that 1 haven't any phoney discs as I buy them from
shops.

Robert Lamb
Cottingham
East Yorkshire

Prevention's better than cure, and it's not difficult to
protect your disks against viruses. If possible, always
leave the Write Protect tab ON (which means you can
see through it), and that will prevent any gremlins writ-
ing themselves onto your disks. However, if pou are using
a game or application where you need to write onto your
disk, this isn’t an option. Another foolproof method is
to always turn your machine off at the power point for
a good thirty seconds before turning it on again lo use
another piece of software. Many of the more dangerous
strains of virus stay in the machine even after a three-
key reset. Since you're already infected however, your
best bet is to get hold of a good hard virus killer - chances
are the commercial one you bought isn’t much cop. Most
PD libraries stock killers, and currently the best avail-
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I think your reviews of software are good although
3 Ve TWO Pages per review?
If you run out of stuff o write you could always fill

some are small. Coudd

most of the pages with screenshots. Some games
may be brill but we don't see big reviews of the game
there. Your rat-

and just flick past as if &t
at horrible chart. How

T inat

ings are good, exc

about drawing a ¢ at looks kike a thermome-
ter where you would dearly see how hot (so to speak)

it is.

Wavne Hudson
0ld Catton
Norwich

Yes, SIXT By

now you've probably already seem our smazing new

TWO pages per review? How about SIX7

ultra in-depth reviewing system - and given the sophis-

ticated nature of much of today's top software, there's

rarely any danger of us running out of things fo write.
Our *horrible chart” as you so guaintly ':'__?'_fr to it isin
fact the most accurate and appropriate at-a-glance rat-
ing system going - although you'll probably be pleased
to see that this month it's been revamped somawhat to

make it even more skill,

WHITTA MUST DIE!

Having already bought a copy of Wing Commander

I1, I was truly astonished to read your luke-warm
review of it. Did Gary Whitta actually get it out of
the box? Or is he deaf, blind and retarded?

[t is without doubt the most awesome and brilliant
game [ have ever played on a home computer, and
makes the original Wing Commander look dull and
repetitive in comparison.

Your predicted interest curve (PIC) is whally incor-
rect. It doesn't reflect the comments which accom-
panied it. The interest level remains high until the
game is completed, then it falls sharply. (It does
NOT start declining from the moment you start play-
ing, as suggested by the PIC).

Some of your quibbles with the game are justified,
but in spite of these, the game is still far and away
better than any other game, so your ACE rating of
a mere 800 is completely ridiculous. (The same
comments could casily be applied to the excellent
Thunderhawk, but that didn't stop you giving it a
rave review).

It sounds to me like another case of sour grapes,
because even if Wing Commander or Wing
Commander I1 ever gets released for your beloved
Amiga it will only be as a pale shadew of the origi-
nal because of the poor graphics and slow speed of
the Amiga.

Christian § Low
Walker
Newcastle

You sad person. If Wing Commander 11 is the most
awesome game you have ever played, you must have led
a preity sheltered life. While there’s no doubt about Wing
Commander’s technical excellence, the ACE review com-
ments about the quality of the gameplay remain valid
- it’s listle more than a series of short, unrewarding and




KONSOLE KOPIES?

ACE, it's come to my attention that more and more computer

games are becoming more and more like their console counter- ,\‘\ - 5

= e T § -
parts. As [ understand it, Ocean’s licenced games of the Simpsons \‘L -
cartoon is simply a port-over from the Nintendo platform game. s A
Now, from looking at your preview of Hudson Hawk last month, -2 \::’

it seems as though that game is also very console-y in style, with o
lots of cute characters and platforms and things. You only have to
look at games like Rick Dangerous, Switchblade, Impossamole and
many others to see that this is not a new trend.

I’s not that I'm complaining. Far from it. Console games are often bet-

ter than computer ones, so making computer games more like consoles '
games can't be half bad. What I'm wondering about is why games designers
are doing this. It's certainly not to make higher quality games, as we all know that software com-
panies don't give a shove about us kids on the street. They're just interested in their flashy dothes,
new cars and tropical holidays. Perhaps it’s because, in the light of the new console boom, the
softcos want to make their games more easily convertahle onto the console formats - for as we all
know, that's where the real money is. Or maybe the softcos are worried about consoles killing off
computers, and are making their games more console-y in order to make computers look more
fun in face of the opposition. Or maybe it's just an effort on the part of those lazy developers to
give themselves even less work by stealing tried-and-tested elements from existing console soft-
ware, Whatever it is, I think the so-called “high-rollers” of this industry ought to buck their ideas
up a bit, else they'll find themselves in right shtuck. So ACE, where do you stand on this highly
controversial issue?
Dennis Osbourne
Corby
Merseyside

Some good points, Dennis, although some of your reasoning seems a little paranoic to us. Not
everyone in the industry is out to mug you and leave you bleeding in the gutter, you know. In the
case of Hudson Hawk, the fact that developers Special FX produced not just the 16-bit versions,
but NES and GameBoy as well should account for the game’s console look and feel. Your theory
about making games more viable propositions for consele sub-licencing seems the most likely -
Core Design's Chuck Rock, which is soon to appear on the Megadrive is a good example. But
don't worry your head about it too much - it’s unlikely to shake the software industry to its very

foundations.

very limited space-combat sequences strung together by
a lot of attractive but inconsequential slideshows and
animations. Perhaps you'd like to write to us again in
three months, when you're sick to death qf'xer:ing the
same pictures over and over again, and tell us if you still
enjoy if. An 8oo rating is hardly “mere” - it’s a respectable
mark. And remember, ACE is a multi-format mag. We
don’t favour any one machine, and while we have high
hopes for the future of the PC as a games machine, we
don't think it's going to happen if companies keep dredg-
ing out shallow software like Wing Commander. Our
review reflected that opinion. If anything it seems to be
you that has the problem, as your comments about the
Amiga indicate. Slow? Poor graphics? And you call
US biased?

GORE BLIMEY!

I read with very great interest your feature on gory
games last month. [ have only had my Amiga for
about a year, and so am unfamiliar with many of
the games you covered, but I would like to get my
hands on a few of them as they sound very good
indeed. Can you tell me where I can get copies of
Persian Gulf Inferno, Oids and Narc? T would be

very appreciative if you could give me some leads.

Oliver Ironside
Chigwell
Essex

What do you want first, the good news or the bad news?
[f you want the bad news first, read the first paragraph
first, then the second. If you want the good news firs,
go straight to the second paragraph.

Right. You can't get Oids for the Amiga, which we at
ACE consider to be a travesty of global justice, as it's
one of the true all-time classics. It was only ever pro-
duced for the Atari ST. And we have no idea where you
can get a copy of Persian Gulf Inferno, as it's getting on
a bit and we can’t remember who published it - it didn't
get much recognition when it was released. You might
want to have a search through your local softshop’s bar-
gain bin and see what you can find, though.

Hooray! Narc should still be readily available on the
shelves as you read this. If you have any trouble find-
ing it, you should have no trouble getting hold of it from
Ocean directly. Call 061 832 6633.

AND WIDE NOT?

I've just finished reading Gavin Gainsborough's let-
ter on wide-screen computer games (October ACE)
and 1 think it's an excellent idea. The reason I am
writing in to suggest that this proposed new format
would be especially superb on those new wide-
screen cinema-style TVs that 1 read about a while
ago, | think they’re already available in Japan, but
when are they coming over here? With all that extra
space, programmers could make games that would
be truly panoramic, not just a “letterbox” screen dis-
play. No doubt poncy programmers like the Bitmap
Brothers would go ape over this idea, as that's the
sort of gimmick they're into. So what about it then,
ch? ;
Harold Smithers
St Ives
Cornwall

We have to agree, Harold, that the prospect of “real”
wide-scteen computer games is a pretty sexy notion,
but it's not much more of pipe dream if you look at
it from a practical point of view. For a start it's going
to be a very long while before wide-screen TV are
commercially available in this country - in order to
take off, the TV companies would have to completely
revolutionise the way they film and broadcast their
programmes. And can you see that happening? A
more realistic prospect (although still not a very like-
ly one} is the idea of wide-screen computer moni-
tors, but even then existing computers would not
be able to work with it, as their screen-display hard-
ware is designed only for a standard square image.
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It's not possible just to balt on extra width. So for it
to work you're looking for a completely new kind of
computer as well as a wide-screen monitor to be
invented. It's a bummer we know, but it's just not
going to happen. Sorry,

TOO MANY COOKES?

Dear ACE, whatever happened to that bald bloke who
used to be editor? I used to really like him,

Alex Simmings
Coventry

Steve Cooke lefi ACE a few months ago, and within a
couple of weeks you should see the latest fruit of his not-
inconsiderable loins. PC Review is the monthly re-incar-
nation of ACE's sister mag PC Leisure, and is packed
to the brim with 1BM games stuff. And it's a lot better
than PC Format. Look out for it.

LOOKING GOOD?

Dear ACE, | felt I had to write to you and voice my
opinions on the state of many computer games mag-
azines today. It's not that they're badly written - most
of them are excellent. It's just that they look so hor-
rible. While many of the magazines are just plain
awful to look at, others are attractive on the surface
but it's still very difficult to find the information
you're looking for at a glance. | won't name any
names as the designers of these magazines might
be offended, but suffice to say that just about every
major mag on the market looks like a Jackson Pollock
painting when put next to the artistic yet easily-acces-
sible style of ACE. I hope that you don't make things
over-complicated with your forthcoming revamp.

Often magazines print text which is almost exact-
ly the same colour as the background it appears on,
making it very difficult to read. Others print their
reviews over ridiculously-enlarged screenshots or
stupid garish designs, and the result just hurts the
eyes, Others hide their ratings and comments all
over the place, so you're never really sure what you're
looking at. It's easy to get lost. Sometimes a review
is so badly laid-out that it's like wading through a
swamp, trying to find the information you need, So
I say a double hurrah for ACE for making things
good-looking yet easy to read, and you other maga-
zines - pull your socks up! 1 did Art in school so 1
know what I'm talking about,

Charles Orca
Southampton
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Aw shucks. Our Art Editor Jim Willis is blushing even
now. Thanks for the praise Charlie, and we agree whole-
heartedly with pour comments - it doesn't matter how
brilliant and incisive a review is, if it's badly designed
the average reader is likely to have trouble getting the
information he needs out of it quickly and efficiently.
And in the fast-moving world of software today, marny
gamers don’t have time to sit and paw over reviews -
they ‘re too busy getting a new high score or talking to
their mates about the latest game gossip. Hope pou like
the redesign - we think the best just got better!

BLAZING A TRAIL TO
NOWHERE?

Dear ACE, a very worrying fact has recently brought

itself to my attention! According to the description

on your Screen Test page, Trailblazers are only award-
ed to games of “outstanding quality”. But from what
I've seen recently, you've been chucking them about
like bars of chocolate!

As ] understand it. the ACE Trailblazer is supposed
to be far more discerning and difficult to earn than
other magazine accolades. But this certainly doesn't
seem to be the case when you consider all the games
that have earned them in the last few months. Chuck
Yeager's Air Combat, Hatris, Choplifier 1, EA Hockey,
Jimmy White's Whirlwind Smooker, Mega lo Mania,
Thunderhawk, Sonic the

Hedgehog... the list goes

on and on! Hardly appropriste practice for a maga-
zine that goes around s
than all the rest!

Are you just trying to butter up the software com-

g it's harder to please

panies so that you can get invited to lots of free par-
ties and trips abroad, are you just very naive, and
give awards away to any game t

comes along with
pretty graphics and a big mamual® How do vou expect

us software buyers to make a purchasing decision

when you give a Trailblazer to almost every game

ou review? It's very confusing. Just what is eoing
: going

an?

Malcolm Hardcastle
Ludlow
Shropshire

Now steady on! It’s true, a lot of games have been aumrd-
ed ACE's highest accolade over the last few months, But
it's not because we have lots of them lying around in a
box taking up space, and it's certainly not some half-
arsed plan to shmooze the software publishers, We're
Just as stingy with our Trailblazers as we ve always been,
and the fact that many recent games have been award-
ed them just reflects how healthy the software scene is at
the moment. You should be pleased with so many choice

titles on the market to choose from! And though the pur-
pose of our reviews is to help you, we can't hold your
hand all the way and TELL you what to buy.. We can
only tell you what’s good and what's bad, and leave you
to make up your own minds using that information as
@ guide. There will always be people who are never happy
- if we gave away less Trailblazers you'd probably com-
plain that we're too grouchy!

PADDING?!

Dear ACE, I have been an avid reader of your pub-
lication ever since thr first issue, and the Letters page
has always been one of my favourite sections, But
now a rather distressing fact has come to my atten-
tion. It seems that the last letter you print is always
by some boring old fart who waffles on for almost
a whole colurnn of text without actually saying any-
thing of value or interest. Just what is this all about?
I find it very difficult to believe that there really are
people so boring that they've got nothing better to
do with their lives than right meaningless letters, If
1 didn't know better, I would think that you didn't
get enough letters each month, and so you make up
the last one just to fill up the space! If you're going
to do this, at least make up a letter with some inter-
esting points in it!

Getting back to my original point, I'd just like to
re-iterate how annoying it is to read letters where
the author waffles on for ages about nothing in par-
ticular - especially when you think that he's got a
point to make, and then get to the end to find out
that he hasn't after all! That really sticks in my craw!

Raymond Onslow
Dundee
Scotland 2

Goodness gracious us! While we'll try our best not
to be offended at the accusations you've made, we
can assure you that ALL of our letters are absolute-
ly genuine. And if we did make our letters up, we'd
make them a damn sight more interesting than your
pitiful little missive,

WRITE TO US

Come on! We know you've
got opinions! Let's hear them!
Write to ACE Letters, Priory
Court, 30-32 Farringdon Lane,
London EC1R 3AU. And
remember - there's a software
prize for the star letter each
month!
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THE FIRST PC TO BREAK
THE SOUND BARRIER.

We gave the Amstrad F‘(_'-'\:ﬁ"t':@ all the best features you need
for serious business use and great games entertainment.

Then we gave it features which were unheard of,

As you'd expect, it has state-of-the-art graphics with a 14" high
quality VGA monitor which will display up to 256 colours from a
palette of over a quarter of a million.

Terrific for business applications but all that colour is wasted on
games if your sound system comes from the dark ages.

So we gave it a sound system that makes it unique,

Its fully Ad-Lib’ compatible soundcard with its twin external
speakers, brings you closer to the action bringing a whole new

dimension to the PC
BUILT FOR BUSINESS

We gave the PCﬁZHti@a massive 1 Mb RAM, 40 Mb hard drive
and 1.44 Mb 3.5" floppy disc drive.

F-15STRIKE EAGLEII PRINCE OF PERSIA

And when it comes to using all that storage capacity it has a fast
80286 chip running at 16 Mhz so you'll be able to get through the
business of the day with enough time left to play around.

THE COMPLETE SYSTEM

If golf isn't your game the Amstrad P(3528t':®gams?s pack comes
with two other great games, Together with fully featured keyboard,
mouse, DOS 3.3 with userfriendly graphical interface and a

jowstick.

So at 5899 + Vat (£1056.33 Inc Vat)¥
it has 6 be a sound business proposition,

FoR FUATHER (1977 262326 [ Seiace

AMSTRAD

o — —— — — —— e

MName
Address

_Postcode _
Coupon information may be kept on a database. This may be passed 10 your Amstrad
dealer, if you object please tick box [ ]
Send 10: Amsirad plc, PO Box 462, Brentwood, Essex CM14 4EF Tel: (0277) 262326,

B e L L, oot s S - J

AR5 comect at 1110091, may change withoul noties. © Amstrad pic October 1991, Al rights mesarved

Available from selected branches of Aliders, Dixons, John Lewis, Rumbelows, Rymans, Wildings and over 3,000 registered Amstrad computer dealers.
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umours about the cuau:m of the new Alien movie
have been flying around for months now. Talk of
mysterious space cows and R_'_,'inq\ murdering Aliens
with hand axes has caused much consternation
among the moviegoing public No-one has been real-
ly sure just what on earth the new film is goi ng to
be about. Until now

Alien 3 opens with Ripley cash-landing on 3 remote
hostile planet in an escape Gipsule. Quite why she's
crashed, no-one knows. There she discovers
colony of priseners, overseen by an
group of guards, who are repaying their
ety by mining local ore

:h_bt-' o soc-

Since the colony is run largely by prisoners, Ripley’s
attempts to combat the xenomorph are hampered
by the ‘safety precaution’ of having no firearms in
the colony. Somehow Ripley must rally both pris-
oners and guards alike and destroy the Alien threat
before it kills them.

It all sounds most cosmic. “But how,” you may
very well ask yourselves, “could you make a game
out of it?” Good question...

The Game
Croydon-based Probe Software were the lucky devel-

opment team that received the call from Mirrorsoft
offering them the license. The contract called for a
version of the movie tie-in to be produced for all
major formats. So, with tight deadlines looming,
Probe decided to develop the game primarily on the
Megadrive, and convert all subsequent versions from
that

While the code is still in the early stages of devel-
opment, the game's storyboard has been finalised
and it's clear that players concerned about the lack
of gun-toting action in the film need not fear. Tony
Beckwith from Mirrorsoft: “Yes. There aren’t any

In space, they may not be able to hear you scream, but they can hear you cry - for a sequel.

Science Fiction fans around the world are preparing themselves for a third weird and won-

derful cinematic treat. And while 20th Century Fox are putting the final touches on the

movie, Probe Software are feverishly working on a brace of conversions for home machines...
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The colony is 2 far from glamorous place. As run
by The Company, it is now all but run down. Rife
with disease and utterly disgusting, the prisoners
have all had to hawe their heads shaved in order to
abate the virulent head-louse epidemic which plagues
them. It’s this ‘look” which spawned all the space-
monk rumours

So Ripley prepares herself for a brief spell on the
grim planet until a ship can get her back to civilisa-
tion. But no sooner has Ripley had her own locks
shorn off than she gets her big surprise. Somehow
an Alien has made it down onto the planet with her,
and is busying itself by offing the prisoners and
cocooning them. If it's successful, all the good work
done by destroying the LV426 at the end of the sec-
ond movie will be for nothing,

__.;.__g'.
3 |
Our hero. fipley, flight afficer 15t class in & none-too healthy hypersdonp

seenanio. If anly she knew what awaited her on the mysterious mining
planet, she'd wish she could stay aslesp.. forever/




firearms in the movie itself, but we've managed to
get permission from 2oth Century Fox to use all
the hardware, etc, from the first two films. We've
got flamethrowers, grenades and pulse rifles in
there. It's going to be pretty action packed”.

The basic premise of the game is simple. Parallax-
scrolling levels of the planet will form the backdrops
to a constant stream of high-action gameplay. Each
of the main eight stages of the movie is represent-
ed by graphical changes in the game. Ripley must
move through the colony, rescuing prisoners who
have been coccooned by Aliens and destroying the
insectoids wandering around. At the end of each
stage a Mother Alien must be defeated before Ripley
can move on to the next. Failure to defeat the Alien
will leave the prisoners vulnerable to attack.

Apparently Fox were most helpful to Mirrorsoft
even while the movie was in production. Beckwith
again: “We were given access to the movie sets and
had a good look at all the aliens too. We took the
graphic artists down there and spent a lot of time
just getting the details right. There’s no doubt that
the game will have the right feel.”

A further hazard which players must deal with is
the presence of the face huggers. These little varmints

The mavie seems to borrow some visual leaders from The Thing as well as the
othars in the serles. The aliens themselves come in #ll shapes and sizes, but
ithay are all hellbent on doing away with the imnocent olanists.
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umours about the content of the new Alien movie
have been flying around for months now, Talk of
mysterious space cows and Ripley murdering Aliens

with hand axes has caused much consternation

among the moviegoing public. No-one has been real.
ly sure just what on earth the new film is going to
be about. Until now.

Alien 3 opens with Ripley crash-landing on a remote
hostile planet in an escape capsule, Quite why she’s
crashed, no-one knows. There she discovers small
colony of prisoners, overseen by an even smaller
group of guards, who are repaying their debt to soci-
ety by mining local ore,

The colony is a far from glamorous place, As run
by The Company, it is now all but run down. Rife
with disease and utterly disgusting, the prisoners
have all had to have their heads shaved in order to
abate the virulent head-louse epidemic which plagues
them. It's this ‘look’ which spawned all the space-
monk rumours,

So Ripley prepares herself for a brief spell on the
grim planet until a ship can get her back to civilisa-
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Witness Mirronoft's amazing new
line up of product, Ride thase hilis
i Cisco Heat and save the
enviranment wihile klekirg in the
bad guys i Turties. Murrahi

FProbe's programmers were giver aces e 10 when the movie was being shot at Pinewood studios to snable
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shorn off than she gets her big surprise. Somehow
an Alien has made it down onto the planet with her,
and is busying itself by offing the prisoners and
cocooning them. If it's successful, all the good work
done by destroying the LV 426 at the end of the sec-
ond movie will be for nothing.

Since the colony is run largely by prisoners, Ripley's
attempts to combat the xenomorph are hampered
by the ‘safety precaution’ of having no firearms in
the colony. Somehow Ripley must rally both pris-
oners and guards alike and destroy the Alien threat
before it kills them.

It all sounds mest cosmic. “But how,” you may
very well ask yourselves, “could you make a game
out of it?” Good question.

The Game

Croydon-based Probe Software were the lucky devel-
opment team that received the call from Mirrorsoft
offering them the license. The contract called for a
version of the movie tie-in to be produced for all
major formats. So, with tight deadlines looming,
Probe decided to develop the game primarily on the
Megadrive, and convert all subsequent versions from
that.

While the code is still in the early stages of devel-
apment, the game's storyboard has been finalised
and it's clear that players concerned about the lack
of gun-toting action in the film need not fear. Tony
Beckwith from Mirrorsoft: “Yes. There aren't any
firearms in the movie itself, but we've managed to
8¢t permission from 2o0th Century Fox to use all the
hardware, etc, from the first two films. We've got
flamethrowers, grenades and pulse rifles in there,
It's going to be pretty action packed”,

SOME OTHER THINGS!

busy people that they are, have another two simply enormous titles
ys for Christmas.

crazy cop-car racing game for two players. Take the role of a
P on his day off and duel with fellow officers for the title of
city. Plenty of thrills and splll here, we're sure.

The Turtles coln-op has way surpassed everyone's expectations, both in coin-
gobbiing performance and quality, Shortly, players will be able to enjoy the thrills
of controlling the green greats in a home version of the game.




REACH=-SKIES

THE BATTLE OF BRITAIN 1940 -

“NEVER IN THE FIELD OF HUMAN CONFLICT WAS SO
MUCH OWED BY SO MANY TO SO FEW.”

Summer 1940. The future of World War II hangs in the balance.

The cream of the German Luftwaffe and the aces of the RAF are
locking horns in their most crucial confrontanion yet, The Battle
For Britain.

50 years on, you have the chance to re-live that famous bartle,

play the part of a British pilot or & German flying ace and shape the
course of history. Your performance in the cockpit determines

— Winston Churchill

whether the outcome is a repeat of the Briush victory or an
unprecedented German success. -

Programmed by the team who brought you Flight Of The
Intruder, the definitive 90s flight sim. Reach For The Skies, exploits
the same unparalleled technology and reaches new heights of
historical realism.

FEATURES

® Re-live the most crucial missions of the battle as a Coniroller,
pilot or gunner.

® FEight meticulowsly recreated aeroplanes to choose from Spitfire,
Hurricane, Bf 109, Bf 110, Ju 87, Ju 88, He 111 or Do 117.

® Crucial training missions prior to battle.

® Hiege armay of in-flight options and controls
® Uwigue new combat view.

® Full sound board support

® 255 Colowr VGA Graphics

© 1991 ROWAN SOFTWARE © 1991 MIRRORSOFT LTD PSS, Irwin House, 118 Southwark Street, Lonclon SE1 05W. Tel; 071-928 1454 Fax: 071-583 3494 PS5 is a brand name of Mirrorsoft Led
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Screen shots from various formats.

Can you create Utopia? Now's your chance to find out.

Leading a colonising party to a barren planet you aim to create the
perfect society, where everyone has a quality of life rating of 100%.

Do you spend your money on weapons or social research? Build hospitals
or tank factories? The myriad of decisions to be made are yours, and the
fact that there are over ten different alien races all bursting for the
GAMES-X opportunity to wipe out the colony should speed up the decision making
GAME OF THE WEEK g gmo process. An icon driven game with the main playing area presented in

; isometric 3-D, Utopia breaks new ground in computer entertainment.
Available on: PC (1992),
AMIGA & ATARI sr/ut.
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For the first time ever, on a wet and windy
day in September, Bullfrog threw open its
doors and revealed the secrets behind the cre-
ation of Populous Il to a hand-picked quintet
of lucky ACE readers. And very impressed they

Wednesday, 11th September, 1991.
Bullfrog Productions HQ, Guildford,
Surre)r,

Mission: Populous IL

man. Today is the first time that his latest cre-

ation and Bullfrog’s most eagerly-awaited game
to date will be seen by members of the general pub-
lic. And not just any old members of the general
public. The five people who will soon be arriving to
look at Populous I1 are the hardest, most demand-
ing and most intelligent breed of games player - ACE
readers. They've been hand-picked from hundreds
of entrants to take part in ACE's first In The Works
Live event, and they're not taking any crap.

If truth be told, Molyneux's got little to worry
about. The long-awaited sequel to the 198¢ classic
that put Bullfrog on the map is already shaping up
to be the "God"-game to beat them all. But no prod-
uct is perfect, and that's where the five ACErs come
in: after they've learned how the game was created,

IT'S eleven a.m. and Peter Molyneux is a worried

were too...

- B
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they'll get to play the game into the ground (or at
least as much is possible in a single day) and report
their findings back to Molyneux - what they like,
what they don't like, what features they think should
go into the game, which ones should go or be altered.

It's a process that Peter and his cronies are par-
ticularly used and receptive to, having organised reg-
ular weekend playtesting sessions for all their previous
games. Bullfrog has always stood by its conviction
that no matter how far a game is in its development
it will be shelved or even scrapped if it's not well
received by the playtesters.

Such ideology has led to several products falling
by the development wayside in the past - and while
it's fair to say that a product as prestigious as Populous
I1 is unlikely to be killed on a playtester's say-so at
this late stage, Molyneux is more than willing to lis-
ten to suggestions and make changes. With many
of the game’s features and effects still to be finalised
before its release at the end of the year, there’s plen-
ty of scope for enhancement. As an added incentive
to come up with good suggestions, Bullfrog has

Robert Milk gets the uppar hand against's ACE's David Upchurch in this twe-
player game. But considering he's got Bullfroggers Glenn Corpes and Kevin
Duasnlicin in his cornes, it's hardly seprising..

promised that anyone whose idea is implemented
in the final game will receive a design credit. With
that in mind, the quintet of ACErs buckle down and
get to work...

THE GAME

The idea behind Populous II, according to its cre-
ator Peter Molyneux, has always been to improve
upon the first game, while retaining the same game-
play formuila that made the original a classic. To this
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“Came with me if you want to pley Populous 11" Yes, Peter Malyrieus 15 The
Tarminator. Well, mot exactly, we just thought it would be quite funmy if he
dressed up like one bacause they happened to have the relevani props in the
office at the time. Sorry.,

end, the scenario and basic premise remains the
same - two all-powerful deities play a universal power
game over a series of primitive worlds, with the pop-
ulations of entire planets as pawns. But while
Populous I was pretty ambiguous so far as story
was concerned, the sequel is much more of a themed
affair, being strongly based on classic Greek mythol-
ogy.

The introduction of such a theme has paved the
way for a whole new world of gameplay elements
and godly effects which makes Populous II an alto-
gether more involved - and hopefully longer-lasting
- affair. “One of the major problems we encountered
with the original Populous,” says Molyneux, “Is that
most people played about a hundred worlds easily,
and then suddenly the game just got far too hard
and they got fed up. So what we've done with
Populous I1 is to grade the difficulty a lot more care-
fully.”

It's all done by way of an RPG-type element - the
player starts off as a very weak demi-deity, whose
wrath is only a little more terrifying than someone
bursting a crisp packet. The objective, like the first,
is to increase your power by accumulating manna
(faith) from your followers, which in turn is achieved
by keeping thern happy - giving them places to live,
248/

(Top) The give ACE™ linten mtently 1o Feter Moimeary Popudous I
Presentation. With the aig of T e wrmen of Sw game. Rebobyrig s
explains the game and ducumen the techmagues Fesies TeEG

(Above) As wiell as Popilous &, S ACE guses were s ragted 1o ek
glimpses of the Powsrionger Worid War | Edrion fsse Breviess) snd this
little beauty, entithed Bob. Adss ko 2 Haghwer Earateoen, 11 an sometre
arcade adventure thingy curmensly being produces by Sesn Cooper of Flood
fame. ACErs were ko privy o exchuie b on Flood 7 and & couple of
other projects so secret we car't sven talk abcat Thern Mot bad o7

allowing them to procreate, creating attractive scenery
and so on. Now, however, there’s a lot mare empha-
sis on the accumulation of manna, as it not only
increases your ability to perform godly effects, it
makes the effects themselves more powerful, and
grants access to new, more devastating effects as
your following increases.

While the original Populous only allowed the play-
er to perform a handful of godly phenomena, the

e S —

LET’S GET CRITICAL!

One thing's for sure - Michael Squires is
having a good time. Either that or ha's
taken the ACE photegrapher's instructions
ta "lock like you're having & good time™ &
little too sericusly. OF the five ACErs, the
1&-year-old from East Ham was a bit of an
odd-one-out as - would you believe - he'd
never played Populous before! However,
his lack of ‘Goe'-game experience proved
helpful, allswing him to evaluate the
mm-‘m-m.mmhum
status, he played a very mean game indeed, pounding his
compiber opponent to a pulp on a couple of accasions.

|memum,dq
Kont was one of the guieter conferencers
thraughout the sarly part of the day, but
towards the snd of the playtesting
session he came up with one of the best
ideas for Populous I, suggesting a system
similar to that of Mega io Mania‘s, whers
@ small test box appears when the cursor
is placed over a command icon to explain
its purpese. That idea’s still under consideration and eould
wiell find its way into the finished product.

By far tha most outspoken participant
of the day proved to be confirmed
Populous addict Robart Mills - perhaps
its sommething to do with his 25 years
giving him lots of warldly experience.
Whatéver, the likely Lad from High
Wycome was more than keen to
contribute. Initially, he was & litte
worried that Bullfrog might have done
TOO much with Populous §i, swamping
the game with tos many new features.
Mdummmphmmmlﬂmmw
Mwmmhmummw
has got the formuls just about right.

The expression says |t all - 24-
year-obd Michae| Donovan (who
lives just around the corner
from Bullfrog's offices in
Guildford) was more than
impressed by Populous 1.
Although initially there was
some dobate over whether the
graphics were too dull snd
moody, Michas! said he
thought the game looked “a lot

also suitably taken aback by the
way effects can be combined to

better than the first”. He was 1
p= )

For the oriental perspective, who better
to turn to than 22-yearold Kenneth Lin
from Earley in Reading. After all, the
original Populous is one of the biggest
successes of all time with our sushi-
wating friends. And though Kennath
proved to be one of the quister
participants, he admitied that he
enjayed the game, making a point
about the cursor control being a tad
fiddly. Molyneur accepted the point and
that too is now being looked at.



sequel features literally dozens of awesome effects,
including thunderstorms, whirlwinds, pillars of fire,

tidal waves, plagues, and new improved versions of

the old favourites earthquake (which now acts like
a fault line, [caring aland mass apart), volcano {com-
plete with rivers of lava) and Armageddon.

Some of the more interesting effects include bap-
tismal fonts - little ponds which transform the enemy’s
followers into your own and vice versa, and a new
version of the original game’s knights, which involves
sending down famous heroes from Greek mythol-
ogy, such as Mars God of War, who rampages around
killing everybody, and Aphrodite Goddess of Love,
who attracts men to her and leads them to their
doom like lemmings.

In addition, the whole of Populous 11's land man-
agement system is much more sophisticated - land
is raised and lowered as before, but it's now possi-
ble to create entire cities by laying roads, planting
trees and building castle walls to protect your peo-
ple from attack. But should push come to shove,
your people can equip themselves with weapons and
fight to the death.

An original new element gives the player the abil-
ity to create his deity RPG-style by answering a
questionnaire prior to the action. As well as select-
ing to be good or evil, it’s possible to specialise in
certain kinds of effect and even change the deity's
visual appearance! By playing with different types
of god the game can be altered drastically, and match-
ing contrasting opponents in a two-player game can
produce some very interesting results.

As you read this, Bullfrog is playing around with
various gameplay ideas and doing some general pol-
ishing. It's due out on ST and Amiga by the end of
the year, with a PC version following in 1992, Watch
out for the ACE review soon...

{Top) Fire raing down in one of
Populous I's more elaborate - and
devastating -godiy effects. Equally
s impressive i the fire column
which spins around like a burning
whirhwing, roasting anything it
towches.

[Above) Music man Allster Brimble
gave a sound demonstration of how
Populous II's music and FX were
created Lsing some bizarre sample
sources. The roaring fires in the
garme actualy came from rustling a
arisp packet, When he's not been
working on Populous I, Allister's
ben doing the sound far Team 17's
Alien Breed (reviewed on pages 76-
1), using his mum for the samplesd
speech. What a lad

{mbove Centre) Professional as ever,
Peter Modyneux expertly fields a
questican from an inquisitive ACEr,

(above right) The enhanced Volcano

effect in Populous It features

realistically-flowing lava, Any

unfortunate walkers that cross its

path are turned into molten carbon
as this shot demonstrates.

Such is the speed of Populous 1L, it's currently possible to have the game
munning in full-screen, giving mpressive panoramic views like this. Of course,
¥t's & linthe tricky when it comes to selecting icons.,

(Far Left) Michael Donovan and David Upchurch both contemplate thormy
Populous | problems. The computer intelligence has been refined since
the first garme, and [t shows.

(LeftiPopulous I1's realtime graphic development system means that as
soon as the graphic artist has created a sprite, it can immaediately be
transferrad into the game 1o see haw well It works in practice. Such
technical wizardry has allowed the game to go from conception to virtual
completion in an incredible three manths)

NEXT TIME IT COULD BE YOU!

We hope to organise more In The Works Live events on a fairly reg-
ular basis, with the next to be held sometime within the next few
months, with special guest stars The Bitmap Brothers. They'll be
opening their doors to another handful of lucky ACErs and unveil-
ing their latest yummy o'l'fnriﬁg. The Chaos Engine. You'll meet the
Bros, learn how the game, its graphics and sound were created, get
an exclusive first play of the game and even have the chance to put
forward your own comments and suggestions. Just think, you could
be an honorary Bitmap Brother!

We're hoping that this next event will be even bigger and more
successful, so if you'd like to take part, all you have to do is send
your details to us, including your NAME and ADDRESS along with
your AGE (16 years and over only, we're afraid) and TELEPHONE
NUMBER. Also, let us know if there are any development teams or
games in development that you're particularly interested in see-
ing. Send the details to: In The Works Live!, ACE Magazine, Priory
Court, 30-32 Farringdon Lane, London EC1R 3AU.
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The polluter and profiteer : [ The degenerate and toxic
' : Verminous Skumm ™

AN

Oil spills. Air pollution.
Endangered animals. The
award-winning TV show Captain
Planet & The Planeteers has
turned saving the Earth’s
environment into the ultimate
adventure.

And now, it's your turn to go up
against the most dangerous
enemies our environment has
ever faced - Looten Plunder, Duke
Nukem, Hoggish Greedly,

Dr Blight and more.

The forces of Earth, Fire, Wind,
Water and Heart are yours. Put
them together and become
Captain Planet. Your Eco-copter is
waiting.

Coming soon
for your computer

Also available on video

For your local dealer, contact: Mindscape International Ltd, The Coach House, Hooklands Estate, Scaynes Hill, West Sussex RH17 7NG. Tel: 0444 831 761 B 27




COLL

- the code of the

007 World’'s most

famous secret agent -
Commander James Bond!

Now, Domark are proud to
bring you, together for the
first time, his three most
exciting adventures in one
awesome collection.

+James Bond
returns in a classic action-packed race
against time to save the world from the
crazed and power-mad Karl Stromberg.
With one-on-one arcade style shoot-
outs, multilevel action and top secret
codes to crack. This is the fastest
paced and most exciting Bond thriller
to date.

X

ZCTION

HESUSED 10 Gemeg
WHAT HE WanTs

) THIS Tig

| WANTS REVENGE

» Take control of this multi-level, multi-
role game of the latest and most
exciting James Bond movie. Now's
your chance to pilot helicopters, drive
articulated tankers, perform death
defying parachute stunts and water ski
barefuul

* M's briefing was simple, “Find Mr Big,
and don’t come back until you do.”

Q has given you his latest toy - the
fastest and most dangerous speedboat
ever made.

“Good luck 007 - you'll need it."

Domark Ltd., Ferry House, §1-57 Lacy Road, London SW15 1PR. Tel: +44(1) 81 780 2224, Screenshots Amiga & Atari ST,
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Rovin' Dave "Upchurch®
has a hard life. This
month he's been all the
wiay to America to visit
Paragon.

How's the allegedly
Impossible conversion
coming along for Tequa?




ere’s a mood at Core often lacking at other

I software companies - confidence. Although a

young company, Core’s games (Corporation,

Chuck Rock, Thunderhawk) often far outshine many

of the releases from their larger, more venerable
competitors.

And as purveyed by affable Core supremo Jeremy
Smith, this mood of confidence certainly isn't a quiet
one. He's enthusiastic about his products (general-
ly rightly so), and he lets you know it. [ first saw
Heimdall way back in the Spring, and even then
there were clear indications that it could be the game
to really catapult Core to stardom.

HEIMDALL

Heirndall can't get a good navigator to join his crew
then jouney times from island to island can increase
by halfl And Ragnarok is approaching fast.

THE FIRST TRIAL
Heimdall's elders, being the bushy-bearded ale-
quaffing Vikings that they are, have decided to take
the decidedly under-age boy down to the local tay-
ern. A few foaming jars later and the lad's well soz-
zled - not the best time to let him have a go at the
old Norse game of ‘Lock choppy'.

The principle is simple if horrific. The player has
to free a little girl from the stocks by throwing axes

Could CORE’s Vikings goin’ hikin’ romp be the arcade adven-

ture to top them all? ACE ponders that question and takes a

look.

Heimdall isn't eas
how you look at i
bility’, or ‘an ani

to categorise. Depending on
Dragon’s Lair but with playa-
arcade adventure’, or sim-
ply ‘an RPG’. In real s a blend of all three.
The plot centres ind the Norse legend of
Ragnarok, the Apocalyptic battle between the Gods
of Good and Evil that will decide the fate of the
Universe. However Good’s previously excellent
chances of winning have been severely reduced by
the theft of three magic items from Valhalla, name-
Iy Thor's Hammer, Odin's Sword
and Freyr's Spear. The villain
responsible is the twisted Lok,
evil brother of Thor, who has hid-
den the items in various loca-
ions on the islands that make
up the Norse world.
The ethereal Gods cannot

so must send Heimdall, guardian
of the rainbow bridge that joins
Valhalla with the world, to earth
in the form of an all-too-mortal
baby. Heimdall's aims are clear
- he must grow to manhood,
gather a crew of sailors and set
out on a quest to find the stolen
artifacts.

fAbove) A couple of exampies of the exquisite isometric. 30
graphics in Heimdall. The player's group of three explorers is
represented on-screen by just one character; though the player can
change between them at will. Thankfully for tha lone trekker the
whole party participates should combat arise

THE THREE TRIALS OF HEIMDALL

As Heimdall grows from a young boy to a man, he
must attempt three arcade-style tests. These are not
just for light relief - Heimdall's success in each test
increases the number of possible candidates for his
longboat crew. This can be pretty disastrous - if

{Far right) The alreadly notonious axe-throwing sub-game.
Miscalcutate an aim and hit the little girl and the CONIEQUENGET are
torribile - especially for herfit's fkely that the curment gory end.
sequinde Wil be changed for the final game.
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appear in the physical world, and




Tew to cut the tethered plaits of hair holding her cap-
ase tive. The axes are aimed using a joystick-guided
crosshair. It all sounds simple enough, but Heimdall’s
beer-guzzling has induced a distinet trembling in
his throwing hand. At the moment the consequences

ale- of 2 bad aim are graphic in every sense of the word
ake - the girl’s head splits open like the proverbial ripe
tav- tomato and gore sprays everywhere.
02Z- Although the general response from those who
the have seen the game in early demo form is that this
gory end should be kept in the final game, Core feel
has that its probably a little too strong to be put before BENENRERRANEE
xes Little Johnny, 5. And so a tamed down version is on il s i B el

TRENAESLY, Jevtanty fulu Abo
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HAQMT fomP ek THA Dalasu Fayr
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the cards, with the girl simply moving her head at
the last moment to avoid the blow. Buyers of Fangoria
will be disappointed.

THE SECOND TRIAL
_ An older but not much wiser Heimdall must face
the challenge of the greased pig. Under the bemused
I and amused gaze of his peers, the plucky lad has to
chase the swerving swine around a muddy farm-
yard, ducking and diving in an attempt to bring the
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THE THIRD TRIAL

- | Now a pubescent young man, Heimdall faces his
first test of true beefiness. On a longhoat packed
to the mast with berserker swordsmen; a similarly-
armed Heimdall has to fend off all-comers.
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THE QUEST BEGINS...
Having selected a crew of six from the coves avail-
able, Heimdall's adventures really begin. By mov-
ing a sword-point cursor over a map of the ‘world’;
the player moves from island to island, Once arrived
atan island, the player can choose three of his crew
to join him on his exploration of the island, and skill
is required to select the right people, Each crewman
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(Bedow top) The combat scremn has been
desipned to be incredibly simple to use,
Tombat takes place in turns - the player
simiply sefecty the action he wants (o
perform from the \int provided.

fledow middle) Just a fraction of the
ansmation frames wed to breathe Nife into
thes one achveraary.

Bortom) Some of Heimdal!'s animation
frames from the hog catching mini-game.
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| has different RPG-style abilities, and knowing when
and where to use them is one of the keys to success.
7] | | 15 a case of Norses for courses.

Each of the islands is depicted in beautiful iso-
metric:3D. Unlike Cadaver's system, where each
location is a room-sized chunk, Heimdall uses a
push-scrolling system. As the player approaches the
edge of the screen it scrolls to allow access to new
areas. 11 [

As the player explores, he'll discover numerous
puzzles to solve, traps to avoid and mini-quests to

\-embark on. Switches on the floor have to be pressed
in the right sequence to form a bridge across a chasm,
for example. Or a strange cloaked figure in a dun-
geon may require a certain item be brought to him
before he'll aid you, |

Some creatures are not so friendly, which is where
combat comes into play. The view switches ta a

| screen detailing the party’s energy levels and those
of the oppanent. A large window contains an ani-
mated picture of the assailant, and below are icons
to attack, change weapon, defend, flee or even pray
for divine help. Battle takes place in rounds, with
the characters all getting a chance to *have a go’ or
scarper if they're not feeling too healthy.

32.Gim
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On paper Heimndall doesn't sound like it offers any-
thing truly new. And. 16 be honest, in a lot of ways
it doesn’t.

But whiat s=ts Heimdall apart from the other also-
ran.‘revolutionary’ RPGs is its truly amazing pre-
semitation. Hetmdalls praphics were drawn by Jerr
O'Carroll, a talented artist who previously worked
as an animator for Sullivan-Bluth studios (of An
American Tad, The Land Before Time, All Dogs Go To
Heaven fame). His movie-based training shows and
pays dividends here - for once, the oft-used phrase
‘cartoon-like animavion” holds true.

However, unlike Readysoft's visual extravaganza’s,
Heimgdall's graphic brilliance appears to backed up
by a fairamount of absorbing and quality gameplay.
Having such a'well-animated main figure makes for
mote than just pretty pictures, it helps the player
empathise with the character and draws him into
the action.

Heimdall has potentiai for true greatness. A new
ACE Benchmark, even? Well, that's to be seen. With
the game slated for a late November release (just in
time for Christrmas), the ACE Review shouldn’t be
too far away.

ET YOUR UGLY FIZZOG
IN HEIMDALL!

As we're sure you will agree, Helmdall now looks
like a right stormer of a game and no mistake. And
how would you - yes, YOU! - like the chance to actu-
ally appear In a quality software publication? Very
much? Very much indeed? We somehow thought so.

Well now we're pleased, In association with
Core Design, to present the ACE and Core Deslgn
Get Your Face Into Heimdall Competition.

Since the game Is still In development, ACE
readers quick enough to answer the questions below
and send their entries In will be Judged In our con-
test. The winner will then have his or her plcture (a
required part of the entry bits and bobs) digitised
and transformed by one of the team's artists into
one of Heimdall's crew! Just imagine, if you will, the
honour and prestige of fighting side by side with Helm-
dalil Not bad, eh?

Conslder next, If you possibly couid, the thought
of owning your very own Heimdall Axe, a lovingly cre-
ated and thoroughly beautiful plece of craftsman-
ship, hewn out of the very steel (or some other met-
al) found only in that sports trophy maker's shop
round the back of Core's office.

These are the prizes on offer, and you could have
them alll So answer the questions and send your
entries, complete with a photo of yourself to: ACE
Magazine, Helmdall Competition, Priory Court, 30-
32 Farringdon Lane, London EC1R 3AU,

The BIG Question:

Heimdall isn't the only Core game to star
an axe-wellding hero. Name the hero and
the game.

Rules:

All entries must reach the ACE office by the 20th
November. The Editor’s decision Is final. No corre-
spondence will be entered Into. We can't retum
any of your pictures aithough we do promise to
have a laugh at them.

_
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Moonstone - a remarkable combination of fast, aggressive combat action and

subtle role-play set in a fantasy world, that uniquely challenges your brain and
tar your reflexes - while covering you in gore.

nd  Oh, by the way, if the sight of so much blood upsets you, don’t worry. The
blood is an option!

Moonstone features nearly 1,000 frames of incredible animation in 2
otn  Megabytes of monsters and creatures, over 60 beautifully painted backdrops
and detailed scenery. Sound effects are high quality digital samples and
includes a full musical score and stunning full screen animated introductory
and game complete sequences.

Moeristone contains scenes of strong grapiic imagery with particular €199 Mindscape International Limited, All rights reserved, Moorstone is a
@ realism. Although these scenes are optional, this product is voluntanily trademark of Mindscape Intermational Limited. Written by Rob Anderson,

rated 1.2, Parental Guidance i recommended for younger players,

however this is ned @ legal requirement M | N U S CAP E

For your local dealer, contact: Mindscape International Ltd, The Coach House, Hooklands Estate, Scaynes Hill, West Sussex RH17 7NG. Tel: 0444 831 761 AFEN 33



ention “Pittsburgh”, and most Americans

will think of “steel”. The Pennsylvanian

city was a major part of America's indus-
trial heartland, famed for its foundries and steel-
works. But those days of glory are just a fading
memory now - the recession of the 8os has brought
about the rapid decline of America's steel industry.
But it's not all gloom and doom. Springing up in
their place are small companies specialising in state-
of-the-art high-technology.

Which (tenuous link) is the business of Paragon
Software, creators of MegaTraveller. Let's face it,
you don’t get much more high-tech than laser car-
bines, portable plasma guns and Jump-2 starships.
The team are based in Greensburg, which lies a short
distance south of Pittsburgh. It's almost David Lynch-
like in its epitome of small-town America - all that's
missing are a woman carrying a log and a dwarf
speaking backwards.

THEIR HISTORY

Paragon Software started life in October 1985 as
Customized Software Systems. The company was
formed by Mark Seremet to provide custom account-
ing software for local businesses. In May 1986 F.J.
Lennon joined and together they decided to turn the
company away from business software and towards
games. “It wasn't really any heavy business deci-
sion”, comments Mark. “We just thought ‘Hey, that
sounds like fun'".

In July 1987 Paragon Software launched its first
game, Master Ninja: Shadow Warrior of Death on
the IBM PC, an unashamed clone of the Karate
Champ coin-op, of which both Mark and F.]. were
great fans. A string of titles followed.

In April 1989 Dr Doom's Revenge appeared, the
first fruit of a licensing deal with Marvel Comics.
Other Marvel tie-ins included X-Men: Madness in
Murderworld; The Punisher (no relation to The
Edge's UK interpretation); and The Amazing
Spiderman.

In May 1990 Paragon released MegaTraveller 1.
The Zhodani Conspiracy, the result of a new licens-
ing deal with Game Designers’ Workshop (GDW),
one of the oldest and most respected tabletop RPG
companies in the US. Marc Miller, GDW’s boss and
designer of the original Traveller, provided a lot of
help to Paragon. “He’s got some great ideas on game
design,” says Mark. “He really knows his stuff.
When we were developing MegaTraveller we got a
lot of feedback from him but it was always positive.”
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How does a company go fmm custom accountancy programs to
state-of-the-art RPGs? ACE went Stateside to find out...

(Above) The Paragon people. That's Mark Seremet in
the centre wearing the black T-shirt, with F.. Lennon
standing third from right.

(Right top) Space 1889: Attack! The party prepare to
fight. It's a shame really that there's no-one around to
thump...

(Right) MegaTraveller 2: With a thundering boom, the
player's ship blasts into Hyperspace. Hold on to your
potatoes.

SPACE 1889

Space 188¢ appeared almost a year ago in the US.
The game is set in a Victorian Era world where
space travel is possible thanks to Thomas Edison’s
invention of steam-driven spaceships, which play
their trade between Earth and the colonies on Mars
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and Venus.

The player is cast in the role of a adventurer lead-
ing a party of five similarly-inclined coves through
thick and thin to a bizarre encounter beyond the
Asteroid Field. Based on the Game Designers’
Workshop's RPG of the same name, it bears many
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When looking down on the city the player can zoom
in or out to three magnification scales.

similarities in setting, game design and user inter-
face to Origin's Martian Dreams, but is far less fid-
dly - there’s no need to mess about with doing things
like dressing your characters. “I know that some
people like that sort of intricacy,” says F.]. “But |
don't think it's that many.”

MEGATRAVELLER 2:

QUEST FOR THE ANCIENTS

MegaTraveller 2 appeared a couple of months ago
in the States, and it's interesting to observe the
enhancements made on Space 1889's engine. The
most obvious is the introduction of gorgeous 256-
colour MCGA graphics, but there are other more
subtle improvements.

MegaTraveller 2 marks the first appearance of the
Paragon's unique 'PAL' system. This overcomes the
annoying feature of many RPGs where you have to
keep changing leader to use a certain person’s abil-
ities. Instead, characters volunteer themselves for
the job in hand if they have the best ability. The play-
er can then decide whether or not to accept.

In sheer size the game is a huge progression for
Paragon. The player can visit 117 planets, and there

MILESTONES IN COMPUTER GAMING
humm ﬁmhdminmﬂufan milestones’ in
. e mmini-mzﬂnalmﬂnm;

qﬂmﬂ “Ihay‘r;hmﬂymﬂﬂmlmdmuﬁal. and
they're supposed to encourage the player and keep him
going. The idea is that when you've accomplished a goal
these milestones appear and make you feel good and ready
1o tackle the next stage of the game.”

are up to g cities on each. In MegaTraveller,
each world is described from the Unique
World Profile (UWP), which details such
things as the percentage of the planet cov-
ered by water, the atmosphere type and
so on. Rather than store each planet's map
individually (which would take up far teo
much memory), they're generated at run-
time from a routine which uses the UWP
as a ‘seed’.

Unlike Space 1889, the main plot is a loos-
er: “While Space 1889 is pretty linear,
MegaTraveller 2 is more open-ended, with
around thirty ways of completing the
game.” There are many mini-plots to get
involved in, some of which are very bizarre. “One
has you visiting this world where everyone is crazy,”
explains Mark. “It's their custom. You've got to be
real careful not to get killed.” F.]. adds, “When you've
got this big a game, it can't all be serious and intense.
You've got to lighten up occasionally.”

TWILIGHT 2000

Twilight 2000 is the third of GDW’s RPG systems
to be converted to the home computer by Paragon.
It's set, as the cliché has it, ‘the day after tomorrow”
in a world devastated by a vicious nuclear war. The
game centres around Poland, where two newly-
formed powers vie for domination in this devastat-
ed landscape. One is controlled by the evil Baron
Czarny, the other, unsurprisingly, is controlled by
you.

The game is effectively split into three stages. In
the first stage, which is the most ‘standard’ RPG-
like, the player atts as a co-ordinator, deploying teams
of four post-Apocalyptic survivors from a pool of
twenty to do various missions and thus acquire var-
ious pieces of equipment and vehicles.

All the action is viewed from an attractive Cadaver-
like three-quarters angle. Unless man-to-man com-
bat breaks out, the team is represented on-screen
by one character - the ‘scout’. This scout can be freely
guided around the screen, with the game window
scrolling to keep up with his movement. Should the
scout go behind a building the walls disappear so
that he can still be followed.

To speed movement, the player can cut to an over-
head map and send the team to various locations by
simply clicking on wherethey have to go. Using an
enhancement of a technique first seen in
MegaTraveller 2, the buildings have been colour-

coded so that the
player can tell at
a glance which
buildings are
which. Explains
Mark, “We
thought about this
after play-testing
the game for a
while and found
it a little hard to

get about.”
Twilight 2000
employs an

advanced version
of the PAL sys-
tem. As in
MegaTraveller 2,
members of the
team will offer
their services if
they're the best for
the task in hand,
but they'll also
also make intelli-
gent decisions on
their own if needs be. For example, if they're feel-
ing hungry then they scavenge for food - they won't
just sit around and starve. In addition, morale is
taken into account: “If people are getting killed then
members of the organisation may start to leave.”

Occasionally the player may discover or be reward-
ed with a land vehicle. Given the current state of the
world, these are highly valuable, and range from
jeeps to tanks. A player can guide his team into a
vehicle, in which case the screen switches to a 3D
polygon-generated view. One of the tricky elements
of the project has been passing the data for the posi-
tions of the houses, trees and so on between the
*Cadaver-view’ parts of the program and the 3D-poly-
gon parts.

After thirteen game weeks the second stage com-
mences which has a more strategy-orientated tone,
The player has to try and occupy towns and city and
really start ‘empire building’. At the same time,
Baron Czarny is doing the same. Eventually a war
between the player and Baron Czarny breaks, start-
ing twenty-six game weeks after the start of play.

This third and final stage is depicted almost total-
ly in 3D polygens. The player can send units into
battle and direct them personally. Alternatively he

Twilight 2000 is a fascinating and

strategylaction elements.
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B T

The picture started life as a digitised shot of Paragon's demo room. It was then
touched up by a graphic artist and turned into a futuristic control room. This
combination of digitisation and painting will be seen a fot in Mantis

This was intended to be the base commander brie fing the Mantis pifots
local golf pro, * explain Mark. *The symbol an his cap is the club badge. ” But this
close-up animated faces synchronised with digitised speech has been scrapped
Mark: "Linking vocals to the graphics is a bear of a task, Facial movement

eats up huge amounts of memory. To do it prope rly you'd need at least 2Mb of o
memary, 50 now we're only synchronising speech with people talking in the distame

can switch in ‘cinema’ mode and sit back and watch
the action as his troops direct themselves, fighting
to the best of their abilities, The computer intelli-
gently chooses the most interesting camera views
and switches between them as the action progress.
es. It's all part of Paragon’s philosophy of allowing
the player to modify the game mechanics so that he
can make it as complex or as simple as he requires.

Twilight 2000 is very near to completion, and
should be ready for review next month.

MANTIS

Mantis has only been in development for three
months, but it's already shaping up to be Paragon’s
best game yet. It's a huge 3D space adventure which
puts the player in the role of one of Earth’s best
starpilots battling the Sirians. Individually the cock-
roach-like aliens have little intelligence, but togeth-

CURRENT RELEASES This month
Space 1889 and MegaTraveller 2 are
released on the Empire Strategy label,
For the reviews turn to the Reviews

Directory starting on page 99.

This shot is from an early demo of Mantis created for last summer's CES in Chicago,

er they link up tele-
pathically to form a
super-intelligent hive-
mind.

If the basic plot
sounds a little famil-
iar, it's not surprising.
Not only was
premise used in Orson
Scott Card's novel
Ender's Game, but it
was also the back-
ground to Glynn
William's game
Warhead, released a
couple of years ago on
the Activision label.

Mark explains the
strong similarities:
“Jacqui Lyons [who acts
as agent for both Glynn
Williams and Paragon)]
sent us a copy of
Warhead. And
although the game was
good for its time, it's
now outdated in a lot
of ways. But we liked
the plot and the idea of
these ‘roach-like aliens
that are stupid inde-
pendently but togeth-

the

er form a mind, and
we wanted to take the
ideas and rework them.
So we licensed Glynn's
ideas via Jacqui.”

The only part of the
game working so far is
the introduction, which
is very Wing
Commander-like in its
combining of animated graphics, music and speech.
“We decided early on that we wanted a game that
was really big in terms of sound and graphics,’ says
Mark.

This 4-minute long intro alone uses up 2.5Mb of
memory, with the final game anticipated to be 12Mb
big. But Mark is adamant that owners will only need
640K of on-board memory to run the whole game,
speech and all. “This is directly opposite to Origin;
who say you have to X amount of memory to run
their games. Also you'll be able to deny installation
of certain parts of the game depending on how much
hard drive space you have available, For instance
you could opt to leave out the digitised speech.”

Of the game itself, Mark states: “It's a mixture of
3D polygons and bitmapped images, basically because
of smoothness. Wing Commander’s 3D bitmaps are
very nice but we didn't like the way that at certain
angles you got ‘wobbling’. Also we didn’t want to go
into direct competition with Origin's game.”

Mantis is due for release in the States towards the
end of the year, and should appear in Britain soon
after on the Empire label, Keep watching the skies
for the full ACE review.

fite he's a
dea of

Explains

“in rea

FILM FACT

Pittsburgh is probably

best known to British
readers as the hometown of
the luscious Alex in the chart toppin’, foot
stompin’, brain numbin’ movie Flashdance. As
played by the luminescently beautiful Jennifer
Beals, Alex is a welder by day and an 'exotic’
dancer by night who dreams of going legit
and joining a ballet school. Suffice to say she
does, as well as getting the man of her dreams
into the bargain. Nausea, eh? What a feeling.

THE FUTURE...

Paragon see no end to the MegaTraveller series
for some time. “There's so much background mate-
rial and information we haven't touched,” says F.J.

MegaTraveller 3: The Unknown Worlds is already
on the drawing board. “MegaTraveller 3 will enhance
and expand on the MegaTraveller 2 engine.,” explains
F.]. Fifteen-hundred new worlds to explore are
planned, and there will be three main plots to get
involved in. The space combat will be radically expand-
ed so that the player has a greater degree of con-
trol over the action, and there will be more Wing
Commander-style interludes.

Given Twilight 2000's successful mix of RPG and
3D action, what are the chances of a similar approach
to a MegaTraveller game? “It's likely that
MegaTraveller 4 will include a 3D element,” says
E.J. I think you'll be definitely be seeing a lot more
3D in our RPGs in the future,”

This unfortunate TV newsreader is one of the victims of
the parasitic aliens. “Originally we were going to have
the intro look as if the player were in a classroom being
told all this background history, but then we decided
on this more video-like style,” adds Mark. “It has shock
value. You watch it, see this bug appear and say "What
the Hell is that?!" It helps draw you into the plot.”

A fully-grown Sirian, which bears an uncann Iy
resembiance to a Terran cockroach.
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And in the red corner...
DOMARK'’s Great White
Hope for Xmas Numero
Uno... Laydees en’
Gennilmain... Pitfighter!!!

ome on, how many times have you settled
C down at your computer for a healthy round

of thumpin’ and kickin’, but had to wade
through some rubbishy scenario about rescuing
your girlfriend from Mr Large (oo-erl). Refreshingly,
Pitfighter doesn't faff about with all that ‘plot’
malarkey. It's a straightforward underground fist-
fight for the only thing that really matters - hard
cash.

Domark gave the job of converting the hugely-suc-
cessful Atari coin-op to Teque London, the guys
previously responsible for the Amiga and ST con-
versions of Tengen's Badlands. As anyone who's
seen the coin-op will testify, it's a pretty unenviable
task. The arcade machine boasts 256-colour digi-
tised graphics and specialist hardware to shrink and
scale the sprites and backgrounds so that the view-
er’s ‘camera’ can follow the fighting action. And the
good news is that, hard though it may be to believe,
the home conversions are shaping up to be almost
identical.

The game is the result of eight months’ hard slog
by Teque's Peter Jefferies. Surprisingly, given the
high quality of the conversion, it's the first major
game Pete’s ever written. Previously he’s worked on
business software on the Sinclair QL (ah, memo-
ries) and small pieces of coding on the Amiga and
PC

“Without doubt the hardest aspect of Pitfighter
was the scaling of the sprites and the screen,” com-
ment Pete. “At first, [ didn't think I'd be able to
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above Ouch? Buzz is on the floor getting a
rigit kicking fram Tha Executiones, while Ty
tries o impress Angel with his new dance
routine. As the players move about the arena,
the view window pans and zooms in and out
to keep both fighters in view at all times,

The grudge match takes place every third
round, and is a straight lace-off batwoen the
T players. Learning your partners fancy
maves is essantial, because the fourth grudge
match is & knack-out contest, Only ene can go
on 1o battle the Ultimate Warrior.

Thwack | Ty gets it in the nedck from
Southside Jim. Burz, meanwhile,
occupies himsed! with his Mad Miles'
grokn area. Oh, those guys! The crates
can be picked up and lobbed. Also
tying around and waiting 1o be wed
ane knives, shurikens and even
matarbikes!
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WHAT A DIFFERENCE
EIGHT MONTHS MAKE?

This is a shot from an early demo that Pete
knocked together from scratch in just under a
month. But even then it exhibited many of the
coin-ops scaling and panning features. "It was

done the quick and dirty way," says Pete. *

None of the sprites are compressed, for
example. It was a simple demo, with no combat
moves in it. Essentially, it was just a test to see
how fast things would go.”

achieve it but in the end it worked out well.” Dean
Lester, Teque's head, adds: “The scaling wasn't in
the Domark brief. Nobody thought it could be done.
When they saw it they loved it, they were very pleased.
Having that sense of depth is essential, the game
looks very flat without it. It sets Pitfighter apart from
other beat-'em-ups.”

The sprites are all stored as 64 x 64 pixel 16-colour

SPRITE FANTASTIC Some of the animation frames for Ty, Angel and the dreaded Ultimate Warrior.
Probably ane of the most daunting aspects of the Pitfighter coin-op is ils sheer memary-heavy size. Commenis
Pete: “The original coin-op graphics took up around 4-5Mb of memory, which somehow | had 1o squeeze into a
half-meg Amiga.”
“Pitfighter has a greater variety of combat moves than any other beat-'em-
up. Each character has around 100 frames of animalion and between 40-50
combal moves,” boasts Dean. “The moves are ‘conlex! sensitive’. Il you do a
kick move when your opponents standing then you may do a roundhouse
kick, but if you do the same when your opponents on the floor then you might
try and stomp on his head. It's likely that the player will have fo play for sev-
eral hours before he sees certain moves.”
“There are no frames of animation or combat moves missing,” stresses
Dean. “Making sure that ewerything was in there was our most important
objective. Even the scaling was secondary to thal. The moves are what
makes Pitfighter Pitfighter. In fact, we've actually got more frames of anima-
tion in our game than the arcade machine.”
Hang on! How did you manage that? “Let me explain,” says Pete. “Are you
ready for the techy bit?" Oh yes. "Okay. There are some moves stared in the
coin-op’s ROM but never displayed. Basically, each character has a punch ?
range and a kick range. The coin-op check's fo see if a player is within punch
range and if he is then he's punched. Il not, the coin-op goes on fo do the
same for the character’s kick range. But because some character's punch
rarges are greater than their kick ranges, you never gel lo see the kick
Dean adds, “If you watch the coin-op you'll see that Mad Miles never kicks,
though we've altered that so he does in ours.”

sprites. As they move about the screen, Pete’s 3D
modeller keeps a track of how far “back’ the sprite  the backgrounds.

is. They are then distorted vertically so that they  Naturally, given the power of the coin-op, there
appear at an appropriate height for their distance  have had to be some compromises. The three-play-
‘into’ the background. The width of the sprites never  er option had to go, mainly because having six mas-

ilar technique is used to scale the crowd sprites and

change, but because the sprites are much taller than
they are wide the changes in width are negligible
anyway, so there’s no noticeable distortion. A sim-

sive sprites walking about screen would slow things
down too much and also because it's impossible to
squeeze more animation frames into memory. In

Don't get too close to the crowd. They
don't llke cowards wiho loak fike they're
trying fo sneak off and will force you
back into the ring a1 the point of a knife.

" NOT WANTED: ONE
GRAPHIC ARTIST
Unus:ually, the Pitfighter conver-
sion has no credited graphic
artist, basically because one
wasn't needed. “We managed to
get graphics from three sources:
Atari; Tengen [who are working
on the MegaDrive version]; and
directly from the coin-op,”
explains Dean. “Unfortunately
they were all formatted in differ-
ent ways. Some had been
rescaled, some had been
recoloured. We just used any
parts from all three that we
could. Richard Brown, Domark’s
project manager, did do a little
work processing and rescaling
work on them on them.”
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e coin-op the floor is made up of floor-

ards that are shrunk and enlarged by
the hardware, but in the conversion
colour bands are used to achieve a sim-
ilar effect.

On the other hand, Pete has
made several changes for the better: “I've
improved the accuracy when the player's
picking up objects. Also, opponents will
learn if you're using one type of move too
much and block it.” Dean chips in: “Also,
the coim-op ends when you've defeated the

Ultimate Warrior, which is
a bit crap when you've just
forked out £25 for a game.

in a frame using some of the tricks we've learned.
We couldn't do it this time around due to lack of
time. 1 admit I've got some plans but at the moment
I'd prefer not to say anything. What it certainly won't
be is a rip-off of the first one.”

“I think Pitfighter is more playable on the home
machines than the coin-op,” concludes Dean. “Because
it's not quite so fast and cluttered it's not as con-
fusing. What I like about Pitfighter is it's not justa
joystick mangler, you know, not just a case of how
fast you hit the fire button, I'm really pleased with
the way the game’s turned out.”

ST vs AMIGA Inevitably there are speed differences hetween

Our conversion loo back
e gtk S the two 16-bit versions. Thanks to the Amiga's blitter the game

to the beginning but harder.”
updates every two frames, with the ST version update hovering

So, what are the chances

of Pitfighter 2? “We’ll have to o Forr.to five £ T ‘
S R et T around four to five frames. To help keep up the speed the ST
game doesn't shift the background about quite as much as in the

“I guess it all depends on how

well this game is received. We Amiga game, but it's unlikely players will notice.

could make the Amiga version run
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The sheerpucqof!h game, end to .nd
action and tactical game play is the core ﬁ
of TIP OFI-', a basketball simulation - 1@1

Players' skills, attributes and fitness together

with the astute substitution of players and

change of tactics banks by the coach, holds

the key to success in basket ball. TIP OFF,

therefore includes some managerial aspects of

the game. The main features are:-

* Multi directional scrolling sereen

* Five skill levels. Skill level of both
teams can be set independently. IR /] —
1 to 4 players option. Option to play against the computer or ancther playem%eﬁﬁr'n' up with another
player against the computer or another player or two players.
Euciliryz.lo practice skills and tacfics.
Facility to create a team at all skill levels and design facfics. AMIGA ATARI ST -
Instinctive Joystick controls to dribble, pass, shaot or do a dummy. IBM PC & COMPATIBLES
There are two running speeds, iwo types of dribbling and passing PRICE - £25.99
and Fivé types of shots at the basket (Jump shot, Hook shot,
Skyhook, Running Jump shet and Slam Dunk).
Each player on the court is an individual with @ unique mixture of
attributes (Age, Height, Flair, Pace, Stamina and Composure)
and skills (Passing, Dribbling, Stealing, Shooting and Jumping).
Two types of leagues. Actfion Replay at 3 speeds.
Extra moves are available using two independent
button joysticks using the EXORLENCE System.
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better than the software companies, who are already
grinding into top gear in readiness to assault the season
of goodwill with their biggest, baddest games. What’s
more, many forward-thinking softcos are already lining
up titles to take us into next Spring and beyond! As of this
month, ACE Previews will be dedicated to giving you
concise and informative lowdowns on the most exciting

games coming your way. So let’s get on with it...

CRYSTAL QUEST Data East

There aren’t many Macintosh games you can call classics - but Crystal Quest
is definitely one of the exalted few. Now, the game that used to be the
primary source of lost work hours here at ACE Towers is making its debut on
the GameBoy, courtesy of Data East. Admittedly it doesn’t sound exciting on
paper - guide your little spaceship around g9 static levels collecting crystals
and avoiding the marauding baddies. In practice though, it's compulsive like
you wouldn't believe. Around here, at least, the prospect of such a conversion
has been met with a mixed reaction, as the original game’s speed-sensitive
mouse control (the most crucial aspect) is unlikely to translate well to the
GameBoy's eight-way joypad. But who
knows, we may all be completely wrong,
and Crystal Quest could well turn out to
be a brilliant adaptation of its Macintosh
daddy - and you can believe no-one wants
to see that happen more than us. Expect
Crystal Quest to arrive via import from
the USA before the end of the year.

STRIKE COMMANDER Mindscape

lfyou‘re the sort of PC owner who likes to see his machine pushed to the
limit, the latest product to cross the Atlantic from Origin promises to send
your jaw a-drepping like never before. The brainchild of Wing Commander
creator Chris Roberts, it uses the same
high-end 3D technology employed in
the successful space series and brings
them down to Earth. The result, it
must be said, is some of the most
impressive and realistic flight-sim
terrain ever seen, comprising
spectacular snow-capped mountain
ranges and accurate shorelines
complete with beaches and surf! Set
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in the early part of the next century where huge companies, not governments,
run countries, Strike Commander casts you as a mercenary fighter pilot who
must complete missions in a variety of state-of-the-art aircraft. Strike Commander
also represents another step in Origin's quest to produce cinematic software,
incorporating an incredible animated opening sequence and even film-style
credits on the packaging. The box office opens at the end of the year, so give
this one a headline mention on your letter to Santa.

POWERMONGER:
THE WORLD WAR 1 EDITION Electronic Arts

The ultimate experience continues. The first data disk for Bullfrog's strategy
meisterwork promises to take the player into the blood-stained trenches
and muddy battlefields of the war to end all wars, It’s played out as a series of
independent campaigns across a map of Europe, with you as an Allied commander
starting out in Northen Scotland and battling the Bosche across various European
fronts, Forget bows - now your brave Tommys are armed with machine guns,
while artillery support comes in the
form of ultra-powerful tanks that blow
away everything in their path, and
biplanes that provide the only transport
across water (and do a nice line in Lewis-
gun troop-strafing into the bargain).
The fun begins in December for ST and
Amiga owners at £14.99.
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APOCALYPSE image Works

he latest fruit from the loins of veteran coder Jason Perkins (Thing on a

Spring, Monty on the Run, Time Machine) is a go's version of Dan Gorlin's
64 classic Choplifter. Set on a remote Indian island in the middle of a raging
civil war, Apocalypse casts you as a rebel helicopter pilot whose job it is to airlift
refugees to safety amid the jungle carage. There's a strong emphasis on graphic
violence, with “realistic” combat, gore all over the shop and a few nice touches,
including a very bloody intro sequence and the ability to drop napalm on
unfortunate enemy troops. Originally titled Rebel, the game was renamed due
to its apparent similarities to the helicopter sequences in Apocalypse Now,
Those who managed to get a sneak glimpse of Apocalypse at the recent ECES
Show were uniformally impressed by the game’s remarkable speed and
incredible body count - and no doubt you will be too when the game’s released
in the Spring,

TIP OFF Anco

ick Off addicts who can’t wait for the arrival of KO3 in Spring next year

may wish to swap their studs for a pair of Reebok Pumps as an enjoyable
way of spending the intervening time. Designer Steve Screech has taken the
same winning techniques he used in the Kick Offs and put them to work on
the basketball court for Tip Off, his latest sporty effort. While Cinemaware's
TV Sports: Baskethall reigns supreme on the hardwood boards, the boy Screech
is hoping to change that with what he claims is the most action-packed
interpretation of the sport yet. Despite the reduction in team and pitch size,
Tip Off is already shaping up to be every bit as addictive as its Soccer daddy,
mcluding such features as man-to-man marking, full player stats and a league
competition. Admittedly the idea of Kick Off on a basketball court does sound
very sexy indeed, and if Steve can put that tantalising concept into practice
successfully, within a couple of menths we could well be staring down the
barrel of the most impressive sports game yet. Here's hoping, anyway.

© 00000000000 0000 0090 0

SMASH TV Ocean

ore licenced fare from the firm that turns them out like there's no

tornmorow. This one’s one of Ocean's more eagerly-awaited products,
coming as it does from the excellent and ultra-violent Williams coin-op. It's all
set around a futuristic game show, where contestants risk life and limb, battling
through monster-infested studios to get at “great” prizes like videos and toasters.
‘When cranked up to full tilt, the coin-op's awesome, as scores of hapless zombies
pile after the contestants and get mown down by volleys of laser fire. The less
fortunate contestants may get their legs blown off by stepping on a mine. In
an attempt to emulate the original's dual-joystick control, coverters Probe have
included an option for both players to connect two sticks if they so desire.
Smash TV goes on air this Christmas, and as the show’s slimey sampled
compere says, “Good luck - you're gonna need it!"

WWF 0Ocean

In case you don't know, it stands for World Wrestling Federation, and it's
currently the biggest craze with UK kidz since the Turtles. Sky viewers will
already be familiar with this televisual phenomenon, which consists of more
showbiz razzmatazz than actual competition. Ocean has wasted no time in
jumping on the bandwagon with this original interpretation of the “sport”,
which sees you in the squared circle against such WWF Superstars as Hulk
Hogan, Mr Perfect, Macho Man Randy Savage, The Big Boss Man, Million
Dollar Man Ted Dibiaci and many others, Coming hot on the heels of Summer
Slam, the biggest WWF tournament of the year, and with several Superstars
crossing the Atlantic this month to take part in a European Rampage, Ocean's
WWF has been perfectly timed to catch wrestlemania at its height. Come to
think of it, we could do with a decent wrestling game...
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THE TERMINATOR vi:cin :

Exquisitely timed to cash in on the phenomenal success of Terminator .
= Virgin's Megadrive adaptation of the original 1984 movie must surely
qualify as the most long-awaited licence of all time. Put together by Probe
Software, it recreates the film's most memorable action scenes (such as the
night-club duel and police station massacre), casting the player as futuristic
soldier Kyle Reese in his quest to save Sarah Connor from the unstoppahle
cyborg. It's interesting to note that, apparently due to a legal row over the use
of Amold Schwarzenegger's image, the Terminator appears in the game as a
rather ambiguous silhouetted figure, There's been no compromise on the
violence front however, and the game sports one of the most impressive intro
sequences in years - it's practically identical to the film. The Terminator is set
to hit the streets in the early part of next year - keep an eye out.

T}

SUPER GHOULS'N’GHOSTS CapCom

M¥he star of the show at the recent Super FamiCom exhibition in Ja pan,

¥ Super Ghouls'n’Ghosts is already being hailed as the best SEX game yet.
Like Irem’s Super R-Type before it, the game is a more or less the same
verion as the coin-op that inspired it,
with a number of tweaks,
enhancements and custom features.
The player once again takes on the
role of Sir Arthur Lancelittle, battling
through the legions of the monstrous
and the undead to rescue his fair
maiden. What with the game being
unavailable over here as of yet, there's
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very little information available - although the ripples coming over from
are very positive indeed, With
the release at last of the
FamiCom in the USA
(remodelled and renamed the
Super Nintendo), it may not be
that until us poor
Europeans can get our hands
on them officially too - but until
then, Super Ghouls'n'Ghosts
should be filtering through on
import within the next month
or s0. ACE will be first with the

Japan
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STAR TREK:
THE 25th ANNIVERSARY Electronic Arts

S designers Interplay (The Bard's Tale, Castles) have left the medieval

scenarios behind and opted for something a little more up-to-date with
its interpretation of the classic sci-fi series Star Trek, to commemorate the
25th anniversary of the show this year. All the familiar characters, including
Scotty, Checkov, Uhura, Sulu and McCoy join you, as Kirk, on the bridge of
the USS Enterprise as you embark on 14 independent missions, each presented
a2 a TV episode. You get to play with warp engines, transporters, phasers and
torpedoes as you clash with Klingon, Romulan and rogue Federation ships.
The game's a mix of strategy/exploration and arcade action, with space-age
combat sequences fought out Wing Commander-style. Apparently Star Trek's
creator Gene Roddenberry acted as a consultant during the game's development,
50 if nothing else we can expect an accurate portrayal. PC owners get to find
out just how accurate around Christmas, with ST and Amiga owners beaming
aboard early 1992,
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PARASOL STARS Ocean

ubtitled The Story of Bubble Bobble I11, it doesn't take much to work out that

Parasol Stars is the sequel to Rainbow Islands and the third instalment in
the Bubble Bobble saga. Bub and Bob are back on the case, still in human form,
although this time, instead of bubbles or rainbows, they're equipped with cute
little multi-purpose umbrellas to defend themselves against the multitude of
cutesy foes. Parasol Stars sees a return in style to the original Bubble Bobble,
with the objective being to clear the various screens of all the yummy fruit
rather than reaching a specified goal. It's also the first game to scroll horizontally
- Bubble Bobble consisted solely of static screens, and Rainbow Islands was a
purely vertical affair. Currently being handled by Ocean’s in-house team, Parasol
Stars looks set to bring the cute game back in vogue - and quite
right too.

ANOTHER WORLD us Gold

T'hough Delphine Software is already pulling out all the stops for its adventure
interpretation of The Godfather, it's still got time to stick its fingers in some

other pies - the most impressive of which is the innovative adventure Another
World. Future Wars' co-designer Eric
Chahi has spent two years labouring away
on this one, and the result incorporates
what is reputedly the most effective
Cinematique adventure system yet seen
- even by Delphine’s high standards -
including such cinematic techniques as
zoom, panorama and animated close-up
shots. In a plot as teruous as Future Wars,
Another World tells of a hapless young
nuclear scientist who is catapulted into
a strange alien world when an experiment
misfires. From then on it's exploring and
puzzle-solving all the way as your quest
to escape from the bizarre planet unfolds.
Another World is set for release across
all three formats at the end of the year.

WIZKID Ocean

s till regarded as one of the greatest arcade games of the eighties, Sensible
Software's Wizball caused quite a stir when it first hit the 64 back in 1987.
Fresh from the success of Mega lo Mania, Wiz's original creators Jon Hare and
Chris Yates are now hard at work putting the finishing touches to the long-
awaited sequel, which promises to be every bit as wacky as the classic original.
The story goes that after successfully colouring in the Wizworld, the Wizard
and Wizball have fallen, erm, in love and produced a son - the Wizkid. The evil

magic mouse Zark (who was thwarted in the first game) is none too happy
about and has kidnapped the Wizard and Wizball in order to extract his revenge.
Mow it's up to Wizkid to get them back by battling through eight platform-
orientated levels, rescuing the also-
kidapped kittens of Wiz's car Nifta
along the way. “It's a pretty original
game,” says Chris. “I can't really
think of anything to compare it to."
We shall see for ourselves in a couple
of months, but if the quality of
Sensible’s recent offerings is
anything to go by, we should be in
for a real treat.

THE CHAOS ENGINE Renegade

fter the less-than-successful venture into the realms of cutesy games with
"“Alast month’s Magic Pockets, the Bitmap Brothers’ latest effort looks set to
put them back on the right track. It’s a return to more familiar, violence-
orientated turf, combining Gauntlet-style arcade action with an innovative RPG
element. In an atternpt to get away from hackneyed space-age scenarios, designer
Eric Matthews has set his game in the Victorian Age - the Chaos Engine of the
title is one of the first prototype computers that has malfunctioned and is
attempting to distort the fabric of time and space. In an attempt to avert the
disaster, as many as three players (with the aid of a joystick adaptor) must blast
their way through the factory where the Engine is held and destroy it. Matthews
is very proud of the game's RPG undertones, which allows players to create
characters with individual personalities, and a system that only allocates bonus
points if the player is pulling his weight during play, and not leaving all the
work to his companions. To cap it all, graphics wizard Dan Malone has done
an excellent job of creating a period atmosphere. Rumours abound that after
Pockets, the Bitmaps' credibility is starting to wear a bit thin - let's hope that
The Chaos Engine proves the cynics wrong when it's released at the start of
next year.

CYBER FIGHT Electronic Arts

Vhere's nothing like a pair of big fighting robots clanging away at each ether
to provide some good old-fashioned gladatorial entertainment - and Electronic
Arts, obviously wise to this trend, has got a game that's just the job. Cyber Fight
has been projected from the frontal lobes of Michael Powell. Hulkmg great
Transformer-style ‘bots against each other, | ! =i
armed with all manner of devastating bolt-on '
weaponry and portryed using state-of-the-art
Gourad shading techniques to enhance the i o
feeling of “being there”. A PC only product at i
the moment, Cyber Fight is set for release - LT
hopefully by the end of the year. 16-bitters may
have to wait a fair bit longer for their versions.
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MicroProse Golf

So accurate it will improve
your game!

@ The greens and fairways
are brought to life by
stunning 3-D technology
viewed from numerous
'TV' camera positions.

@ Change club, stance, foot position and swing
to see accurately modelled results on any of six
courses.

Formula One

“ Grand Prix

Crashing gears, smoke,
roaring engines and burning
rubber.

@ Race on all 16 Grand Prix
circuits for any of the current
teams in an attempt to be Formula One champion.

@ Study the track, fine tune your car, and strap on
your seat belt for the most realistic racing
simulation short of driving a real F1 car.

F-15 Strike Eagle I1

Take control of the USAF's
premier dogfighting and
strike jet.

® The fast flowing 3-D,
constant action and easy to
leam controls make it the best
flight sim for beginners and experts alike.

@ Fast and furious excitement, hundreds of
missions which differ each time you fly them and all
the high-tech gadgetry of air-to-air combat will have
you flying again and again.

MicroProse Simulation Software - ¥



MicroProse Designer Software.
From a wardrobe brimming with
classics it can be difficult to make a
choice. You can slip into something
different every night.

Produced to the highest quality with
rigorous attention to detail, the
MicroProse software collection gives
you experience after experience, time
after time.

Become a world class golfer, a
Formula One champion, and a Top
Gun pilot. Worlds of opportunity,
adventure and excitement.

Get into MicroProse software tonight
and bring your compuiter to life.

For details of your local dealer or a free brochure write to:
MicroProse, Unit 1, Hampton Road Industrial Estate,
Tetbury, Glos. GL8 8LD. Tel 0666 504326

Yu're not properly dressed without it.
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ACE BENCHMARKS

ver the page, in the new ACE Screentest section you'll find reviews
of six of this month’s hottest games. To help you make the most

of our reviews information (especially the Compare and Contrast
panel which you will find adorning each review) we've compiled our list of
what we believe are the finest games in each of the following genres.

The aim is to offer both a reference point to help you gauge how well or
otherwise this month’s titles match up to their peers and a list of games
which no software collection should be without. And all for no extra charge!

And remember!
There’s a further 30 PAGES of reviews beginning on page 107!

SWIV (Storm)

The follow-up to Silkworm (itself one of the best
blasts in years) succeeds through a combination of
frenetic speed, polished presentation and sheer,
unadulterated action. Tons and tons of it. The fire-
power and wastage on screen is of a level that far
surpasses anything offered before. It's amazingly
tough, but well worth the effort - it's effectively a 25
coin-op without the need for coins.

er down it's a right smart little epic with enough
quality aspects to keep even the most demanding
explorer happy. Its longevity is unquestionable.

SPOR SIMULATION

IMMY WHITE’S
IRLWIND SNOOKER

(Virgin)

Archer Maclean does it again, and must go down in
the history books as having produced the first ever
realistic snooker game. Actually, 'realistic’' doesn’t
do the game justice, as it truly is the most authen-
tic computerised adaptation of any sport ever. Period.
Tremendous 3D combines with authentic play and
more options
than ever
believed possi-
ble, and the
result is quite
simply awe-
some. It's just
that good.

ARCADE ADVEN
GODS (Renegade)

While it may be argued that it's not as intrinsically
sophisticated as the likes of Rick Dangerous 2 or Prince
of Persia, the Bitmap Brothers' platform opus does
offer enough fully-rounded arcade action to make
it the outright winner in this category. On the sur-
face, it looks nothing more than a levels n’ ladders
shoot'em-up with with lots of flashy effects, but deep-
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" conduct big:

KICK OFF 2 (Anco)

What can we say? It's pretty pointless trying to explain
to the unitiated what makes Kick Off 2 so damn
playable, but the primary reasons are the ultra-instine-
tive control mode and remarkable speed that com-
bine to make it the most exciting and rewarding
football game ever, As such it's attracted a follow-
ing so avid that official prize tournaments are a reg-
ular occurence.lt looks like nothing, and takes time
and patience to get into, but once it grabs it'll never
let go. Not ever. You have been warned.

LROAD TYCOON
Icroprose)

Building a railroad empire across the USA at the
turn of the 2oth Century may sound like hard work,
but for those who like their strategy to run deep, Sid
Meier's simulation of that very pursuit is fun Fun
FUN! We know, it's difficult to imagine how, but
trust us, it is. The feeling of power is paramount as
you lay your
track from sea
to shining sea,

time business
and generally
earn loads of
cash. That can
hardly be bad
now, can it?

IK+ (System 3)

An upgraded and enhanced version of the original
System 3 classic International Karate, Archer Maclean's
1K+ is still unchallenged in its field after three years.
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Iss most innovative aspect is the addition of a third,
computer-controlled fighter, which elevates the action
2bove the average head-to-head boredom and into
Sull-scale free-for-all mayhem, All the standard kicks
and punches are there, aloing with an array of novel
new moves, such as the double-head kick. Incredible
speed, worthwhile sub-games, bonecrunching sound
and a veritable galaxy of graphic twists and comedic
touches make this quite simply the ultimate fight-
ing game.

STLNTGAR RACER

This month under threat from Gremlin’s Lotus 2,
Stunt Car Racer packs polygon-plotting power and
arcade-speed thrills into a novel formula making it
the most entertaining race game around. Drive your
dragster around a series of increasingly perilous sus-
pended raceways, smashing & crashing your oppo-
nent into oblivion. Excellent speed achieved by the
polygons combined with fantastic growling audio
effects makes this game a true classic.

RACING SIMULATION

INDIANAPOLIS 500
(Electronic Arts)

It's the speed that does it for EA's Indianapolis 500.
Quite simply it's faster and more playable than any-
thing else on the grid. The feeling of real speed is
stunningly realistic, and that adds all the more to
the bone-shattering pile-ups - one of the game's most
entertaining aspects. The course at Indianapolis has
been recreated with uncompromising authenticity,
and a multitude of features, including excellent TV-
style replay facilities serve to bolster the realism fur-
ther. Mind you, it's not put off Geoff Crammond,
who's having a crack at bettering it this month.

SIMULATION

CHUCK YEAGER’S AIR
COMBAT
(Electronic Arts)

The third game to be endorsed by the barrier-break-
ing General takes of the tried-and-tested 'flight school'
format and makes it all the more enjoyable by putting
it in a combat arena, You get to fly every plane you've
ever heard of, and it manages to be fun without sac-
rificing the technical authenticity. What's more, the
dogfighing itself is a lot more exciting than is to be
found in most sims, and the out-of-flight options
and presentation are second to none.

ROLE PLAYING GAMES

EYE OF THE BEHOLDER
(US Gold/SSI)

By the mighty sword of Kring! SSI's latest Dungeons
and Dragons game takes the best bits of Dungeon
Master, adds a few more of its own, stirs well, and
the result is the best bet yet for gamers who like to
hurl fireballs at dragons and things like that. It's
very deep (ho ho) and offers enough new challenges
to take the throne from the game that inspired it.
And lo, thy mystic staff of Zorg shall rent the heav-
ens asunder and (and so on to fade...)

THE SECRET OF
MONKEY ISLAND
(US Gold/Lucasfilm)

The adventures of would-be pirate Guybrush
Threepwood provide the setting for Lucasfilm's most
sophisticated and entertaining odyssey to date. It's
partly due to the new refined version of the

SCUMM™ adventure system, which obliterates the
need to wrestle with complex commands, and a very
engaging - and funny - script. It's atmospheric, attrac-
tive, and packed with clever puzzles. The only thing

_ that’s liable to topple it in the forseeable future is

the sequel, due out next year,

ACTION STRATEGY

MEGA lo MANIA
(Image Works)

Sensible Software's first attempt at strategy is a sur-
prisingly successful one. At first glance it may seem
similar to Populous, but further inspection reveals
it to be a genuinely original strategy epic. Considering
the amount of depth the game has, it's remarkably
instinctive to play, and has a very refreshing comic
thread running throughout. Certainly the most fun
of all the god-games, Mega lo Mania also happens
to be the best - we'll see what Populous 11 has to say
on the matter at the end of the year.

|_____PUZZLE GAME
TETRIS (Nintendo)

There are more official versions of this classic than
can be counted on the legs of a millipede, but it's
Nintendo's own GameBoy version that is undoubt-
edly the best. Manipulating blocks to make lines
across the screen may sound like watching your toe-
nails grow, but in practice the compulsion factor
rises far beyond any level known to medical science.
If it's awesome in one player, they haven't invent-
ed the word that describes the fun that's to be had
in the link-up mode. It's like a bloody religion.

PLATFORM

SUPER MARIO WORLD
(Nintendo)

The sooner they release the Famicom over here the
better, as that will give more gamers the chance to
experince the stunning fourth instalment in the
Mario saga. Whatever other hype-swallowing pub-
lications may lead you to believe, Mario 4 knocks
seven bells out of Sonic (and then some) - would you
believe there’s not a

single dodgy bit in B8

any of the gg levels?
It's sheer

perfection from

beginning to end.

What more could you

ask for?

This Month’s Games

Lotus 2 [ Gremlin Graphics ...........c..c....52-57
Floor 13 [ Virgin ... <5803
Grand Prix | Microprose ..............04-69
Hudson Hawk | Ocean .........coovvivennnnn 7075
Alien Breed [ Team 17 .... w7681
MiG 29M [ Domark ... 82-87
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Genre Driving Game

Publisher Gremlin Graphics
Developer Magnetic Fields
Price {24.99

Definite because Lotus 2 bears marked improve-
ments over the original in a number of technical
aspects, but qualified because although the game
works well as an individual title, it rewards and chal-
lenges the player in an almost entirely different way
to its predecessor. As a result, it occasionally doesn't
look too good in comparison.

Neither an accurate polygon simulation, nor pure-
ly over-simplified arcade blast, the Lotus games

game of all time in Lotus Turbo Esprit Challenge,
lin have sought to push the envelope further

e result? A definite, yet qualified success.

deliver the finesse of the former with the adrenalin
of the latter. Large, healthy representations of Lotus
Esprits and Elans hurtle around the rapidly-plotted
courses, barging into each other and flying off the
roadside signposts. Drivers who hdng around too
long or insist on adhering too strictly to the high.
way code need not apply. That much is common
ground for both titles,

The most important difference between the two
games’ design is that here, play no longer takes
place on circuits. Instead, eight long stages, each
complete with their own particular motoring haz-
ard, snake their way across imaginary countries,
providing Outrun-style as opposed to Super-Sprin-
style excitement.

This is not a point that should be taken lightly,
for it greatly affects the feel of the game. The removal
of the lap system makes it tricky (despite a well-
intentioned distance-o-meter) to gauge exactly how
close the two drivers are to each other. Over a num-
ber of laps, a player’s lead can be tangibly eroded.
Over a long stage, it's much harder to determine
progress, However, longer stages make for an excit-
ing feeling of ground-covering race-through-the-
night madness that was plainly absent from the
first title. Simplified, the deal is this. The nature of
Lotus 2 makes it more satisfying to pass a number
of computer controlled drivers than pit your skills

LOTUS2

le are never satisfied. Having already produced per-

(Tap) On the grid. The line-up of
other cars i imprestive, but they'il
to0n he mere specs in the
wilngumiroors af (ife.

{Above) Faster and preftier
trackside graphics impress

Left] Same of the graphic fouwches
on shaw, Greater inclines in the
hills affect the speed of the player's
car while the sharper bends require
accasional braking. The defving rain
{this is the storm section, after al)
5 50 CONWINEING, Jt's encligh ta
have you diving for your shiny mac
) BB B Warmest surmer
afternoon,

Bashing into the chevrons at the
side of the track doesn't siow the
cars down as much as in the first
game, praviding a smoother, less
frustrating race,

_'d
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Obviously, the easiest and
most relevant point of
reference to draw on is
Lotus 1. Clearly, producing a

sequel to such a popular
racing game is tricky enough. Trickier still

when you bear in mind that the success of
the first title rested on a number of factors
which, simply in order to make the second

against - essentially - one humnan, In that sense, it
is a much better one-player game, but the gladito-
rial two-player struggles of the first title are no longer
present. It's this point which obviously determines
whether Lotus 2 is an appealing prospect or not.

The key to Lotus 1's success was twofold. For the
first time in a sprite-driven race game the player was
convinced that he had control over the behaviour of
his car to a degree facilitating genuine improvements
in driving style. Also, the timings of each circuit
were balanced so perfectly with the difficulty level
and the amount of objects to crash into that even on
the early courses a few careless chevron-clippings
could make the difference between success and fail-
ure, It has proved to be a tough act to follow.

A familiar options screen helps the player dispense
with tiresome automatic/manual gear and acceler-
ation mode selections in the same manner as last

game sufficiently different, have had to be
changed. The first game worked on a laps
basis, and here we have stages. Lotus 2 is
far more forgiving of drivers’ mistakes
than in the first outing. A single crash in
the first game could easily cost the unfor-
tunate driver the race. Here, owing to the
length of the stages, it"s more to do with
how the forced errors snowball into a big
enough chunk of time to make the check-
point unreachable. X

Lotus 2 is, technically, a far superior
game with swifter graphics, more detailed
and varied levels and a better impres-
sion of speed. And there's no doubt that
as a solo game it plays infinitely better
than the first. As a two-player affair,
however, Lotus 1 still reigns supreme.

The link-up option serves as a
worthwhile novelty, although in a sense
it only helps regain the spirit of duelling

) 3 < MPHE
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time. Here, however, there are a few additions. A
password system, enables players who have made
sufficient progress in the game to skip to the desired
level without having to drive through stages already
mastered. Although this initially appears to be a bit
of a godsend, removing the need to slog through

s 2's makes it considerably more satisfying
lo, since the gladitorial feel of two-play-

itself struggling in the new format of

oo o

meotors which was already present in the
original.

It's important to remember though,
that simply because the giddy heights of ,
the original haven’t been attained in this

. particular aspect, Lotus 2 is still a superb

level after level of previously conquered track, there
is a danger that, in the same way as Oufrun is viewed,
once all the levels have been completed, there's lit-
tle incentive to return. The Link option allows (via
a cable connecting two machines) up to four play-
ers to race simultaneously. Admittedly, this feature
is hardly likely to be in day-to-day use, but it helps
to regain the feeling of human vs human competi-
tion.

As the “Marks, Set, Go!” countdown gives way to
the growl of the assortment of Lotuses in pedal-to-
metal mode, the trackside objects pull toward the
player with impressive speed and a number of facts
become apparent.

Firstly, in an over-enthusiastic tribute to the leg-
endary handling fipesse of Lotus motors, the play-
er is afforded amazing control over his car, Only the
tightest bends necessitate any application of the old
“anchors” and pulling into most corners even from
the outside lane will bring the car into the inside
lane allowing some impressive apex-cutting antics.
It's easy for the player to convince himself that in
real life he's an excellent driver thanks to the ease
and flexibility of control.

Once underway for a few seconds, the nature of
the race will become clear. Computerised drivers
are no longer of an especially high standard. Rather
than being regarded as realistic individuals vying
for success, the auto-cars tend to serve more as
mobile hazards, wcawng across the lanes and fnr

ost part Since
raoe m pusm
mlh.m th ss to th

next stage) there's litile incentive to necessarily “beat”
any of these cars, just avoid them when they appear.

Checkpoints flash past at regular intervals, reset-
ting the countdown-to-game-over which sits in the
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STAGE FRIGHT

Let's take a closer look at those stages “in", if you will, “full”.

Forest
The first stage introduces the player to a number elements in the game.
Rivers slow down the cars uniess they're jumped over using the
logs which block the road. The logs must be hit head-
on in order to achleve a jump,

City
Oncoming traffic and berserk lorry drivers hamper the play-
er's progress. The right hand lane Is clear of racing cars
but a smash with an oncoming vehicle will considerably slow
up the proceedings. Driving through the wheels between _
the front and back of the trucks eam the player bonus points.
m.mmmmms_wwm;
it's vital If the stage s to be completed in time.

Dasert
Sand blown onto the edge of the road will slow down drivers who
insist on straying from the center line. Extra caution is needed owing
to the lack of road signs. Instead, cactii along the side of the road are
the only indicators of the player's route through the yellow mess.

Fog
Dramatically reduced visibility inevitably slows this section right down.
All objects in the distance, be they cars, trees or oil-slicks are scarce-
ly visible. Only when back-marker looms up out of the fog does the play-
er have a chance to react. This stage perhaps works the best, combin-
Ing excellent graphic appeal with an exciting gameplay twist.

Night
The city at night is a much more challenging place than during the day.
The number of trucks on the road has been reduced but the hazard lev-
els are high.

Marshland

Have you ever been had, In Marshland? Windy tunnels and more jump-
ing. 0l patches have the player slippin’ and a-slidin’ while the water at
the edge of the road (it is a marsh, after all) slows them down. Fiendish.

Storm

Possibly one of the most depressing levels ever to appear in a comput-
er game. The rain comes down In sheets making the most miserable sound.
Lighting flashes and thunder rumbles. Is it our Imagination or is the
whole level uphill too? It's enough to put you off your dinner.

54m/cE

And we won't start the clock until you've given
your first answer,
in & peculiar Family Fortunes sort of way, Lofus
drivers are given time o accelerate up fo speed

before their seconds start ticking away on crossing

the start line, Even so, time iy the playor's warst
enemy, far more testing than the computer-
conirofled drivers.

Each stage has an excellent “look .
Here, in the desert, it's almost
possible to imagine the heat hare
shimmaeving in the distance. Deeper
Fard at the side of the road will
Turther siow drivers already
suffering from reatively few road
signs.

Overtaking on bonds may bo
motoring taboo in the real
world. but i's the only wayto
Eet on in the Land of Lotus.
Extra gas will heip players
understesr around their target
vehicies on the outside in 3
masf satisfactory manner.



The city level offers more heroic
drivers the chanoe of driving on the
wrong side of the road. Obwiousiy,
the advantage i that they have a
elear route and don't have o worry
about overtaking. The disadvantage
is that & collision with an ancoming
car [s sxtremely unpleaant

onosaaso
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53 top right comner of the screen and adding any spare
time from the completed stage to the default for
the next. The faster one section is completed, the
more chance there is to complete the next. Although
experienced players may not appreciate the need
to continually strive for better times through the
first checkpoints, toward the end of the stage they

. will need every second they can get, so it's wise to
start scraping the bonus time together early on.

Utterly distinct from its predecessor, Lotus 2 is
forgiving almaost to the point of dafiness. Ploughing
headlong into the chevrons and trees which line
the road results in a scarcely noticeable loss of veloc-
ity and repositioning on the track. Especially igno-
rant drivers who insist on mowing down a bunch
of signposts or saplings will find themselves ground
down to a halt, but those who make the most of the
friendliness of the crash routines will find their
whale driving experience largely frustration free.

The different courses (see panel) have particular
idiosyncrasies which challenge the driver in new
ways. The actual width of the road, although one
of the most basic variables effects the driving style
more radically than most. Narrow roads actually
do make the driver slow down and make overtak-
ing difficult. It may sound like a small point, but
this does throw up all sorts of frustrations. While
the clock may indicate that the trip to the next
checkpoint will be a breeze, encountering a couple
of lengthy narrow stretches of road will axe virtu-
ally every spare second accumulated thus far. Success
is most readily achieved by drivers who keep going
absolutely at their hardest all the time.

By far the best strategy is to overtake a vehicle as
soon as it is reached, especially if the overtaking
move is being made on a bend. Dithering around 2 |y
and waiting for computer cars to get out of the way
is a waste of time. It's better to simply drive around e
them. %

Careful use of acceleration and the width of the

road allows the player to either understeer around

The rather ridiculous seoring swstem serves as an easy ability-gauge,
Howewver, as every good game player krows, a score don't meav didedly
unless you've got the staying power fo win theough to the ond.

e of the game's once-completed-little-inter-
may hamper its lasting appeal. Perhaps Lotus

e an unwitting conformation of the "if it ain't

"0 @ @ O

the target car or slide through taking the inside
line. Perfection of this strategy combined with
the simple but important discipline of watch-
ing cars in the distance as they approach in order
to predict their track position then the overtak-
ing move is necessary will yield a great deal of
satisfaction. The closest comparison for this mix
of speed and skill being continually rewarded
is probably the Super Hang On coin-op.

Visually, Lotus 2 is a marvel. Objects at the
side of the road are highly detailed and abso-
lutely scream past. More attention has been
given to the cars when turning and the differ-
ing weather conditions are represented by moody
lighting and the like. The effects are so suc-
cessful, in fact, that the Storm level with its thun-
der and lightning and cats'n'dogs rain is actually
quite depressing.

The behaviour of the cars is effected quite dra-
matically by their environment, exactly as one
would expect. Driving through water slows the
cars down and makes steering difficult. Snow
and ice on the road make the Esprit or Elan skit-

HMEHE

FAUSED
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{Right) Lotus 2 in action.
Throughout the different simpes,

the weather and other external
foures on the cars can tum the

race around, One minute the
player will be wrestling oy with
his gas pedal fo squeeze the very
last mph out of his vehicle, and
the next he'll be negotiating ting
twisty roads in the fog.

Here, Lotus Z site head and
shaulders above the competition,
and until each course has been
mastered, even the Rawed two
piayer mode will continue to hoid
the attention

ter around like a snake on a bed of marbles.

Owners and

riginal may view Lotus 2 with suspicion. It is no
match, by any means, for the original’s excellence
in the duelling humans stakes. Its stage system as
opposed to a lap setup depletes this element par-

in particular dedicated fans of the

ticularly. However, when played solo it's the best,
offering simply excellent graphics and phenome- Link U P
nal speed, polished off with a front end, musicand ~ Four players can enjoy the thrills and spills of Lotus 2 thanks

sound unmatched in the classyness of its finish.  the the ingenious link-up option. Each machine displays a split-

ame wouldds

and yet still retain the Lotus name was a problem. most enthralling.

Still, it's interesting to ponder what shape the screen with a different colour car for each of the human

ken if, as ginally pla

cont rsu n the s o-play,
machi p. Seei y and as
they live and die at the hands of a cunningly-placed chevron is

s frien

Lotus were understand-

ably unkeen to have their

glorious spirit of British

fair-play motors depict- _ f__(;;, Even considering quite how spoiled Amiga owners have become when
ed being Hl_r]“}wd 1 %/ it comes to speed on their machine, Lotus 2 cannot fail to impress.
crashed, while produc- 7;; 3 . . .

ing that sort of title could / flr— A\ The trackside objects simply fly by. The music rocks out in fine style
have been exactly the L 10061 and improvements and optimised routines allow even better
answer to Gremlin's sim-  control over the car and speedier response times. As an example of top-notch no-non-
ilarity problems. sense programming, it's quite an achievement. Disk access times could do with a touch

Particularly appealing

would be a game using
the technological ability
of Lotus 2 combined with some more adrenalin-
surging action. Consider how excellent a Chase HQ
treatment of the genre, with armour-plated Esprits
tearing across the picturesque British countryside
throwing down nails and cil-slicks or doing each
other in with rocket launchers and machine guns,
barging opponents off the side of the road, down
into chasms etc would have been. The decision, of
course, went the other way, and so it's no fault of
Magnetic Fields that none of these elements have

been included.

of tweaking, though.

And Ffinaily, for the st time sver,
Lotus fans get fo e a full sceen's
worth of action, s opposed o the
half-and-half treatment they're
wsed to! Huzzahl

L T T T T LR L]

Extermaly funt Wt pariosty
Lots of fong "“", "m‘

slightly annay-
pr o et
e sl dawm business
Link-up option Some additior.

!
i
i

&

:
]
:
0
$
appeal is ::
ly high, and the excellent pre- |
sentation and speed will o ==
-

est. The link up option will
provide kang-term fun It there's
always & spare person with an
Amiga around to help out, but
the nature of the once-com-
pleted-little-interest courses
may hamper the game's last-
ing appeal. Perhaps Lotus has
proved to be an especially
unwitting confirmation of the
I It aln't broke, don't fix it~
addage.
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tinpot dictatorships, it's nigh-on inconceivable to
suggest the existence of, say, a secret police force
here in dear old Blighty, capital of democracy.

Or maybe it isn't. After all, the primary function
of a secret police force is to be secret, and as long
as it does its job properly, who's to know if it even
exists? The idea of such behind-closed-doors gov-
ernmental activity has been tackled several times
in recent years in a variety of media - Alan
Moore/David Lloyd’s moody graphic novel V For
Vendetta painted a very gloomy picture of a Neo-
Nazi Britain of the gos, while Ken Loach threw
some controversial light on the subject last year with
his cinematic political thriller Hidden Agenda.
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ent has its secrets to hide - a fact
John Le Carre to Tom Clancy has bi
r the past three decades. But while we 3

and goings-on in Eastern Bloc countries a

Genre Strategy
Publisher Virgin Games
Developer PSI Software

Price £34.99

And now we have a game that, by posing the “What
if...?" question in the most blatant style imaginable,
hasn't done a bad job of attracting plenty of con-
troversy of its own. Admittedly it seems as if Virgin
went deliberately out of its way to attract as much
undue attention as possible by approaching leading
figures from the political, journalistic and show-
business worlds to contribute storylines to the game.
And although most of the people contacted turned
the opportunity down, the upshot of the exercise
has since included articles in The Times and The
Guardian and several phone calls to the Virgin offices
from an ‘interested’ Ministry of Agriculture and
Fisheries. No doubt by the time that Floor 13, which
boasts what must be the most overtly political and
paranoiac storyline to date, hits the shelves it won't
be the only thing that is hitting something.

Set in present day London, Floor 13 tells of a secret
government department based on, you guessed it,
the thirteenth floor of a shady Docklands tower block.
It's an agency without a name, that operates beyond
the knowledge of the police, the military - even the
country’s own intelligence agencies - reporting only
to the Prime Minister himself. To all intents and
purposes, it's an agency that doesn't exist - but has
power and influence far beyond the scope of any
official body. Its job? To provide a political ‘safety
buffer’ for the increasingly megalomanic, callous
and treacherous government by averting scandalous

e, corruption,
omes to the defence
i @P0es. With such a formidable
armoury of tactics, the task in hand may not sound
too difficult - but the real trick is carrying out an
effective and ongoing campaign of suppression with-
out ever giving the outside world the impression
that anything devious is actually going on.

The game's opening does a neat dual job of start-
ing the player off, while giving a first glimpse of just
what lengths the secret ministry will go to in order
to avert trouble. When the agency’s Director General
is deemed inefficient and potentially dangerous, he
meets with a demise involving a window, several
hundred feet and a concrete pavement. The player
is brought in replace him as the department head.

- Once inaugurated as chief of the secret police force,

TN\
| |
i

The Prime Minister 5 quick to respond fo your actions, be they pood ar bad,
I the press starts playing up, or you fail to svert & scandal, you could be
hauled over the coals. Do a good job, hawever, and your degartment could
be expanded, resulting in more resources for the various wnits.
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erms of involvement and atmosphere,

or 13 is the closest thing yet to an interactive

Twe typed of affice decor are available. Traditionalists can opt for the
sandard wooden desk and paneiiing, while hipper cats may prefer the
madem art on the walls, formica furnishings and trendy executive toys

the player receives a less-than-warm welcome from
the disgruntled Prime Minister, who is quick to warn
the player that should he or she prove as unsuc-
cessful as their predecessor, they too could be tak-
ing a crash course in unaided flight.

As Director General, one of the player's pri-
rnary common-sense obligations is never to get
their own hands dirty, and so the entire game
is effectively run from the 13th Floor office,
reading reports gathered by intelligence per-
sonnel and dispensing orders to the heads of
the various sub-departments who do all the real
dirty work. As a result it's probably the most
sedate game in years in terms of what goes on
on-screen - for the vast majority of the game
takes place behind a desk, with the only things
changing being the constantly-updated newspapers,
reports and files from the departments that com-
prise the only window on the world. But even though
the location seldom changes, the game's fast
pacing and subtle dovetailing of the multi-
tude of scenarios and plots ensures that the
game's pace hardly ever relaxes. In terms of
involvernent and interest, it's the closest thing
yet to an interactive thriller novel.

The ongoing story is woven by means of over a
hundred interdependent plots, occuring at careful-
ly imed intervals and overlapping to give the impres-
sion of a single, flowing reality. The episodes are
wide-ranging in style and content, encompassing
high-ranking ministers engaged in dodgy dealings,
shady goings-on at government contractors, indus-
trial espionage, treason and even a terrorist attemnpt
on the life of a top-level VIP. But the full story behind
each plot never fully emerges - information comes
in dribs and drabs, and only by putting together
seemingly innocuous and unconnected reports and
allocating resources in the correct places can the

brabes

political scandals to avert... the game
actually managed to do a remarkable job
of capturing the spirit of the original
novel, and by comparison that goes to
further highlight how well Floor 13
emulates the intrigue and excitement of
the modern thriller. But while The Fourth
Protocol was a fine game, it offered
limited appeal, as there was only one
objective to meet. Eastman’s got the right
idea, allowing the size of the game to
remain unrestricted by keeping the overall
objective at a safe distance.

\
# innovative approach and execu-

~ | tion, it's tricky to find a game in

./ the recent strategy scene that

really compares to it. So it's neces-
sary to journey further back - way back to
1985 in fact - the time of Century Hutchin- |
son's aging 8-bit classic The Fourth Proto-
col, based on Frederick Forsyth's bestseller.
Though the game came in several sections,
including some dire arcade interludes, the
main part of the adventure, subtitied The
NATO Documents, was remarkably similar
to Floor 13 in certain aspects. Surveillance
operatives were assigned to suspects,
intelligence reports came in, there were
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Dear Dr Martin Baldein,
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INFILTRATION r
It a particular group (as to an indl ) starts

the government trouble, inflitration may prove to be the most
effective course of action. When agents are asslgned to a group,
they join as innocent new members, but secretly work against the
organisation. Thay're not splas as such - you don't racelve
intelligence reports from them - rather they serve to subtly dilute
the ferocity of a particular group’s actions or opinions from
within. The more agents sent In, the more effective their work
should be, providing the infiltrated group doesn't cotton on and
sets about purging itself of its unwanted elements. Infiltration is
o tricky business, and the fate that discovered agents often meet
doesn't even boar talking about. 1

~ INTERROGATION
The most direct way of
involives pulling suspocts in off and then trying to wring

, Interrogation simply
the facts out of them. When a character is marked for
Interrogation, he,/she is abducted and prepared for
[ ng. Some remain
prominence means they're watched by
the clock. The majority of suspects, pulled in
without too much fuss and interrogation . There are
threa levels of guesth known as P el Zero, One
and Two. The lowest level is the basic bright-light-in-the-tace
treatment, while Procedure One adds a fair
knuckle violence. Proceduns Two is full-blown
applying the comect level of torture will the
results - ton gentle and the suspect won't take ng
sariously, too rough and the torturers risk pushing him,/her to
insanity or even death. It's worth remembering that once a
subject is abducted, they're as good as dead - when questig
ks ower, they're disposed of rather than released back in
whare they could become a liability,

as thelr
around
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SURVEILLANCE
A survelllance team can b assignaed to any character on whom a
report is available, and will sometimes supply the most crucial
Information in the gams. They remain stationary, situated in a
hidden location outside the suspect’s house and record all
movements, such as times of exit and entry, More useful,
however, are the telephone taps and maill intercepts. Any calls
that the suspect makes or receives are recorded and transcribed
Into script form for perusal, and coples of any mall deliverad ane
akso forwarded to Floor 13, Unfortunately, the content of calls and
letters s often quite ambiguous, leaving blanks that must be filled
through careful detective work and sense. A

team will stick with Hs suspect until he/she becomes "inactive”
or they are re=assigned.




e slmgdest of all departments, and definitely one of the most
sacmsbying In the short term. If an antigovernment busybody starts.
soamding off in public, there's no more effective way of shutting
s wp than to have a dally newspaper run a slandorous story
stoat them and smear them. Working from a “slush fund”, the Dis-
miermation department will bribe & Fleet Street hack o make up
same whoppers about the assigned suspect, There's political
cagital to be had here, as if someons who expresses anth-
gevemment opinions is then found to be a satan-worshipper, it can
anty look good for the government. The player Is limited to one
wmear campalgn per parson, and there's nothing more satisfying
an “revesling” how that jumped-up Greenpeace loudmouth who's

HEAVY ASSAULT

This Is essentially a very
elaborate variant of Remaovals,
consisting of an SAS-style

| commando rald on 8 given
location, When a locatlon Is
targetted for attack, a crack

| miiltary team will turn the
place into a bullet-ridden ruin.
Heavy Assault works as a
handy way of deleting any
incrinimating evidence that
might otherwise have bean
found. Used more carefully, it
can wipe out an entire
conspiracy In one fell swoop.

seen complaining about unsafe water actually sells heroin to

schoolkids in her spare time.

Assassination. This Is really a
wery drastic action, more overt
than any other, so should be
regarded as a last-resort. The
reason for killing somebody is
simple encugh. Basically it
gets a troublesome character
out of the picture. When a
ramoval order is signed, the
player gives the hit squad a
time limit to carry out the
attack - the longer the time
glven to prepara, the greater
the probability that the job
won't ba

PURSUIT
E Iy & mobile extension of surveillance, Pursult comprises
car-based “watcher” units that follow their assigned suspects
around covertly and report back on thelr movements. If the
suspact is followed to a private address, the intelligence people
automatically find out who lives there and provide his information
on a new suspect file, allowing them to be checked out

y prhaps ing maore information. If a more public

it's necessary to order rush
jobs to avert an Impending
scandal, Some people are
beyond the reach of even the
polson-brolly men, and noed to
e dealt with by other means.

locatlon Is visited, such as an office bullding, church or park, It is
added to the location folder, opening up Search and Heavy Assault
possibiiities. Unfortunately, Pursuit's capablilties are limited, so
while thay can tell what time a suspect enters or leaves a
location, they can't tell what went on inside in the
intervening time.

SEARCH

Once assigned to a suspect, a
search team will enter his ‘her
house and give the place a
good golng-over In an attempt
to find any useful iInformation.
Two types of search are
available - Discrete involves a
softiy-softly approach, where
the team Is extra careful not to
disturb anything. Ransack
however, s 8 much more
thorough though destructive
PrOCEss.

ARE YOU SITTING COMFORTABLY?

Talk about art imitating life. Of Floor 13's 80-0dd plots, a large amount
are completely ficticious - but those who follow the headlines are likely
to spot quite a few plots that bear an uncanny resemblance to certain
recent reallife happenings. Obviously, the names and some of the more
incriminating details have been changed to protect the innocent (or not-
so innocent), but it doesn't take much nouse to work out what events
some of the storylines are based on. By way of demonstrating this, and
to show how convoluted some of the scenarios can get, here are brief
synopses of some of the more interesting ones...

In Operation Sherwood, a group of retired military
crackpots take umbrage with plans to reduce
Britain's defensive capabilities, and plan to apply
some "shock treatment” to the government by
means of a very radical demonstration...

...In one of the secret Thoth missions, you're giv-
en the task of helping a fellow lodge member
attain a top-ranking minister's job when the post
becomes vacant. However two other ambitious young backbenchers are
also vying for the job, and with a row about the retum of capital punishment
raging the press, there's all manner of behind-closed-doors backstab-
bing going on, including one particularly devious plot to curry favour by
one of the candidates. Only by getting to the bottom of the conspiracy
can you get "your boy" the job and advance through the Thoth ranks...

...There's a scandal to be covered up when high-ranking minister Cecil
Porkinson gets into a spot of domestic bother when his mistress threat-
ens to blow the whistle on their affair to the press. A subsequent attempt
to have his bit of fluff assassinated goes horriby wrong, and before too
long blackmail and counter-blackmail rear their ugly heads. The whole
thing needs to be sorted out quietly before it gets a chance to hit the
headlines... i :

...0n a less political - but equally troublesome note - London's seedy
Soho district Is engulfed by an orgy of viclence when the two most pow-
erful crime syndicates, the Chinese Tong and the Columbian drug barons
fall out, and then proceed to blow up each other's property in a tit-for-
tat war of attrition. Again, the trick is to deal with the situation quietly
before it can damage the government...

...5hady goings-on abound when it's revealed that a British defence con-
tractor Is selling arms to Iraq - worse still, a top government bod may
be in on the treachery...

...An evil terrorist group obtains the security plans of one of the coun-
try's biggest atomic power stations, and then threaten to blow it up. The
faction's base and plan of attack must be discovered if they're to be stopped
In time..




59 pieces of the jigsaw be fitted together and the over-

A standard suspect file includes
Infermation on preminence,
political leaning and any interesting
group affiliations, Nate that a so-
called “government supporter”
could still be dangerous, if their
opinions of what wowld heip the
Qovernment are misguided.

all picture obtained.

Although orders can be given relating to a partic-
ular subject or incident at any time, it's wise to wait
until the state of affairs becomes slightly clearer,
lest the department’s actions prove rash - and dam-
aging. With the full picture obtained, deduction
gives way to judgement as the player must decide
how to deal with the situation in hand, while remem-
bering the need to retain the department’s low pro-
file. It's vital that the player doesn't get carried away
with their position of power - the press could start
asking awkward questions if, for example, some-
body who has voiced anti-government opinions is
suddenly found with a bullet in their head, and the
resultant furore could ultimately prove more dam-

aging than the scandal averted.
How the player interprets

information and chooses to act

on the basis of it provides %\\ % The use of monochrome graphics has caused
the main thrust of the strat- @f.'/ % <{/~I>,alm¢st as much controversy as the storyline,
egy in Floor 13. Judgment and %Lg (" although the sort of people who have complained
discretion are the keys to suc- Q;) are probably the same people who buy the colourised
cess, along with the ability to

be uncompromisingly single- versions of classic black-and-white movies. In practical

minded through thick and thin, ~ terms the grey shades work along with the moody music to
Protecting the government from  bolster the game's gloomy atmosphere. A couple of criticisms
embarrasment is the only objec-  though - the graphics fade in and out when moving between
tive, and veering too far in either screens, and impatient types might wish the process would

direction, be it lilly-liveredness
or over-the-top wipe-'em-out
sadism, will only have a nega-
tive effect. If a scandal becomes
public, the government suffers
in the polls as a direct result of
negative public opinion, while
successfully covering up embarassing episodes and
making everything in the government's garden look
rosey results in a poll boost. Of course in the rough
n’ tumble world of politics, it never hurts to stick
the boot into the opposition just a little via the sub-
tle use of misinformation.

Maintaining a steady lead in the polls provides the
player with a set of ongoing objectives. The PM
demands a noticable poll result every few weeks or
so, and if it's not met then the player is unceremo-
niously booted out. By the simple virtue of being
the elected party, the government remains slightly
ahead of the oppesition in normal circumstances
anyway, so the player’s initial task is basically to pre-
vent any major poll drops than embarking on ambi-
tious plans to damage the opposition’s credibility
or send the government’s popularity through the
roof. Such tactics are only likely to lead to the depart-
ment’s activities becoming too high-profile and sub-
sequently political damaging,

By use of a simple mathematical formula, the mag:
nitude of any given scandal or incident is directly
proportional to the amount of political damage it
causes - which is logical enough. To help the play-
er interpret information and provide a supplement
to the polls screen, reports of most incidents come
with an evaluation of its political repurcussions,
good or bad, mild or severe. These provide an invalu-
able instant aid to decision-making, especially when
the player's hands are full with several plots run-
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speed up a little - it can get a little tiresome during long
sessions. Also, while there is no problem with the keyboard
control as it stands, some kind of icon-based mouse mode
may have proved to be more instinctive.

(Top) The DG's door - from here the
player can enter the contral offics,
wisit a degartment or skip to the
next day for & fresh set of reports
and events.

(Abgve) Before a search order or
any major cormmand is parsed, it
muist be canfirmed by the signing of
the relevant order sheet,
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ning simultaneously (as is usually to case) and it's
vital to know where to allocate limited resources to
obtain the best results.

What's probably most sinister about Floor 13, and
the main reason why it is already catching so much
flak from certain quarters, is that while it offers a
vision every bit as paranoiac and frightening as 1984,
it does so in a down-to-earth fashion. We're not deal-
ing with a fantastical futuristic society here - this is
supposed to be the real world, present day. And
while it would be unbearably tacky to say it's got a
storyline that's “ripped from the headlines of tomor-
row's newspapers,” author David Eastman (Conflict)
has done a remarkable job of re-working certain
major political news stories from recent times as
game plots - in fact it's rather worrying to contem-
plate just how feasible this ‘hypothetical’ scenario
is. Because it handles its subject matter so well, it
makes one wonder why the political arena, along
with all the attendant corruption, intrigue and back-
stabbing, hasn't been used more often as a strate-
gy-game scenario. It's this ‘real’ aspect that provides
the game with much of its atmosphere and involve-
ment - there’s something more compelling about
playing a game with a scenario like this than games
which, while equally involving strategically, distance
themselves from the player by means of a fantastic
or off-beat scenario,

While it would certainly be distressing to see all
games based on real-life places and events (games
are, after all, meant to an escape route from the
rigours of everyday life), Floor 13 certainly comes as
a refreshing change in a genre that has allowed one
of its most important elements to stagnate,
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Despite Floor tiT(DJ".'DMIBﬂ)’
paiitical scenaria, it's smart
dﬂuug‘ﬂ in the ‘not offend
anybedy' stakes ta retain a cortain
amaunt of political amblguosity
throughowt, such ax in the polls.
where the fwo parties are referred
to simply as US and THEM.

Floor 13 also delivers
another much-neglected
gameplay angle in its set-
ting the player as the bad
guy. While not all the
player's actions are nec-
essarily bad (although some are downright despi-
cable), there's a strong sense that the goals achieved
are very dodgy indeed - and that provides a twisted
sense of enjoyment that goes beyond the initial short-
lived experimentations in the ‘interrogation’ rooms.

Without doubt one of the most innovative strate-
gy games in a long time, Floor 13 is a marathon rather
than a sprint, and as such total dedication and some
very careful thought is required if any success is to
be had. The need to collate information and deduce
connections between the various people, locations,
groups and events in order to unravel the complex
plots serves to make the whole strategic process
deeper and all the more absorbing, especially as
some of the plots are as twisty-turny as any espi-
onage novel.

It's clear that much effort has gone into the cre-
ation of Floor 13, and the result is a game that offers
a genuinely new approach to the strategy genre,
backed up by a scenario that gives the whole thing
a kick like a mule. As such, anyone whose brain
capacity extends beyond sending rapid signals to
the body’s fire-button trigger is going to find this a
tremendously absorbing and enjoyable experience,
If David Eastman can keep this up, he's going to go
far - providing he's not found floating face-down in
the Thames first.
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® Gary Whitta

lear that much effort has gone into the creation of Floor 13,
the result is a game that offers a genuinely new approach to

strategy genre, backed up by a scenario that gives the whole

Walk Like An Egyptian

An interesting twist is that, while the player attempts to infiltrate
and wipe-out subversive groups and organisations, they remain
amember of one themselves. The Secret Masters of Thoth is a bizarre
masonic cult based on ancient Egyptian philosophies, and the
Grand Master himself pops up to have a quiet word from time
to time. As it turns out, the player has a secondary objective of
advancing through the ranks of the lodge until he can ultimate-
ly become all-powerful. The Grand Master calls upon the player
to perform certain tasks for him, and each one completed results
in a promotion. Some 'missions’ can result in a conflict of inter-
ests as what's good for Thoth may be bad for the government.
Only the player can decide with whom his loyalties ultimately lie...

Ko

R AT 1 N G
Excellent Plots will even-
‘detective’ tually run out.
mpeciadkdino o h

ond to tha ke

SALIs friendlier,

Moody story-

line provides

strong sense of
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can take some time getting into
‘tha actual game, It's a little like
a film where you don't quite
understand the plot the first
time you see it, but the pleces
all fit into plsce with a second
or third wiewing. Onee the ropos
are learned, Floor 13 I8 a8 com-
peliing and addictive as any
strategy game in years, and
what are maant to be short play-
ing sessions can easily stretch
s hars withaoat the player real-
ising. as it"s all too easy to
become absorbed in the muil-
uplulpqlhn.mﬂnwu
ultimately represents is a strat-
egy gama that's likely to hald
the player's attentions long after
all these tired old war-orken-
tated afforts have run out of
ammo. For those who have got
the patience, thare's maors value
to be had for your money here
than anywhere else you're like-
Iy to find.
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Hust as in the film, Hawking often
makes e of rapes and overfead
Pipes fo carry him across periious
heights and dangeraus obstacles
Fortunately it's net possible for the
Player to be knocked off while
climbing along, but it is possibie fo
mistime a fump onto a rope or pipe,
feaving Hawiking piummetting fo
whatever horrors e benwaith him.

Genre Platform
Publisher Ocean
Developer Special FX
Price f24.99

atch the action! Catch the excitement! Catch the Hawk!

So goes the blurb for Bruge Willis’ latest “blockbuster”, Hudson Hawk -

although if the film’s box office takings are anything to go by, it would seem

that the majority of movie audiences would rather catch malaria than catch

this piece of high-budget low-quality cinematic drivel,
Costing a mammoth $40 million, Hudson Hawk
was released during the early part of the turbulent
summer season as the year’s big action movie - and
then failed spectacularly to arouse any interest
from the punters, who seemed far mare keen to see
The Silence Of The Lambs, Some theorised that this
was due to the action genre having run its course -
but now that this school of thought has been blown

away by the runaway success of Terminator 2, the
only logical reason left for Hudson Hawlk’s box office
demise is that it's a piece of poo,

Actually, that's a bit harsh - especially on poor old
Bruce himself, who's got enough to worry about
what with all his hair falling out, and is more or less
responsible for Hudson Hawk - he's not only the
star of the film, but the whole sorry affair was his
idea in the first place. By the way, rumour has it that
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espite the film's spectacular inability to impress
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either the critics or cinema audiences, Hudson Hawk has
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managed to spawn what its probably the most impressive

It's easy, at first glance, to make
comparisons between Hudson Hawk and
that pinnacle of the platform genre, Rick
Dangerous 2. Both games use comical

film tie-in of the year.

console-style graphics and combine
simple puzzles with levels'n’ladd
action to provide the fun. Some
go as far as to proclaim Hudson

after the film had finished shooting, Bruce's bald

" patch showed up rather embarrasingly on screen -
and so Industrial Light & Magic was called in to
eliminate the offending area from the film by drawing
hair over it electronically! If that's not a sure omen
of failiure, then nothing is.

But if nothing else, Hudson Hawk has managed
to spawn what is probably the most impressive film
tie-in of the year - simply because development team
Special FX has ignored all the rules about staying
faithful to the movie (nine times out of ten, a sure
sign of disaster) and concentrated instead on the
business of producing a playable game. It may be
controversial, but it's certainly a refreshing change
- and the end result is all the better for it.

The plot of the film (such as it is) provides
the game with its scenario and runs thus: streetwise
cat burglar Eddie Hawkins, fresh out of the clink
after a five-year stretch, is anxious to go straight -
but his plans fall violently by the wayside when he
is blackmailed by a corrupt business syndicate run
by a pair of psychotic megalomaniacs to steal three
valuable and closely-guarded objects which together

will help build Leonardo Da Vinci’s fabled alchemy
machine. The plan is, with the aid of the machine,
to flood the market with gold and bring the world's
economy fo its knees, Or something like that.
Anyway, the player, as Hawkins, must work his way
through three platform-based levels, which in turn
are divided into independent stages, to recover the
trio of valuables. The stages themselves range from
basic left-to-right strips where the objective is simply
to get from one end to the other very quickly, to
sprawling underground mazes where it's just as
easy to get lost as it is to get killed.

However the style of gameplay may differ though,
there’s a strong comic element throughout that
binds it all together. Gone are the giant sprites.
and elaborate technical trickeries of most licenced |
fare to make way for a more simplistic and effective ©
console-style approach, with smaller, cuter,’

characters and functional but atiractive backdrops. i

It's a technique that's already been employed to

great success in the Rick Dangerous and}

Switchblade games to which, it must be said, |
Hudson Hawk owes a lot in terms of style and

be a Rick rip-off. However, Hudson
relies more often on straight arcade
baddy-bashing gameplay than Rick, which
only very rarely features combat with
marauding enemies - and then it's limited
to firing a single shot or dropping a well-
timed bomb. In Hudson Hawk, the player
often finds himself accosted by all
manner of enemies and the use of a
bouncing ball as a weapon means rather
more skill is required to dispatch an
enemy. On the puzzle front, the two
games score evenly. Hudson, however,
picks up a few bonus points for some of
the more devious and intuitive traps that
await on later levels. Ultimately, it's all a
matter of where your tastes lie - there’s
no faulting Rick's first-rate gameplay,
although Hudson Hawk seems to offer a
more rounded e::p'eriem:n, combining the
best of Rick with stages that call primarily
on the player’s more basic arcade
instincts and the odd pleasant sub-game
into the bargain. One thing's for sure
though - there’s no such thing as a free
ride on either game.
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LEVEL BY LEVEL

[ TR

LEVEL ONE

The first level Is a falrly simple, horizontal-
ly-scrolling affair set in Rutherford's Auc-
tion Houses, where Leonardo Da Vincl's
famous horse sculpture, the "Sforza" Is to
be sold. Naturally, Hawkins' job is to steal
it before it goes under the hammer, as inside
the sculpture Is part of the crystal that that
Is needed to operate the alchemy machine.

-

43033333343,

-

Two types of switches here - the
red SHUT switch is used to open
the door to the left, while the
two OFF buttons indicate that
the giant fans are no longer a

The first stage Is set on the city rooftops, problem,
where Hawkins must climb from roof to roof
This route, which reqruires some more Hawl-dimbing, leads ‘Wall-mounted nozzles spurt fire at
and enter the bullding through an open win- o extra hesrts and bonuses - but only If the player wants to regular intervals - their pattern mast be
risk collecting them fearred if Hawkins is to get through
dow. Once Inside, It's just a question of get- Unsinged.

ting from one end of each of the bullding's
floors to the other, where an elevator leads

Energy-giving hearts are
just some of the varied

to the next. When the seventh floor (where " pick-ups available,
including m; 1
the Sforza hm) has been w Hawkins - e o - n*:li;-:a::r::g;mts

for when Hawkins dies, and
litte alarm clodks that
boost the stage's time Nmit

must get to the safe and crack it to release
the sculpture and enter the next level.

LEVEL TWO

Things get a lot more complicated in Hawkins'
search for the next object, Dav Vinci's note-
book, the Codex (which includes plans for
the construction of the gold machine). It's
Kept under lock and key In the Vatican
Musuem in Rome, and the only way to get
to it is via a complex route through the var- AR O AR el i R
lous underground tunnels, pathways and air a5 1o allow access 10 the open window above,

ducts. The stages vary greatly In style here, e

FANgINg from a Rick Dangorous type adven- |1 e e ek cn ke o g

ture through the air ducts to a frantic race g T:h

agalnst time through Rome's underground

B b et 2L 2 12T T T s A

rallway mall-delivery system.
The pogo-sticking
gollywog should be
LEVEL THREE disposed of quickly
before he becomes

oo much trouble

The final confrontation sees Hawkins attempt-
Ing to put and end to the whole alchemy
project and foll his blackmallers' plans by
entering Leonardo Da Vinci's castle and
destorying the mirrored crystal that drives
the gold machine. The emphasis is set much

maore squarely on stralght platform action here,
with battles against a varlety of bizarre ; . - r . '
mm“m“mm.ﬂ_ O!lltill..i..lili.lﬁ
throwing thugs and porky feline foes. v " ]
SR b -y
Deraddly electricity doesn't just coma from pylons - these TV serials ace also
lethal to the towch.
66 .M
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[Doars like these are opened by the

hitting of & switch, but stay open for

anly a few seconds before they slide
/ shut again. Speed is of the essencs.

The second-level subgame invelves navigating
thiz treacherows series of ftepping stones set
it the wall 1o reach tha Codex at the end.
Every time Hawking falls and touches the floor,
the Codes becomes more and mora elusive,
untll eventually it disappears altogether.

The grumgy janitor may look harmies. These mindature pylons carry a

but he's a tough customer with that lethal electric current, requiring
broom, and can sweep Hawkins right paxel-perfect jumps i Hawking is to
onto the deadly pylors! avoid being cremated.

One of the game's
more blzare
elements, this
rampaging rhino
{which also appears
ehlewhere on this
lervel) provides extra
Incentive to keep off
the floar. Tha lightest
touch is fatal

Certain blocks are less
reliabile than others,
shiding in and out of
the wall a1 specified
intervaks, Careful
timing is requiced to
ersure that Hawking
dagsn’t jump onto a
block that isn't thare.

These springy panels in
the floor are one of the
gama's dirthest tricks,
bouncing the player back
towards the beginning of
the stage, meaning it has
to be done all aver againl
A whole series of these
little sods must be
negotiated without a
sngle mistake in order to
reach the Codex room at
the end,

T T I I T Il I T TTTTT" "

—

Descending into the lower levels of the Vatican complex on Level Two opans up 8 whaole new world
aof deviows surpeises, idcluding spike traps that need to be sprung safely using appropriate objects
and splike-wielding guards.
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content.In order to pursue its idea of a console-style
platform game, Special FX has had to take rather a
few liberties with its interpretation of the film. It's
difficult, for example, to imagine Bruce Willis as
cute, but here in the game he's presented as the
sweetest little thing since Bub or Bob - and what's
more, he's got plenty of hair. And while the levels
are themed to match the relevant movie locations,
the majority of supporting characters (ie the bad-
dies) are as far removed from their celluloid coun-
terparts as could possibly be imagined. Gun-toting
thugs float by on helium-filled balloons, nuns in the
Vatican are impossibly well-endowed, security
guards are unbelievably old and doddery, and there
are even a few sprites that seem to have been thrown
in just for the hell of it, such as a crooning Elvis
impersonator (to be fair, though, The King's skele-
ton does make a short appearance in the movie) and
a pogo-sticking gollywog!

While it's these marauding enemies that provide
the most immediate threat to the player's wellbeing,
it’s the landscapes themselves that prove the most
perilous. Masonry crumbles, leading to fatal falls,

hidden traps and springs push
! ! The exquisite console-style graphics are undoubt-

the player from pillar to post
o
edly Hudson Hawk's most impressive surface fea-

00004050

In what is definitely one of the game's most frantic and waciting stages, Hawkins mist get from one end of the Vatican's sprawling underground postal system
to the other againg am secrocatingly tght time limit. Clock ioons dotted strategically around provide valuable bonus seconds when collected,

with alarming regularity, fast-

moving machinery threatens to )
mash, electric pylons give off & \¥s
deadly electric currents, sprite-
roasting fire and slippery oil
gush from every orifice. Every
stage, especially some of the
more puzzle-orientated ones
that appear midway, is a mas-
terpiece of fiendishly clever
design.

»

/ iy "\-”;f—,.\ ture, and the music is jolly enough - although the
L 60 Eﬁ;_\ MUSIC OFF key is likely to become a godsend
once the same tune has been heard a hundred times over. The
use of minimal screen area a la Switchblade on certain sec-
tions works fine, and even in the busy full-screen sections
there’s never any danger of the action slowing down or the

silky scrolling losing its footing. It's not exactly pushing the

Much of the game’s action is
fairly simple platform-based

Amiga envelope, but it remains one of the prettiest and most
characteristic games on the machine to date.

stuff, where pixel-perfect jumps

and exquisite timing are required to survive, The
enemies themselves are pretty harmless individu-
ally, but when they attack in force, as is usually the
case, things can get very sticky indeed. Again, an
effective but unobtrusive link with the film mate-
rial has gone to provide thoughtful gameplav ele-
mients, such as in the first level, where the player
must be careful not to come into contact with the
various alarm systems that guard the place - trip-
ping a laser beam or being spotted by a roving secu-
rity camera not only saps energy, but also sounds
alarm bells that alert guards to your presence, mak-
ing matters even tougher. Stealth is the key to suc-

NO00017S
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cess, and while each level has a time limit, it's often
worth expending the time to negotiate a particular
obstacle in the correct way, rather than rampaging
around like a mad bull. The latter technique is guar-
anteed to end in tears.

Should Hawkins need to defend himself, he comes
equipped with an outsize boxing glove for close quar-
ter combat with guards and the like, while an unlim-
ited supply of bouncing baseballs (which were
nowhere to be seen in the film, but what the hell?)

comes in handy for dispatching foes at longer ranges.

They are also invaluable for solving some of the
game's more commonplace puzzles, like hitting

switches to deactivate dangerous machinery or open
doors that lead to later parts of a level. The mastery
of control of these weapons, combined with dex-
terity when it comes to controlling Hawkins in gen-
eral, ig vital if dny succéss is to be had in some of
the more torturously-constructed stages. Certain
scenes consist of a succession of traps and obsta-
cles that are so tightly designed, the only way the
player can squeeze through is by means of pixel-
perfect execution and hell-for-leather speed. The
result, when such frantic scenes are completed with
barely seconds to spare, is immensely satisfying in
the samne fashion as such skin-of-the-teeth classics
as Rick Dangerous and Prince of Persia.

A lot of work has gone into the construction of
Hudson Hawk's many stages, and Special FX has

awk is often infuriating, it's

g to engage the player's inter-




done a very impressive job of maintaining a playable
game while remaining faithful to the source mate-
ial - not by the usual cop-out means of hackneyed
sub-games or cheap graphical gimmicks, but by clev-
-rly working themed elements from the film (such
15 the alarm systems and rope-climbing) into the
tevels as real gameplay aspects. On that basis alone
t's probably the most effective film tie-in to date,
but though the game is expertly put-together, it's

arguable that it may be a little too difficult for many
platform gamers. Those who found the likes of Rick
or Prince too maddening to be enjoyable will sure-
ly be put off by Hudson Hawk in precisely the same
way, but those who believe that this kind of hard-
but-fair philosophy makes the game all the more
compulsive will find it to be the most enjoyable expe-
rience they've had in a long time. And while it's often
infuriating, it's never dull, always managing to engage
the player’s interest with some wily trap or frantic
action scene,

The fun is furthe
amazingly crisp and colourful graphics, which give
the game real comic personality and help the whole
thing to come alive on screen. Hawkins himself, for
t:.\.‘ZI[[lpll', comes with all the little foibles you'd expect

stered by the gorgeous and

from a cutesy hero - he taps his feet and puts his
hands in his po{'kt—:tx if he's left alone for too |(mg
(and there's an interesting final effect if the player
continue
comes to a stop by waving his arms and skidding
along, kicking up little clouds of dust in the process.
Even I]'IE" ('hH racter's more l'I'I'UHLL'j]'IE' movements,
such as running and rope-climbing are exquisitely
animated, and the (-yea['atthing effect this creates
just goes to highlight how much nicer other games
of this ilk could look if only more attention was paid
to the things that we take for granted.

While these minor comic touches impress inidi-
viduslligit's Hudson @k s overall loglksthia is most
s The char%#ﬂi |}ackdrc@$‘m¢-m]](-d

to be neglectful after these warnings), and

and colourful without detracting from the overall
"cute” feel. As a result the game has a characteris-
tic look all of its own, and Special FX has had much
rmore success in its attempt to create an original and
stylish kind of cutesy graphics than the Bitmap
Brothers did last month with the mediocre Magic
Pockets. It's almost a shame about the Hudson
Hawk licence, as the fact that the film bombed so
miserably is likely to have a negative effect on the
way the software is perceived. But if the punters are
willing to cut through all the anti-hype that's been
created by the movie (and, to a lesser extent by the
low quality of some of Ocean's recent licenced prod-
uct) and give the game a chance to shine on its own
merit, it could well become the next platform sen-
sation. It certainly deserves to.

® Gary Whitta

{Above) Hawking' energy is depleted

mot just by d contact with

s, but alse by tripping the
laser bedrrs which set off alarm,

I secunity
camera or, a4 in this case, being
lluminated by a guard’s torch beam
The expression on Hawking face

e asard

peing “seen” byar

makes it clear he's none too p
asbout being spotted. The wall
mounted security cameras can be

deactivated for a few momsants with

& basebal|
pass unno

L. allowing Hawlkins o

(LgftMiage surprises for Hayiian,
Achoddeny Skcurity guand clasesing

o) Tor successtully steal
harse st

v

eft), Hawking must
o safe i this jolly sub
game at the end of the first

evel - it's & simple reaction
test sot against a strict time

wlhves stopping
fast-revolving diasl pointer

that |

fLeft) Guard dogs cause some
of the biggest pre

the game - if 4 Aottweiller or
i maller sausage dog gets

its fangs around Hawiking, it
showly depletes energy until it
i shaken off - achieved by
furtous lefi-to-right

waggling,

Jdd.

NFFEFFEEEFR

Gorgeous Perhaps too
outesy comsole-  difficult for
style graphics. younger ar
Devionisly- VIR QAT
designed traps
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Initially. it's the colowrful, cheer.
ful graphics that draw you in -
and hold you there just long
enaugh for the infuriatingly-
sddictive gameplay to grab on
witth both hands. t's not likely
to let go for a long time sither,
unless you're one of these Nily-
livered gamers who gets fed up
after & couple of Game Overs
and can't be bothered to per-
sixi. Weeping at it is the onky way
to succend, as certain sections
have to be trisd over and ovar,
getting a litthe further sach time
until eventually the whole
segquence is perfected. While
working through familiar terri-
tory seon becomes a matter of
course, there's something unsot-
thing about reaching a new sec:
tion never encountered before.
With no knowledge of what per.
ils may lie ahoad, things can get
wary tense at times - especially
H that dreacked Game Over ks only
ane life away. While at first it
s all too easy 1o make Tatal
mistakes, it soon becomes appar-
wnt that most deaths are the
player's fault rather than the
program's, and onc that's undsr-
stood, annoyance gives way to
sheer, unadulterated addiction
- the sort which is guaranteed

e
i
™

HAWK

to last for quite some time.

HUDSON




Genre Racing Simulation
Publisher MicroProse
Developer Geoff Crammond
Price {TBA

‘GRAND
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That said, many of the brave few who have entered
this select arena have achieved more than admirable
results. Domark’s Hard Drivin’, a conversion of the
Atari coin-op, was a remarkably successful attempt
at the genre, marred only by the sheer physical
impossibility of comfortably translating the com-
plete controls of a car, an automatic car admittedly,
onto a standard joystick.

Electronic Arts’ Indianapolis 500, currently the ACE
Benchmark for this genre, was not only a more than

simulations around? Given that the

ungry for arcade-style racers and poly-
from tanks to jets to helicopters to sub-

e shuttles, this deficit seems a little odd.

adequate simulation but enormous fun into the bar-
gain, especially for those with a particular (and pecu-
liar) fondness for seeing flesh ground violently against
metal.

Geoff Crammond, Grand Prix's author, is no
stranger to racing simulations. Way back in the Dawn
of Gaming, when the BBC Model B was considered
the machine to aspire to, he produced Revs, a sort
of proto-Grand Prix. Although undoubtedly an accu-
rate simulation, it was perhaps a little too accurate,

(Top) A bottle of bubbly and the
adulation of the crowd for the
winner, regrets about that badly
taken cormer and back to the
warkshaop for everyons eise

|’



with many players finding the car near
impossible to control.

With Grand Prix the lessons of Revs
have been well and truly learned and the
result is the most visually exating, involv-
ing and - more importantly - playable racing simu-
lation yet available. It's a reproduction of the whole
Grand Prix experience, complete with all sixteen
tracks and twenty-six drivers. In terms of atmosphere
and authenticity, it's the nearest most are ever going
to get to reality without donning helmet and gloves.

The player can choose to race in either the World
Championship and compete for personal glory,
or take part in the World Constructor’s
Championship, with the player earning points
for his team depending on his finishing posi-
tion. In addition, options are available to allow
the player to practice either with or without
other drivers on any of the tracks.

Practice is essential not only for the obvious yet
much-needed experience of each tracks’ torturous
twists and turns, but also to help in deciding how
best to fine tune the car’s performance parameters.
In the workshop the player has almost unlimited
control over the car’s variables, right down to adjust-
ing the car's gear ratios and downforce. Admittedly
the novice is likely to skip past all this nuts n’ bolts

PRIX

stuff and get onto the tarmac, but experienced play-

" ers will find that thoughtful use of this facility is
essential for shaving those vital seconds off lap
times.

Each Grand Prix race consists of a qualifying lap
to ascertain the player’s position on the starting
grid and then the race itself. “True’ races last two
hours or two-hundred laps, which ever is the soon-
er, and thankfully it has been realised that such a
marathon would test even the most ardent driving
freak’s endurance to breaking point (as well as being
as good test of the quality of their joystick). Thus
there's an option to play a percentage of a full race.
For example, if the player selects 10% and normally
160 laps are driven in two hours, then the player
will race just 16 laps.

But what of the the meat of the game, the actual
racing itself? Put simply, it's sensational. No other
game comes as close to emulating the sights and
sounds of the real Grand Prix. The action is depict-
ed in a unique and effective mixture of bitmapped
images and polygons. And although it seems that
every time a new polygon-driven game appears the

to the same extent as Grand Prix. Also,
Indy 500's single oval track soon became
painfully boring - no such problems with
Grand Prix’s sixteen.

Particularly excellent, and present only
in Grand Prix is the computer-aided driving
which both instructs novice drivers and
helps experts perfect their technique.

The only possible gripe is that some
mobile camera angles would have been a
nice touch. Otherwise, flawless.

CAMERA

VIEM:
PAUSED

INDBY (.LAM

SPEEIWAY

almost every respect. In terms of
being a simulation they are closely
matched, though Grand Prix’s strict
though never cloying attention to detail
wins out overall. But where Grand Prix
really scores is in atmosphere and variety.
Although Indy 500 is superb, one is always
aware that it's a game and it can never
completely absorb the player’s attention

the result is the most visually

ore importantly - playable rac-

statement's made that the graphics are “fast and
smooth”, here it really is true. Some effects achieved,
such as the seemingly curved polygons used on the
bends, make the speed even more astonishing.

The level of detail is remarkable to say the least.
Each car has its own colour scheme matching those
of its ‘real life’ counterpart, complete with the driv-
er's helmet poking up out of the cockpit. The tracks
are accurate bordering on the pedantic, with every
hill, dip, tilt, sign, building and tree reproduced in
the precise locations that they would be found in
reality.
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nommally, but &t the crowded
start it can be a nightmare.

[Right here in front of the
maln stand is where the
Monaco Grand Prix starts.
Get ready for the ride of
your lifel

Races last tw

ok

plenty of tima

your way to the front. Only

try to et throagh the
crowded pack H a good
fl.e. sale) opportunity

arises.

Lenen whem ihe
straights are
thelr wise use Is
the key to Grand
Prix success. Coming out of

the boend move up the gears as
s00n o8 possible, making good
use of this golten opportunity

o overtashe coam
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/") FORMULA ONE

playor Just

drive i Best advice? Know

La Rascasse Is a fairly new comer Introduced In 1973, Of
course, this ks of Iittle Importance to most drivers to whom It
will simply be a blur in their peripheral vision.

whore U

el AN ¢

thene's a stand of @ Comed (s
Ihare) you'll ses it In the gama.

Shipstroaming is the ald deiver's trick of using
the: vacuum baft In the wake of the car shewd (o

rapldly accelormme and | hopellly) overtake. Its

been roproduced In Grand Prix, so use il

as crowded as
this, Is tricky
and a job for
oxperts,




Grand Prix features sixteen tracks In all.
Below is some advice for six of them

CIRCUIT DE MONACO, MONACO

(shown left): The car should be set up for
as much ground-hogging downforce as pos-
sible to cope with the track's many tight cor-
-ners. Qualifying Is of paramount
importance because the narrow
winding streets make It near impos-
sible to overtake unless the oppo-
sition make a mistake or crash -
although at Monaco the two are usu-
ally synonymous.

SUZUKA, JAPAN

This Is only figure-of-eight track in the rac-
ing calendar. It's highly demand-
Ing mechanically because of its
many tight bends. Cars should be
set for medium to low downforce
to take advantage of the two long
stralghts.

P P
around the streets of the city, the bends are
mainly of the ninety degree variety, athough
the designers have tried to Intreduce some
more varled comers to prevent driver bore-
dom. Like Monaco, this an exciting course
because the namow track demands greater
skill of the driver, especially when try-
ing to overtake.

MEXICO CITY, MEXICO
to Sterling Moss. This track features an Incredibly
long straight that can see cars
reaching speeds as high as
190m.p.h. It's easy to get lost
because the comers are all very
similar. Due to constant resur-
facing the track surface Is extremely bumpy.

HOCHENHEIMRING, GERMANY
Grey skidmarks loft by the
bt Cal ek sy The downforce should be completely tumed
i Axiouibont sanad of down to take advantage of the track's many
movement and speed.

long straights. This makes the car a very
twitchy and nervous one to drive. It's diffi-
cult to finf rhythm on this track, and the
stralghts can result in the driving losing
concentration, so stay frosty.
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710 Asasimulation, Grand Prix is impeccable. It lacks
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Q’ FORMULA ONE

1¥'s the Jittle de tails that add so
Much to Grand Pri (though Fim
sure Geoff Crammond found they
Were not such o lirtle task o
program inl, These track stewardy,
for example. Rather than a crashec
car ot disappesning or diriving
itzeif o ff-track SreRn-suifeg
stewards anpear and pirsh the
stricken vehicle fowards the
Waiting cravwes which haist it away
and out of dangwr. There's 5
similir and even mone sffective use
of ‘people’ graphics in the i
EQeUTICEL

in no respect, For example, crashed cars don't just
disappear; green-overalled stewards appear and
push the car off-track, then a crane hoists it out of
harm’s way. Likewise, when the player drives into
the pits the screen doesn’t cut to some animated
picture of a pit crew at work. the player actually
drives past the pit lanes, each with its own wait-
ing pit crew,

The important thing to point out is that this detail
isn't just a frill - it's essential in generating atmo-
sphere. While there is the facility to decrease the
detail levels for slightly smoother play, I feel that
most players will prefer to keep the detail level high.

==
o 1 1277y
X 1000 RPM 14

All control is from the joystick.
Pushing left and right steers the car,
while up and down act as accelerator
and brake respectively. The player

)

) Superb near-d ig'rtised-quality intro and menu

',

moves up or down the gears by &5/ A Y {;;_ screens give way to literally marvellous 3D -
hitting fire when accelerating L/FT;::_I: \ the poor old Amiga must be Sweating its guts
or braking, It's a sensible and £—JO@BL_\ out to achieve the screen update on show

very workable arrangement, but it
does take a little time to getused to,
especially if one is more used to
arcade-style racing games - no longer
can the player perform the old
OutRun trick of rapid braking
even when accelerating by slip-

ping into Low gear, = - — mast pixel-for-pi copy Amig
The control is always aston- E; \V "'; IS Anal - 0 o e

ishingly smooth and respon- \@" wif/ﬁ\‘:? ner. Although perhaps a small yet impressive
sive - the player never finds E'f:f',' \\ tad faster in places, the ST loses out inevitably
himself crashing or over-steering in in the sound stakes, with the engine's tinny whine a

here. Sampled engine and crowd sounds help accentuate
the almost palpable Grand Prix atmosphere,

=

the wrong direction because he's fry-  poor substitute for the Amiga's throaty roar.

ing to compensate for sluggish control res ponse,
even on the rare occasions when update slows due
to a huge amount of on-screen action.

The Formula One car is 2 tricky brute to drive,
and certainly no task for someone whose nearest
Grand Prix experience is tootling down to the pub
in the family mini. Fortunately Revs-like frustration
is averted by a number of driving ‘aids’ (see the
‘Help Me!" box for a full - ahem - run-down). Each
makes the task of taming the car that bit easier.
Indeed, with all the aids active there's little left to
do but steer left and right. However, those think.
ing that they provide an easy route to Championship
success are sadly mistaken - the computer switch-
es them out as the player progresses through the
tracks.

Each of the player's driving opponents has been
modelled with their own - for the want of a better
term - ‘personalities’. It's not surprising to be pulling

i1 g2

13
f!’ X 1000 RPM
pr—— i}
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(Top) The invedibly-animated man with the yeficw flag waves the cars off.
Grard Prie's combination of polygons and bitmaps is stunningly effective.

{Abave) in Phognix the EYErgrESis give way to paim trees, all sited in axactiy
the same locations as they'd be found an the rmal track




{Lesft) The roar of the crowd builds as the player approaches the mult:-
cafoived thrang packing out the grandstands. With the cars ahead
packed together in a tight bunch, cvertaking 0 't gaing to be easy,

(Bajow) Race over, the driver ciimbs out of the cockpit

away from the starting grid and in the distance see
four or five cars getting involved in a rather nasty
metal-rending pile-up. This incompetence on the
part of the computer-controlled cars makes a refresh-
ing change for the usual ‘follow-the-best-line’ per-
fect driving seen in other racing games - even if it
did have to be programmed in! Not only does this
provide a real challenge - these guys don't weave

- about in boringly predictable patterns - it also helps
enhance that all-important sense of atmosphere.
It's easy to start believing that those are real people
out there on the track.

As is seemingly standard in today’s simulations,
Grand Prix features several alternatives to the stan-
dard first-person cockpit view. The player can ‘scroll

 backwards and forwards through the different cars

to see the current view from their cockpits. At first,
this may not sound useful, but it in fact turns out
to be handy for finding out where, say, the leader
or the car immediately behind are. While deing this,
the computer maintains steady though definitely
not race-winning control over the car, making sure
it doesn't crash or come off the track.

In addition, there’s a TV-style view from a series
of cameras mounted on the trackside, each of which
pan to follow the player's car as it passes.
Unfortunately there’s no zoom facility, the player
simply has to make do with what's available. It's a
real pity that there aren’t more views available, such
as the helicopter shot in Indianapolis 500.

At the risk of sounding like an over-enthusiastic
boy racer, it has to be said that Grand Prix is so per-
fect that it truly is hard to find any criticism. One
may carp about the lack of out-of-cockpit views, but
then again how many real Formula One drivers
have such an option? A triumph of both program-
ming and design, Formula One Grand Prix isn’t so
much leading the pack as lapping it.

@ David Upchurch

triumph of both programming and design,

nd Prix isn’t so much leading the pack as

Even if the player thinks that gear stick is abuse from their mates
about the clothes they wear, Grand Prix’s five driving aids should
get them around the track in one piece.

Automatic braking - The computer controls the player’s

braking. The computer assesses the player’s speed and

their position on the track and decides whether brak-
ing is necessary. It makes winning very difficult, because it's
conservative braking conspires to stop the player over-taking,
especially on corners. Useful at first, but soon de-selected.

Automatic Gearing - Very handy. Lets the player forget

about all that up-fire/back-fire malarkey and just geton _

with the winning. But don’t forget that the computer switch-
es all these aids out eventually, so the gear switching has to
learnt someday.

Direction Pointer - There are few things scarier than

driving along at 200 m.p.h. and seeing a pack of simi-

larly speedy vehicles coming directly head-on. Thank
goodness, then, for this aid which always forces the car to drive
the right way around the track.

Indestructability - The Grand Prix world is a rough and

tumble one, especially when the player’s starting out.

Fortunately this nifty option that makes the player's
car as hard as nails and totally impervious to any damage.

Best Line - Although ideally the player learns by expe-

rience where best to position his car to take maximum

advantage of every corner, it does take some time. This
option draws a line on the road indicating the optimum path to
take around the track.

GEFEEESsSSEENERANEREERERIRRERRRREES

Tha PIC Cusrve says it all - a high-
flying flatliner. Nobody could
fail to be less than astounded
by the presentation and the 3D
graphics, and thess initial
impressions of excellonce are
then replaced by enthusiasm
for the actual game itself. The
weakth of driving aids mean that
anyone from Sterling Moss to
Granny Smith can find a diffi-
culty leval to their liking, and
challenges don't come much
greater than winning the Grand
Prix. Add the return incentive
of beating lap times and you
have & game that'll never lose
lits appeal.
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(Top) Later fevels introduce switch-toggled foreefields, The trick i to shoot
the switch and apen Ly new passagesd withaut getting fried in the process.
Nat sasy,

(Above) A5 the player progresses down through the decks, the surraundings
become mars and mare battle-scarred and coverd (n allen remains
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Genre Arcade Blast

Publisher Team 17

Developer In-house
Price {24.99

hat is it about the Alien that makes it so crowd-pleasingly

scary? Is it the creature’s utter implacability - the fact that it can't be bargained

or reasoned with? Or is it the sinister abcence of eyes, which imply that no

matter how hard you try to hide it will somehow track you down? Or the

hideous way it uses still-living humans as fleshy
incubators for its young® Whatever the reasons, there
can be no doubt that the Alien is the most popular
monster in modern cinema.

There have been attempts to cash in on the Alien’s
money-spinning qualities before. Now-defunct Argug
made a creditable job of translating the first film's
suspense/horror atmosphere (and even Jones the
cat!) across onto computer, while Electric Dreams
produced not one but two {count ‘em) games based
on the gung-ho sequel Aliens, one written in the US
and the other produced right here in dear old Blighty.
Patriotism aside, the UK interpretation, an explo-
ration game cum shoot-"em-up, was far superior to
the six feeble mini-games affair of the American
effort. And even as I write, Mirrorsoft are putting
the finishing touches on another game to tie-in with
the release of the second Alien sequel early next year,

Apart from official tie-ins, there have been many

other games that have ‘borrowed’ - some might say
plagiarised - the Alien's biomechanical imagery to
add extra "Oomph!’ to the gameplay. Be honest,
doesn't the close resemblance between R-Type's end-
of-level baddy and the Alien add a certain thrill to
the otherwise standard shoot-'em-up task of blast-
ing seven bells out of the enemy?

And now we have Alien Breed, the first full-price
title from demo writers cum game creators Team
17. Alien Breed can best be summed up as the Aliens
licence that should have been, It not so much bor-
rows from the film as completely mugs it, but by
grafting Aliens atmosphere onto Gauntlet-esque
gameplay, Team 17 have come up with an addictive
- albeit unoriginal - winner,

But at a price. Alien Breed is a game for Amiga
owners only, and one megabyte machines at that,
This rather lofty stance isn't quite as elitist as it first
appears, considering that all new Amigas come




lien Breed can best be summed up as the Aliens licence that

should have been. It not so much borrows from the film as completely mugs

it, but by grafting Aliens atmosphere onto Gauntlet-esque gameplay, Team

17 have come up with an addictive - albeit unoriginal - winner.

equipped with the extra 512K as standard and upgrades
are retailing from as little as thirty quid from cer-
tain third-party manufacturers.

The leeching off Alien extends right down to the
plot, which is perfunctory verging on negligible. A
space station has suddenly ceased communications
with base. And it's up to the one or two players, as
the Universe's hardest muscles-for-brains space
troopers, to investigate and find out why. No prizes
for guessing that the answer is fanged, carnivorous
and hungry for humans,

The game is split into six stages, one for each deck
of the space station. Before entering the deck the
player is given a task to complete before access to
the deck lift is permitted. On the first level the task
is simple - just find the lift - but later on they become
just slightly more complex, and inevitably resultin
the activation of the deck's self-destruct sequence
and a hair-raising rush to escape before the place

Tobias Richter has been wowing
Amiga ownevs everywhere for
some time now with his stunning
Star Trek animations. Team 17
made the wise move of s#gning
hirn up ta produce an intra for
Allen Sreed, and the result is truly
StunRARG - far superior to the
similar intros Prpgnosls use to front
thetlr products,

(Top) A lone starship warps
through the inky void. On board
are wa of the Galaxy's hardest
hardmen - men so tough that they
stoep naked on barbed wire and
ot their stubble with a purposely
Bivnted machohe. But even thay
may not be able to handle what
les ahead.

{Right top) Ahead Nes their
dhestination - and thedr desting, As
the 2hip 5 brought in to dock by
the compurter, the troapers scan
the mute station for any sign of
inhabitation. Nothing. The whole
place seems dead, Nowhere is
there any indication of the
screaming horror that awaits them.

(Right midde and bottom) The
ship fires its reverse thrusiers to ki
its walocily and gently comes to
vest in the station's main hangar.
Wedcome to Hell, gentieman.

blows and the player with it. These tasks,
though hardly brain teasing, at least add
momentum to the game and avoid the
problem that plagued Gauntlet, i.e. apart
from getting higher scores there was no
real peint to playing.

The action is depicted in plan view. As
the players move about the view scrolls
smoothly in all directions to follow their progress.
The graphics are generally excellent, with the beau-
tifully detailed and well-animated decks being espe-
cially noteworthy, the scattered tools and items on
the floor perfectly conveying the sense of somewhere
left in a hurry. In comparison the sprites are a great
disappoint, especially those of the players, and the
animation is merely adequate - the players’
‘shoulder-pad shuffle’ is particularly poor.

The aliens attack from all sides, some wan-
dering in from off-screen, others bursting up
through holes in the floor or crawling
out through vents in the walls. The assault
is nightmarishly relentless - unlike Gausitlet
there are no ‘generators’ for the player to destroy
and stop the onslaught. Apart from the giant
‘end-of-level’ monsters that appear from Deck
Three onwards, there are fundamentally only
two types of xenomorph - man-sized and weak-
er face-hugger-sized - and it's really only their
appearances and strengths that alter as the
player progresses. It's a pity that there wasn't
more variety to the aliens, such as an alien
that, say, spat acid at the player. The attack pat-
terns never change either - the aliens either
dawdle around or make a bee-line for their
quarry, depending on how they feel.

The decks are more than just a network
of corridors and doors. There are various things
to interact with or avoid, such as turbines that
try to suck the player in and turn him into
mincemeat, or force-fields which can only be
passed through one-way. Tactically the most
important are the fire doors, which can be
closed by shooting the switch nearby. However,
care must be taken not to seal off important
deck areas. These features add a terrific amount
to the game, forcing the player to tread care-
fully and plan his route through the deck. The
fire doors in particular cause a surprising
amount of sweaty tension, as the low-energy
player desperately fumbles to seal a corridor
before the aliens reach him.

Without the most frequently-used deck
feature is the Intex Systems computer, from
which the player can access a series of menus
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B = but even more to Gauntlet. This

7| Atari coin-op appeared in 1985,

" ®/ and boasted simultaneous four-
Lo player action as wizards and warriors
fought hordes of freaks and ghouls in a
dungeon-based quest for treasure. Alien
Breed lacks many of Gauntlet's best
qualities, such as the wide variety of
opponents and the differing abilities of
the characters, but more than replaces
them with complex and more interactive
maze layouts and greater atmosphere.
Most importantly, Alien Breed's defined
aims and the certain knowledge that it has
an end help give the game a sense of
purpose that Gauntlet lacked.




Gauntlel veterans  Money, money, monay. Green
Credit bars have basn |iberally

scattered on the deck floors by

2 will he pleasad to

hear that a lot of

thalr old the deceased occupants, and
dungeon-bashing skills will can ba plcked up by the
come in handy hers, such as unscrupulous Space Troopers
using doorways for cover 16 and used to buy equipment and
fire ot the allens. The supplies from the Intex

are generally much slower than

compater. Like money always

the player (afthough some can does It couses endless

show a very clean pair of squabbles between friends as
heels) so if fealing woak flee they fight to grab the llon's
rather tham fight. ahare,

Doorways ate one of the game's most problem-causing featiires.
The player Is just starting to make some headway when - wouldn't
yllmowlt-lnmumdkwl,mlng ch back-tracking as
the player fantically searches the deck for one.

Use the Intex Map to plan your
3 route carefully using the
minimum number of keys, But

baar In mind that somet

seamingly polntless detours can often yheld
high rewards.

The dock Iit. Humbla It may seem but on the seli-
destructing levels, with the alert kiaxxon ringing In
the player's ears, it's one of tha most welcome sights
In the game.

Whan desperately seeking the iift, don't
= panic and get lost. Chack the intex Map
+ (time stands still while this happens) if

gt you're unsure whaen to go.

Key. Very useful. Can be found
lying on the floor or bought In
slx packs from the Intex
computer, Often a wise move
1nlu|pninonhwmmy
koys you possess to avold
possible game-sending scenarios
as getting stuck In a room with
no way out.

\

\
\

Gt to know what these look
Hie well - you'll be using them

vanmhmh
buy items using the Credits
found on deck, sccess play
stats and (as hers, fght) bring
up a map of the current level.
(And baar In mind that the
lustration below represents
Just one-half of the complete
Dack One, which In turn Is the
smallest deck In the game.)

The deck floor rises and falls, often entalling much
Muummmmmmdlm i of allens,
like the one shown here.

Lock n’ load. Amme cases are among the rarer Hems left behind
by the station staff, and so random firing should be kept to &
minimum. Even rarer are first-ald kits which replenlsh the player's
health and smilayfaced extra life tokens.

Although large, the decks
(well, the first ones at least)
are fairly sasy to navigate
around thanks to amows
Indicating the direction of lifts
and a comparter volce telling
you when you've entered a
new zone.




Avold, These jet exhausts cause - not unsurpAsingly - Instant
m,ummptmum.unmmhuﬂlmmm
the blast. However, doing so Is a little tricky - the allens aren‘t
complately stupld - so don’t waste too much time on it

guard your back (as here) but
seal off important deck

Alien Breed takes the player through six
deadly levels. But what does the player
have to do on each, and what can he expect
to meat... er... meet? Read on...

DECK ONE: Having Just landed In the ship's
hangar, the player's task is simple - find
the lift. Few allens, so this is a really just
a warming-up session for what lies ahead.

DECK TWO: The player must make his way
to the station’s core computer system.
Once this has been reactivated the deck will
begin to self-destruct - so get out sharpish.
Alien presence begins to Increase,
with the first appearance of small,
quick but mercifully weak face-hug-
ger-sized xenomorphs.

DECK THREE: The station’s pow-
er regulator has been damaged.
“The player must find and repair
it. Sliding platforms are the
only way to cross trenches.
More aliens and a glant end-
Zone creature to get past.

DECK FOUR: The player has to
locate the security vault and recover the sta-
tion's research data. Player now has to con-
tend with crushing walls and switchable
forcefields. As you'd guess, lots more aliens.

DECK FIVE: The End Is Nigh. Find the sta-
tion's self-destruct, kick It in and get back
to the ship as soon as possible. Opening and
closing Irs valves in the floor mean a care-
less trooper could fall to his death.

DECK SiX: Disaster] The lift breaks and
plummets down to the sixth deck, the alien
hatchery. Objective? Escape, preferably
alive. Bursting at the seams with very pissed-
off allens. And who knows, if you're lucky
you might get a meeting with the Queen...
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to buy a more powerful weapon (see the ‘Uzi gmm...’
box to find out what's in stock), and anything from
an ammo clip to a set of door keys to a new life,
using the credits found left lying on the deck floor
by the careless deceased station staff. There’s also
the facility to examine a full deck map, check per-
formance statistics and even have a relaxing game
of Pong!

Players ‘jack in’ to the network by walking up to
one of the blue-it terminals and hitting fire. Although
it's a good system that prevents the player having
to fumble for the keyboard in the heat of battle, the
proximity check could have done with a little tweak-
ing. Too often the player finds himself on-line by
accident because he happened to be just a tad too
close to the terminal when firing his machine gun.
The ‘logging on’ procedure is a little annoying, too.
The menu text is spat out letter by letter teletype-
fashion, which can make for an annoying break in
the action if the player simply wants to check some-
thing quickly. But although mildly frustrating, nei-
ther of these niggles detract in seriously from the
game.

The game's difficulty has been well judged. The
decks, though large, are split into ‘zones’, so the
player always knows whether he's heading in the
right direction or not. As the player progresses down-
wards the mazes becorne more convoluted, the aliens
more ferocious and the Intex terminals more scarce.
By cleverly matching the player’s access to higher-
powered weapons with the strength of the oppo-
nents, the programmers have ensured that the odds
never swing wildly in either the players’ or the aliens’
favour, and the game provides a constant challenge,
Unfortunately there’s no password system, and it
can get a little dull having to wade through the
early levels over and over again.

In terms of recreating the Aliens’ claustrophobic

80 M/ CE

. _necan‘t help feeling that, giv-
en Team 17 awarded itself an extra 512K
to play around with, iis first full-price
game could and perhaps should have been
rather more ambitious than a top-notch

Gauntlet clone.

Initially the players are armed with a simple machine-gun. Its pathetic rat-a-tat-tat fire is
barely sufficient defence against the first deck’s horde, let alone the hard-as-nails brutes
that attack later on. Join us as we amble down the aisles of Guns-U-Like , and browse
through the juicy selection of xenomorph-stoppers on offer...

WINTHORPE PPS TWIN-FIRE EMG - For a paltry 2200Cr the player
can buy this rapid-firing little beauty. Although a damn sight bet-
ter than the machine gun, it's still not that worthy a purchase
unless you're really desperate, although it's predictable fire pat-

tern can be a bonus in some situations. F

SUPPL 1ES. REDUEST

u IHTP%E'EE‘FHI‘ TRE ENS

T ———.

AMMET MPP FLAMEBOW THROWER - Powerful but erratic, this
spits out fizzing boomerangs of fire that bounce wildy around
the corridors and off the walls. Superb for confined spaces, but
it's unpredictability can result in disastrous consequences near
fire doors. Price? 3100 Cr.

INTEH HERPON SUPPLIES
=HFON SUPPLIES- REOUEST :

Ii'ITEHFmrﬂTM

-

INTEX PLASMA SHOTGUN - At 5300 Cr this is probably the
best upgrade for the first-time buyer. Each squeeze of
the trigger causes a intense wave of blue plasma to sweep
out in front of the player. Frying tonight? Oh yes, we
most certainly are.

SRR —

INTEX EBON FLAMETHROWER - A real beauty this - looks good,
feels good and packs one Hell of a kick, all for only 8800 Cr too.
Let the smell of cooked alien fill your nostrils as you wave this in
their scaly insect-like faces. You know they love you for it really.
And if they don't - tough.

ROTOX MISSILE LAUNCHER - Probably the next best immediate
upgrade after the Plasma Shotgun at its moderately cheap 11300
Cr, and well worth saving those valuable pennies for. The Launch-
er's armour-piercing shells make short work of even the hardest

alien carapace.

INTEX ARC LAZER GUN - Costing a hefty 18200 Cr this is by far the
most expensive weapon, but by George it's worth it. An essen-
tial item in any psychopath's armoury, it emits streams of rip-
pling multi-hued lazer rays, incinerating anything in its path.
Almost makes you feel sorry for the ugly little bugs. Almost.




‘one versus a hundred’ atmosphere, Alien Breed
comes closer than any of the official tie-ins men-
tioned earlier. The alien graphics are similar enough
to their movie counterparts to evoke memories of
the film without forcing a lawsuit, while the sound
is stuy The thro rum of tk up-
port sy nstantly ¢ ne backgt ver-
laid with the rattle of the machine gun and the
high-pitched squeals of the blasted aliens. It seems
that everything has an appropriate sample, from
loading a new ammo clip to a door opening.

There are constant messages from a ‘fernale com-
puter’ voice 3 la ‘Mother’, telling the player which
zome he’s now entering or if he's low on ammo. The
best example of the game’s superb use of sound
occurs when the self-destruct is acti-
vated: the life-support hum gradual-
ly rises in pitch and tempo as the
clock ticks down, while the computer
voice intones “Destruction mminent”
with increasing urgency. Admittedly / // Jf
it's an old tension-generating trick, / “JO@E T\
but it still works.

Many have speculated what would
happen when demo writers gave up
trying to put five-million colours and
four-hundred BOBs on screen at one

ise, this is Mr Slick of Slicksville,
from the Tobias Richter intro to the fast full-
screen scrolling. Everything - apart from
the average sprite design and animation - is of a fault-
lessly high quality. Provided you have the memory, this
is an essential purchase for trigger-happy gamers every-
where.

time and actually used their undeniable program-
ming talents to create a game, Well, now we know.
Alien Breed is a fine action romp, slickly crafted
and possessing sufficient depth to make it reward-
ing to play. There's plenty of features which I'm
pleased to see the team have included and the whole
project seems to have had some genuine care and
effort put into it. However, one can't help feeling
that, since Team 17 awarded itself an extra 512K
to play around with, its first full-price game could
and perhaps should have been rather more ambi-
tious than a top-notch Gauntlet clone.

® David Upchurch

{Absove) On the second deck
the phayer's task i to
reactivate the core compuber,
AN weill and good, but this has
the unfortunate side effect of
seffing of the deck’s self-
gartruct sequence, The deck
lights switch out, leaving only
the murky red of the
emergency (Numination, A
frantic and highly tense race
agaiAst time ensues, ai the
player attempts 1o retum to
the safety of the deck iff
before ablivion

{Left) From Deck Three
onwards Alen Breed's version
of 'end-of-level baddies'
appear, The routine is madh
the sarm as normal - Blast lke
crazy while avoiding the
etuen attacks

(Below) That core computd
mentioned above in all its pre-
destruction glory. When the
player enters via the alleyway,

faser boams appear behind him’

to seal off the exit. The anly
aption is to shoot like crazy at
the blodks ratating about the
centre and hope that they
expiode befare the player does.
If this occurs then the player
only has e touch the core to
start the countdown to
distruction,

R AT I N

Fast arcade-
quality action
with a little
depth, computer

Toa aasy to
sccidentally
‘log on’ to

Well-graded  Six levels will
difficulny w00 b OOIT-
Exceptional use  Pleted.

of sound adds

o tense a1

e T e T R R L A R LR L

The glossy presentation and
wasy-to-grasp gameplay pro-
wide an instant pull. The wise
maove of giving the player a task
for each level gives piirposé te
the otherwise mindisss task of
blasting alien after alien, and
the introduction of new game-
play features, different-look-
ing allens and more-pawerful
weapons an the later decks pro-
vides a strong urge to contin-
we., Despite the incredibly-high
diffieulty of the last levels, it
won't take forever to ses all
six and once this happens it's
unlikely to be loaded again.
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(Top) Buzzing the bridge. Thanks to the new fiy-by-wire contrats. the misery
of over-campensation has been redured to such & Tevel that the most
delicate fying manceuwes can be achiowed,

{Abavel Note the graduated skpling, Pldyers with siower machines can opt to
turn It off for greater speed, but when in action, it does 4 areat deal for the
attmosphere.

Genre Simulation

Publisher Domark
Developer Simis
Price fTBA

the area will have to be reclaimed by force. Needless
to say, the rebels pay no heed to threats from silly
little pacifists in cyan helmets and stay put, urging
the UN to do their worst...

Taking control of the MigagM, the most feared
combat aircraft in the world and pride of the Soviet
airforce, the player's mission is to embark on a carn-
paign of strikes, each loosening the rebels’ stran-
glehold on the area and eventually running the enemy
filth out of the country,

Distinct from the first MiG game from Domark,
released only a year ago, MiGa 9M is essentially one
long mission, broken dewn into clusters of man-
ageable combat chunks. The aim is to give the feel-
ing of a more coherent campaign, of actually taking
part in a war rather than playing a set of practise
missions. MiG2gM’s premise is best described as
a midpoint between a Microprose theatre-ofiwar
style affair and the slightly disjointed though more
instantly gratifying feel of Interceptor.

If this outing was to succeed, it was vital that while
addressing the problems of the short-term and bitty
appeal of the first game, the player didn't feel as if
he was left adrift without any direction, simply fly-
ing across thousands of kilometres of air space with
no aim.

in South America a coup has taken place. Stinking
have taken control, to a greater or lesser extent,
ilometres square. United Nations resolution 828

e rebels surrender immediately to Peacekeeping troops,

The game's success on this count is at least par-
tially down to the limitations put upon the player.
By only allowing only four waypoints to be stored
in the aircraft’s automatic navigation system, it's
ensured that there's little chance of the player fee]-
ing swamped with options.

Before takeoff, an overview of the Mission screen
shows the entire campaign area with bridges, roads
and supply depots marked, Four waypoints are
already positioned on the map, all of which can be
moved around at will. In their initial positions they
are, respectively; the home runway, an enemy run-
way, a road bridge over a river and an enemy sup-
ply depot. Although the player can position any
waypoint wherever he chooses, it rapidly becomes
clear that there is a particular order of strikes which
must be performed, each weakening the overall
enemy position. Carefree heroism such as trying to
destroy the main enemy base on the first flight will
seldom yield any reward other than a surface-to-air
missile up the exhaust.

The game is most constructively played as com-
bat in stages; attacking an enemy runway and then
taking it over, then using it as a home base from
which another enemy installation can be attacked
and so on until all the elements on the map are back

MIg 0k
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sor, the comparitively dully
titled Mig29 (above) was in
every sense a first step. Even
when the first game was pro-
duced, Domark and Simis had clearly
been paying attention to the state of the
market and had noted the saturation of
heavyweight products. Even before Core
turned up and waved their “No-nonsense
flight game” banner with Thunderhawk,
Domark had produced a flight game with
all the over-complexity cut out. However,
in the process some of the long-term
appeal got sliced away too. Here we
have a game with the better qualities of
it's daddy and some genuine depth too,
Not bad.

under UN control. Winning each stage will make
the player’s life easier later on. By destroying sup-
ply lines, and isolating particular camps, the enemy
forces are less capable of hampering the player's
attacks on other installations.

Once waypoints have been decided and weapons
selected from either the default combination of both
air and surface missiles or the player’s own partic-
ular favourite setup, it's time to get the MiG air-
borne. From its stationary position on the runway
the aircraft can be brought into the air in a matter
of seconds. Simple, logical keypress controls min-
irnise any consultation of the comprehensive man-
ual during play and once airborne the player can
appreciate the abilities of both the game and the
plane alike.

A factor which made the first MiG game so playable
was that the aircraft itself is no pig to fly. Plenty of
combat flight sims are hamstrung by complex and
finicky controls forcing the player to pay more heed
to the joystick and dials than the world outside. Not
80 here, Everything is provided for the player’s com-

(Left Top) The brave and the few,
Well, extremely few actually, Poor
Richard hasn't been having much
sucoess actually, judging by the
state of his kill-o-meter. This is ane
of the few areas of iffy
presentation in the game.

(Lefth Using the targetting dewice as
& temporary waypsint can be most

effective in combat, especially when
i pursuit of an enemy aircraft, The
[player must remember not ta G-out
when pulling anta his target,

however,

fort and ease of use. The HUD is clear and simple
and information is duplicated all over the place. If
the player is concerned about altitude when track-
ing down a target, he need only glance at the altime-
ter on the HUD which is also pomnting the way toward
his prey. Likewise, if he's checking to see if his air-
brakes have been knocked out by enemy fire, he can
still keep the best line for his waypoint home with
no effort; it's all displayed in an utterly sensible man-
ner on his control console. The ergonomics here are
just as they should be, The player never has to think
where to look.

In addition, the fly by wire set-up of the new MiG
is simulated well to make the flight even less unnec-
essarily stressful than before. In order to minimise
instability and grey/blackouts caused by pulling too-
many G’s, a computerized buffer smooths out the
player's occasionally frantic stick-wrenches before
actioning them on the aircraft. Likewise, an auto-
matic stabilising device will straighten up the air-
craft whenever necessary, removing the frustrating
need to continually nudge and tap the stick into a

s

remise is best described

Microprose theatre-of-

htl.ﬁnt

ageable feel of Interceptor.
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u MIG 29M

The whole point of MiG29M Is that it does-
n't break down into easy-to-handle missions
in the same way that lots of flight sims do.
Instead, the plot unfurls over a single mis-
sion - to liberate a Southem American coun-
try from its newly acquired rebel leaders.
So, to give a better impression of how the
game plays, we've taken a pic from each of
the major elements found within the mis-
sion and detalled them for you.
Working around in an essentially clockwise
pattemn, the player must perform a sort of
leapfrogging action, attacking enemy air-
bases and then claiming them as his own
in order to reach later targets successful
ly.
To begin with, life is worryingly easy, with
the player facing greater difficulty in actu-
ally landing his plane on a clean airstrip
than downing enemy fighters
and weedy little anti-alr-
craft installations. Howev-
er, as the game goes on,
each take-off could well
prove to be the player's last.
Toward the end of the mis-
sion life becomes quite frankly
impossible, with enemy jets
hounding the player into the
ground and antl-alrcraft guns
blasting him as he hits It.
The leaming curve from nice
and easy combat scenarios to
deadly seat-of-the-pants stuff
could have been a touch more
gentle. But hey, this is war, after-
all.
That said, even novice fliers will find none
of the frustrating holdbacks other games
throw In their path. The MIG is a great alr-
craft to fly and the new fly-by-wire system
will do away with all those frustrating over-
compensatory joystick jerks.
What Domark really need to do in order to
establish the MIG games as heavywelght
play-to-win flight combat games is hurry out
a mission disk to extend the longevity of
an already excellent games system.

84/C2

(Right) The Mountain Range. A bit of a feature of
note, since Domark are really rather proud of the
fractal generated scenary, while the rest of the
world simply raises an sysbrow.

When the piayar Is In nowmal
fiight, t's best to make use of
the suto-stabilsers to avoid
this sort of wobbilng arcund,

(Above) Dogfight! Striking the enemy planes
produces plessing smoke plumes. Hurrah!

(Right) A big refueiling piane! This mystarious
creature, found down hare dw the bottom loft hand
cormer of the map lumbers around the sky with its
fual lime ail hanging out. But Is it one of theirs or
aig of yours ?




This, dear reader is the main
mission screen. It is from hora
that each stage of the Game

off! By ciniming won )
pirtbasas a8 his own, the player
can jsunt around the map with
groater ease and speed,

trucks and tanks fo move
supies around the tandscape.

vefing bridges amd the Nke
will harlt the suppiies’
movement from dopats Nke
ithis.

Red dots on the map screem
Inaicate known enemy air
bases, and therefore the
Hkalihood of an alrborne
attack. Getting this close in &
dogfight fs visually exciting but
not advisable

Taka me to the bridge! Sk
alrtoground missiles wo

lock anto the bridge, the
playor must use his 5240's to
take out the rebelrunning
structures.

Enomy buldings are uniformiy defended with a1 feast ana antl
alvoraft gun s posalily some unfiendly Mids, As o reault, it's
best to go in low sl fasl and stithe averyihilng hirl!
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83p et itral position to sinlpl}r achieve level flight.

Once the desired speed and attitude of flight has
been achieved, the MiG's progress can be viewed
from a host of angles. Interior or exterior from
behind and in front, left and right, tower and stan-
dard views are available. Also, for more ego-boost-
ing benefit than any addition to combat awareness,
the player can position his “camera” in the most
recently fired missile as it screams toward its target
or even, at his most perverse, inside the target itself.

Combat in MigzgM is never more than a minute
away. The target clusters are constructed to teach
the player just enough in one situation to know how
to deal with the next. The first waypoints, for exam-
ple are rather lightly defended and there's little need
for any but the most panicky flyboy to miss any point
of the action. Targets within range can by cycled
through by tapping the appropriate button. A little
square box will also highlight the targets position
on visual. Should the target be outside the player’s
cone of vision, a direction line will lead from the
centre of the HUD to the target. Thus, aircraft can
be chased around the skies a most fulfilling man-
ner, as the player is forced to balance the need to
turn more quickly than his opponent to avoid being
locked into his enemy’s sights with the constant
threat of blacking out under too much gravitation-
al pressure,

Dogfights are, for the most part, the most diffi-
cult yet satisfying part of MiG2gM. Enemy planes

will lock on to the player and chase them to death

m' =
given half a chance. They're decent enough pilots he ism such as trylng to I'ES‘h’Oy the enemy hase

and it's tricky to catch them out. It should be the «
player's foremost priority in any combat situation t ﬂlght
to ditch any enemy planes, as they will pose far more
of a threat than any anti-aircraft fire that may be
encountered.

Aside from all the ch-so complex manoeuvres
detailed in the manual, probably the easiest and per-

ill seldom yield any reward other than a -

ile up the exhaust.

.z'uf'U

[Abave] Strike ane enemy fuel
depatf Pleasing afthough rather
small explosiond serve to reward the
surcessful pifot,

(Left) An external wiew of the MG
preparing to sever one of the
enemy supply lnes. Preventing anms
and food from getting throwgh will
weaken the rebels’ resoive and
fighting ability, Murrah!




fectly functional dogfighting move is to thrust away
from the enemy plane and force them to chase at
top speed. Then, by slamming on the airbrakes and
killing all thrust, make the MiG decelerate and turn
in as tight a circle as possible. If performed correctly,
the move will break the enemy’s position and will
drag their little green line around from behind to
about 30 degrees away from directly in front of the
MiG. Increasing thrust and removing the airbrakes,
most players will be able to lock on with an air-to-
air missile, Since the enemy jet will by now be try-
ing a similar rapid deceleration in order to turn,
they will be slow enough to be hit on most occa-
sions.

Incoming enemy missiles can generally be avoid-
ed with some frantic flare /chaff dropping and adher-
ing to the basic rule of not flying in a straight line
for too long in combat.

- Players finding themselves on the
receiving end of enemy fire will expe-
rience a number of scenarios. Either
their jet will perform a rather pathet-
ic swan dive with smoke puffing out
of their tail or an increasing number
of instruments will conk out. Once
in this situation, it's wise to just turn

\So

d and home,
art-wa h a mi
ile both ndling o

=] are admirable, MiG's graphic style  than Domark.
is worthy of comment, though for
3 different reasons. Criticisms of the first game sug-

gested that the landscape was a little Spartan and
could to with some detail. This time, Simis have

* added lakes, fields and trees as decorative touches
to the bridges, tanks and radar towers which actu-
ally play a part in the combat.

Most of these elements sit well with the rest of the
game, but the decision to use fractals to construct
a mountain range in the northwest area of the com-
bat arena seems a little strange. In a game where
so much of the visual appeal is based on the clean,
smooth look of the graphics, to have a distant moun-
tain suddenly fragmenting into lots of little trian-
gles as it is flown over is a little disconcerting, Quite
apart from anything else, it makes the playfield look
more like the Virus landscape than that of a flight
simulator. The shaky realism of the effect isn't helped
by the unusually symmetrical nature of the moun-
tain range either.

On all other visual fronts, MiG2gM is no slouch.
The graduated skyline, the explosions of targets and
especially the burning and smoking exhaust fumes
which billow from damaged enemy aircraft make
the game look really quite special.

So, what level of success have Domark and Simis
had? Well, on virtually all accounts, a great deal.
Despite minor niggles about some of the graphics
and perhaps a worrying doubt that even despite the
more grand feel of the mission, it may still be a long
way short of a Microprose title for sheer length of
apeal, MiG2gM Superfulcrum delivers the goods.
It's alsa one of the most entertaining and straight-
forward polygon combat flight-sims around.

# Jim Douglas

&
-

plane and the pacing of the missions ~ from companies more commonly associated with both PCs and simulations

Machines running at over 12Mhz will be adequate for MiG's
needs. The option to turn off the graduated skyline will fur-
ther aid players with slower machines. Despite the rather
the brief
red
pable

eface used i
of cl
in its p|

pleasant

the vital points on the mission
Is the destruction of the
enemy supply lives. s alsa
ane of the most visualiy
appealing sections.

The missile vew aliows the
player to &: get a decent idea
of the e of enemy
instalfations without actually
having to fiy over them and b;
get all the benefits of sesing
his target really really close
befare it explodes ha Ha
HAAAT

Take me to the bridge/ One of

grabs the attention from the
moment the rather attactive
Iooping intro sequence flicks
onto the saeen. And from there
on in,_the level of interest
remains pretty high for a fine
ol spall, anly beginning to wain
whan the mission has been com-
pleted and there's little loft to
do. 5till, the promise of some
extra missions disks from the
good sticks at Domark may well
put paid to even those faars.
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WIN AN AMIGA 5
HARD DISC AND
37" TV MONITOR!

THIS HAS GOT TO BE THE BIGGEST
AMIGA COMPETITION THERE HAS
EVER BEEN! NOT ONLY ARE WE
GIVING YOU THE CHANCE TO
WIN AN AMIGA 500 COMPLETE
WITH 20 MEG HARD DISC AND
JOYSTICK, BUT YOU'LL ALSO
RECEIVE THIS ENORMOUS
MITSUBISHI 37" TELEVISION!
THIS WILL GIVE YOUR AMIGA
GIGANTIC GAMES GRAPHICS,
BUT YOU CAN USE IT AS A
NORMAL STEREO TV TOO!
THE PRICE OF THIS LITTLE i,
LOT WOULD BE £4000, BUT § 7 -
WE'RE GIVING YOU THE Q. -
CHANCE TO WIN IT ALL!

CALL 0898 224 838 NoW!

IN THIS GRUESOME
PREDATOR MASK!
GALL 0898 224 889

Calls cost 36p (cheap rate) and 48p (at all other times) per minute including VAT, For winners list send a SAE to: Populuxe,

PO Box 2065, London, W12 9JH. 0898 calls are more expensive than normal so please ask permission before you call.
' Services involve a series of questions followed by a tiebreaker, the winner will be the entrant judged to have the best tiebreaker.




'console

ver the page, console fans,

you'll find the start of ACE’s new console section, a suite of pages

set aside in the magazine for nothing other than console games.
Each month in the mag we’ll be devoting a similar number of
pages to all things console with the very latest titles on both
import and general release reviewed in full colour.

Don‘t forget that all the new console games we receive each
month will be detailed in our Reviews Directory section at the back
of the magazine, so even if you don’t find anything here to suit

your tastes, you may well find something in the pink that'll do

the trick.

This month’s games:

91 - Road Rash

Even the dreadful graphics can't detract from Electronic Arts' new biggie; a motorcycle racing game
with more action than you would believe. Race cross country down winding roads while fist-
fighting other riders and motorists. 100% smashin' crashin’ fun!

93 - El Viento

Megadrive owners never seen to tire of the stayed old beat-em-up formula and this time we've got
two examples of just that. El Viento, the ugly sister of the pair features some entertaining enough
fighting but lacks graphic appeal. Nevertheless, it's worth examining for visual novelty value alone.

94 - Pro Soccer

They said it couldn't be done and they were right! Well, they said it should be done and they were
wrong is closer to the truth. Kick Off, the best game in the history of the world (official) has turned
out to be a sorry old affair on the Famicom. Oh dear.

96 - Streets of Rage

Hit those women! Kick those dwarves! Yes indeed. This is what fighting games are supposed to be
all about. Team up with a mate and do battle with the evil forces that have taken over a city and
turned it into a New Jack drugland. Broken bottles! Knives! Superplexes! Cor!

99 - Jerry Boy

Jelly Boy, as it should have been titled involves a little squashy shape crossing a hazard-packed land
absorbing monsters and doing good deeds. Before you turn away in disgust, take a look at the
review.

reviews
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tired old genre - although with its latest effort

Road Rash, Electronic Arts has had more suc-
cess than most in recent times. It’s essentially a
motorcycle racing game, but with one novel twist -
violence. Despite the game's contemporary scenario,
Road Rash's designers have had no qualms about
making the whole thing as outlandish as possible.
What passes for a storyline concerns a crackpot band
of speed-freak bikers, known as Rashers, who race
each other across the country for cash prizes.
Apparently nobody ever bothered with the formal-
ity of writing a rulebook and so more or less any-
thing goes. As a result, the days of trying to sneak
past the vehicle ahead of you are long gone - in Road
Rash all that's required is a hefty kick, punch or slap
to knock the offending rider off the road!

The Road Rash consists of five individual races,
each on a different track, and each with fifteen rid-
ers. EA's previous “alternative” sports games Skate
Or Die and its sequel Ski Or Die have obviously been
a strong source of inspiration here, as the feel is very
similar, consisting of lots of “mondo tubuloso dude”
type quotes in the pre-race dialogue. Each of the
computer-controlled riders is named and have their
own personalities - some are more violent than others.

I t's never easy trying to pump fresh ideas into a

Race hard! Hit harder! Mad Max meets Super Hang-On in ELECTRONIC ARTS’ latest Sega
offering. But is it wheelie good or wheelie wheelie good?

The racing itself is, for the most part, of the stan-
dard Super Hang-On variety, but with a number of
neat twists, For a start the tracks are considerably
more treacherous than ever before seen, compris-
ing lethal hairpin tumns, hair-raising hills and all
manner of obstacles. Cars prove the main problem,
with added peril prm-ided by roadside trees, sign-
posts and grazing animals. A nice touch is that, when
the player crashes, rider and bike are separated in a
spectacular accident set-piece, often with the unfor-
tunate biker sent skidding across the tarmac and
into yet more obstacles! It’s then necessary to run
back to the stricken cycle so that racing can resume.

Combat between riders is limited but effective,
consisting of a basic punch, a more powerful kick
and face-slap and a devastating crack over the vic-
tim’s head with a cosh - although the latter move
can only be executed once the weapon has been
snatched from another biker. To knock a rider out
of the race, their starnina must be depleted by a series
of blows - although a single well-timed hitmay be
enough to dismount an enemy. Not so vulnerable

are the highway patrolmen that try constantly to
pull over bikers for speeding - get caught and it's
a night in jail and a hefty fine. The overall goal is
to win the Road Rash tournament, which is facili-
tated by the accumulation of cash - the better the
race result, the higher the prize, and money goes
towards buying more powerful cycles, It's all too
easy to lose cash, though, with the aforementioned
speeding fines and on repair costs if the bike is
wrecked by consistent crashing.
Road Rash is certainly not your average race game
- it's faster than most for a start, and once into the
game, it becomes apparent that the violence aspect
15 not just a gimmick, but a proper gameplay aspect
that makes the game all the more fun and involv-
ing. It takes a lot of skill to knock a rider off his
bike, and mastery of the moves is vital. The game
has a lot of character and atmosphere, and the rac-
ing action is some of the most exhilarating seen
on the ‘Drive, Highly recommended to those look-
ing for a quality racer with that little bit extra.
® Gary Whitta

(Abave left) With two cars on the
road, thera's only one lane
availabie - certainly not enough
for all three bikers to sequeaze
theough, Something’s got to glie...

(Lett) Taking an early swipe %8
rival bilker at the start of the race.

Excellent ‘Graphics are

Impression of  a litthe ropey

speed. In places.

Combat A fow maore

wlamant tracks would

works well. have been
nice.

Thumpling

good Rob

Hubbard

soundtrack.

PREJIETED INTEREST LURNE
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It takes a short while to get a hang of
the controls and fighting moves, but
once the player is proficient, it's difficult
to put Road Rash down. The only slight
letdown is the small number of courses -
only five - and the lack of any great
variation between them, which is likely
to eat into the game’s long-term appeal.
There's a real feeling of speed provided
by Road Rash’s snappy screen update,
and Rob Hubbard's thumping in-game
soundtracks provide real atmosphere.
The graphics themselves aren‘'t quite as
clean as they might have been, but
nevertheless Road Rash remains one of
the year's more impressive MegaDrive

offerings.
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Ever seen a female ninja? Now you have,
and it's all thanks to WOLFTEAM.

Thnugh many may doubt the integrity of Sega’s
“classic” martial arts adventure Shinobi, there’s
little arguing with its phenomenal success.
Not only has it been a popular series in its own right,
since its inception it has spawned more clones than
any other console game. And while the latest in an
unbearably long line may not offer
much new in the gameplay stakes, it
does at least differ from all the other
uninspired rip-offs by casting the play-
er as a female hero. Considering that
female heroes aren't normally very
popular (apart from Wonder Woman
and Cheetara out of Thundercats) this

does come as a refreshing change.

it's debatable whether or not he’'d bother to even
pick up the joypad after clapping eyes on the first
screer,

The game itself is just about passable, con-
sisting of a number of scrolling stages linked
together by doors in a maze-like fashion.
The object of each is basically to run up
and down lots of stairs, stab all the bad
guys and find the door to the next stage.

In practice, this can actually be quite

It's just a shame that the game she
has to save the world in iz so damn
dull.

The unintelligible Japanese docu-
mentation means that the identity of
El Viento and the player’s mission
must remain a mystery, but it doesn't

. take a degree course to work out that,

whatever ninja woman’s objectives in life may be,
she goes around them by chopping the hell out of
everything she sees. This is in fact necessary, as just
about everyone that Mrs Ninja bumps into on her
travels is out to get her, from the Dick Tracy type
fellows who storm around in raincoats blasting away
to the maniac bikers and strange T-shirted individ-
uals who drop bizarre, unidentifiable objects out of
the window.

That word “unidentifiable” is quite an important
word when playing El Viento, because it applies to
just about everything in the game. The graphics are
so poorly defined and badly celoured that it's often
very difficult to see what's going on and why. The
screen display looks like the colours have run and
the contrast level is up too high, and the result is
such a shoddy mess that if the player hadn't just
spend a wad of his hard-earned cash on the game,
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fun -'it's not too taxing and the ability to waste so
many enemies with the rather cool boomerang
knives is very satisfying. All this business soon loses
its appeal however, especially as the game seems to
get remarkably difficult very quickly, and since play-
er control during combat is limited more or less to
just hammering away on the fire button, there seems
to be little scope for skill or tactics.

While El Viento just about passes as an average
Megadrive ninja-type romp, there are scores of other
games more deserving of your dosh than this holamm.
1f you're not really too bothered about whether your
on-screen hero has a willy or not, you'd be better
advised to check out one of the offical Shinobi games.
At least they don’t look like there's something wrong
with the SCART lead.
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The terrible graphics are an instant
turn-off, and once the gameplay reveals
itself to be little more than substandard
running about and killing, you're
unlikely to be too compelled to contin-
ue. What a bummer.

The most abysmal graphics the ‘Drive
has ever had to endure combine with
ear-assaulting muzak to produce the
console equivalent of dropping a breeze
block on your head. Enough said?
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Because of the incompatibility of Kick
Off's control with the Famicom con-
troller means Pro Soccer takes a little
getting used to - and a lot of patience
along the way. But the rewards are there
for those who are willing to persevere -
just about, and as it's a sports game its
lastability is theoretically timeless. An
annoying and thoroughly inappropriate
tune toodles away during play, and the
frustration is further compounded by
the indicator arrows, which in the heat
of the moment can make it difficult to
see what player is under your control.
And without the full strength of the
original’s playability to back it up,
Famicom owners are unlikely to be very
tolerant of the low-quality sprites.
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Is Kick OFf on the Famicom all it's cracked up to be?

o. Well, it’s not that it's bad, but it's cer-
N tainly not Kick Off either. As reported to
you exclusively by ACE last month,
Famicom owners can at last experience the Kick Off
legend - sort of. Now it's called Pro Seccer so as not
to annoy the famous Japanese zip-fastner compa-
ny called Kick Off, and has undergone all the nec-
essary changes that are part and parcel of an
Amiga-to-Famicom conversion. Anybody who's
played the ultimate football game (and, as many
might argue, the ultimate game full stop) will
undoubtedly have been somewhat wary about the
prospect of such a conversion - and the finished
product has more or less confirmed their fears.
As I say, it's not that it's bad. In its own right it's
a fine football game - but in the process of putting
Kick Off onto the supposedly more powerful machine,
something’s been lost in the translation. Technically
everything is there - team selection, formations,
headers, free kicks, corners, aftertouch, tackling -
but so far as the feel is concerned, this Famicom

version is the computer game equivalent of a body’

snatcher, To all intents and purposes it's the same
- except that it isn't.

To be fair, it's not the fault of the nice folks at
Imagineer who are responsible for the conversion.
The problem is that Kick Off's highly-sensitive con-
trol mode just doesn't work on a Famicom joypad.
The rapid and very delicate changes of direction
required to perform the dazzling feats of dribbling
and skill that made the original version so good just
can't be performed properly on a four-way pad. It
doesn’t work. So the result is like playing Kick Off
with some sort of in-built handicap. It's still possi-
ble, with practice, to play with a reasonable degree
of skill, but many of the finer techniques go right
out of the window. Fortunately the game's a lot faster
than certain preproduction versions suggested it

might be, so that all-important aspect of the game
remains, for the most part, intact. I say for the most
part because there are some flaws. The scrolling is
fast, but not particularly smooth, and it can be not:
icably jerky at times. More worrying is the pitch
design itself which, when the players are running
at high speed, gives the impression that it isn't mov-
ing at all. This bizarre optical illusion can be very
unsettling indeed.

Admittedly, Kick Off virgins are unlikely to moan
too much about this, and they'll see it as just a foot-
ball game, and on that score it’s not a bad effort. It's
just about playable and, in two-player mode partic-
ularly, there's a fair ghare of fun to be had. But for
those of us in the know, Pro Soccer flies wildly over
the crossbar.

Gary Whitta

{Above) To the casual obiever, Pro
Socced loaks almost identical to Kidk
Off - bt pick up the yoyped and
the differences becomaes only too
tlear

{Left) A frenzied strupgle for
control arcund the computer
player's goalmouth,
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harles Bronson had it easy. The crime-rid-
c den fictional city that is the setting for Sega’s
latest Megadrive offering makes the Bronx

look like Butlins. The story goes that a once peace-
ful and thriving metropolis has been torn apart by
a secret crime syndicate run by an unknown over-
lord. With the police either bought off or too fright-
ened to act, the streets have been reduced to a warzone
ruled by punks and hoods. Three cops in particu-
lar, though, have already taken more than they can
stand and, after being refused permission to form
a special task force to combat city crime, have turned
in their badges and taken to the streets to sort things
out in their own way.
Needless to say, these cops don't waste time with
handcuffs or rights. In Streets of Rage the objec-
tive is simply to kick the crap out of every last lowlife

in the city, on a trail that will eventually lead the play-
er to Mr Big himself and the final showdown to
decide the fate of the city. But whatever the intri-
cacies of the storyline, what Streets of Rage boils
down to is a damn fine beat'em-up in the Final Fight
tradition. It's so much in the Final Fight tradition,
in fact, that in a lot of respects there's little to dif-
ferentiate it from CapCom’s coin-op classic.

The players progress through eight levels of filth-
infested cityscape, starting out in the ghettos and
ending up in the hoairiously-furnished palace of Mr
Big. Along the way the vigilantes pass through a
number of bizarre scenes, including a tropical beach,
a car park, a factory and a bridge - in one level all
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The city is in turmoil! Is SEGA’s answer to Final Fight tough

enough to clean it up?

the action takes place on board a boat! The fighting
itself is fairly rudimentary, but all the more reward-
ing for it, as the control system does most of the
work. From the basic combination of jump and
attack controls, the player can execute a dazzling
array of ball-breaking moves and acrobatic martial
arts techniques. The combat is context-sensitive, so
the move a combatant executes is based not just on
the player's command, but also on how he and his
ight) The two plsyevs have three

very different characters to choose

betwean. All are rad bone
crunchin’ dudes.

(Right) Streets of Rage & packed
with lots of great mowes, such as
the fiying knee chop here.

(left) Beware the evil axe-juggler of
doom! Don't be fesled by hiv
prancing - he's one of the nastiest
foes around, bettered only by &
particularty vicious Freddie Krueger
look-alike,

opponent are positioned. Attacking from the fron
results in a simple punch or kick, while coming ir
from behind opens up possibilities for comples
throws and wrestling-style suplexes.

Each of the three main characters available to the
player has a distinctive fighting style. Blonde-hairec
Axel Stone, for instance, is a martial arts expert, spe
cialising in devastating knee-blows and a natty back
wards fist slam. Soul brother Adam Hunter is :
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boxer, with a nice line in punches and shoulder
throws, while female Judo expert Blaze Fielding uses
chops and kicks to protect herself. These differing
styles are particularly evident in two-player mode,
with a pair of fighters working together. A neat aspect
of the two-player game is that players can use spe-
cial “team tactics”, where both players get together
to co-perform a devastating super-move.

The hoods and punks that form the main threat
can normally be disposed of with a couple of sim-
ple kicks or punches, and only pose a threat when
they attack mob-handed. Even then it's possible for
the player to floor an entire crowd of enemies with
one well-executed flying kick! More serious prob-
lems are caused by some of the 1Jigger, badder gang
members that are thrown in every now and again
to make things more interesting. They include axe-

jugglers, fire-breathers and troops of karatekas that
come armed with an array of lethal martial arts
moves. To help deal with them, there's a host of
weapons available, some of which are littered around
the landscape at random, with others needing to be
liberated from their owners before Iht—f}u’ can be pil‘kﬁd
up and used. At the low end of the scale there are
the standard flick-knives and broken bottles, rang-
ing up to the far more formidable baseball bat and
a giant piece of lead pipe that effectively doubles
the player's hit range! A novel touch is the pepper
shaker which, when thrown in an enemy’s face,
stuns him for a few seconds and gives the player
the opportunity to steam in. The weapon's lifespan
is limited, however - it disappears if dropped twice
by the player.

By far the most impressive - and funny - effect in
the game is the Special Attack that each player keeps
for specially desperate situations. Only one is avail-
able per life, but can save the day in times of need.
It seems that each of the three cops has an ally in
the corrupt police force, and should things get too
hairy, a single button press sends a police car scream-
ing onto the screen, sirens blazing. The friendly cop
then appears, armed with a rocket launcher or napalm
gun and blows away every enemy in sight! It's an
effect best put to use on the end-of-level “boss” com-
batants - the players get one each to deal with - which
are so horribly HARD that it's almost inconceivable
to beat them by fair fighting alone. Included in the
line-up are a fire-breathing fatty, gangly knife-weild-
ing giants, a pair of tiny but deadly ninja girls and
a massive Conan-type character who packs a punch
that would knock a building over. So tough are these
guys that the special attack serves only to weaken

then do the same ta him, cracking the ne'er-do-wells' head on iy
the process.

them, but it does at least mean that they can be dis-
patched without the players having to sustain too
much damage.

Comparisons between Streets of Rage and Final
Fight are inevitable - well, it's only to be expected
when both games feature enemies, weapons and
moves that are identical in many cases. The design-
ers score absolutely no points for originality, but
they've done a super job of creating a powerful
beat'em-up all the same. The one point against it is
the rather flimsy graphics, which aren’t a patch on
Final Fight's hefty and immaculately-drawn visu-
als. They're rather indistinct, not all that well-coloured
and rather flimsy as a result, like they've come from
an ST rather than a Megadrive. That point howev-
er, is quickly forgotten when the gameplay kicks in
(literally), offering a level of violence unparalleled
by anything else on the Megadrive - some of the
more elaborate techniques are immensely satisfy-
ing when they come off and a whole army of scum
is floored in one go. And despite the lack of graph-
ical depth, the sound effects ensure that punches
and kicks really do sound like they've broken a bone.
There is of course a lot more fun to be had when
fighting with a friend, especially when it's discov-
ered that all the combat moves can be carried out
on each other. In the frenzy of combat, it's often
easy to fetch your partner a smack by accident, and
such incidents can lead to all-out fights between
players. Whether or not it’s as good as Final Fight
on the FamiCom is bound to be a source of play-
ground debate for some months, but there can be
little doubt that Streets of Rage is the finest beat'em-
up ever to grace the Megadrive.

® Gary Whitta

""'a5nl-lill|vl RATING
o [ o :

7 2

Exceptionally easy to pick up and play, due to
the instinctiveness of the control method. Three dif-
ficulty settings give the game an extended lifespan,
and it's tough enough to keep players at it - even if
the final level is a bit off-putting with all the ridicu-
louly-tough enemies it throws on screen. And since
kicking heads is timeless entertainment, this one’s
likely to prove popular even after completion.
Streets of Rage features some of the finest music
ever to grace the Megadrive, with a high-quality title
theme and a tune for each level, ranging from New
Jack City-style rap beats to samba and steel drum
combos. Graphically it could have packed more of a
punch, but that doesn’t detract from the action and
there's gh mate-imp ing stuff here to sus-
tain anybody’s street cred for a good few weeks.
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ell it's novel, I'll give it that. In the past

Famicom gamers have played hard-

men, space pilots and even a little Italian
plumber - but never a bit of jelly before. In fact the
rather obscure title of Jerry Boy can only be put down
to the Japanese tendency, as people like Russ Abbot
have delighted in imitating for our merriment over
the years, to pronounce their Ls as Rs. Jelly Boy -
Jerry Boy, see? The Japanese documentation doesn't
throw any light on the subject, and after Monkey
Kong was re-christened Donkey Kong due to a mis-
heard telephone conversation, you have to assume
that anything’s possible.

But enough of this nonsense. Silly titles aside, [erry
Boy is actually a very cuddly - and very playable - lit-
tle game. As far as it is possible to ascertain, the story
tells of a little boy (possibly called Jerry, which would
explain a lot) who is turned into a blob of blue jelly

JE

with a face on it by a cackling old wizard. The idea
is to jelly along (or whatever it is a jelly does) the
various levels of the mystical world type place where
the game is set and re-assume human form. It's all
a rather poor excuse for a Super Mario World clone
that if nothing else must surely qualify as the cutest
console game ever seen - and that's saying some-
thing.

Each scrolling stage is essentially a simplified ver-
sion of a Super Mario World, comprising all the
standard platforms, bouncy things, ramps, lifts,

LARAN
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Jerry By has all sorts of crazy larks in Jerey land) If you're looking for 2
diversion from pour uswal blasting fare, then the cuteness of J8 may well be
right up your stret

Is EPIC’s jelly-based game set

for stardom?

bonus bits and end-of-leve] bosses. The twist that
the whole game hangs on is that the player's wob-
bly character is sort of like a rudimentary version of
Terminator 2's Trooo, in that it can alter its shape
to adapt to its environment. In default mode it's just
a blob, but it can turn flat as a pancake to squash
bad guys, stand up tall and thin to nobble aerial
aliens or squeeze into narrow spaces, stick
to walls and ceilings and absorb objects and
hold them inside its gelatine body where
they remain visible until spat out for later
use, The most often used objects are red
balls which form the basic weapon against
maruading baddies and the end bosses -
such as level one's egg-laying chicken

As the game progresses, |erry Bay is taken
underground in stages that play like a cross
between Mario and Sonic the Hedgehog,
although throughout the pace of the game
is much slower tham either of those classics
due to Jerry's slow. wobbly movement. As
such the atmosphere is very sedate, which
suits the game’s disgustingly fluffy graph-
ics to a tee as it enhances the feeling of play-
ing a fantasy world. And though it might lack the
frenetic action of Sonic or Mario, it's every bit as
playable, offering just as much challenge - if not
more - in the form of tricky puzzles, traps and obsta-
cles. It's certainly one of the better Famicom games
to hit these shores, and comes unreservedly rec-
ommended to all fans of the platform genre, as well
as anyone who appreciates a game that puts a smile
on your face.

Gary Whitta
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The control of multi-purpose Jerry Boy takes a lit-
tie getting used to, but once it's mastered it's dif-
ficult to put the joypad down - no matter how
frustrating it might get at times. Lots of worlds
ensure that premature boredom or completion isn't
likely to be a problem. Cute is the key, and there
can be no doubt that Jerry Boy features some of
the cuddliest characters ever to grace a console.
Even the ultra-evil end bosses look sweet. The jolly
atmosphere is bolstered well by the bouncy sound-
track, consisting of lots of happy little tunes. How
sweet.
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Hold The Last Page!

Well, okay, so it's not quite the last page but this, dear reader is the page we

mgntlonlaﬂﬂunoﬂimmallhnmmmlng-pﬂnhdluﬂ.m“,uiut
better use of this fascinating quirk in the production schedule than to leave

the page free for the last-minute previews that just happen to fly in the door

at the eleventh hour. The last minute of the eleventh hour to be precise. And

the lucky recipient of the treatment this month is...

won and who came second; suffice to say, RFTS cov-
ers the entire history of that historic conflict, from
the first LuftwafTe raids of July ‘41 to the end of their
ill-judged Blitz two months later and subsequent
routing by our now-legendary gallant few.

For most people, the name Rowan Software prab-
ably doesn't ring too many bells, but their flight sim
pedigree is impressive.

Back in '87/88 McConnell got Rowan Software to
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put Spectrum Holobyte's awesome Falcon onto the
Amiga and ST, which in turn led to them writing
Falcon Mission Discs 1 & 2 under their own stear.
But bigger and better was to follow, with the release
of the much-acclaimed Viet-sim Flight Of The
[ntruder. However, it was with their most recent
product Falcon 3 that they began to move towards
the true wargame sim. With the campaign and sce-
nario editing features, the player could position forces
and customise their attack plans, and much more,
producing a theoretically infinite variety of missions,
which is where Reach For The Skies comes in.

To begin at the beginning, RFTS has no missions,
which is a point in its favour for a start. The only
divisions here are the four
phases of The Battle Of Britain as agreed by histo-
rians everywhere, in which the Luftwaffe attacked
navy convoys, coastal radars, airfields
and cities respectively. You can play either 0
side of these scenarios, which means d;.’ i
you're trying either to defeat the RAF or
to stop this green and pleasant land from
being blown to bits. '

However, whereas previous strate-
gy/flight sims were mostly just simula-
tion with a bit of add-on planning, with
RFTS you scon find that planning the
campaigns is as engrossing as the actu-
al flying, Every move you make on the
Battle Map, whether it's moving a
squadron from one airfield to another
or saving an aircraft factory from being
bombed, has a knock-on effect on the
rest of the game, and if you're not very
careful, one wrong move can scupper
your chances for the rest of the game.
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You'll be able to start where you want, whether
you're working it all out from Day One or just dip-
ping in at leisure - no slogging through missions
until you get to the good stuff here! All applicable
menu functions are available both throughout the
set-up and strategy stages, and in flight, and whilst
you may say that this is merely an extension of the
Falcon menu system, to me it goes a lot further than
that, and reminds me more of the usability of
Microsoft's Flight $im series than anything else.
Basically, Reach For The Skies can be as simple, or
as complex as you like, and will thus suit beginners
and flight sim addicts alike.

Streetdate: October 23rd
Price: £34.99

@ Alastair Swinnton
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Thenextissue of ACEWHIIBE Bigiger, brighter, bolder and better than even this mighty tome.

" Hard to believe though it is, just remind yourself (since you're probably still reeling from the awesomeness of this

issue) of the factors which make every issue of ACE so markedly different from all the other mags on the market, and
imagine all them magnified by a factor of a billion. And we're not exaggerating! Oh, alright, yes we are.

FIRST of all, remember that ACE offers more depth and analysis in its reviews than any other games magazine, mul-
ti-format or otherwise. We test games to their very limit! Our six page reviews system enables us to get closer than
anyone else, especially by guiding you through a level or mission of the particular game step by step, explaining exact-
ly what the player has to do on the way. This way, by reading an ACE review, you'll have a geniune idea what it would
be like to actually play the game.

NEXT, remember that our Reviews Directory will keep you abreast of every game released on your format each
month. As the directory builds into a living, growing thing, you'd be wise to get familiar with it before it simply becomes
too big!

THEN, remember that our In The Works section will deliver the up-to-the-minute information of the hottest of the
hot games as they‘re put together. Once you've taken a stroll through these and our Previews pages, you'll be fully armed
and informed and completely genned-up as to the following month’s releases.

FINALLY, consider that ACE has an untouchable track record of breaking the biggest stories first. Not just with some
half-arsed whispers and rumours but with hard facts and pictures.

*More News!
*More Tips!
*More Features!
*Less Mistakes!
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.would be a very, Very unwise thing to do.

ACE December
Out November 8th
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here can surely be nothing
more sexy and fashionable
than the ACE t-shirt. This latest
item in the Ace Clothing Collection
is what every self respecting
computing genius will be wearing
this season. The eye catching
ensemble has been exclusively
designed by ACE’s own art editor,
Jim “Gaultier™ Willis, for the lover
of fime things and the reader with
good taste. The t-shirt is available
in sizes small, medium and extra
large and can be purchased at the
ridiculously low price of £5.99

here is no better way of storing your copies of this,
the world's finest computer entertainment magazine,
than in an ACE binder. The binders are available in two
designs - so as to satisfy even the most stalwart supporter
of style and quality - and can be yours for the
embarrassingly inexpensive price of £5.99

Order without delay, to avoid gross disappointment.
Simply complete the form below (enclosing your postal
order or cheque, made payable to
EMAP IMAGES MERCHANDISE)
and send it to the following address:

A ACE Binder A . A ACE Binder B

Please remember, these top quality items must be handled with the utmaost care by our dispatchers - therefore do allow 28 days for your Brder to be fulfilied.
Rest assured you have chosen well, ]

PC WISE, UNIT 3, MERTHYR INDUSTRIAL PARK, PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN, WALES CF48

I want to be an ACE Adonis, so please send me:-

ACET- shirt £599  smalLd  meoum  exTrA LARGE O

ACE Binder A £599 [

ACE Binder B £5.99 ]
| enclose a cheque/ postal order for £.............. made payable to EMAP IMAGES

ADDRESS:....

Please send your orders to:

ACE MERCHANDISE OFFER
PC WISE UNIT 3, MERTHYR INDUSTRIAL PARK
PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN CF48 4DR




CE Reviews Directo-
¢ most detailed and
, that's what we reck-
the best buyers’ guide
»u‘re likely to find in the
rst list of games are the
new titles released during the month in which this issue
was produced. The Still Available Section details the games
that have been released for the last three months. At the end
of each three month cycle the older games will be removed,
-since they're probably not going to be on the shelves any
maore.

Each month we’ll be updating the Directory to incorpo-
rate the newest games, always trying to cover every release
as we see it.

It’s important to remember that all games will appear in
the Directory section, even the very best titles will be in the
Still Available pages, and games which for one reason or
another just don’'t make it into our main reviews section
(we can only give our special reviews treatment to a limit-
ed number of games, after all) will be appearing in the New
Releases pages.

Unlike some mags who insist on splitting off all the games
which they don't like and sticking them into a rubbishy sec-
tion, we're making no value judgements here. So don’t be
surprised to see Trailblazers rubbing shoulders with two-
star games. And keep looking through the listings because
there's a good chance you'll find a gem that you'll have nev-
er heard of.

We've arranged the lists, to the best of our remedial
school education, in alphabetical order enabling you to get
at the game you're interested in as swiftly as possible.

New Releases:

Armalyte
Armour-Geddon
Atomino

Burger Time Deluxe
Castelian

Chase HQ

Cloud Kingdoms
Cruise for a Corpse
Deuterous

F-15 Strike Eagle 2
Final Fight

Flicky

Footballer of the Year 2
Gunship 2000
Hunter

Magnetic Scrolls
Collection
Megafortress
Megatraveller 2
Monopoly
Monster Business
Nebulus 2

Still Available:

Afterburner 2

Alien Storm

Beast Busters
Bonanza Bros

Castle of llusion
Castles

Centurion Defender of
Rome

Champion of the Raj
Choplifter 11

Chuck Yeager's Air
Combat

Dragon Crystal

EA Hockey

ELf

The Executioner
FriyA Stealth Fighter 2
F14 Tomcat

F Zero

Frenetic

Ghost Battle

G-Loc

Golf

Halley Wars

Hatris

Heart of China
Hero Quest

In Your Face

James Buster Douglas
Boxing

Jetfighter 2

Jimmy White's £
Whirlwind Snooker
Ka-Ge-Ki

Logical

Magic Pockets
Manchester United
Europe

Martian Dreams
Marvel Land

Maupiti Island

Mercs

Mega lo Mania
Microprose Golf

NBA All Star Challenge
Prehistorik

R-Type I1

Robin Hood

Secret of Monkey
Island

Shinobi

The Simpsons

Sliders

Sneaky Snakes

Railroad Tycoon
Rodland
Rolling Ronny
Sarakon

Secret Weapons of the
Luftwaffe

Sllent Service 11
Space 188¢9
Switchblade 11
Thunderjaws
Zone Warrior

Sonic The Hedgehog
Super Professional
Baseball
SuperR-Type

Tail Gator
Thunderhawlk
Utopia

Wardner Special
Warzone

Wild Wheels

Wing Commander I1

Give Us A Break!
Please remember, this
is the very first month
of the Directory and
there will inevitably be
some omissions and
screw ups. For this we
apologise in advance,
and promise to do bet-
ter next time. Of
course, if you don't
find any errors, we're
proud to say that we
knew it would all run
smoathly.
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ARMALYTE

Price Atari ST/Amiga £25.99
Genre Arcade Blast

Publisher Thalamus

It's just as well space is infinite - it'd
need to be to contain the seemingly
endless stellar battles that, according
to the softcos, constantly rage through-
out the Universe. Thalamus’ latest
hymn to galactic violence is a 16-bit
updating of its C64 hit from many
Earth years ago.

The player is given the difficult - if
completely unoriginal - task of fight-
ing his way through five levels worth
of horizontally-scrolling scenery pop-
ulated by all manner of really rather
annoyed aliens. The scenery scrolls a
little up and down, which introduces
a small but welcome element of explo-
ration as the player weaves around try-
ing to find the safest path to the
end-of-level monster.

Armalyte is an unwaorthy tribute to
its illustrious 8-bit ancestor. Technically
it's excellent, with some slick parallax
scrolling (especially good on the 8T
version given the machine's hardware)
and polished presentation. However,
the difficulty level has been set ridicu-
lously high, and even the most skilled
gamer will soon be reduced to an
apoplectic state of hair-tearing frus-
tration, This situation is not helped by
the excessive inertia on the player's
ship which soon has the fragile craft
skidding uncontrollably about the
screen (and usually straight into the
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deadly-to-the-touch seenery). On the
basis of the evidence here let's hope
Armalyte's sub-title of The Final Run
is correct.

W

Price Atari ST £25.99

Genre Simulation

Fublisher Psygnosis

Pysgnosis’ latest 3D-polygon effort cen-
tres around a six-part mission to find
the five pieces of a nuetron bomb and
use it to destroy an enemy HQ. There
are six combat vehicles to try out, rang-
ing from ground-hugging tanks and
hovercraft to high-flying jets and heli-
copters, and the player must use his
‘skill and judgement’ to decide when,
where and how best to use them to
achieve his current mission objectives.
Mouse control of each each vehicles is
smooth and responsive, with the fluid
3D giving a good pulse-quickening feel-
ing of speed.

The player can switch between the
vehicles ‘in the field’ using the func-
tion keys (the computer puts the vehi-
cle on auto when this happens, so
there’s no risk of a recently-vacated jet
ploughing nose-first into the ground).
Like Core's Thunderhawk, the accent
is on action rather than simulation,
with the enemy attacking almost as
soon as the player pokes an metal-
shielded nose out of his bunker, which
makes for exciting if somewhat relent-

less action. But it's not all shoot, shoat,
shoot. There's an important resource
management element as well, where
the player has to wisely allocate scien-
tists and technicians to develop new
weapons and fresh vehicles to replace
those blown to pieces by the very active
enemy.

Armourgeddon is one of Psygnosis’
best games to date, with solid game-
play backing up the impressive visu-
als. Armourgeddon sick of it? Not one
bit.

fefe e

ATOMINO

& £

Frice Atari ST/Amiga £25.99
Genre Puzzle
Publisher Psygnosis

Hmmm, fashinating! There are few
games based around atomic physics,
and even fewer interesting one, so a
big “Huzzah!" and pat on the back for
Psygnosis. Atomino is a puzzle game
based around atomic valency, i.e. the
number of bonds an atom can make
with other atoms, i.e, Hydrogen atoms
can make one bond while Helium can
make two. The aim of the game is to
place randomly-allocated atoms down
on a grid and try to form molecules of
various sizes (i.e. at least three atoms
big). A molecule is only complete when
all the atoms within it have all their
bonds accounted for. It all sounds a
bit... well... dry, but in fact turns out to
be great fun, with its addictive chal-

lenge, pretty graphics and rising-tempo
sound making it one of the better puz-

zle games on the market.
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BURGER TIME
DELUXE

Price GameBoy £29.99 Import
Genre Platform
Publisher Data East

Now this is a real blast from the past,
when arcade games didn't have to throw
punters about like some sub-standard
funfair ride just to get them to part
with their cash. The player has to guide
tiny Pete the Chef around a network
of platforms and ladders. In a bizarre
culinary exercise Pete has to make giant
hamburgers by walking over the vari-
ous ingredients lying on the platforms,
forcing them to fall down the screen
onto the platform below and eventu-
ally onto a plate at the bottom of the
screen, Once all the hamburgers have
been made Pete advances onto the next,
more complex arrangement of plat-
forms.

Now this all sounds a bit easy, but
you've reckoned without the mutant
sausages, gherkins and fried eggs that've
escaped from the cupboard and are
wandering the platforms intent on
Pete's demise. Fortunately the canny
chef is armed with a pepper pot, and
a carefully-aimed shake will stun the
baddies for a few moments allowing
Pete to make good his escape. More
finally, Pefe can try to time his food-

~lropping antics to crush the ingenious
ingredients. Burger Time Deluxe is a
fun little game, although the graphics
verge on the miniscule. It's probably
a bit too simplistic for today’s younger
gamers, but nostalgia buffs will enjoy
this tasty slice of the past.

W

CASTELIAN
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Price GameBoy £29.99 Import
Genre Platform
Publisher Triffix Entertainment

Remember Nebulus? 1t was a bizarre
platform game starring a tiny blob called
Pogo. Each of its torturously-difficult
levels was set on a tall tower, The play-
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er could move Pogo left and right, and
make him jump over gaps or shoot at
the weirdo aliens, However, in a unique
twist, the towers used to rotate to fol-
low Pogo's movernent. Quite a graph-
ical achievement on the Speccy! Now
Nebulus has come to the GameBoy
under the title Castelian. And while
the name may have changed the game
certainly hasn't. It still looks stunning
and plays well but has a difficulty rat-
ing through the reof. However, com-
pleting a tower is extremely satisfying,
so if you fancy a real challenge then
you know where to come.

W
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Frice GameGear £29.99 Import
Genre Race Game
Fublisher Taito

There can be few readers who aren't
familiar with the excellent coin-op or
its sequel 5.C.1. What a brainwave on
the part of the designers to combine
high-octane racing action with bumper-
ramming action. The player takes on

the role of an Armani-wearing Miami
Vice style cop, chasing various perps
in a souped-up Porsche with the aim
of ramming their quarry off the road
to make the arrest. The GameGear ver-
sion is technically excellent, with lots
of fast action and good sound, although
the cars are a little small. Unfortunately
it's about as tough as a peeled banana,
and even Granny will soon be locking
away Mr Big. You're busted? Well, actu-
ally you're more likely to just be bust
after buying this - it’s a lot of money
for such a short-lived challenge.

W

CLOUD KINGDOMS
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Price Atari ST/Amiga £7.99
Genre Platform
Publisher GBH/Gremlin

Cloud Kingdoms is a load of balls -
bouncing balls, to be precise. (Ha! The
old ones are the best!). As Terry the
Ball, the player has to negotiate thirty-
two huge multiway-scrolling levels,
each of which floats high in the sky,

G.P.S

(Computers) Ltd.
Tel : (0268) 782949

Lynx Machine ......... ..74.95
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Lynx Machine + PSU+Cal Gama.108.95
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Lynx Software FROM ............ 19,
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2], T TR o= G i -

................................................ CF&LL
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L e 9.30PM
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collecting all the gems that litter to the
narrow walkways. Terry has to take care
not to leave the paths, else he'll fall to
his doom in the void below. This isn't
as easy as it sounds - Terry's rubbery
body bounces wildly off walls and pil-
lars, and parts of the floor may crum-
ble beneath him. In addition, if Terry
passes over arrows set in the floor they'll
push him around, usually over the edge
of the nearest chasm. If that weren't
enough, other hostile spheroids wan-
der the walkways, keen to see Terry's
demise. Fortunately Terry can bounce
owver their heads with a tap of the fire
button,

Cloud Kingdoms, formerly from
Millenium, is an attractive game, with
a strong console feel. The cutesy graph-
ics, though looking a little dated now,
do the trick, and the scrolling on both
Amiga and ST versions is very smooth.
The inertial control is a little tricky to
get to grips with, but rewarding when
mastered. Some features annoy, like
the fact that its impossible to know
where crumbling floor is until it's been
bounced on, but overall this is an
unrnissable bargain at just under eight
quid.

W W W

CRUISE FOR
A CORPSE

Price Amiga £TBA
Genre Adventure

- Publisher Delphine/US Gold

The plot for Cruise for a Corpse is firm-
ly rooted in the Agatha Christie ‘iso-
lated location, plenty of suspects' crime
story tradition, detailing how the play-
er is invited to a Greek tycoon’s yacht
for a well-earned holiday only to get
there and find his host bumped off by
an unknown murderer, Before you can
say “Inspector Wexford" the player is
forced to don poncy moustache and
tufty sideburns to solve the heinous
crime.

After a lot of pre-release interest from
the press, there were high hopes for
Cruise for a Corpse. 1s it the excellent
game everyone seemed to think it'd
be? Well, yes... and no. In the graph-
ics and sound department it's exem-
plary, with large fluidly-animated sprites
moving over exquisitely detailed back-
grounds and plenty of suitable tunes
and samples playing away in the back-

GUIDING LIGHT

COMPUTER HELPLINES

FOR CHEATS, TIPS AND POKES ON ALL
COMPUTER AND CONSOLE GAMES. RING:-
DIAL-A-TIP CHEATLINE i 0898 101 234
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NEWS, TRICKS, TIPS FOR AMIGA 0898 299 385
AMIGA GAMESTIPS 0898 299 386
ATARI S.T. GAMESTIPS 0898 299 387
MEGATIP GAMESLINE 0898 299 388
CONSOLE GAMESTIPS 0898 299 380
SAM COUPE HOTLINE 0898 299 380
MEL CROUCHER'S FUNLINE 0898 299 399
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IRELAND DIAL-A-TIP 03000 212 44
INFERNO ADVENTURE GAME 0898 442 7717
HELP ON SPECIFIC GAMES ALSO AVAILABLE:-
SHADOW OF THE BEAST Il 0898 442 022
HEROES OF THE LANCE 0898 442 025
EYE OF BEHOLDER/SILVER BLADES 0898 442 030
POOL OF RADIANCE/AZURE BONDS/KRYNN 0898 442 026
FOR A COMPLETE LIST OF SERVICES RING 0898 445 904
ALL MESSAGES CHANGED WEEKLY!
PROPRIETOR - JACQUELINE WRIGHT, P.O, BOX 54, S.W. MANCHESTER
M15 4LS
CALLS CHARGED AT 36 p PER MIN 'CHEAP RATE' AND 48p PER MIN
AT ALL OTHER TIMES




ground. All conspire to generate an
excellent sense of mood and atmo-
sphere.

The player directs his on-screen char-
acter ('Raoul’) via the mouse, By click-
ing the mouse pointer on objects of
interest, a menu appears listing the
various things the player can do with
the selected item (i.e '‘Open’ or
‘Examine’ hat box). Movement around
the yacht is effected by walking Raoul
from location to location by clicking
on exits to the current location, such
as doors or hallways, or more quickly
by calling up the yacht map and ‘send-
ing' Raoul immdiately from place to
place. As as user interface it's difficult
to think of another as intuitive and easy
to use.

The major problem with Cruise for
a Corpse is its pace. The animation,
though wendrous, is slow, Examining
the contents of a room can become
quite painful, as Raoul slowly turns,
walks, turns, bends down, examines
the item only for a message to appear
stating that “There is nothing of inter-
est here”. Equally annoying is the fre-
quent though inevitable accessing and
swapping of the five (count ‘em) game
discs. All too often the player’s enthu-
siasm for clue hunting can be severe-
ly dampened by the reduction of the
game's speed to near snail’s pace, Less
important, some of the generally excel-
lent French-English translation is a bit
dubious in places, such as the Cabin
Boy who is described as "dynamic”.

Those comments apart, anyone with
the patience to sit through the occa-
sional doldrums will find Cruise for a
Corpse a superb buy, heaped with qual-
ity presentation and atmosphere and
presenting a big enough game task to
satisfy even the greatest sleuth.
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DEUTEROS

Price Amiga ETBA

Genre Strategy

Publisher Activision

This sequel to Millenium 2.2 by the
same authors is set a thousand years
after the prequel’s events. Mankind
has fallen into a sort of post-techno-
logical malaise and forgotten its for-
mer space-travelling glory, It's the
player's task to rekindle man's passion
for the stars and turn the race into the
masters of the Galaxy once again. The
gameplay boils down to endless
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resource and manpower allocation
between various departments, dealing
with the occasional crises that crop up
and so on. Although programmed well
and moderately enthralling, there real-
ly isn’'t anything on show that hasn't
been done more entertainingly else-
where. Strictly one for the strategy die-
hard.
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Price Atari ST £29.99
Genre Simulation
Publisher MicroProse

MicroProse make a departure from

.their usual rigorously-accurate sims

with this action-orientated affair. It's
the flight sim equivalent of the Janet
and John books, i.e, nice n’ simple with
no complications. Players have six com-
bat arenas to choose between, each
with various missions to select. These
missions are nearly all are simple get
in, destroy a couple of targets and get
out alive jobs, with the player having
to simultaneously defend against
swarms of enemy jets. Control is via
keyboard, joystick or mouse, and is
highly responsive in each case.

The screen update is fast enough,
but there are quicker 3D routines about
- it's more than adequate for the job
in hand, however. Sound is disap-
pointing, with a white-noise hiss being
the player's only audio companion for
most of the journey. In the gameplay
department this is a winner, with plen-
ty of white-knuckle action to get the
adrenalin pumping. Veterans may
bemoan the game's lack of depth, but
anyone else should find this just their
cup of tea, with a yummy Jammy

Dodger in the saucer to boot.
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FINAL FIGHT

Price Amiga £25.99

Genre Beat-"Em-Up

Publisher US Gold

Yet another in US Gold’s seemingly
endless string of CapCorn conversions.
In Metro City (loosely based on Noo
Yoik) all is not well, Crime is rife and
to make a bad situation worse the

Mayor's right-dreamy daughter has
been kidnapped by - you guessed it -
Mr Big. (This old Mr Big certainly gets
around, doesn't he?) The player and
optional partner have to fist-fight their
ways through the city's wastelands to
rescue her, Why? Why not?

Final Fight is something of a first for
beat-"em-ups on the home computer,
i.e. it's actually quite good. The sprites
are large and decently animated, the
background scroll is smooth and the
action is fast. Someone of the detect-
ing whether a punch connects or not
is a little dodgy, but apart from that
this can be recommended unreservedly
to anyone who fancies a little aggro
without bruising their knuckles.
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FLICKY

Price MegaDrive £34.99

Genre Platform

Publisher Sega

“Don't be put off by the screenshots
on the back of the box" is probably the
best bit of advice | can give about Flicky.
It looks awful - tiny primary-colour
sprites and garish backdrops. And to
be honest, things don't improve much
in the game itself. However, like
Quasimodo, an ugly appearance con-
ceals the goodness inside.

The player controls the tiny bird of
the title. The lickle darling’s chicks
have gone and got themselves lost jn
the rooms of a giant cat-infested house.
Flicky has to run and jump about, col-
lect her scatterd brood and take them *
to the safety of the Exit, while avoid-
ing the prowling felines. Flicky is a
wonderfully playable game, very sim-
ple but packed with fun. Some may
dispute whether there's {35-worth of
fun, but for those with the cash it's a

good purchase.
DA GAGS

FOOTBALLER OF THE
YEAR 2

D £

Price Atari ST/Amiga £7.99
Genre Sport Game

Publisher GBH/Gremlin

This isn't really a sport game at all. It's
maore like a test of the player’s knowl-

edge of football trivia. Lots of text and
dull graphics don't help things along,
either. If triv’s your bag then great, oth-
erwise steer well clear.
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Price IBM PC £39.99
Genre Simulation
Publisher MicroProsa

Nobody writes simulations like
Microprose does. This is a highly-real-
istic sequel to the comapny's earlier
mega-hit Gunship, which has gone
done in software history as one of the
best-selling sims ever, This sequel is
far more than just Gunship+. Every
part of the game has been given a rad-
ical overhaul.

Probably the most impressive aspect
is the revamped graphics system. Using
a sort of patchwork-quilt landscaping
technique, the gameworld has been
modelled in exacting detail, complete
with rise, hills, mountains, valleys, cut-
tings. If it's a geographical feature, it’s
there. As usual, the game takes the
form of a series of pilot-testing mis-
sions. Unfortunately this complexity
means that you really need at least a
16MHz PC to get anything approach-
ing speed from the game. Sound with
a board is marvellously atmospheric,
and adds no end to the gritty battle-
field feel. The ‘copter control is good,
but actually getting the craft to fly
matches that of the real thing, i.e. it's
very difficult, and certainly makes
Gunship 2000 not the sort of game to
cut your sim-playing teeth on. However,
if you're looking for the ultimate chop-
per simulation, then here it is.
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Price Atari ST/Amiga £24.99
Genre Action Strategy

Publisher Activision

It's a sad old world, this one we live in.
Just when poor old Activision get some
decent product together, their
Mediagenic daddy gees and pulls the
plug on them. Now, however, after the
aforementioned ‘decent product’ has
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been swilling around doing very little
indeed for the last few months,
Activision's current putter-outer of
games, The Disc Company have taken
it upon themselves to let another trick-
le of gameyness reach the streets.

Hunter is the sort of game that you
dream of playing. A polygon based
action strategy game will all of the usu-
ally associated nonsense removed, it
offers all the “wouldn't it be great if...”
features which should, by rights, be
included in all these games.

Taking the role of the Hunter, the
player must travel around a bunch of
islands, systematically destroying all
enemy installations in whatever way
he sees fit. Your particular mission is
detailed in a briefing where specific,
immediate targets are detailed by your
allied commander.

The best thing about Hunter is that
there’s no messing about. If you want
to infiltrate an enemy base, get a dis-
guise and you're away! If you want to
get about, steal a helicopter jeeptruck
or sailboard. It's all so easy and because
the unnecessary complexity of basic
tasks has been removed, the player can
concentrate on progressing with the
mission much more intently.

Excellent graphics and a fast-paced
storyline can only add te Hunter's
already awe-inspiring style. A winner.

W W

MAGNETIC SCROLLS
COLLECTION

&

Genre Adventure
Fublisher Virgin Games

For gamers keen to add some heavy-
weight adventuring to their catalogue
but unwilling to fork out for the unde-
niably quirky Magnetic scrolls titles
individually, the fascinatingly names
Magnetic Scrolls collection may well
prove an appealing prospect. Here we
have three previously acclaimed titles,
all tweaked and tuned to run on the
Wonderland window system, ensuring
a reasonable degree of coherence in
what would otherwise be a rather
diverse package. The Guild of Thieves
by far the most traditional game in the
set, all ancient plotting and the like,
while Corruption offers a lot of moody
conspiracy theorist shenanigans against
a high-flying industry backdrop. Fish!
is just plain odd, comprising some

112 (446

tricky puzzles with painful aquatic pun-
ning,

All the titles are packed with atmo-
spheric if not actually stunning graph:
ics which, for the benefit of purists,
can be removed with a click of a switch.

Despite the difference of opinion on
the Magnetic Scrolls parser (it's either
the best thing since sliced bread or a
wonky imitation of the Infocom sys-
tem of about ten years ago) players will
still find far more entertainment and
scope for plot involvement than in any
other game system, Worthwhile.

W WW

MEGAFORTRESS
N
LA
&
Price IBM PC £34.99

Genre Simulation
Publisher Mindscape

The trouble with games based on tak-
ing every single role in a big, stupid
old plane like the B-52 is that virtually
every role is mind-numbingly boring.

I mean, who honestly wants to plot
their course across thousands of miles
of terrain using a 3D terrain mapping
computer or have to fiddle around with
ultrasound frequencies in order to jam
the enemy’s radar? Not many of you,
I'll be bound.

The aim of the game is to pilot a bat-
tle-scarred B-52 across both Iraq and
the Soviet ‘Union’, keeping the loca-
tion and aim of your mission utterly
secret until the awesome tonnage of
firepower can be unleashed on the
fargel.

Unfortunately, for all its gung-ho
packaging and intent, MegaFortress is
just a very good simulation of a rather
dull business. Far more fun can be had
in any of a host of more recently
released flight games, and Microprose's
Stealth Fighter seties even offer simi-
lar creep-up-on-the-enemy antics for
those players whe are especially keen
on that sort of thing,

Perfectly competent both graphical-
ly and on the play front, MegaFortress
has missions designed by real B-sz
navigator and best selling author Dale
Brown, and it's all packed full of flight
charts and information and it reeks of
authenticity, The trouble is, despite all
this, it just isn't that much fun. It’s one
of those games that I guess you really
need to have experienced the real thing
to appreciate,

P X e

MEGATRAVELLER 2:
2HE5T FOR THE
CIENTS
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Price IBM PC £TBA
Genre RPG .
Fublisher Paragon,/Empire

This-latest UK release from American
software team Paragon (covered earli-
er in this issue} is none too surpris-
ingly a sequel to MegaTraveller 1: The
Zhodani Conspiracy. As before, the play-
er leads a team of five space adven-
turers through toil and trouble to
(hopefully) riches and fame. This time
around, the player task is to find a way
to halt the flow of toxic slime emanat-
ing from some mysterious ruins left
by a dead race called the Ancients. But
are they dead? That is up to the player
to find out...

Sporting high-quality 256-colour VGA,
this is certainly a treat on the eye, and
the ears as well with a suitable sound
card, The game itself is an RPG in the
Ultima style, but not half as rigorous
- which for many will be more than a
blessing, The story is fun and involy-
ing, with plenty of sub-tasks to per-
form that provide welcome and often
amusing relief from the main plot, If
one has a minor niggle it's that the
space combat - which you'd think would
be the most exciting part of the game
- is flat and dull, with little sense of

player involverent. In summary, high-
ly recommended,
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MONOPOLY

Frice Amiga £34.99

Genre Strategy
Publisher Virgin Games

Money, money, money, etc. The game
for budding property tycoon may well
bring about a peculiarly manic feel
in these recession-hit times, but Virgin's
version is almost as much fun as the
boardgame original; which is more
than can be said for most boardgame
conversions. Players must trounce
around the board by rolling dice, aceu-
mulating as much cash as possible and
using it to purchase squares on the
board. Landing on a previously pur-
chased square involves the unfortu-

nate player either having to pay
rent/tax/bills to either the owner of the
property or the bank. Players who do
the best are those who invest wisely
and build houses, hotels etc on their
spaces. Extra hassles are thrown up by
unlucky ‘Go To Jail' squares. He who

Without any unnecessarily flashy
graphics, this version fairs better than
most, and is refreshingly bereft of all
the silly touches which softcos insist
on adding to board game conversions
for novelty and ruin the whole thing
in the bargain.

Colourful graphics present the board
in a perspective 3D rather than plan,
while the computer controlled bank
keeps an eye on everyone's progress.
User friendly mouse control makes
the player's actions over his piece's
position and money-shuffling almost
as easy as when playing the game in
real life,

WYY

Frice Amiga £24.99
Genre Platform
Publisher Eclipse

The mad meanies from the big for-
est have once again broken loose, and
are searching for little items they can
steal completely spoiling Mr Bob's con-
struction site. Become Leroy, the best
beast buster around and blow all these
_nasty little’monsters sky high! A goal
in life if ever there was one. Monster
business, the epitome of the average
arcade game features stupid graphics
and a doubly stupid premise - to retrieve
all the abjects from the building site,
Leroy must blow up all the monsters
with some sort of fatal bicycle pump,
causing them to inflate and eventual-
ly rise to the top of the screen, drop-
ping all their objects as they go.
Despite the idiocy of the whole affair,
Monster Business is actually quite good.
Different screens each present a dif-
ferent sort of hazard, whether it be slid-
ing platforms or a speedy time limit,
and the player is so interested in try-
ing to get the the end of the level that
he probably won't realise quite how
crass and daft the game is.
Smart graphics and it-could-only-be-
German music help Monster Business
rise about the pack and shine out as
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an example of what arcade games
should be about. 1t's like an Abba
record, if you know what | mean.
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NEBULUS 2
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Price Amiga £25.99
Genre Platform
Fublisher 21st Century
Entertainment

Rising from the Hewson ashes like a
phoenix looking exceptionally like what-
ever it was before it was burnt, 21st
Century Entertainment aren’t hav-
ing much luck at the moment. Not
only are they having some consider-
able difficulty with their MegaDrive
product, but the one game that looked
like it could actually make them some
money has turned out to be somewhat
of a disappointment.

The European coders responsible for
sequelling John Phillips’ original clas-
gic have done a bit of a botch job, ruin-
ing the gameplay that made the first

game so excellent by piling on lots of

inane and useless power-up type fea-
tures. The classic fermula has been
totally swamped by the sheer weight
of these new ‘ideas’, and as such any-
body who enjoyed the first game is
likely to be very disappointed by this.
However, it is quite pretty and, at least
for those who haven't seen the first
game, not a total washout on the playa-
bility front. But while the first game
knew exactly where the addiction/frus-
tration thresheld was, Nebulus 2 steps
over it like it wasn't even there, Not
recommended.
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Price Amiga £35.99
Genre Strategy
Fublisher MicroProse

The ACE Strategy Benchmark game
makes it's way onto the Amiga, and
what a fine conversion it is! Building
a railroad empire across the USA at
the turn of the 20th Century may sound
like hard work, but for those who like

their strategy to run deep, Sid Meier's
simulation of that very pursuit is fun
Fun FUN! We know its difficult to
imagine how, but trust us, it is. The
feeling of power is paramount as you
Lay your track from sea to shining sea,
conduct big-time business and gener-
ally earn loads of cash.

Beginning life as an entrepreneur in
the early 1800s, you must turn a small
stake into the biggest stake in rail-
road industry history ever! By taking
control of every element in the deci-
sion making process which makes the
railroad work, the player must handle
tiny details as well as broader political
and economic issues, all at the same
time as competing either with a friend
or against rival tycoons from history.
And every elemnent of the game is rep-
resented with top-quality graphics to
make even the most number-crunch-
ingly intense sections of the title easy
to manage,

Meier's excellent, friendly user inter-
face and the sheer precision of the
game design and balance compared
with the top-notch power of the Amiga
miake this version of the game an out-
right winner. Wholeheartedly recom-
mended.
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Price Amiga £25.99

Genre Platform

Fublisher Storm
Stomach-emptyingly cute it may be,
but there's no denying that Redland
is a fine game. The Jaleco coin-op wasn't
particularly noteworthy, finding itself
adrift in a sea of graphically excellent
games upon its release, Now, howev-
er, the conversion seems to have
cropped up when the highest-profile
cute game over the moment (Magic
Pockets) has failed to meet expectations,

The player must work his way
through a massive suite of screens,
collecting points n' power ups and
killing monsters with his rod (hence
the name) by bashing them into the
floor.

The end of each level is marked by
the arrival of an enormous end of level
bad guy such as an elephant, who,
despite looking about as threatening
as a big lump of cotton wool in a knit-
ted bag will do for the players forth-
with.

ADVENTURE/ROLE PLAY

Fid Tomcat

£26.99

F15 Strike Eagle Il £26.99
Bards Tale i £23.99 M1 Tank Platoon £29.99
Covert Action £29.99 Silent Service Il £26.99
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Space Quest IV £29.99 Kick Off Il £17.99 Where/Waorld Carmen Sandiego £26.99
Spirit of Excaliber £22.99 Links £29.09 i
Tha Magic Castle £29.90 Marlo Andretii's Racing Challenge £22.99
gl £2699  PGA Tour Gol £22.99 PC GAMES OUR SPECIALITY!
SIMULATIONS Pro Tennis Tour Il £22.99 IF YOU DONT SEE
A10 Tank Killer £26.99 STRATEGY WHAT YOU WANT
Advanced Destroyer Simulation £18.89 Castlas £25.09 RING US
Chuck Yeager's Air Combat Bandit Kings of China
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SUBJECT TO AVAILABILITY
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Interestingly enough, the player can
opt to play a girl if he/she wants, not
that it makes much difference to the
playing style. And to be honest, the
‘boy’ looks so bleeding efferninate you'd
never know anyway.

Chock-a-block full of excellent visu-
als, Rodland iz a fine conversion and
it could even be argued to better its
coin-op parent, as control over the char-
acters has been improved. Certainly
not a title for gamers into depth or
gung-ho blasting, but a nonetheless
waorthwhile purchase for anyone else.

W W W
ROLLING RONNY

VL2
Price Amiga £19.99

Genre Platform
Publisher Virgin Games

Rolling Ronny is a rollerskating errand
boy. He must skate around Fieldington
collecting spinning gems and deliv-
ering packages for people. At the end
of each set of Fieldington streets, Ronny
must get on a bus and go to a differ-
ent part of Fieldington to collect more
gems and deliver more packages.

The player must guide Ronny around,
making precision jumps in order to
scale the tall buildings atop which the
gems usually sit,

In it's cuteness and simplicity, Rolling
Ronny is sort of like Car-Vup; lots of
primary colour graphics filling in the
blanks for what is effectively an extreme-
ly basic game of left/right object col-
lecting action. Where Car-Vup failed
in its control over the player's charac-
ter, however, Rolling Ronny succeeds.
He can twist around in mid-air, duck
and jump to avoid monsters in a man-
ner frustratingly absent from his auto-
motive relative.

It's not until Ronny starts falling over
and being pathetic that the player is
reminded of quite how difficult roller-
skating can be. More often than not
we find little Ronny on his arse with
tweety birds and stars flying around
his head.

Completion of a level will resultina
nice little bus trip, assuming Ronny
has completed enough errands for peo-
ple to earn the cash for the far.
Otherwise a rather unceremonious
‘Game Over' sequUence ensues.

Perfectly entertaining nonsense from,
surprise surprise, German coders

Starbyte.
W
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SARAKON
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Price Amiga/Atari ST/IBM PC
£19.99

Genre Puzzle

Publisher Virgin Games

Games which call the player stupid are
unlikely to go down in history as great
entertainers, yet Sarakon, despite mak-
ing this fatal mistake is a perfectly
decent rip-off of the Mah Jong tile-swap-
ping business. Basically, if you imag-
ine Snap played with some old oriental
tablets and with some complicated
‘can’t do that' rules, then you're pret-
ty close to imagining what Sarakon is
all about.

The aim of the game is to click on
similar tablets which sit in a particu-
lar orientation, eventually ending up
with no tablets left, or at least as few
as passible before the time limit runs
out. Once done, the player is reward-
ed with a breakdown of his score and
a comment from the computer as to
his Sarakon ability.

The problem with these puzzle
games, however, is that they all look
similar enough to make the player want
to pick them up and have a go, yet they
insist on containing enough rule sub-
tleties to make doing just that impos-
sible. The result? The Mah Jong player
will feel infuriated that he can't make
his normal moves work.

The presentation is first class, apart
from the cheesy sound effects and
music which don't so much create the
ambiance of the Far East as a grubby
take-away in Dulwich,

If comparatively sedate mouse-click-
ing is your bag, and your eyes can stand
staring at the monitor for ages while
you scratch your head, Sarakon is the
game for you.
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SECRET WEAPONS
OF THE LUFTWAFFE

Price BM PC £40.99

Genre Simulation

Publisher Lucasfilm/US Gold
Deep, deep, deep. Secret Weapons of
the Luftwaffe is a big old game and no
mistake. It's also the sequel the criti-
cally acclaimed Their Finest Hour. The
title comes packed with new goodies

but brings the same problem of the
first game; i.e. the flicky and rather
horrible bitmap graphics.

The player is offered the chance to
pilot aircraft in a seemingly limitless
number of historical missions, shad-
owing or guarding planes and taking
place in actual battles and scenarios of
the Second World War.

However, played in 2 Wing Com-
mander style with bitmaps taking the
place of the polygons so frequently and
successfully used in other flight sims,
Luftwaffe will have all but the owners
of the fastest machines hammering
down the detail level in the attempt to
get it to run at an acceptable rate.

Ambitious players can then define
their own missions to determine what
history would have turned out like if
there was just one less Messerschmitt
BF1o9G in a particular combat situa-
tion.

Luftwaffe is exactly the sort of game
- as distinct from Wing Commander -
that you actually want to make excus-
es for. And that's simply down to the
fact that under the try-too-hard graph-
ics which actually look pretty absurd
every now and again, there is a quite
brilliant game.
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SILENT SERVICE ll
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Price Amiga £35.99
Genre Simulation
Publisher MicroProse

It may have taken five years, but the
sequel to one of the most critically.
acclaimed and publicly admired sim
games is finally with us. Silent Service
I1 features all the best bits from the
first game as well as a host of original
and new doo-dads.

Digitised graphics and sampled
sounds simply confirm the Service as
a game which is undoubtedly one of
the most detailed, accurate and realis-
tic on the market, but new gamers
should be warned that, just like life on
a real submarine, it's not all walking,
er, action.

No. There’s a lot of the old Above Us
The Waves stuff with tuming off engines
to sneak up on enemy warships with-
out alerting their radar. And as for all
that tank blowing stuff. I ask you!

MicroProse are indubitably the out-
right kings of all things sim., but their
policy of increasing the action and min-
imising the dial-watching as used to

such good effectin Fi5 Sirike Eagle 11
would be well extended to this partic-
ular title.

For gamers wishing to purchase an
accurate sub simulation, rest assured,
there is absolutely none better, But
those expecting to get their torpedoes
off straight away would be better to
wait for a more accessible equivalent.

W W

SPACE 1889
&

Price IBM PC £TBA
Genre RPG

Publisher Empire

This is an RPG which shares many
similarities with Origin's Martian
Dreams in both plot and user interface.
However, this lacks the atmosphere
and graphic quality of Origin's effort,
and the plot is too linear - one often
feels as though they're being lead along
a fairly narrow path. It's rather simple,
and could act as a good intro to the
world of RPGs for the novice, but more
experienced players may feel the game
a little retrograde for today’s gaming
tastes,

W

SWITCHBLADE Il

Price Afari ST £25.99
Genre Arcade Blast
Publisher Gremlin

Some seven months after appearing
on the Amiga, Switchblade 11 - arguably
one of the best arcade shoot-outs in
existence - has finally made its tran-
sition onto the ST and what a success
it's been!

The appeal of this sequel to Gremlin's
much underrated original is the dis-
tinct Japanese flavour of the graphics.
Quite aside from it having more action
and weapons and playability than most,
Switchblade 11 features those big-eyed,
black-haired characters and transformer-
styled robots in a side-on multi-direc-
tional scrolling battle to the death.

Control over the central character has
more than a little console-feel to it, as
he bounces around all over the place
firing away with his power-uppable
laser rifle,

.I N . |
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A host of different landscapes - some
all broody and mechanoid, other quite
sunny and happy looking - await those
willing to play, each inhabited by it's
own particular brand of robot filth.

Perhaps more than the graphics or
the gameplay, it's the style of
Switchblade 11 which makes it such a
nice game to own. Don't be fooled by
ing this is just another blast with no
heart; it's a thoroughly polished and
classy piece of code, and well worth
your pennies,

W
TECHNOCOP

Price Megadrive £34.99

Genre Arcade Blast

Publisher Razor Soft

Technocop. What is there to say?
This futuristic blaster which
deserves a mention, quite apart from
anything else for its incredibly messy
graphics, was originally produced by
Gremlin some years ago now
appears on the Razorsoft label. Now
Megadrive owners get the chance to
play, although it's a matter of debate
as to whether they'll actually want to
or not. Basically this two-stage racing
game is an unremarkable twist on
the Chase HQ theme with some
side-on scrolling shoot-out bits.

PAa* e

THUNDERJAWS

)
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Price Amiga £19.99
Genre Arcade Blast
Publisher Domark

Deep within her subterranean fortress
the evil Madame Q has launched a new
and dastardly plan - to build an army
of genetic mutants to take over the
warld! This well-meaning but rubbishy
conversion is the latest in a long line
of Tengen ports from the Doms. To be
fair, the majority of the coin-ops have
been a long way short of classics them-
selves, but Domark seem to have an
especially tough time wrestling them
onto computer format, Witness A.P.B.,
S.T.U.N. Runner and the appalling Skull
and Crossbones,

Here, the tricky element which has
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proved to be the conversion's downfall
is the tongue-inheek Land of the Giants
graphic style of the original. This very
factor, which at least helped the coin-
op look a bit more interesting than in
fact it was, has simply made the Amiga
version look downright cheap.

The players’ aim is to work their way
through a set of levels combating
Madame Q's treacherous forces and
collecting hostages along the way. The
first stage pits the players in an under-
water setting, shooting it out with
enemy divers and ferocious sharks
alike. Weapons can be collected to
improve the firepower, but nothing
can improve the diabolical animation
and dull-as-dishwater gameplay. From
here on in, it's a more straightforward
runaround shoot out with the players
mincing abqut gunning down an assort-
ment of mechanoid assailants. Enough!
Take it away!

w
ZONE WARRIOR

Price Amiga £19.99

Genre Arcade Blast

Publisher Electronic Arts

Destroy the evil aliens in this time-
jaunting blast from Electronic Arts.
The Geeks have taken control of a secret
space satellite and are using it to send
ing vital elements in the development
of Mankind, thus disabling the humans’
ability to resist the Geek invasion in
years to come.

The player must race back through
a host of different time zones and foil
the aliens’ success, generally by killing
a level of left-to-right scrolling mon-
sters.

The impressive intro sequence and
the nature of the static graphics are
never quite matched by what is really
a rather basic shoot-"em-up in the
Turrican vein, Each stage presents a
mission briefing for the player, begin-
ning with the noble feat of saving Ug,
inventor of the wheel, from the clutch-
es of aliens and so on. The novelty of
using a phased plasma rifle in 40 watt
range to blow away innocent cave men
and baffled Egyptians is entertaining
enough for a while but the shaky game-
play requires a considerably stronger
crutch than graphic novelty to support
it.

W

Right then! That's the end of this mon-
th's releases. And now, in order to celebrate,
we're proud, and pleased as punch to pre-

sent this, our end-of-this-month's-new-

releases competition! Hurrah!

There is £100 (count ‘em) worth of soft-
ware up for grabs for the first lucky, lucky
reader who can write to us at the address
at the bottom of the page, telling us, in
no uncertain terms, the answer to the
question which we'll get to any second

now.

"-‘("-'.":: TR
How many five star games have been
reviewed in this month's reviews direc-
tory in total - not just in the New Releas-

es section?

ACE Pink Competition, Priory Court, 30-
32 Farringdon Lane, London EC1R 3AU.

The Ed's decision is final, no correspon-
dence will be entered into and all entries
must reach us by the end of November.

Bye!
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AFTERBURNER 2

Price Megadrive £34.99
Genre Arcade Blast
Publisher Sega

The epitome of the atcade blast,
Afterburner is a classy piece of fluff.
And this conversion isn't half bad.
Flying an F-14 into the screen, the play-
er must fly through 23 stages, blasting
away enemy fighters with his unlim-
ited number of machine gun rounds
and limited missiles, Enemy fighters
can also be downed by using homing
missiles too.

The game is fast - very fast, In fact,
in some sections it's as quick as the
arcade machine,. Performing a 360
degree roll by baking hard and then
banking the other way is an exhilarat-
ing experience. And on the whole, in
fact, the whole game is pretty exciting
fare, even when it's fully understood
quite how mindless it all is.

This is the sort of game that the
Megadrive was built for. At the other
end of the Sonic scale, even though
it’s another arcade blast, Afterburner
does a surprisingly good job of show-
ing exactly what the Megadrive is capa-
ble of, so long as you don't look to deep.

Even though the speed is up to
scratch, the gameplay certainly doesn't
come up smelling of roses, It's the
definitive Afterburner 2 conversion,
and, just like the coin-op, is heavily
flawed,

W
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Price Megadrive £34.99
Genre Arcade Blast
Publisher SEGA

Alien Storm is a real stonker in the
plot department. Once again aliens are
over-running the Earth and it's up to
the player (and a possible friend) to
kick their scaley butts back to the slime-
ridden hole from whence they came.
Like the very-similar Golden Axe, three
suitably awesome figures - Earth's last
line of defence - stand ready to save
the world of alien domination. There's
the heroically-named Gordon, saucy
Karla and the robotic Scooter, who
bears an uncanny resemblance to C-
3Po (athough he never wielded an elec-
tronic bullwhip).

Together they have blast their way
through eight levels of alien filth. The
hero(es) stroll from left to right basi-
cally slaying everything that moves
before it gets too close. After a while
the view changes to that of an Op Wolf-
style game. By guiding crosshairs
around the screen the player has to
torch everything,

Being a shoot-'em-up one would have
thought that more emphasis would
have been placed on the weapons but
unfortunately they fail to deliver, being
rather unimpressive and no fun at all,
Can only be more than moderately rec-
ommended for two players,

W

Price Amiga/Atari ST £25.99
Genre Arcade Blast
Publisher ACTIVISION

This is a competent conversion of the
coin-op which proved so popular to the
Uzi-loving arcade goers. It's basically
yet another Op Wolf clone but features
the welcome twist that instead of wast-
ing terrorists the player (or players) are
besieged by a veritable army of the
Undead who attempt to stop any leav-
ing the devasated city alive. Borrowing
heavily from the Romero horror films,
Zombie dogs, Zombie shoppers and *
all manner of evil creatures can be
literally blown into bloody bits of grue-
some flesh,

The graphics manage to capture both
the look and the feel of the arcade and
virtually all the levels are present, but
there's no denying that the inevitable
substitution of a mouse for the cabi-
net-mounted Uz is distinctly unsatis-
fying. [f you haven't already got a game
of this genre and don't mind a mind-
less blast then it might be worth look-
ing into, but otherwise there’s not really
enough new on offer to warrant pur-
chase. It's a shame, because even the
arcade version left the player cold after
a couple of turns - it's not supposed to
really drag the player in any more than
that, Buy for the price, it would have
been nice.

W

BONANZA BROS
o
Price Megadrive £34.99

Genre Arcade Blast
Publisher SEGA

Bonanza Bros proved to be a some-
thing of a sizable hit with Joe Public
due to its peculiar graphic style and
innovative angle on the team-up theme,
The player(s) objective are blatantly
dishonest: burgle increasingly com-
plex and heavily guarded buildings in
Anytown, USA. Having already made
a bit of a reputation for themselves,
there's a substantial reward on the
Bros' heads ensuring that every avail-
able law enforcement officer is revolt-
ingly keen to be the one to get them
bang to rights.

The game uses a unique split screen
to allow players to split up if necessary.
Between the two play windows there’s
a schematic of the building, allowing
the players to plan their routes effi-
ceintly so as to grab the goodies and
avoid the nasties, Overall the game is
a fairly enjoyable romp, with some
hilarious cartoonish animation in places
adding greatly to the fum, but like many -
Megadrive games its longevity is ques-
tionable.

WY

Price GameGear £29.99
Genre Platform
Publisher SEGA

The Evil Mizrabel, jealous of Minnie
Mouse's beauty (who are they kidding?),
has mousenapped her, Her beloved
Mickey must enter the dreaded any
mysterious Castle of [llusion to rescue
her. Mizrabel's domain consists of five
levels and Mickey's task is to find the
seven Rainbow Gems on each, all of
which beils down to a lot of jumping
from platform to platform, picking up
and throwing blocks, sliding down
slopes and climbing ladders,
Fundamentally it's a Mario clone -
and not a bad one at that, There are
some original touches, such as the
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Toyland level which scrolls from left
to right, which proves pretty disorien-
tating but challenging nontheless. The
graphics are very attractive and the
sound is superb. In fact, it's games like
this that make GameGear owners feel
that they've done the right thing in lay-
ing out the cash for their colour hand-
held.

W W W

CASTLES

Frice IBM PC £34.99

Genre Strategy
Publisher INTERPLAY

Castles takes several gamplay genres
and combines them with a healthy dol-
lop of historical authenticity. The game
consists of three increasingly-difficult
scenarios revolving around the not par-
ticularly enthralling sounding task of
constructing castles. Each castle con-
sists of wall sections, gateways and tow-
ers, There are seven classes of labourer
available and the player's main game
task is to apply the optimum mix of
labourers to each section in an attempt
to finish the castle as quickly as pos-
sible.

Every so often the player is attacked
by the neighbouring Welsh (seems
some things never change). Initially
the opposition are incredibly weak and
their rise in strength is gradual, so
defeating them is a lot easier than it
ought to be, Although addicitive enough
to ensure repeated play until, Castles
is minorly flawed in too many ways to
achieve classic status.

WO I

CENTURION -
DEFENDER OF ROME

A\
Price Megadrive £34.99

Genre Action Strategy
Publisher Electronic Arts

Cast as an aspiring Centurion it's the
player’s duty to both defend the home-
land and expand the Roman Empire
as far afield as possible. This megalo-
maniacal aim is somewhat foiled at
first by the fact the player starts with
having just a single legion of soldiers
and a city of disgruntled citizens to try
and keep under control.
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The game is a well-judged blend of
icon-driven strategy and arcade-style
interludes. For example, to keep the
subdued provinces happy the player
can take part in must engage in char-
iot races and not tax them to heavily.
As the game progresses the armies
under your command grow and ships
placed at your disposal to take armies
to neighbouring shores. If the player's
luck is really in he can even have a
crack at seducing the voluptuous
Cleopatra. Megadrive owners in par-
ticular are starved of this type of game,
so if your looking for something to
exercise your brain a little, you could
do far worse than to give this a go.

TR W

HAMPION OF
THE RAJ

/Zﬁ
2N
Goat)

Price Amiga £24.99
Genre Action Strategy
Publisher PSS /Mirrorsoft

Set during the time of the British occu-
pation of India, the player assumes the
role of leader of one of six feuding fac-
tions with the ultimate aim of taking
control of the whole country, This can
be achieved by building up a powerful
army, with which to pound opposing
armies into submission or, more peace-
fully, by staging festivals and whis-
pering in the right ears. The former
option requires a bit of forward plan-
ning to sensibly allocate taxes for buy-
ing troops and equipment. In battle
the player can elect to direct the army
personally in an arcadish action game,
or let the statistics decide the outcome.

Champions of the Raj has a lot of
good gameplay ideas wrapped up in
appallingly amateurish presentation,
poor graphics and truly abysmal sound.
The torturously slow and fiddly disc
accessing is the icing on a particular-
ly untasty cake. To use the word “turkey’
would be offensive to turkeys.

pXd

CHOPLIFTER 2

Genre Shoot-"Em-Up
Fublisher Nintendo

Choplifter first appeared in 1983 via

Broderbund and is still fondly remem-
bered today. The player's mission as
crack helicopter pilot is to rescue sur-
vivors from a horizontally-scrolling
warzone, To do this the player must
land near the tefugees and wait for
them to board. This can be quite har-
rowing experience at fimes as you're
a sitting duck for all the enemy gun
installations and planes which con-
stantly lay siege,

The player’s copter is equipped with
a rapid-firing cannon and a limited
number of bombs with which to pro-
tect himself, Fast action, challenging
game task and a password system help
make this one of the best games out
on the Gameboy, and a must for any
action fans collection.

W W W

CHUCK YEAGER'S
AIR COMBAT
AN

()

Price IBM PC £29.99

Genre Simulation

Fublisher Electronic Arts

Chuck's previous two sims were pure-
ly for veggie pacifists, only permitting
the player to do such nancy things as
perform perfect loops and dives. This
time around things have changed con-
siderably, with luvverly GUNS mak-
ing a welcome appearance. Air Combat
allows the player to pilot war planes
from any one of three eras: WWa2;
Korea; and Viemam. There are a mul-
titude of single missions to fly along
with a comprehensive campaign mode
boasting over 15 missions. These inchude
the standard ‘seek and destroy’ forays,
protecting bomber formations, and
attacking ground targets. Should none
of these take your fancy the in-built
mission designer is invaluable,

The most useful feature is the abili-
ty to replay missions after comple-
tion and view it from any angle, allowing
the player to save all his most spec-
tacular dogfights and crashes to disc.
Even more interesting is the ability to
duel planes from different eras, allow-
ing such bizarreness as pitting a
Mustang against an F-16. A superbly
realistic and fun sim, this currently
holds the ACE Benchmark for
Simulations. Possible the most enter-
taining aspect is the way you can pitch
state of the art planes against old scruffy
crates. Class.

W

DRAGON CRYSTAL

Price GameGear £29.99
Genre RPG
Publisher Sega

No fussing about with complex plot
here. The player is riding his bike one
day when he takes a wrong turning
down a strange alleyway and ends up
in a fantasy world bursting at the seams
with dungeons n' dragons. As an RPG
the gameplay couldn’t really be sim-
pler. The accent is firmly on action,
with all the “Take the Rune Ring of
Zrax to the Crack of Firetop Mountain”
task stuff firmly in the background.

Although competently done, it's a lit-
tle difficult to see who exactly this game
is aimed at. It's far too simple for the
typical RPG head, while commuters
are likely to get more than a little irate
at having to shut down the power just
before they complete a level just because
they reached their tube stop. But if
you've got the time, you'll find that this
makes a welcome addition to the
GameGear library.

PEa X p*d

EA HOCKEY

Firice Megadrive £34.99

Genre Sports Arcade

Fuiblisher Electronic Arts

Like Kick Off with fighting in, Electronic
Arts' Hockey will appeal to everyone.
A section of teams from around the
globe, each wit their own abilities and
weaknesses battle it out in the Ice hock-
ey World League.

Following on from their success with
John Madden’s Football, EA pull yet
another winner our of the bag with
this, perhaps their most frenetic title
to date.

Having selected the length of game,
whether the player wishes to compete
in a one-off match or a knock-out, select-
ed his team and that of the enemy, it's
game on!

Skating around the rink is simple
enough, and control over the puck is
surprisingly instinctive, Since the rink
is so small and the players can move
so swiftly and violently against each
other, lee Hockey is an extremely rapid,
high scoring game. Basically, whoev-
er gets the puck from the face-off is

v
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most likely to score. Until, of course,
the player gets the hang of the wide
variety of tackling moves available to
him, from a good honest going-for-
the-puck scenario to a full body check.

Rile an opposition player on a too-
regular basis, though, and you'd bet-
ter be ready to put your fist where his
mouth is, as one of the features includ-
ed is brawling. While the rest of your
team are trying to do some good, it's
possible to clang away at that guy who
skated over your shoes for as long as
you like!

A graphic and gameplay marvel, EA
Hockey is wholeheartedly recom-
mended to one and all. Hooray!

TV

ELF
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Price Amiga £25.53

Genre Arcade Adventure
Publisher Ocean

As Cornelius the EIf, it's the players
task to rescue his sweetheart Elisa from
the pointy-nailed clutches of Necrilous

the Not Very Nice. The game takes
place over six Tolkien-esque levels filled
with platforms, pitfalls, ladders and
bridges. Cornelius' magic powder allows
him to protect himself from Necrilous’
rampant horde of henchcreatures by
firing bolts of magic energy. Numerous
interest-sustaining spells and power-
ups can be bought from the Ye Olde
Localle Shoppe using cash picked up
along the way.

Each massive maze-like level pre-
sents it's own unique set of problems
to solve and tasks to achieve, requir-
ing that the player constantly evolve
new strategies to deal with them. All
in all Elf is a polished high-quality romp,
perfect for platform or arcade adven-
ture fan.
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THE EXECUTIONER
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Price Amiga £25.99

Genre Arcade Blast

Publisher Hawk

The Executioner is Hawk's attempt to

improve on the Asteraids style game,
As in most inertia-driven titles, with
the player flying through twelve galaxy
sectors, blasting away rocks and then
using fiscal benefits to purchase big-
ger and better weapons systcms for
your ship.

Dotted around the landscapes are
pods which shot at the player and occa-
sionally launch ships. Also to be found
are fuel pods which must be collected
if further play is to be enjoyed.

Initially, the Executionet is quite enjoy-
able, but soon tedium takes over, There
just isn’t enough gameplay variety to
bring the player back for more. Also,
the fact that a single alien missile can
kill the player outright is far from
encouraging. After the long struggle
to work your way to the second stage,
the player may well find himself
whether he can really be bothered to
continue.

The potential of the game simply
hasn't been realised. The graphics are
perfectly acceptable, but nothing to
write home about, and the play of the
game and in particular the behaviour
of the player's craft itself is jerky and
unpleasant. Boo,

W

F-117A: STEALTH
FIGHTER 2

Price IBM PC £39.99
Genre Simulation
Publisher MicroProse

Your chance to pilot the Ughest Plane
in The World is a more inspiring one
than you may think, although it's uncer-
tain as to whether owners of the pre-
vious Stealth game will actually need
this instalment in the series.

Opting to either pilot a realistic F-
117A or an artificially enhanced
‘Microprose’ version, the player can
enter his chosen war scenario, be it
Cold, Limited or Conventional and
then choese a particular location for
the combat to take place. The number
of combat arenas has been radically
increased. Nine battlefields, including
those from F-19, F-15 2 and some
newies have been thrown in for good
measure.

Graphically, F-17A is a marvel, with
graduated skylines, complex objects
etc. There are four detail levels for
owners with slower machines. Be
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warned, even on a 20Mhz 286, the
frame rate is hardly silky-smooth.
There's no denying that F-ri7A is a
superb flight sim, and Microprose's
best yet. However, despite the radical-
ly overhauled graphics and increased
number of combat arenas, one does
wonder whether there's enough new
in the gameplay to make it a vital pur-
chase to owners of the original F-1g,

YWY

F-14 TOMCAT
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Price IBM PC £TBA
Genre Simulation
Publisher Activision

There's no shortage of flight sims on
the PC, but Activision’s release may
appeal to some. The game lets the play-
er fly a series of missions around the
Strait of Hormuz. The player can either
pile straight into the action or start at
the bottom and slowly work his way
up through a full Navy career, After a
good performance in a series of mis-
sions the player get transferred to the
Naval Fighter Weapons School better
known as the home of the infamous
Top Guns'. Weaponry available is the
usual mix of Sparrows, Sidewinders
and Phoenix missiles, along with can-
non for close in work. There isn't real-
ly much emphasis on realism in F-14
Tomeat, and to be honest it really hasn't
got much to offer players over other
similar sims. In the final analysis, it's
a satisfying enough effort without too
much excess baggage.
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F-ZERO

FPrice Super Famicom £34.99 Import
Genre Racing Game

Publisher Nintendo

F-Zero takes advantage of the
Famicom's built-in background manip-
ulation capabilities to create one of the
fastest and smoothest illusions of 3D
yet seen, if a little lacking in roadside
detail. Simply put, F-Zero is a race
game, with the track viewed from
behind and slightly above the player's
vehicle. At first, despite the impressive
3D, F-Zero appears to offer little over
the myriad of other race games about,
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but after a few games its qualities shine
through.

The excellent control over the craft
is more precise than in any other race
game. As well as accelerate, brake,
left and right controls, one can also use
the Famicom controller’s two as bank-
ing switches. This degree of precision
means you can race your craft like a
cross between a high-speed hovercraft
and a rally car. F-Zero may not look
anything special, but it's genuinely one
of those games that has to be experi-
enced to be believed.
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FRENETIC

Price Amiga £20.99
Genre Shoot-"Em-Up
Fublisher Core Design

Hot on the heels of Warzone, Core
release this vertically shoot-"em-up
which draws its inspiration from just
about every other blaster ever released.
To anyone more than half-way famil-
iar with the genre the gameplay holds
few surprises - the screen scrolls slow-
ly down while wave after wave after
wave of eminently blastable alien crea-
tures swarm on-screen. The now-stan-
dard power-ups can be collected by
destroying various special aliens or
weapons pods as they appear. At the
end of each of the eight levels there's
the ebligatory huge meany that takes
a huge amount of shots to put out of
action.

Frenetic is a competently-executed
game that lacks that spark of novelty
to lift it out of the run-of-the-mill. The
alien sprites are large, fast and mean,
the action is non-stop and highly
demanding at times. The most annoy-
ing niggle is the way that power-ups
are lost when the player's ship is
destroyed, leaving the player naked
before the alien onslaught. Unless
you've already got the superlative SWTV,
this is a fair buy.

PG A% g
GHOST BATTLE
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Frice Amiga £25.99
Genre Arcade Blast
Fublisher Thalion

Ghost Battle is a jumpin’ n’ thumpin'

affair that borrows more than a few
elements from Ghosts n ‘Goblins, The
player is a hero who has to enter an
evil demon's kingdom in an attempt
to rescue his kidnapped girlfriend. On
each level it’s ladders, platforms, grave-
yards and underground caverns all the
way through each level, at the end of
which there's is a big boss baddy to be
defeated. s

There are the usual extra weapons to
collect, and on later levels keys and
various tools that must be used on var-
ious pieces of machinery appear to add
much-needed depth to the otherwise
shallow gameplay. Ghost Batfle is unim-
pressive graphically and sonically, and
play is sluggish. Not one for the top of
the ‘must get’ list.
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G-LOC
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Price GameGear £29.99

Genre Arcade Blast

Publisher SEGA

If you're expecting anything vaguely
reminiscent of the Sega coin-op you
can forget it. No, I tell a lie - they both
involve planes, but that's where the
similarities end. The player controls a
state-of-the-art jet fighter in a wartorn
world of the future, who must embark
on various missions to destroy enemy
planes, tanks and warships. Controls
are easy to get to grips with and it's not
long after take-off before the radar lights
up like a mas tree due to the heavy
enemy activity. If these are planes they'll
sweep behind in an attempt to down
you with some missiles. The ships and
tanks in the game act as sitting ducks
and aren't really much problem. The
game is enjoyable for a few hours but
after a while the interest really begins
to wane.

W

FPrice GameGear £29.99

Genre Sport Simulation

Publisher Sega

Sega have chosen a bird's eye view for
this offering, and it works quite well.
Simplicity is the key word here and
though there’s a fair bit of messing

about before play starts it's nothing too
taxing. To play a shot the player selects
a club and then chooses where to strike
the ball (for hook and slice shots), which
direction to hit it and how much power
to use. Even though the scale of the
game is smnall, there is enough to think
about to maintain interest and allow
for some genuine skill to be used, and
the courses are no pitch n’ putt num-
bers either. There are quite a few nice
touches that add to the game, such
as four player mode and skill selection.
A good game that's worth looking into.
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HALLEY WARS
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Price GameGear £29.99 Import
Genre Arcade Blast
Publisher Taito

Given the fact that the vast majority of
the software currently available for the
GameGear doesn't even come close to
doing the impressive handheld justice,
Halley Wars comes as a breath of par-
ticularly refreshing air. Every handheld
need its top-flight shoot-"em-up - the
GameBoy has Nemesis, the Lynx has
Gates of Zendocon - and now the
‘Gear’s got a game that’s arguably bet-
ter than the pair of them, It wins no
points in the originality stakes, being
your basic space-based Xenon-style ver-
tical blaster with all the standard pick-
ups and level guardians, but it scores
highly on execution, offering fine playa-
bility, colourful graphics, smooth ani-
mation and surprisingly impressive
sound. The game's only major limita-
tion is that, due to the machine’s lim-
itations, it can’t produce the flashy
effects that similar games on more
powerful machines often rely on to
hold the player’s interest, so Halley
Wars must depend on gameplay alone
- and there's insufficient variety there
to provide that all-important urge to
progress to the later levels.

Also, it's a shame that the game is
actually a bit easy and, as they say when
trying to pad out a column right at
the end of an issue, seasoned games-
players may find the long-term chal-
lenge somewhat lacking, That aside,
it's still a fine blaster and undoubted-
ly one of the better GameGear titles so
far - just don't expect to be playing it
in a year's time.
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Price GameBoy £29.99 Import
Genre Puzzle
Publisher Bullet-Proof Software

Alexy Pajitnov is the fiendish mind
behind the time-devouringly addictive
Tetris. Now he's back with Hatris
which, like it's forebear, is deceptive-
ly simple in concept. Pairs of differ-
ent hats fall down six ‘lanes’. By moving
the pair left or right and swapping the
tumbling hats' position the player has
to try and stack hats of the same type.
Stack five hats together and they dis-
appear. The longer the player survives
the faster the hats fall. The game is
over when a stack reaches the line at
the top of the screen. A 'Hatris’ is
scored when two stacks are complet-
ed at the same time, The players reward
is a fireball which can be used to vapor-
ise the top hat of a column. Alternatively
the player can collect three fireballs
and to earn a helmet which can be used
to crush all the hats in one lane.

Hatris takes a while to get into but
eventually becomes as engrossing and
addictive as its illustrious forbear.
Recommended to all Tetris addicts
(and who isn't?).
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HEART OF CHINA
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Price IBM PC £40.85
Genre Adventure
Publisher Dynamix/Sierra On-Line

Many games allude to the title of ‘inter-
active movie' but very few actually deliv-
er the goods. Fortunately Heart of
China is one of the few games which
is actually deserving of that lofty title,
Set in the late 1920s, the game puts
the player in the shoes of troubleshooter
‘Lucky’ Jake Masters. Asked to find
the wealthy society gal Kate Lomax, he
soon ends up in the Far East.

Unlike most games it doesn’t con-
centrate solely on one character, allow-
ing the player to switch between the
members of the cast and adding great-
ly to its film-like atmosphere. Also the
numerous puzzles can be solved from
avariety of different angles. Heart Of
China also has multiple endings which
makes the game enjoyable to play even
when completed. To round it all off

nicely there are also some polished
arcade sequences, though fortunately
these can be skipped if the idea doesn't
appeal. If you like anything mildly
adventurish then Heart of China comes
highly recommended.
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HEROQUEST
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Price Amiga £25.99
Genre RPG
Publisher Gremlin

Hero Quest was one of the best-sell-
ing boardgames of last year, and
Gremlin look set to capitalise on that
success with its exéellent computer
conversion, A game for one to four
people, players can select to be one of
four characters (or all if playing alone):
Wizard (powerful magic, pathetic
strength); EIf (little magic, normal
strength); Dwarf (good strength, can
spot traps); and finally Barbarian (amaz-
ing strength).

The game plays identically to its table-
top counterpart. Players must com-
plete fourteen quests set in a series of
monster-infested dungeons, culmi-
nating in a showdown with ArchMage
Morcar. All controls are via the mouse
using icons and menus. Players move
in turns, with each location, corridor
and room split into movement squares.
During the adventures players collect
a variety of items ranging from gold
to magic weapons to aid them on their
adventures. Highly polished, the excel-
lent isometric graphics, atmospheric
soundtracks and superb attention to
detail make this a worthy addition to
the RPG genre.
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IN YOUR FACE
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Price GameBoy £29.99 Import
Genre Sport Game

Publisher Jaleco

In Your Face is a basketball game which
boasts some superb presentation. It
has only one skill level, but four play-
ers of differing characteristics to choose
from. The gameplay is simplistic: the
player simply guides his on-screen
alter-ego around the court using the
jovpad, and stealing the ball is achieved
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by simply running into the opponent.
This makes the game easy to get into
but provides little lastability. There's
also a two-on-two option for some Kick
Off style action (but not anywhere near
as good).

The game’s major problem is the
play area - it's bigger than the screen
which means the view is continually
scrolling. On other machines this is
not a serious thing but the Gameboy
screen blurs the images terribly.
Nothing special, In Your Face is defi-
nitely one to leave On The Shelf.
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JAMES ‘BUSTER’
DOUGLAS BOXING
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Price Megadrive £34.99

Genre Sport Arcade

Pulisher Megadrive

Oh dear. In the light of infinitely supe-
rior beat-'em-up games, James Buster
Douglas is not so much on the ropes
as on the stretcher.

Side-on-presentation Boxing games
rely on speed, presentation and a wide
enough number of moves to keep the
player convinced that he can improve
his technique. Unfortunately, Buster
can offer us none of these elements,
as the truly crappy fight scenes are
more likely to cause a submission
through sheer tedium than anything
else.

Ridiculous and thoroughly unap-
pealing graphics of the boxers shuffle
towards each other and then furious-
ly flail away with high and low blows
until one of them falls over. You may
feel the same way about boxing, but
believe me, this is poor.

And for a fight game, it commits the
cardinal sin of simply being too easy.
Just by stabbing away at the fire but-
ton faster than your opponent, it's pos-
sible to win. There's no skill involved
here. Crappy nonsense.
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JETFIGHTER 2
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Frice IBM PC £39.99

Genre Simulation
Publisher Velocity /US Gold

In a crowded market, Jetfighter 2 real-
124 4/c5

ly stands out from the crowd. The
unlikely plot centres the invasion of
America's West Coast by a confedera-
tion of Latin American countries, Full-
scale retaliation is out of the question,
so small tactical strikes are the order
of the day. There are four planes avail-
able with which to fly the missions: F-
14; F-16; F-18; and the Top Secret F-23D
‘Black Widow', a plane that combines
the handling characteristics of an F-16
with the Stealth capabilities of the F-
1i7A. It's advanced technology gives
the player an edge over the enemy.
Graphics are among the best vet seen
on the PC, being both fast and impres-
sively shaded. Sound is nothing too
hot, but adequate. The accent is more
on action than simulation, making this
one of the most exciting if not aero-
dynamically accurate sims available.
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JIMMY WHITE'S
WHIRLWIND
SNOOKER
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Frice Atari ST £24.99
Genre Sport Simulation
Publisher Virgin Games

Archer Maclean, veteran programmer
of 1K+ and Dropzone, is probably the
last person you'd expect to write a
snooker sim. Cue games have been
around since the beginning of com-
puter gaming - a few coloured shapes,
some angle-of-deflection algorithms
and away you go. But even with the
advent of 3D graphics none of them
have really had any element of realism.

Until now. The table is viewed from
behind the cue ball so the player can
line up shots as if on a real table. The
view can be rotated through various
axes and zoomed in so the player can
see from virtually every angle con-
ceivable, The ball movement is accu-
rate, without balls stopping for no
reason, or going off at impossible angles.

Two player games are the best, but
four levels of computer opponent are
available for the lone gamer. As the
player progresses more sophisticated
tactics can be incorporated, like posi-
tional play. Swerve, stun, screw and
every type of spin are all possible, and
are vital for snockering opponents, The
end result of [WWS's comprehensive
and realistic approach to recreating
snooker is the most authentic sports
simulation to date,
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KA+GE+*KI
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Price MegaDrive £39.99
Genre Beat-'Em-Up
Publisher Sega

The player is castas a large-headed
hero (who looks like a Thunderbird
puppet on steroids), who must slowly
battle his way through a multi-story
tower block in an attempt to reach the
top. (Why, we don't know.) The lift
being out of order means you have to
go through each level individually, a
task not made easier by the other big-
headed thugs residing there.

For a beat-'em-up Ka-Ge.Ki is dis-
tinctly underpowered. The range of
moves is limited: apart from moving
the player can punch, jab, jump and...
er... that's it. KasGe.Ki leaves a lot to
be desired, the graphics are just plain
ugly, backdrops dull, though sound is
okay but not much else. The easy game-
play is substandard and the game has
no real redeeming features. There are
better games available.
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LOGICAL
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Frice Amiga/Atari/IBM PC £24.99
Genre Puzzie
Publisher Rainbow Arts

Lagical is a bit of a rarity, a thought
provoking fast-action game which is
genuinely as addictive as the blurb
claims, The game is as follows; along
the top of a screen runs a track; along
the track come coloured marbles which
drap down channels into revolving
disks., each disk has four marble slots,
and is connected to other disks by fur-
ther channels.

Your task is rotate the disks (by click-
ing with the right M.B.) and launch
marbles (click lefi) in such a way that
each disk becomes filed with four mar-
bles of the same colour. As always it
sounds too simple but there are vari-
ous complications and additions that
spice up the gameplay, such as a time
limits, colour gates, teleporters and a
various other touches. The graphics
are clear and well defined, and the
sound too is good with some nice tunes
and effects. With gg levels jand a pass-
word system!) this should keep any

puzzler addicted for a fair while.

W

MAGIC POCKETS
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Frice Amiga £25.99

Genre Platform

Publisher Renegade

The Bitmaps much hyped and opin-
ion-splitting latest is a strange old affair.
It looks great, has a simple enough
premise and is regarded by many to
be a piece of class action. To our minds,
however, it just doesn't hang together.

The monsters in Bitmapland or some-
where have stolen the Bitmap Kid's
toys. The Bitmap kid must journey
through four worlds, retrieving his toys
and overcoming a host of new and excit-
ing challenges along the way.

Imagine Mario crossed with Speedball
and that's what you get. Nearly. You
get a peculiar Bitmap version of Mario
cuteness which is actually quite irri-
tating, a sub-standard control interface
which is utterly charmless and leads
to many stick-hurling incidents, and
one of the most unnecessarily over-
complicated score/power-up systems
on the planet.

Ta help the kid in his side-on scrolling
quest around the four worlds, power
ups are available is the correct object
collection procedures are followed.
Having to sit down and work out how
the systern works when the very point
is that these games are instinctive is a
mere trifle compared to the fury instilled
in the player who has to wait for the
pick-up poiats to finish bouncing before
he can collect them, ruining any flu-
idity or fun. Stop, start. Stop start. Stop.

YW T

: HANGHES‘I‘ ER

g,'b,
v

A

Price Amiga £25.99
Genre Sport Game
Publisher Krisalis

With Kick Off 2 currently holding the
football crown, it's a brave company
that launches yet another footy game
on to the market. Mind you, with the
original game selling over a thousand
copies, maybe Krisalis are not taking
such a risk after all. The player can
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SEGA MEGRDER
MEGRADRIVE CONSOLE (P

The BEST choice for all your computer needs
LNE HOUSE, H IGHBRIDGE ESTATE,

OHFORD ROAD, UHKBRIDGE,

MIDDLESEH, UB8 1UL
TELEPHONE (0895) 272911 EHT 275
FAH: 0895 270049

Opening times : Mo 9.00am - 5.00pm

LUE PRI

AL) £110.00 + 2 GAMES

(SCART) £110.00 + 2 GAMES

ENGLISH/JAPANESE

MEGATRAX ..coovvne £ 32.00
ALIEN STORM ..... i— . | 8.

STREET SMART ..iccosinsimnsssnsisssssssmmissnssarnessssannarssasansssssssansrsssransans s £ 31.50
ST SWORD.......ccccnna £ 35.00
KINGS BOUNTY (RPG) ..... £ 38.00
BLOCK OUT.ocivnmnsnniisnsnns PSR R 5 R
PGA TOUR GOLF £ 33.00
JM. FOOTBALL £ 31.50
GOLDEN AXE....oommnresssmsssssisnsassssnanansasss £29.00
JAMES POND...cvvincrninmesssissassssmmsmmnsasss £ 26.50
AERO BLASTERS . £ 3100
ATOMIC ROBO KID £ 19.00
BATTLE GOLFER. £ 2100
BIMINI RUN .oecnsssisssssnsessrmassssssassssessssmmsnnsrssasssss £ 33.00
CYBERBALL .. £ 21.80
DICK TRACEY .. £ 26.00
DYNAMITE DUKE ...oonvinissssmmensmimmmssnnsssssssnsnrmamsssssasssss £ 25.00
ELEMENTAL MASTER ...coconvevnimmmssssasssssssssnninmmnensses £ 26.00
GOLDEN AXE....ccccnens £ 28.85
GHOSTBUSTER...........ooee0 —— £ 21.80
GHOULS 'N' GHOSTS ...concnriissssssssimmsssmssssssssssesisssssssssssnssnisissssanss £ 28.50

R .. 5.1 ]

JOHN MADDENS.....
LAKERS ¥V CELTIC
MICKEY MOUSE .
MOONWALKER...
STRIDER.....cccunnuee

SHADOW DANCER ....... £ 25.00
TIGER HELI ......cocoinnimnnmmmmsimamssianisssmmmmaanmmansssssssssnsssasneses £31.20
WERYTEX .occissiissssusssanmssnssinstsssansessssssnsnissassassrs sensssssissasiss £ 28.00
WORLD CUP K 26.00

SUPER FAMICOM SUPER PRO B'BALL..£ 39.00
(107, 1 : 4 1y E— SIM CITY ....ocnaessassssans £ 47.00
SCART LEAD..... SUPER MARIO LAND £ 45.00
BOMBUZAL..... FINAL FLIGHT ..........£ 42.00
ACTRAISER........... vk 38.00  GRADIUS 3.ccieniinainnas g
PILOT WINGS ......ccue £42.00 ULTRA MAN.

S.D. THE GREAT F-ZERO....c.ce0ra
BATTLE covcoranneerssnsansas £42.00 DANIUS TWINS ...

HOLE IN ONE GOLF £ 44.00

CONUVERTOR £10.00

FANTASIA ....cocoiviiscinsmarsasns
SONIC THE HEDGEHOG
WRESTLE WAR......co0an0 £ 31.50
RAIDEN TRAF ...

MARVEL CARD.. £33.00
CENTURION. £ 38,00
OUT RUN ....cciese £ 33.00

AFTERBURNER 2.
SHADOW DANCER .. .
SUPER MONACO..... £ 34,00
BUSTER DOUGLAS . f— £ 26,00
ARNOLD PALMER ...ccooiiimmmsimmmmsssmmmssssmssssnssnssssmsssnsssse £ 26.00

BASE TEL-TEL ...... vk 26,50
BONANZA BROS... ek 28,00
CRACKDOWN .cerecscassisns ennenees 19,00
DATIUS oo s enneares 26,50
N (RN P S V- £ 19.00
REWAT Siciimisiirs i £ 21.00
FORGOTTEN WORLD......couicimisennss £ 26.50

L. 1) | O S ————————— £ 30.00
GYNOUG £ 28.8B5
HELLFIRE.. £21.95
JOE MONTANNA ccoincssistmmmsssisssssssssssissttssbsssssasisssnisasass saeabin £31.20
MAGICAL HAT . 26.00
MIDNIGHT RESISTANCE. £31.00
RINGSIDE ANGELS. £ 29.00

SUPER AIRWOLF ....
SUPER MONACO GP.

GAMEBOY PRICE LIST

GAMEBOY ....... SR —
ALL JAPANESE CAR’ I'Rll'}f'-l- S o

SUPER MARIOLAND
R-TYPE WORLDS CUP SOCCER  DOUBLE DRAGON

Fl SPIRIT CHOPLIFTER 2
W.W.F WRESTLING CASTLEVANIA 2
HUNT FOR RED BOMBER KING
OCTOBER SEATE OR DIE
DRAGONS LAIR HATRIS
MICKEY MOUSE 2 MEGA MAN

GARGOYLE QUEST
FORTRESS OF FEAR
MICKEY'S
DANGEROUS CHASE

GAME GEAR......cccovanaee T S I

D PLAVER LAY . os cosorassorissssasisssnsiisssssmsrassmssisssiasnasassonsmnonessaiisans veeresnnE15.00 HAVE BEEN UNABLE TO
WIDE GEAR (MAGNIFYING GLASS)......ccousunasn AT crennasenss X1 5.00 CONTACT US DUE TO
ALL GAMES GEAR TITLES (see below).....cocueveus PP D, sl S ety PROBLEMS WITH THE

DRAGON CRYSTAL HALLEY'S WAR MICKEY MOUSE DUR PREDIOUS ADUERTS.
SUPER GOLF OUT RUN SUPER

R - THESE HAVE BEEN RESOLUDED
SQUEEK DEVILISH MONACO NG T ROPE AT WE
NAMCOT BASEBALL GRIFFIN PUZZLE MAZE b R i
MAPEY HEADBUSTER PGYTIC WORLS HA INCONUIEN ou
FANTASY ZONE POP BREAKER TOO MUCH.

RASTAN PENGO COLUMNS

APOLOGIES
T0O ANY READERS WHO

PHONELINES PRINTED IN
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compete in either the UEFA Cup,
European Cup or the Cup Winner's
Cup. Before a match the player can
adjust formation, tactics and compo-
sition which due to user-friendliness
is a pretty painless process. However
impatient gamers will be pleased to
know that this can all be skipped.

The game is displayed in pseudo-3D
which allows for some decent player
animation and graphic frills. As is tra-
ditional the player nearest the ball has
control, and there's a huge variety of
moves available including sliding tack-
les, variable power shots, aftertouch,
chips to the side, as well as volleys,
headers, etc. One minor gripe is the
fact that it's difficult to see where the
ball is going to land due to view point.
MU Europe isn't Kick Off 3 but itis a
good footy game for those looking for
something different.

W

MARTIAN DREAMS

Price IBM PC £36.99

Genre RPG

Publisher Origin/Mindscape
Imagine all the 1gth Century charac-
ters that you'd most like to meet, plunk
them all in an experimental spaceship,
and then - for added SF interest - blast
them to Mars. The result a mesmerising
blend of The Forbidden Planet and
Murder On The Orient Express with
a small cast of celebrity oddballs won-
dering around Mars.

The player's objective is to rescue
these worthies from the Red Planet.
Along with companions Sigmund
Freud, Dr Blood, and Nikola Tesla, the
player must get back to Earth (not easy
with a strange and hostile planet),
which entails making sense of the
extinct Martians' techno-culture and
discovering why they died out... Or did
they?

The Martian Dreams game interface
is superb - the game is entirely mouse
controlled, although keyboard com-
mands can be used for shortcuts. The
game is instantly playable thanks to
some forethought by the programmers,
because the game provides the player
with enough clues to get off to a quick
start. The character interaction system
works very well giving the player the
ability to have some quite lengthy con-
versations. Some really impressive
graphics combined with excellent game-
play and involving scenario result in
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one of the better RPG games in recent
years

RARXGAGAG%e

MARVEL LAND

Price Megadrive £34.99 import
Genre Platform

Fublisher Namco

There’s nothing wrong with cutesy or
simplistic graphics - what we at ACE
object to is the downright badly-drawn
variety as sported in Namco's latest
console effort. But the old dictum of
never judging a book by its cover is
proved right by playing the game,
whereupon it becomes apparent that
despite the visuals, which look like
they've been produced by a pre-school
child armed with a blunt crayon, Marvel
Land isn't bad at all. It's a rather obvi-
ous Mario clone, and while it's not a
patch on Nintendo's classic (but then
what is?) it’s certainly one of the bet-
ter attempts. The Japanese dialogue
which appears in some of the sub-
games takes a bit of fathoming out,
but that's the standard price paid for
playing imperted games, and in this
case at least it doesn't affect the fun
too much. Many Megadrive owners
may be offended even at the prospect
of buying a game that looks this bad
for their beloved technical wonder, but
those who want value for their maney
will find this to be a better bet than the
flashy-looking dirge that forms a large
part of the Megadrive’s software base.
Recommended.

FORW W

MAUPITI ISLAND

Price Atari ST/Amiga £25.99
Genre Adventure
Publisher Lankhor

The latest in a line of adventures star-
ring fictional gallic detective Jerome
Lange, Maupiti Island is 3 murder rmys-
tery-type affair in the same vein as
Delphine's excellent Cruise For A
Corpse. This effort, however, lacks
much of that game's imagination and
sparkle, and though there’s a very com-
plex storyline, packed with clues and
suspects, and all set on a remote
Caribbean paradise, there seems to be

little to really see or do, and as such
there's an uncomfortable claustro-
phobic atmasphere. Given the poten-
tial offered by the plot and its tropical
setting, Maupiti Island could have been
a lot better and more interesting than
it actually is, and the over-use of impres-
sive samples and poor CLI speech
serves only to put the player off. The
game's presented well, with an effec-
tive menu-driven parser and lots of
neat touches, but given the somewhat
unreasonable way in which the player
is asked to find clues (it's more often
down to finding a pixel hidden some-
where in a cluttered screen than using
ary real deductive reasoning), it's unlike-
Iy that anybody will find much to enjoy
here. Cruise is a much better bet for
any would-be Maigrets out there. Great
music though.
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MEGA LO MANIA
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Price Amiga £24.99
Genre Arcade Strategy
Publisher Mirrorsoft

Releazed amid a bunch of God-sims
that are still coming thick and fast,
Mirrorsoft's offering has fared better
than most, steering sufficiently clear
of the Big Daddy Populous while not
being afraid to borrow little bits here
and there where appropriate.

Set in an alternate universe, Mega lo
Mania is all about the quest for power,
Power over a set of worlds, each made
up from a suite of islands, to be pre-
cise, New worlds are formed and intel-
ligent life is placed upon them, upon
which interstellar freeloaders descend
and try to seize the reigns of power for
themselves.

The conflict arises, needless to say,
when more than one freeloader takes
a shine to a particular island. Since
each area can only have one ruler, a
campaign of imperialism begins, with
each player trying to use the forces at
his disposal to overthrow the others.

Each island exists within its own time
period, and the rate of development,
intelligence and so on of its inhabi-
tants is governed accordingly. Players
quick to invest time in invention and
the refining of natural elements, rather
than simply running around hitting
the others with sticks are more likely
to succeed.

WV
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Price Amiga/Atari ST £25.99
Genre Arcade Blast

Publisher US Gold

While on a peace mission to central
Africa, the President of the United
States has been kidnapped by a noto-
rious band of heavily-armed rebels.
For to diplomatic reasons his recovery
has to be covert with a maximum of
two operatives - the player and a friend.
The game is a conversion of the
CapCom's arcade shoot-'em-up and
retains the eight-way scrolling (albeit
a bit jerkily, especially on the ST). By
virtue of two blank areas on either side
of the screen the play area has been
reduced to a strip down the middle of
the screen. In one-player mode this is
fine, but in two-player mode things
gets very crowded.

The action quotient is of a very high
level, with loadsa soldiers to mow down
and tanks to blow up. Also nice is the
ability to blast away huge chunks of
the scenery with some booming explo-
sions. If you like your action fast and
frantic then this is probably for you,
but if you're usually going to be play-
ing two player then Core Design's
Warzone is probably a better bet.

TR

MICROPROSE GOLF

Price Atari ST £34.99
Publisher MicroProse

The unmistakable Microprose style
comes to visit the golfing genre (we
wonder why) with a reasonable amount
of success. It's all extremely compe-
tent stuff but...

Striking a happy medium between
an arcade-orientated approach of such
winners as Links and Leaderboard and
their own number-friendly abilities,
Microprose can offer the player the
chance to fiddle around with every
aspect of the game, from the size of
his club right down to the positioning
of his feet or how high the tee is,

Birds-eye maps of the current hole
give the player a rough estimate as to
what he's about, with the computerised
caddy suggesting the best club for the
shot. From here, the bitmapped graph-
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ics give way to workmanlike polygon
landscapes and the familiar strength
vs accuracy-o-meter hitting routines.

The struck ball is then followed down
the course in jerky 3D until it lands
and the whole business can start again.

All bases are covered and the pre-
sentation for the most part is top-hole
{ho hoj, but the big rewards are reserved
for players willing to put in enough
hours to perfect their golfing ability
rather than instant-gratification fiends.

W

NBA ALL-STAR
CHALLENGE

Price GameBoy £29.99
Genre Sport Simulation
Publisher LIN

Yet another Gameboy one-on-one bas-
ketball game. This succeeds over In
Your Face by virtue of keeping all the
action on one static screen and thus
avoiding the terrible blurring of Jaleco's
offering. In addition, there are five sub-
games to take part in, none of which
are particularly different to ‘normal’
basketball but they at least at some vari-
ety. NBA requires far more skill to play
than IYF because of the more complex
meoves which, although making it hard-

" er to learn, at least makes the game

more skill based and thus more reward-
ing in the long run. It's hardly Tetris,
but a worthwhile purchase nonethe-
less

Yrirdede

PREHISTORIK

© 4O

Price Atarl ST/Amiga/IBM PC
£19.99

Genre Platform

Publisher Int.
Yet another game that persists in spread-
ing the myth that the cavemen existed
at the same time as the dinosaurs. This
one puts the player in the role of Rik,
a hairy hunter with a bottomless pit of
a stomach. Rik has to guided around
his flick-scrolling antediluvian world
in the search for food. Rik’s comestibles
come in either passive (pre-killed and
pre-cooked and just ready to be eaten)
or active (dinosaurs that have to be
whacked over the head before they can

be consumed) form. It’s this latter food
class, along with the pits and spikes
that have to be jumped, that provide
the game’s main obstacles. At the end
of each level, assuming Rik's eaten
enough, there's a boxing match against
a giant dino before progress onto the
next level can occur.

Prehistorik has little to recommend
it in any department. The sprites are
is decidedly 8-bit and sound merely
perfunctory. And considering that so
little is moving on the many dull-to-
get-through screens, the action is slow.
The pixel-perfect nature of much of
the jumping doesn't help things either.
Avoid,

W

ROBIN HOOD
N

Price 1BM PC £30.99

Genre Arcade Strategy

Publisher Millenium

Mercilessly coat-tailing the publicity of
the recent batch of Lincoln green
movies, Millenium's completely un-
licensed version of the tale is surpris-
ingly entertaining.

Presented in Populous style, the game
sticks to the classic storyline of Robin
of Locksley being booted out of his
lands by the evil Sherrif of Nottingham,
deserted by his people and left to fend
for himself.

The player, taking the title role of
course, must assernble a band of merry
men and set about doing away with the
nasty old sheriff ence and for all. An
equally important goal for the player
is to convince all the peasants and other
inhabitants of the forest and its envi-
rons that Rob isn't the murdering thiev-
ing blaggard that the Sherrif has
described to them but is a lovely kind
hearted soul.

Aside from combat and object-seek-
ing, there's a refreshing amount of gen-
uinely funny dialogue in the game too,
with the characters camping up their
roles to the best of their ability.

It's an extremely enjoyable and inno-
vative arcade adventure cum strategy
cum role playing game who's worst
failing could be that the plot is so famil-
iar the player is compelled to play
through to the very end as soon as he
physically can, thus diminishing the
appeal of return visits.
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THE
GUNFIGHTER
CASH PRIZES

(b342) 317998

* CREDIT CARD HOTLINE *

Dpen 24 hours 7 daysiweek
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Accountant Plus (Am: ) 209.95
Accowntant Phus (P.C.) 47995

We promise to match any
price advertised in this

: Book-keeper (P.CJAL) 95,95
""f-g'“z"""!"“ '.'”“’ the Paradox V3.0 (P.C.) 574.95
price and we will meet it. Superbase Personal (P.C) 4595

Suprrbase Personal I (Ar) §595
Ward-perfect (AmSAL) J68.95

We are simply the best
for price and service.

LLETHITRTE

Amiga (Cartoon Classics) 395
Atar 5T 520 (Twrba pack) 32995
Atari 140 STE (Fam. Cwrr.) 18495
Commodore COT.V 579.95
Exterial 15" Disk dripes 7495
0.5 Meg. wpgraie ... Aniga 3549
0.5 Meg, upgrade ... Atari 4495

e —————— -1

CONSOLES <

-

Super Famicon (with  Lynx
two games)  289.95
- Games @ 37.99 -

Big Run { Bamiboozal | F-Zero
Gradius 3/ Hole tn One Golf
Pilat Wings | Super Mario World

- Games @ 39.99 -

Actraisers | Augusta Golf [ Dasius
Turin { Popiiliis [ Sim Citw | Super
R-Type | Super Prof. Baseball

64.95
- Games @ 22.49 -

Biluz Lighiwing | Gates Of

Zendocon [ Ms Pacwman | Rygar

Rampage | Robosguash

Shanghai | Stime-scorld

- Games @ 23.99 -

Blockout | Gauntiet 3/ Nimfa
Gaiden [ Scrapyard Dag | Sfun
Runner Warbirds | Xybots

~-Games @ 25.99-
,Megadrfzrg 144.95  Links | NF.L Foothall | Viking

& ques @_ 25,}9 . Cheild | Viadicators

Benarnzd Bros, | Golden Ase
Might & Magic | Moowaalker
Pacmanin | Somic The Hedgehog
Spiderman | Turrican

- Games @ 27.49 -
ArrowfTash | Basketball B
Diouglis Boxing | Midwight
Resistance | Mickey Mouse
Fawntasia { Onslaught | Street
Smart | Super Real Basketball

Gamegear 87.49
- Games @ 1849 -

Columns | Dragon Crystal /
Golden Aze | Mickey Mouse /
Payclric Warld | Super Mouaco

~Games @ 20.49 -

Chase HAQ. ! G-Loc | Halley Wars
Magical Guy / Pengo | Wonderboy

Gameboy 65.49
- Games @ 16,99 -

Alleyway | Golf | Kuivk | Radar
Mission | Revenge Of The Gator !
Side Pocke! [ Super Mario Lond

- Games @ 18.99 -
Buslrlle Bobbie / Choplifter 2/
Dirys Of Thuender ! Duck=tales !
Gremling 2 { Hatris | Hunt For
Red October / Pacean | R-Type {
Scrabbile ! Warld Cup

We also sell Nintendo
Entertainment Systems,
Neo-Geos, P.C.Engines,
and many computer and
console accessories to
order.Please feel free to
phone with your enguiry.
..... You won't buy better !

Alew are nol

The Advertising Standards Authority nol only
monitors over 850 advertisemenls every month, L ensures
compliance with the rules in the stricl Gode of Advertising
Practice

S0 when you guestion an advertiser, Lhey have Lo
answer (o us

Tu Nind oul mare about the role of the
ASA, please wrile Lo the address below,

Advertising Standards Authorily
Department X, Brook House, Torringlon
Place, London WCIE THN

IF AN ADVERT
IS IN PRINT. IS
IT PROPER?

Must advertisemenis ame perlectly proper

ASA

This space is donatedin the
Interests of high standards

Im gdverilsemenls,

—



R-TYPE 2

£.D

Price Amiga/Atari ST £26.99
Genre Arcade Blast
Publisher Activision

R-Type was the forerunner to many of
today's shoot-'em-ups, and introduced
many of the features that players now
take for granted in a half-decent blaster,
such as power ups and end-of-level
meanies. Rather than come up with a
new idea for its sequel coin-op, Irem
chose to keep to the much the same
formula, wheih is not a bad thing when
you consider it.

There are six horizontally-scrolling
levels, each with its own style of graph-
ics, all of which are excellent (although
ST owners may be a bit peeved by the
ropey scrolling). The music is suitably
spacey, and polishes off the game. Being
very similar to the original, one won-
ders whether buyers of that will want
to fork out £25 for what amounts to a
jumped-up data disc of new levels.
However, newcomers to the R-Type
legend are in for a treat.
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SECRET OF
MONKEY ISLAND

Price Amiga/Atarl/PC
£25.99/£29.99

Genre Advemnture

Publisher Lucasfilm/US Gold

Monkey Island is the latest in
Lucasfilm’s celebrated series of ‘ani-
mated graphic adventures’, The play-
er is Guy Threepwood, a young man
intent on becoming a pirate. To do
so he must complete three mini-quests
during which the player slowly becomes
involved in more and more hazardous
interaction with characters both beau-
tiful, evil and absurd. The game also
contains several sub-plots which serve
to make the game more enjoyable,
which range from simple treasure
quests to a massive objective involving
a Grand Pirate from Hell.

The graphics are pretty impressive,
using a variety of ‘camera angles’, such
as close ups when conversing with
characters and long shots of the land-
scape when Guy travels from place to
place. The music adds a lot to the game
and provides real atmosphere in some

128 4/6CE

scenes - the Tavern owes almost all of
its potency to the accompanying sound-
track. Monkey Island is easy to play
due to good use of the mouse and sin-
gle key commands, and along with the
presentation combine to make this an
excellent game which deserves its place
on the software shelf of any adventur-

Sedrfrers
SHINOBI

Price GameGear £29.99

Genre Beat-'"Em-Up

Publisher Sega

Shinobi is bick! Unfortunately he's
lost the canine companion of his pre-
vious adventure and must traverse all
four levels alone in an attempt to res-
cue his kidnapped buddies. The action
is divided into two distinct styles: kick-
ing in baddies and jumping platforms
across a horizontally-scrolling land-
scape and, for added variety, kicking
in baddies and jumping platforms
across an eight-way scrolling land-
scape! The action gets a bit repetitive,
and Shinobi himself is pretty poorly
equipped for some of the tougher bad-
dies around, An essential purchase -
but for Shinobi fans only.

WWW

THE SIMPSONS

Price Amiga £25.99
Genre Platform
Publisher Ocean

This conversion of the TV-show and
marketing phenomenon which is real-
ly really funny honestly no really it's
great because they're funny little car-
toon characters who behave like real
adults oh it's so hysterical oh ho ho
really hasn't actually fared too well at
the hands of Ocean.

From the coding pen of Arc
Developments, this version of the NES
game released by Acclaim has lost even
the charm of the cartoon and on top
of all that, it isn't a particularly good
game either.

Space mutants have landed in the
sleepy American town of Springfield
and are planning to build a weapon
which will help them take over the
entire planet.

The player, taking the role of Bart
must travel around Springfield.
Basically, Bart must destroy or deface
all the every day elements in Springfield
which the Mutants are using to con-
struct their space weapon.

Ocean’s attempt to create something
a bit more depthy than a straightfor-
ward arcade game is commendable,
but the result is frustrating because
the sloppy elements of game design
just make it too difficult to play.

It's too easy for Bart to die through
no real fault of the player, and the con-
trol method is ineffective. Shame.

WIWW

Price Amiga, ST £19.99

Genre Sports Arcade

Publisher Palace

The French can always be relied upon
when it comes to producing novel, if
not particularly playable games - and
Sliders is no exception. 1t's sort of a
weird cross between Speedball and
Marble Madness, where two player-
controlled spheres fight it out over a
series of isomnetric arenas with the objec-
tive of hitting the opponent’s goal zone
with a tiny ball.

In theory it's a great idea, but some-
where along the line the basic premise
has been lost, swamped under a sea of
unpleasant control modes and the over-
use of supposedly game-enhancing
features such as trampolines, attrac-
tors and magnetic tiles.

The result is sometimes fun, but for
the most part annoying, and even a
whole screen full of game options and
adjusters can't do much to alleviate the
frustration.

The real shame is that sometimes -
but only very briefly - it's attually a lot
of fun, and it's during those moments
the player realises how good the game
could have been if the designers hadn't
got carried away with all the extras.

It's very fast, very slick - but ultimately
unrewarding, no matter how much
prowess and determination the play-
er may possess.

It's a weird one, because even in two-
player mode, it leaves the player with
a "so-what" sort of feeling which
inspires nothing more than disk
removal and in the drawer scenarios.

VW

SNEAKY SNAKES

Publisher Rare

From the people who used to churn
out those Knightlore games (remem-
ber them) comes Sneaky Snakes, an
exercise in excellent control and litde
depth. A female snake has been kid-
napped by the Nasty Nibbler and the
player taking the role of either Genghis
or Atilla must explore the Nibblers haz-
ard-laden landscape eating enough
food to make them big enough to acti-
vate floor switches which open doors
through to the later levels.

It may not sound quite as much fun
as boiling one’s head but actually it's
not that bad. Apart from the wonky
idea of the whole thing, the playing of
the game is pretty good. Control over
the snake is excellent and all inertia-
driven. Food is obtained by bouncing
on little plates which lie all over the
floor or waiting around by plants which
spew out balloons.

The weight of the snake is denoted
by its length. Unfortunately, once he’s
long enough to activate the switch to
go through to the next level, he's also
long enough to be more easily hit and
hurt by the nasty things in the land-
scape. Although the game never quite
matches up to the quality of the con-
trol method, there's probably just
enough stupid novelty value here to
justify a purchase.

YONW

SONIC THE
HEDGEHOG

Frice MegaDrive £34.99

Genre Platform

Publisher Sega

Sonic is on a mission to rescue his
fluffy chums from the clutches of evil
Doctor Eggman, Perils and platforms
are the order of the day, but the empha-
sis is has been placed firmly on vari-
ety too, with plenty of shades of Rick
Dangerous and Strider to spot along
the way.

Our prickly hero can rid himself of
nasties by either jumping on their
heads, or rolling up into a ball and spin-
ning at supersonic speed to knock them

4_—




THE VIDEO GAME SPECIALISTS
FOR OVER 12 YEARS

CHESS Based upon the most powertul chess playing technology from the laboratories of
Fidelity Electronics ~ the premier manufacturers of dedicated chess computars and the
developers of the only USCF Certified Master Rated (2325) Program. This I5 the most powerfu
Cchess game avatlabie!

Gll Meutrakize QIX and its mutant offspring SPARX by claiming their territory before they frag
you. Hundreds of levels of increasing intensity will shatter your nerves while stunning sound
effects and a variety of patterns wili rattle your brain. A practice mode sharpens your dexterity

STEREO SPEAKER SYSTEM N

SUITABLE FOR DIRECT CONNECTION TO - @ High efficiancy 3" micro stereo speakars

ATARI LYNX % NINTENDO GAMEBOY % SEGA Built in power booster {4 ¢ size batterias not Included)
GENESIS, MEGADRIVE, GAME GEAR Active or passive system, works with or without

% NEC GT HAND HELD AND PC HAND batteries

HELD % PERSONAL STEREOQS % COMPACT Individual volume controls

DISC PLAYERS % NEO-GEQ % ETC AND ANY DC 6 volt input jack

OTHER ITEM WITH 3.5mm SQCKET 3.5mm stereo plug to fit personal stereos and
COMPLETE WITH PLUGS AND LEADS. compact disc players »

Europe’s largest stock of consoles SPECIAL OFFERS

and games for - ‘ﬁﬂ DELUXE JOYSTICK WITH RAPID FIRE, LED
INDICATORS ETC USUALLY £24.99
SEUA-MeGH DRIVE 8 Master System & Game Gear £9.99
ONLY "

CH ) AR o e

-'t GAMEBOY } SUPER FAMICON (%@ [REETES O Cartriq.ge and Console clganlngl systam - stops games from
PC SUPER GRAFX MASTER crashing - protects cartridge pins, was £9.99 NOW £4.99

-LYNX:# 2600 % 7800 Hand held inGsEtdoc?k ABOVE OFFERS WITH ANY OTHER PURCHASE OVER £2.00 AND

pemember = 15 % getegamest!| oy WITH THIS ADVERT ONLY
ga ame For games list send S.A.E. stating which console to our Head Office
HEAD OFFICE AND MAIL ORDER - WIGSTON, LEICESTER LE8 1TE
Telephone (0533) 880445/889989 TELEGAMES )

SHOPS AND HAYMARKET CENTRE KILBY BRIDGE (A50) RIVERGATE CENTRE
SUPERSTORES AT - WIGSTON, LEICESTER WIGSTON, LEICESTER PETERBOROUGH

WV AR TFTITIONEFE. T . T I>.

Wembley Computer Centre, 542 High Road,. We Middx. HAD 21\1\ w branch o 325 FARE Rd W2 1BN
HARDWARE & SOFTWARE ITLINE D8 B800-0

L I
h.',l.('JN"I"I! OVER ";(Jnl"h T LS AVAILABLE

bacag 799
o5 11 18, 05
GAME B0Y GAMES
Al lnllhlﬁl-l ong sel ol 4 hﬂll- !I'l_
|'| F CuporSar .

* COMPILATIONS ~
WHEELS OF FIRE
Hee Driven. Chase HO, Turba Cutrur

Altar Burmer

8
Dick Tracy ST & Amiga £20.50

TNT
Hard ll..mr Tainl

ﬂiﬂiﬁt‘liﬁl

Doubie Deagan, Shinobl, Nirjs Warrioe 2

Eswat
Ghouls & Ghosts
i

x,lnls APE &

i.mpf‘a k

Advarture of Ly
Bad Duckes
dubile Bobble

1oi mcra Bllat

LK - SEBA

Batrnan 189 Eaga Masipr

Castavania 24+ Leag SO0 Sage Mash Pl ey
Bk -',_,,(_ it ] E.q:'::1 Masles 11 Mecroprerse Soccer, Foaliall Manager,
Dicaitie Ciragon 2 BS54 SEGA GAMES Binogwych & Lomibard Rally
Fasamaodi 1158 Hang (v £20.50

Cheques & Postal orders payable to WAXRIDE LTD. GBame postage free. Under £25.00 please add £1,50 for pesiage. Consoles £2.00 Hardware £10.00, All prices include VAT goads despatched on day of order.
Visit our new branch WAX COMPUTERS 325 EDGWARE ROAD W2 18M. Call us now for more details, Come and visit sur showrooms open 9 « 30 to 6 pm Mpnday to Saturday
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out of his way. The most important
objects in Sonic's world are gold rings.
These act as a safety buffer for contact
with the meanies - one touch causes
all Senic's coins to spray out, while
contact without any coins results in
the loss of one of Sonic's three lives.
These can be traded for a life once a
hundred have been collected.

Spread around each of the HUGE
levels are a myriad of useful objects
that deliver some temporary bonuses
such as invulnerability and speed-shoes.

The impressive graphics are by far
the best yet seen on the Megadrive,
being smooth, colourful and move at
speeds that leave you slack-jawed. Along
with the sonics (Oh per-leese!) and
playability to match, this is a game
that'll keep you playing until those early
hours. If there's one MegaDrive game
vou buy this year then this is should
be it.

PEQAG X QX QA1

SUPER
PROFESSIONAL
BASEBALL
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Price Super Famicom £54.99 Import

Genre Sport Simulation
Publisher Jaleco

The Great American Sport makes it
onto the Famicom with a certain am-
ount of style. A game for one or two
players, it's viewed in two very differ-
ent ways. When the ball is pitched, the
players view the action in close-up from
just behind the pitcher. The pitching
player can adjust the power and angle
of his pitch using the joypad. The bat-
ting player then has to strike the ball
by doing similar. As the ball sails into
the air the view cuts to a scrolling park
view,

Using the radar in the corner of the
screen the pitching player has to guide
one of his outfield to catch the ball,
while the batting player has to decide
whether to risk pushing his men round
the bases one more time. Er... just like
the real thing, actually.

As a simulation, Baseball is fine, The
graphics are a bit rainy at times, but
the all-important gameplay is marvel-
lous - almost relaxing at times. Although
a rather simple game, with the asso-
ciated risk of early boredom (and at
nearly sixty quid for the cartridge that's
a fairly big risk), Baseball is entertain-
ing enough to be worth consideration.

WWOWW
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SUPER R-TYPE

£

Price Super Famicom £50 Import
Genre Arcade Blaster

Publisher lrem

Apart from Gradius 111, shoot-"ern-ups
on the Famicom are a little thin on the
ground, so Super R-Type comes as a
real treat. Basically it's R-Type 2 with
some shiny brass knobs on. Irem has
added a couple of new worlds - the
first one has you blasting through a
space minefield - but it's still the game
we all know and love. With impressive
aesthetics and matching sound, it's the
game Famicom owners have been wait-
ing for.

TV Yo yY

TAIL GATOR

Publisher Natsume

Slot Tail Gator into your Gameboy and
you'd be forgiven for thinking you'd
accidentally picked up a Game and
Watch on the way out of the house
instead. This Manic Miner rip off fea-
tures an alligator trudging through a
bunch of levels of the Maberry king-
dom, trying to dispatch the monsters
who have invaded.

Charly (the alligator) must flick away
the monsters using his tail. Chests
occasionally yield bonuses or smart
bombs which will dlear the entire screen
of bad guys. But we all know the sort
of chest that Charly is really interest-
ed in. Yes! The chests with the key
which will lead him off the level.

Control over the alligator is bad
enough. He waddles along (I'm per-
fectly aware that alligators can't move
that swiftly on their hind legs) at the
most ridiculous sloth-like rate.

We've really moved on from games
where the entire objective is to get off
the current screen by collecting a key,
or at least everyone except Natsume
have. For the merest instant of a sec-
ond of a moment, Tail Gator looks as
if it could be one of those simple-yet-
addictive games which look rubbish
buy play like a dream. But it isn't. So
don't be fooled,

THUNDERHAWK

AY
A

Price Amiga £30.99
Genre Simulation
Publisher Core Design

Most flight sims require a good deal
of practice before any reward can be
garnered from them. All those key-
board controls and miscellaneous air-
craft functions do quite a lot to put off
anyone looking for a quick blast. Core
Design have seen this gap in the mar-
ket, and more than adequately filled it
with Thunderhawk. All control is via
the mouse, which makes everything,
from weapon selection to helicopter
control to target tracking, quick and
easy. It's a welcome change from the
usual memory test of clicks and non-
clicks

The game itself is broken up into a
series of campaigns, each preceded by
a graphic briefing sequence indicating
targets and terrain type. Before taking
to the sky the player must select the
appropriate armament for the
Thunderhawk, although there's a
default option if this seems too much
of a chore.

What makes the game a treat is the
handling of the helicopter. The con-
trols make flying intuitive, letting the
player get on with the mission rather
than battling to stay airborne. Graphics
are pretty smooth and move at a fair
pace, although there isn't much back-
ground scenery. If you've never been
tempted to try a flight sim then per-
haps this is the game to change your
attitude.

WO I

UTOPIA
A

Price Amiga £29.99
Genre Arcade Strategy
Publisher Gremiin

The quality of life on earth, let’s face
it, sucks. And the world is screwed up
so bad that nothing anyene can do can
save it. We need to start again.

This is the premise of Utopia, anoth-
er Populous/Powermonger style affair.
Except this time the aim, rather than
simply ruling a world or conquering
it is to construct and run it and to make
all its inhabitants feel really good! The
aim is to elevate the quality of life to

100% - Utopia.

It's not difficult to grasp the aims and
controls of the game. And it quickly
becomes apparent that there are lots
of problems thrown up by the idea of
making everyone happy. For a start, if
you spend all the money on hospitals,
food production and month-long sports
festivals, your populace will be con-
tent, but without any credible defence
when the inevitable computer-con-
trolled alien attack occurs.

Beginning from just a few key build-
ings, it's up to the player to construct
the colony using icon-driven actions
while inspecting the world in isomet-
ric 3D. There are almest no rules in
this society, You can run things virtu-
ally any way you want, investing
resources and time in whateever you
like.The only factor that is missing is
the option to try and run things as a
dictatorship regime and make a cer-
tain part of the population very happy
into the dirt. Still, that's not on, is it?

W I

WARDNER SPECIAL

£

Price Megadrive £39.99 import
Genre Platform
Publisher Visco
There seems to be a trend in current
Megadrive games (Sonic excepted) to
wrap superb and addictive gameplay
in hideously primitive graphics.
Wardner Special is one of this happy
band, °

Plot-wise it's the usual rescue the
girly from the evil baddy by jumpin’
and fumpin' through umpteen baddy-
infested levels of platforms and lad-
ders, but it has several gameplay
features that lift it out of the mire.

For a start, the amount of variety is
incredible. Every step of the way seems
to reveal some new obstacle or feature
to overcome - spinning blades, light-
ning-lobbing clouds, climbable vines
- which help sustain interest no end.
Control over the hero is superb, allow-
ing lots of Mario-esque mid-air
manoeuvres, Probably the only major
fault - apart from the terribly Master
System-ish graphics - is the way the
game sends the player quite a way back
when he dies. Very annoying. However,
this is the only real criticism of an oth-
erwise greal game.

WROWW




WARZONE

£ D

Price Amiga/Atari ST £20.99
Genre Shoot-'Em-Up
Publisher Core Design
Once again a powerful terrorist organ-
isation has invaded countries around
the world, and as fate would have it
only the player (and maybe a friend)
have survived. A shoot-'em-up set firm-
ly in the classic mould of Tkari Warriors,
the screen scrolls downwards while all
manner of enemy forces pour on-screen
ini their feeble attempt to stop the play-
er.
The main oppenents are troops with
" rifles and are basically cannon fodder
to-any half-decent hero. Scattered along
the way are various other baddies armed
with indirect grenade launchers allow-
ing them to fire over walls. The obli-
. gatory end-of-level meanies include
tanks, subs, helicopters, etc, etc
Despite some new touches Warzone
is basically a gos Tkari Warriors, which
is not necessarily a bad thing. The
graphics and sound are nothing bril-
liant, but good nonetheless. Where it
really succeeds is on the gameplay front
- it's an addictive and fun blast, espe-
cially for two players.

PXOA K X

WILD WHEELS
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Price Atari ST/Amiga £25.53
Genre Sports Arcade
Publisher Ocean

Another bizarre hybnd game. this ime
crossing Pole Position with Kick Off
to produce a bizarre - but oddly playable
- car-based future sport where vehicles
take the place of humans in a cus-
tomised five-a-side foothall game played
in a giant stadium.

At first glance it looks nothing spe-
cial, with miniature cars beep-beeping
their way around an unconvincing 3D
pitch, but playing the thing reveals it
to be more fun than outward appear-
ances would suggest. It's not Kick Off
by any means, but the simplistic game-
play works well enough, and the vari-
ety of neat touches, such as different
models of vehicles, weaponry and bonus

tiles all help to raise the interest level.

The only problem is the lastability,
which is likely to be seriously short-
lived once the few skills have been mas-
tered - the program doesn't throw up
anything in the way of new challenges
to hold the player's attentions.

Ocean should be commended for
making a conscious effort to produce
something else other than the usual
regurgitated claptrap where only the
graphics and the licence changes from
game to game, and though it bodes
well for the future, Wild Wheels only
half-hits its mark. Promising and orig-
inal, but unfortunately limited.

W

WING COMMANDER i
A
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Price IBM PC £34.99
Genre Arcade Blast
Fublisher Origin

No matter what else you might say
about the Wing Commander games,
they look darned good. The trouble is,
there isn't really much else to say about
them. Well, perhaps that's a little harsh
but here in the sequel to the much
talked-about and little-played original,
it's a case of more of the same.

Interstellar war with the Kilrathi con-
tinues, and in the most recent Kilrathi
victory, the Confederation flagship
Tiger's Claw has been destroyed by
invisible Kilrathi stealth fighters. As
the sole survivor of the assault, the play-
er must first convince his federation
comrades that the attack did genuine-
ly take place and then lead a federation
force to track them down and destroy
them.

The missions available for the play-
er to try are wide ranging and change
in style in accordance with the devel-
opment of the plot. At the outset, when
things are pretty quiet, the player's
orders are simply to patrol, which leads
in turn to sporadic fights with Kilrathi
craft,

Graphically excellent although par-
ticularly processor heavy, Wing
Commander 11 certainly isn't a bril-
liant game. It's a worthy sequel to its
predecessor but is the sort of title where
that trite old phrase about trying before
buying is one hundred percent appro-
priate.

WWOW

COMPUCADE
96 St Mary Street,
Southampton. SO1 1PB
(0703) 330257

OPEN 10am - 10£m
NEW & AS NEW AMIGA & ST GAMES &

UTILITIES

Warkls AEWA o i isivaiis 12.50
Death Knights of Krynn .........c......... 15.50
Battle Chess 2............ BREOR L 13.00
Midwinter 2........... e AR 17.50
Renegade Legion Interceptor ........... 18.00
F15 Sirke Eaghe . cisdo i
Prehistorik ............. T R 13.00
Waterlo0 ... oessssssssiiissivions R 5.00
Cybercon 3.......... I B cira T 15.00
GUNDOAL s v misnsoemos s ivids bt 13.00
All prices include VAT & delivery.
Please phone for our full list. Limited
quantities so order quickly
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You all know what a ball-busting corker of a sophisticated read the next issue of ACE will

be, and yet, there are still niggling doubts. And we understand that. We understand that it
might be a bit rainy or there might be something good on the telly on the morning you'd
previously decided to go and collect your issue.

But it’s all a bit dodgy, what with ACE zipping out of the newsagent like there's no
tomorrow. The day you go down there, you may well find they’re all gone. And that would
be bad.

So, in a caring, sharing, flare-wearing way, we're pleased to present our solution to

your problem. A revolutionary concept in publishing. See what you think.

Dear Mr Newsagent,

r
i

, |

| 1

]' Lazy and forgetful fool that | am, | cannot be trusted to make my way into your store on the :

'I day that ACE is published (ie; the 8th of each month). :

} As a result, 1 live in constant fear of missing one of the issues - especially next month’s which | 1’ ‘
: understand will be especially excellent, what with its free supplement and all that. : .
| The solution? Please, Mr N. Agent, reserve me a copy of the next issue of ACE magazine when f '
i it next comes into your shop. i; |
1 Oh, actually, now you mention it, if you could deliver it to my house, it'd be doubly good. (Delete 1! I
[

| as appropriate) ;l 1
| +

: Yours sincerely lr

i |
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make him jump over gaps or shoot a1
the weirdo aliens. However, in a umigue
twist, the towers used to rotate to fol-
low Pogo's movement. Quite 2 graph-
ical achievement on the Speccy! Now
Nebulus has come to the GameBoy
under the title Castelian. And while
the name may have changed the game
certainly hasn't. It still looks stuneng
and plays well but has a difficufty ==
ing through the roof. However, com-
pleting a tower is extremely safisfng
s0 if you fancy a real challenge thes
you know where to come.

W W
CHASE H.Q.

3

a,"‘@@&
Price GameGear £29.99 ~ oo
Genre Race Game

Publisher Taito

There can be few readers who aren
familiar with the excellent coinap or
its sequel 5.C. 1. What a braimsawe on
the part of the designers to combine
high-octane racing action with busnper-
rammiing action. The player takes on
the role of an Armani-wearing Miam

NCE MIAGAZTSE DS Navl
UGS
PIRACYDANY ENTRES WMILL &

FORWARDED To TER
FEDERATHMN W s
SOFTWARE THEN E

Amiga 500 with Joysson, some gamee
including Beast 2 & Amca. A2 macs &

1 Meg Amiga 500 lois of rew games -
TV, sala for £300. Cal &7 570 3860
Aoom 124 evenings.

Alarl S20STFM with ower £400 wors
games & mouss, joysto.  Sall for £350
Tel: 071 376 5138

wtc. Please suppor by phoning me
(Duncan) on (D202) 882440 Now! Aleo
GG Dragon Crstal (JAP) £12.50.

Hey Youl Siill playing those 3-D
adventuras? | can give help on KQ 1-4,
LBL 1-3, QFG 142 (HQ), COC Black
Caudron, Manic Mansion, Zak Mc
Kracken, S0 1-3 and many morsl So
lmmhummmuﬂmﬂnm
* Dottor Waenie Fruitboller, Patrijs 32,
ms@m The Netherlands, Also
hedp given on Gamebay Gamas. Heyl |
sald *Stop smashing your manitor!”

Neo Gao and Powercads owners. Maw

Vice style cop, chasing various perps
= 2 souped-up Porsche with the aim
of rammmming their quarry off the road
o muie the arrest. The GameGear ver-
som s wchnically excellent, with lots
of St acson and good sound, although
S cars ave 2 fittle small. Unfortunately
='s about 35 tough as a peeled banana,
#nd even Granny will soon be locking
sy Mr Big, You're busted? Well, actu-
aliy wou're more likely to just be bust
after buying this - it's a 1¢? of money
fior such a short-lived challenge.

WHW
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Price Atarl ST/Amiga £7.99
Genre Platform

Pusiisher GBH/Gremlin

Cloud Kingdoms is a load of balls -
bouncing balls, to be precise, (Ha! The
old ones are the bestl}]. As Terry the
Ball. the player has to negotiate thirty-
two huge multiway-scrolling levels,
each of which floats high in the sky,
collecting all the gems that litter to the

narrow walkways. Terry has to take care
not to leave the paths, else he'll fall to
his doom in the void below. This isn't
as easy as it sounds - Terry's rubbery
body bounces wildly off walls and pil-
lars, and parts of the floor mil crum-
ble beneath him. In addition, if Terry
passes over arrows set in the floor they'll
push him around, usually over the edge
of the nearest chasm. If that weren't
enough, other hostile spheroids wan-
der the walloways, keen to see Terry's
demise. Fortunately Terry can bounce
over their heads with a tap of the fire
button.

Cloud Kingdoms, formerly from
Millenium, is an attractive game, with
a strong console feel. The cutesy graph-
ics, though looking a little dated now,
do the trick, and the scrolling on both
Amiga and ST versions is very smoath.
The inertial control is a little tricky to
get to grips with, but rewarding when
mastered. Some features annoy, like
the fact that its impossible to know
where crumbling floor is until it's been
bounced on, but overall this is an
unmissable bargain at just under eight
quid.

WY
CRUISE FOR

ACKEK

A CORPSE

Publisher Delphine/US Gold

The plot for Cruise for a Corpse is firm-
Iy rooted in the Agatha Christie ‘iso-
lated location, plenty of suspects' crime
story tradition, detailing how the play-
er is invited to a Greek tycoon's yacht
for a well-earned holiday only to get
there and find his host bumped off by
an unknown murderer. Before you can
say “Inspector Wexford” the player is
forced to don poncy moustache and
tufty sideburns to solve the heinous
crime.,

After a lot of pre-release interest from
the press, there were high hopes for
Cruise for a Corpse. Is it the excellent
game everyone seemed to think it'd
be? Well, yes... and no. In the graph-
ics and sound department it's exem-
plary, with large fluidly-animated sprites
moving over exquisitely detailed back-
grounds and plenty of suitable tunes
and samples playing away in the back-
ground. All conspire to generate an

needs members, Cafl 0734
mmu Afier Gpm waskcdays.

Heip! Tm desperate to get some
infocom Adventures for my Amiga. Wil
@y a good price for the original ones
mwmmmnw
Masterronic re-releases. Also wanted

wrsvited and shadowgats.

| can ofter help on Connupbion and
Baldyhoo. Just a small lip from
Badyhoo. It you have problems with the
turnatile, roam ihe back yard, then get
e Balloon, untis it and breathe in the
helum. Then say hello fo Hamy fo enier
tha umstile. To scare the slaphant you
need a live mousa and 1o calch it use

Monster land, Killing Game Show. |
have got maps and solutions to Shadow
of tha Baas! 2. Also got ovar 100
cheats. Call 081 301 1804 & ak for
Caiin.

Help! | am an amiga graphic artist and
reed high quality colour prins of my
work (about 20 pictures). Gannot afford

professionally

any other work? Do you need amiga

housemusic for demo’s efo..? Wil do

soundirack modules cheap o free.

Also contacts in mry area wanted, Tek:

Cheis williams 0964 543 008 o write: 21
Tickion, B

fhe buckel. Piease contact:
Pontinoveis, Aua Banio De Jesus
Canaca, 18/C, 8500 Pontinao, Portugal.

Halp needed on Captive Mission 3.
Piangls names and passwords and any
fips please heip. D Homsby, 24 Chalner
Moriay Leeds LSZ7 OSD.

Amiga 500 have aboul 100 pages (Ad)
filled with fips, triks and solutions for
maore than 200 diferent games. It you
have any complete solutions for
differant adventures, then | will send
you 2 pages for each page you send me
{typewrittan] . I you do not have

then yois can buy my list for £10.00.
Jutin Nisdsan Malov Hovedgade 132
Di-2760 Malov.

It you want o 38 Soltware
phonie 0322 2BB4E3 1l 10pm ordy.

Soloution to Shadow of the Beast 2. To
pive away. With cheat on paper, Help
waned on Wondarboy in Monstardand.
Please phone 081 307 1904

Need any help on Wonderbay in

c
N Humbarsids. HU17 9SX. Wiits o
phone NOW!

Is thare anyone salling cheap NES
games? If you are and you're selling
them fior 10m pownds or less please
‘write ta me at Riverdel, Groswanaor
Place, Baverigy. Morth Humbersida,
HUAT BLY. l'mmthhmlhdhbum
the American?Japaness games as |
haven got a comwertar,

Helpl | have a Commodaons 54
computer with 160 games, 2 tape decks
(1 Ioad-it warth £40) manuals, leads, 20
+ mags, subscription to Commodone
Jormal + loads more, Only E125
OVND. I you cam get me in teuch with
a person who will buy the computer. |
wil give you £15. Phone Dacid on
(0483) Gulldjord 502357 after 4pm.

Tumuﬂcuqmﬁclmht Can
v hints 1o the following games

Space Quest 1 and 3, Lliwm&trll.nw
1,23, Police Cuest 1 and 2, and Prinoe
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of Persia. I you can heip me-or | can

Denifiguin 2710, N.5.W, hmh.l
own a IBM P.C. Il you are wondarning.

-
Help is a1 hand for Amiga ownars who
want to buy/seliswap games, | will pay

lpoking for & new homs. Andrew
m!&ﬁnlml’-‘lﬂi[)rmm
e Jahad for
qﬂnﬂy}«ww&
TH4038. Gods, Monkey lsland, PGA
Touwr Goll especially nesded but any
considered.

Has any ane got help, fips, chaels,
maps, pokes sic for | Baiman the caped

Crimewave, Double Dragon, Thexder,
Double Dragon || and mone o just want
e sxchange hints, fips, ideas or want io
awap stufl, write 1o the folowing

address - Paul, 28 Inveraru Crascent,

Hamersley, Parth, Westem Australia,

;| 5022, | have also got digitized music

sarmples that can be played on the PC's
Intormal speaker without any sound
cards such as Thunderbirds, Dragnet,
Alom, Coco-cola afc. | am also writling
iy owin on-dsk CoMpULeT Magazing
called DREAMS. issue 1 A2 are
already oul. Anyone intsrested in
Jnining the team or who ants & copy of
e magazine can also write 1o me.

NOTICE!
Unfortunately, due to plracy groag
usdng the Peapuls m, ACE v
been forced in disconlinue this purt of

the Houders Page. We apalugise 1o
grunioe adveriiseny for im
I n vl

migainst Pirsies

STICK IT
POST!
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LAST MONTH on LOVE ON
THE GREEN BAIZE...

“If only dad could see us now.”
“Yeah.”

“These pesky Hexagons. As long
as they're around, we'll never get
to the top of the professional
Snooker ladder.”

“Relax, Bob. Tonight we will ensure
that those pesky Hexagons will
never bother us again. Tonight we
will be champions of the world.”

“Ladies and Gentemen, | have an
announcement which will change
the face of Snooker as we know it
and send the Hexagon twins into
exile forEVER!"

Now... the thrilling conclusion of ..
LOVE ON THE GREEN BAIZE

fiction

LOVE ON THE GREEN BAIZE: BOOK 2

Doggish took one more step forward and sneered
a disgusting sneer at referee Len Jones. What
few decaying teeth he had left were coated with
2 thick brown shudge created by Dogdish's filthy
craving for nicotine and other drugs, which he
took regularly in a failed attempt to enhance his
otherwise miserable existence. He slid his black-
ened fingernail under the flap of the envelope
and tore it open. Then he thrust his hand inside
and produced a black-and-white photograph,
letting the envelope fall to the floor - the papery
thud sounded like a sledgehammer hitting a
glass armvil as it echoed around the hushed open-
air stadium.

“What is the meaning of this cutrage?” Len
Jones demanded, booming. He'd been in the
Snoaker refereeing game for forty years, and
he wasn't about to stand for any of this hulla-
baloo. He was already reaching into his pocket
for his cosh (which he always carried for pro-
fessional tournaments) when Bob Dogdish’s
sticky, lisp-inflicted brother Rob hobbled across
the floor like a malformed hunchback, snig-
gering like an asthmatic hyena, “Aaab, you will

shoon shee,” he cackled, dribbling on the mar-
ble floor as he did so. He snatched the photo-
graph from his brother’s hands and held it up
to one of the many TV cameras, which were
beaming this pictures live around the world,

“Behold!” He exclaimed as the camera and
the auditnce caught its first glimpse of the pho-
tograph. Twenty million people around the world
held their breath - and several hundred com-

mited suicide - as they saw it. It showed, quite ©

clearly, the beloved Snooker World Champions
Rex and Dex Hexagon selling hersin to young
children outside a primary school.

*You shee?!” Rob hissed. "An... an anony-
mous source provided us with this photograph
Late last night. The source also provided us with
this statement” - he produced a wad of typed
sheets from his crumpled waistcoat - “which
gives a detailed account of how the confound-
ed Hexagon twins sold a varlety of illegal nar-
cotics to innocent children, and used the proceeds
to bribe several top Smooker officials, so that
they could become crooked world champions.
Not only that, but we've evidence that the
Hexagons watered down the purity of the hero-
in they sold using crushed Snooker chalk -
STOLEN Snooker chalk! So now you see, such
Iheinous criminals could never be allowed to be
world champions! And with us as the Number
One contenders, we hereby assume their title.
All hail the new world champions! Officers, take
them away!l”

Still there was silence. Save the clicking of

boot heels on marble as two burly policemen
strutted out from the wings into the auditori-
um - andd towards the shocked Hexagons. Before
either Rex or Dex could protest, the cuffs were
slapped on and the disgraced Snooker-twins
were frogmarched from the stadium, as Rob
and Bob laughed horribly. "You shee, my dear
Brother,” Rob whispered. “Our roushe hash
worked. Shoon the Earth will be in our grashp,
HA HA HA HA!"

Rex and Dex sat under the blazing lights of Sun
Hill Police Station's Interview Room 1 looking
at the incriminating phetograph on the chipped
wooden desk in front of them. Their hands were
cuffed behind the chairs and they were doing
their best to shield their eyes from the angle-
poise lamp’s blinding light. As the first beads
of sweat started to trickle down Rex's brow, an
awesame shadowy figure appeared from out of
the light - and switched it off. It took the broth-
ers’ pupils a few seconds to adjust, but when
the haze finally cleared they couldn't fail to recog-
nise - it was the saunch, no-nonsense yet rygged-
Iy-handsome form of DI Frank Burnside from
out of The Bill.

A few seconds passed, then Burnside loos-
ened his paisley tie and leaned across the desk
towards the two brothers. *1've got you bang to
rights. you slasags,” he growled, holding up the
photograph and accompanying document. *1've
got the full SP here. You're gonna be doing hard
porridge for this unless you squeal.”

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 £6.00 each. (Except for helpline which is free).
@ The maximum is 20 words except for helpline. (Helpline entries can be extended.to 100
words max - use another sheet of paper if necessary).
@ The service is NOT open to trade advertisers
@ We will print your advertisment in the available issue
@ Entries which could be interpreted as encouraging software piracy will not be accepted

IPOST TO :

CATEGORY OF ENTRY :
IACE READERS PAGE T
lEmap Images, Priory Court, O Helpline 4 For Sale
:30 .32 Farringdon Lane, ) Wanted 3 User Groups
:Lundon ECIR 3AU 3 Other
1
1
iPlease place my ad in the next Method of payment

lavailable issue of ACE.

ENTRY FORM

N ANE 2 esesiasissnssiontomessinaroniond

sananewan

ssssssssen

]
PAIRRES e iiriresinsbsbssssransbigns Ploass make chuques and

postal orders payable

to ACE Magazine

U Cheque QPO

Write your advertisement here, one word per box.} .
Include your name, address and phone num;

ber if you want them printed)

e T Y R S S LA e S DA g




e e e

Rex and Dex were beginning to worry.
Normally they wouldn't have a care, as their
lawyer, Sir Bartholomew Moulinex, was the
finest QC in the country, and his phenomenal
legal skills could get them off any charge they
faced. no matter how damning the evidence.
But he was caught in a traffic jam, and they
knew that the super-tough Bumnside may well
be able to sweat a phoney confession out of them
before Moulinex could get to the station. They'd
seen The Bill and they knew what a hardman
Bumside could be, He was a lot tougher than
the carrot-topped pencil-neck Galloway who
used to be in the show before him.

“Now we're gonna take this nice and slow,”
said Burnside slowly, “First | want to know the
names of all your powder-sniffing pals, [ want
to know about the shipments, the deliveries, the
accounts... every detail of your little Ajax empire,
And then [ want to know about all the blags that
have gore down on this manor” - he leaned for-
ward, coming face to face with Dex - “or you'll
be banged up in stir for the rest of your natu-
ral, my son,”

“Look,” said Dex, using his special Snooker-
karma meditation techniques to remain calm
under this intense pressure, “I know what you're
talking about, but we haven't done anything
wrong, That picture is a forgery, and the infor-
mation in that document entirely fabricated.
We are innocent, and this whole thing is obvi-
ously a thinly-veiled scheme by the villainous
Dogdish brothers to frame us so that they can
be Snooker champs.”

*Oh, you reckon?” Burnside roared. “Well,
I've lost money on you slags in the past, and 1
intend to make sure that you pair get nailed
right to the wall where you belong, You can tell
your little sob story to Judge Otis Ballbuster in
the morming. You're in court at Ten am, charged
with narcotics smuggling and chalk theft.”

“But we can prove we're inmocent!” Rex protest-
ed. “Let us go and we'll bring you the real vil-
lains - the Dogdish brothers - along with proaf
of their guilt. We know you're a fair man,
Burniside, Just give us a chance - and if you don't,
we'Tl tell everyone that you're the bloke who does
the Bob Hoskins-type voice on the Weetabix
adverts.”

Bumside seemed to think this over. He knew
that if his guvnor found out that he was moorn-
lighting for Nabisco, he'd be thrown off the force
pronto. And the law was all he lived for - well,
that and saying “If you know what's good for
you” in a stupid gravelly voice,

“Okay, you've got a deal.” he said Gnally. “1I'll
give you 12 hours to prove your theory correct.
But [ don't want any screw-ups, and if you can't
find the evidence you're looking for, | want you
in court tomorrow on time to face the music.
Got ir?”

Minutes later, Rex and Dex collected their
cues and other valuables from the desk sergeant
and left the station on a mission to clear their
name, Burnside smiled and waved them out
the door, then turned to his his boss, DCI Reid,
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staring at him grimly,

“What is the meaning of releasing the two
prime suspects in the Hexagon case?” she asked.
“| believe they're innocent. I'm giving them a
chanee to clear their name,” he replied.
“Jesus, Frank, you're not in the Bronx anymaore.
We have rules and regulations here in Sun Hill.
I know you've never really been the same since
that drug dealer killed your partner, but we've
got 1o do things by the book.”

"Ma'am, as long as we have o play by these bull-
shit rules and the drug kingpins don't, we're
going to lose.”

“Frank, I'm sorry, but given the circumstances
1 have no option but to suspend you from active
duty. Give me your shield and your piece, please.”
Dutifully, Burnside handed them over,

“Now go home and get some rest. This damn
personal vendetta of yours has cost the depart:
ment thousands. Maybe if you take a vacation,
you can come back to the job with 2 different
perspective.”

Burnside tried to think about it, but as soon as
he closed his eyes, he was tortured once more
by the recurring nightrmare vision of his former
partner Maxwell Raisin being mown down by
a hail of bullets fired by the hideous drug over-
lard Borts Vax that fateful night five vears ago.
When he opened his eyes again he knew what
he must da.

“Take us to Hexagon mansion,” Dex Hexagon
barked to the mini-cab driver.

“Oh, you mean Dogdish mansion, It's the
new world charmpions that live there now. They've
laid claim to all the Hexagon's possessions,
Terrible business eh? Everyone liked them."

“Yes,” said Dex purposefully as he turned to
his brother. “And they will do again." Dex pro-
duced his two-piece cue and slowly began to
unscrew it. When the two pieces were separat-
ed, Dex reached inside the bottom piece and
produced a pencil-slim rifle barrel. From the
other piece he produced several tiny nuts, bolts
and assorted metal pieces and when he reassem-
bled the whole caboodle the cue had become a
high-powered suiper rifle with telescopic laser
sight. He looked to his brother, who had done
the same with his cue, and the twins slapped
their magazines of armour-piercing mercury-
tipped hollow-points in with a metallic ker-
chunk. “Let’s go get some payback,”™ said Rex.
“Yes,” agreed Dex.

In the few short hours since Rob and Bob
Dogdish had taken residence in Hexagon man-
sion, they had managed to transform it from
the tasteful piece of British heritage that it had
always been into a garishly-decorated cultural
nightrare, The tapestries and old masters had
been thrown out in favour of two-bob pictures
of Dogs playing poker and mis-spelled graffiti.
Empty shandy cans littered the floor (the
Drogdishes never could take their beer) and the
brothers themselves lay on a pair of gaudy sun-
loungers eating cold supermarket saveloys - their

favourite food. But their disgusting feast was
rudely interrupted when the giant oak door to
the illustrious main hall exploded in a ball of
flarne and the Hexagon twins stormed in through
the burning wreckage, toting their cue-guns.
The Dogdishes dropped to their knees and start-
ed begging for their lives like the stinking cow-
ards they were,

“Relax,” said Rex. “We're not going to hurt
you. Dex.” He motioned to his brother and togeth-
er the Hexagons laid down their wespons, “All
we want you to do is confess to the police that
you framed us and everything will be alright.
Olleay?”

Bob looked to his brother Rob and winked.
Slowly, their right arms moved around to their
backs, where they each kept concealed a .22
snubnosed magnum. Their hands tightened
around the grips.

“No, not okay," Rob sneered. “We'll shee you
in HELL!" At that moment. the Dogdishes drew
their guns and levelled them at the heads of the
shocked Hexagons. The twins went for their
guns, but it was too late...

Twe shots rang out, and Rex and Dex flinched,
thinking it was all over. Well, it was, but not for
them. There was an explosion of claret and the
Dogdish brothers were thrown backwards by
the force of 2 romm bullet in each of their fore-
heads, and crashed through the fifth-storey
french windows and down onto the spiked rail-
ings below.

The sound of gunshots still ringing in their
ears, Rex and Dex looked up and saw, standing
ina cloud of plaster dust, the figure of Bumside
holding a smoking .357. He smiled.

“Looks like you were right after all. [ hope this
litthe incident hasn't put you off Snooker play-
ing,” he said.

Rex stood up and dusted himself off, then
grabbed a cue from the rack nearby and chalked
it carefully. 5

“Not atall,” he said enigmatically, “How about
a game?”

THE END?

WRITE ON, READERS!

We've been absalutely overwhelmed by the
writers to contribute their stories to ACE
Fiction! It seems that there's an awful lot of
‘budding Jackie Collins’ out there, and the
fiction we've so far received has been of 2
wery high quality indeed. The stories have
been based around such classics as Elite,
they've all been absolutely excellent, we felt
that we just had to print this entry from
on Sega’s Golden Axe, While not exactly
adhering to the *make it funny” guidelines
we set down last month and taking things
# bit too seriously, manages fo be inadver-
tently hilarious all the same.

VENGEANCE OF THE WARRIOR!
by Nicholas Wimbledon

When the warrior returned to his village it was
to the scene of carnage. Bodies of the dead &
dying lay scattered around like so many seeds
in the wind. The stench of burning thatch min-
gled with that of flesh and hardened though he
was, the great warrior "Ax-Battler” couldn't help
but gag at the sight of those he had returned
from a quest o see, only to find them drown-
ing in their own blood. But grief gave way to
rage & he roared out loud. To his surprise he
wits answered by another, not far away, some-
where ahead of him in the forest. He ran faster
than anyone watching would have believed pos-
sible for one of his considerable size, into the
midst of the trees towards the source of the fierce
ay,

Brushing away the undergrowth he charged
into a clearing 1o find a hideous beast with razor
sharp claws mutilating 2 body which barely
moved, but was still capable of offering some
feeble resistance. Ax-Battler was blinded both
with fury & overwhelming grief, as the body,
that of a middle-aged waman, was tossed side-
ways; his mother now moved na more.

The best turned at Ax-Battler's cry & charged
him, an axe now in hand. The barbarian charged
also, not bothering to draw his mighty sword
from his back. in the middle of the dearing, the
COhrc & warrior met, neither attempting to dodge
the other's blows. The Orc swung his axe down
at the human’s unprotected head, but the war-
rior grabbed the shaft, held it high, & butted the
Ore a tremendous blow upon the skull, Before
the beast could recover, he tossed the ave away,
grabbed the manster's head in both hands, and
turning, hurled it over his shoulder to crash into
an oak. The impact must have splintered every
bone in the creature’s repulsive body.

But the warrior couldn't stay longer to bury
his mother, for closing rapidly were a large group
of thenfn which even he wouldn't be able to
defeat. He glanced once at his prone mother
and gritting his teeth took off north, away from
the nnraudirﬁg Orcg.

Under the cover of darkness, he carefully made
his way around Orc encampments searching
for any prisoners they may have taken. Finding
none he set about his new & most dangerous
quest - that for revenge.

He had noticed the Orcs carrying trinkets &
plundered goods, & so after a short while he dis-
covered the identity of his foe. Firstly he spot-
ted an Orc carrying a banner - that of a Golden
Axe. He recognised the emblem of the King
of Yuria immediately, & made his way west-
wards through the woods, by passing several
villages, until he reached the Great Plans. Fram
here on, his destination: the king's castle from
whence the banner must have been plundered,
his journey far more dangerous than it had
been. Surviving villagers he met informed him
of his adversary. It seemed that the one he fol-
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lowed was called Death Adder. He had heard of
him before in his travels but had thought that
he was not powerful or a threat. But he learned
that the magic Golden Axe had been stolen by
him, making him near irvincible. Not only that,
for he had somehow united the Orcs from the
East & the Amazons from the North, with promis-
es of wealth and power. They now fought for
hirm alone, Still this was not all - he also had the
king, queen & their daughter captive in their
owm castle, & in a brief span of time had demand-
ed taxes so high that many peaple could not pay
& had fled. Time was nunning out for Ax-Battler:
a threat had been rade that the magic axe which
held demonic forces at bay, would be destroyed
if the taxes were not paid. The first collection
was due very soon. With much haste, Ax-Battler

journeyed on towards the castle and his destiny,

One night while he slept, a dwarf visited him,
A careless move, namely a misplaced foot, & he
was greeted by the tip of a sword. Ax-Battler
grinned,

“How may | help you?" he enquired rising to
his feet & looking down at the would-be thief
Nervously the dwarf laughed. "Nay friend, it is
1 wha can help you!”

Ax-Battler looked bermused. “How g0?”

“My friend 1 have a potion for you. Twill make
you strong as..as..”

“A bear?”

“Why...
“And I suppose you were checking to see if |

to be sure a bear!”
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had the means to pay for it, before you awoke
me* he asked in mock cheerfulness

The dwarf agreed. Ax-Battler dropped his sword
and picked the litthe thief up by the scruff of the
neck.

“I cam see you don't need it!” shrilled the dwarf.
Ax-Battler put him down & watched as the
wretched man backed away.
"AAAARRRGGGHH!" Ax charged & the dwarf
ran faster thap the wind yelling in fright.
Laughing Ax turned & gathering his things got

an early start.

Noon saw the warrior high up the mountain
approaching Eagle Island: A living yet imobile
giant Eagle - the product of the mighty wizdrds
who once lived many eons ago. As he reached
the Eagle he was aware of danger all around,
yet he could see nothing, He continued his trek

After a few hours he stopped dead still. Before
him a mound of earth was quaking. He watched
and & waited. A gleaniing white bone hand
appeared, then a skull, until before him stood
a skeleton! Behind this ane, another pulled itself
from the ground, & another & another! They
advanced on him shakily, joints clacking nois-
ily. Each once held both sword and shield. Ax-
Battler took a step back & turned 1o flee, but

d him. blocking

four more had appeared behy

his escape. He had to fight! Swinging his sword

about him kept the hay but he knew that

soom one of them would creep © r his guard

Eputanend o h He had to do something
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Then he remembered. Long ago he had been
taught a word which he had been told would
someday save his life - but only ence. A word of
power - a word of magic, He needed it now. As
his enemy moved in on him he closed his eyes
and spoke “the word”

Unspeakable power flew through him - raw
energy pulsed through his veins. He called forth
that which the word allowed him. The power of
woleanio miagic. Rocks exploded around him, but
mever did a piece strike him. Erupting from the
ground, granite smote his foe and when the
echoes had died away, he opened his eyes. The
skeletons were crushed & buried beneath enor-
mous rocks. He but glanced at them and con-

tinued towards the now visible castle

When the barbarian fought his way into the cas-
the, he left a trail of death behind him. Death-
Adder could scarcely believe 1t when the warnor
spproached him & demanded the Awe. He could
not understand how the man had made it to
him alive & unhur, However, he was quick 1o
retaliate.

“You want the Axe fool®* he shouted. “Take it
with my blessing!”

He lunged at Ax-Battler, the glowing Axe held

ilk, Death-

tightly in his hand. Despite his
Adder moved with agility, his cloak sw irling
aroumnd him.

They fought like demons, giving & receiving
blows that would crush a lesser being. But Ax-

Batther was tiring, He was clearly the least pow-

erful. A slash across the chest & he was down,
lying helpless upon the ground. He was going
he had failed. Death-Adder stood over

him, axe raised over his head.

te dlie -«

“I admit to some respect for you!” he said, prepar'-
ing the final blow

“But | have none for you!" replided Ax-Battler.
"You are about to die & yet you don't care?” he
asked bemused,

*You can't kill me with that!" spat ‘Battler. “You
lmow nothing about its powers.” he lied,
“You're bluffing!” replied the gant.

“Maybe. Strike me down.”

Death-Adder was uncertain. This couldn’t be
true. Could it? He smiled. OF course not. The
axe sailed down towards its target, but Death-
Adder misplaced his strike. In that moment Ax
Battler struck back. His sword plerced
Death-Adder's heart. In an instant, the Gold
Axe lifted itself into the air, turned over & over,
then split Death-Adder's skull.

Ax-Battler was left wondering whether he had
been right or not,

The King & his queen and daughter were res-
cued. For some unexplained reason the Amazons
retuernved to their lair, & the Orcs to theirs: Perhaps
they realised that power would not be theirs
after all, or perhaps the magic of the Axe had
affected them, but whatever the reason, they
retreated. The land of Yuria was safe once again
For now, the powers of evil were at bay, but for

how long, no-one knew.
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An industry on the edge.
A conspiracy on the rise.
A magazine on the loose.

Once, he was programmed to slag off
the industry,

Now... his mission is to protect it.

THE BLITTER END I1

This time he's back... for good!

es, yes, alright. Blitter is supposed

to be dead, and in theory it is.
You're looking at a new, refreshed,
revived Blitter, It’s just that the old Blit
was so popular, and the industry is in
such a state of filth and decay, you can
smell it.

Sometime the stench is so strong it
gives us headaches, So we're back, with
the full intention of bringing you the
latest news of the hottest scandals,
along with various other things that
help to fill the magazine up.
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Everyone had a right old laugh on the
closing night of the ECES Show in
Earl's Court when Renegade Software
boss Tom Watson was spotted gate-
crashing an exclusive Ocean riverboat
party on the Thames. Ocean’s Gary
Bracey was having none of it, and
promptly ejected Watson, apparently
amid cheers and applause from the
rest of the industry guests. ACE has
been informed that Watson could prob-
ably had stayed on the boat and boo-
gied the night away with the rest of the
industry if only he'd come up with
something better than “Er... John said
it was okay. No, I mean Dave. Pete!
Ronny..."
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Hard as it is to believe, by the time we
get to the back of the magazine, we
sometimes find ourselves short of inter-
esting things to write. As is the case
+this month. So in a rather poor attempt
to fill up the remaining space, We
thought we'd tell you about how some
of the industry’s top-level people start-
ed out in less glamorous professions...
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Virgin Games' Marketing Manager
Andrew Wright may be a high-roller
today, but twelve years ago you'd have
found him selling primitive consoles
and handhelds in the newly-formed
computer department of Hamley's toy
store in London's Regent Street.
Interestingly enough, Andrew was actu-
ally demoted from Assistant Floor
Manager to Sales Assistant for kicking
a fellow worker in the genitals! “Because
he was pulling my braces,” Wright
claims today. Some things never
change, it seems...

Former Activision supremo and now
boss of Acclaim UK, Rod Cousens pre-
ceded his entry into the industry by
selling insurance. He also worked as
a schoolteacher, as did US Gold head
honcho Geoff Broun.

Before Mark Scriven became adver-
tising manager of Commodore User
and The One and later moved to head
up Mirrorsoft's European operation,
he used to earn a bob or two by selling
ice creams and nuts on a beach in the
sauith of France. And who was he work-
ing for? None other than the head of
Entertainment International, Simon

Jefferies.

Certain members of Ocean's board
of directors have seen the seamier side
of life, too. Gary Bracey used to be a
trainee manager for Littlewoods Stores,
while Paul Patterson used to dress up

as a gorilla to deliver singing telegrams!

Just to round up the best of the rest...
Konami's development manager Colin
Fuidge, along with System 3j-running
brothers Mark and Adrian Cale all used
to work in MacDonalds (with Adrian
also working behind a bar at Butlins),
Vivid Image Design director Mev Dinc
was once a cable-winder for a cable
company, Amiga Power's consul tant
editor Gary Penn worked on a build-
ing site and dabbled in writing adven-
ture games with his mates, and
Strangeways Software director Gary
Liddon once spent Christmas walking
around a department store dressed as
Smurfette - and thought it may be a
breach of the Official Secrets Act to tell
you, the same Mr Liddon was also a

top secret agent with the codename
Black Dimond! Hope we haven't blown
your cover, Gaz!

Here at ACE Towers we know only too
well how difficult it can be for you lot
to make your way through the scores
of computer magazines you read each
month. Yes, the world of software
reviews is a battleground, so to give
you a helping hand in cutting through
the waffle and making more author-
atative purchase decisions, we provide
for you - The Definitive Guide To Games
Review Terms.

I couldn’t believe it when I loaded this
up!

Actually 1 could, because 1 saw it last
month when 1 did the Work in
Progress.

Try before you buy.

1 can't be bothered to criticise this game
constructively, and I've only got one
line left anyway after all that waffle, so
this will have to do.

We knew the game was going to be good,
but no-one prepared us for this!!f
I am hopeless. Please kill me,

Fans of the coin-op will be impressed. -
It's vaguely similar to the coin-op and
| don't want to annoy the software com-
pany.

The game boasts a wicked thunspin’ Betty
Boo sampled soundtrack!

But has absolutely no playability, so
I'll try not to mention that.

The graphics are superfluous.
[ think the word “superfluous” means
“good”.

Best Coin-op conversion ever?
Probably not, but at least you picked
the magazine up.

It's their best game yet!
It's their latest game, and comes in a

slightly bigger box.

The depth of the strategy is incredible!
I can't make head nor tail of it, but the

big thick manual is very impressive,
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If you're a little bemused by the pull-
out quotes in the Lotus 2 review (pages
52 - 57), fear not! You're not dyslexic.
It’s just that in our otherwise thorough
quest for excellence some gremlins (ho
he) or something got into the system
and the mistake wasn't spotted before
it was too late. But if some bright spark
can piece the sentences back together,
fill in the gaps and tell us what the
quotes SHOULD have said, there’s a
software prize waiting. Entries to the
usual ACE address...
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Apparently the latest magazine craze
is to take really old games that nobody
buys anymore, and slag them off in
order to look big and hard. We thought
this was quite a good idea, so at the
risk of looking like copycats, we've done
something similar.

SPACE INVADERS
PUBLISHER: NJA PRICE: NfA
AVAILABILITY: NfA

Och aye the noo. This game is about
as tasty as a stale haggis. When | was
walking down Argylle Street in my kilt
the other day, I was thinking “Well I'll
_be Nessy’s Uncle if Space Invaders isn't
a load of rubbish.” And it is. The graph-
ics are nee good at all, and the playa-
bility is not as good as watching Taggart
or going sword dancing with Russ
Abbot and Lorraine Kelly. All in all you
would be well advised to keep your pen-
nies in your sporran, and if you already
have this game, toss it like you would
toss a caber, Jimmy, All in all | think
I am very clever, even though 1 haven't
said anything vaguely constructive. Are
ye on for a wee dram? It's a braw bricht
moonlicht nicht the nicht. You take
the high road and I'll take the low road.
The noo.

®Angus MacKojak
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And so to bed. There's only so much
filth and slander you can fit on a page
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