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Why are we still waiting to

play the film? =
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QLA' There can only be one ..

Just make sure it's yours.
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S Love Thy Neighbour?
y Or Put Him To The Sword?
The Choice is Yours,

For Hu'_.f'r'rsr fime, you can take
COMPLETE control of your oten destiny as

you attempt to dominate an entire world,

el -.I".".'. { ”-.-L | ‘“:‘:,:..;

#  TheKing is dead. Long live the King.
And the King is you..

Endowwed with the divine right
to rule, you mherit your father's Realn on s
death. But the fragile peace has been shattered
and war rages betiveen the Realms, Nou
Wour brief reign has become a fight

for survival,

The neighbouring Realins
are growing in strength at your expense, Do
you build lines of supply to barter with them?
Or build arwies to battle with them? Each

Realm vies to be the ultimate poiver.

There can only be one.
Just make sure 1t's yours...

VIRGIN GAMES LTD 338a LADBROKE GROVE LONDON W10 5AH

Enter the world of Realms and i conld control:

Created by the mward-winning
Graftgold development team, REALMS
combines the intuitive playability of an arcade
game with the depth of strategy usually
ouly found in the most complex

siimulations.

Your Iroops were whclorious and

report very few casualifes

~Over 125,000 square imile of fractally-

generated landscape

~128 armies, each a thousand strong and with

definable battle formations

~Countless cities,their inhabitants lives and

their money

~Six distinct lomanoid races

The last word in arcade strategy,
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What - as one is supposed to write
in these leader-style things - a month
it has been! With this month
effectively being the last "boat"
setting sale for the utopian land of
the Christmas Number One, we've
been fair swamped by software.
Nevertheless, we've carefully
pondered and weighed up the quality
of this month's releases and selected
six titles to which we have devoted
special six-page attention (see
opposite).

And in order to provide a breadth of
information unavailable elsewhere in
the computer press, every other
game that has come under our
inscrutible gaze has been rated in the
Reviews Directory beginning on
page 99.

Oh, and there's an exclusive
interview with the men behind the
Terminator 2 coin-op.

Most satisfactory.
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P | 1Them‘s no need to wailt for a top-notch CD Gigadrive before you can play the film. It's all
do v in the developers' approach, you see, and it may not be as far away as you think.

=~ 4 Teque, the team behind last
! wimonth's Impressive
Pitfighter, are taking a break from
licence conversions to work on their
own original product, Shadowlands.
A role playing gamo with innevative
graphics technigues and a bunch of
interesting puzzies, It threatens to
steal Helmdall's thunder on its
release later this year. Hmm.

here may well be no such thing as a free

-

Junch, but there most definitely Is such
a thing as a free supplement. And

mmmmmwbm
chosen a violated copy of this month's Issue,
you should have already enjoyed the secret,
wwﬂmnhmmmhlly
mantaumplool‘thsftuluwhmﬂ
genre flop into your lap. And quite aside from
~ its undeniable “freeness”, it's got the added
J bonus of actually having some decent tips
i in there too. Do we spoil you or what?
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3 Remember Myth? Well now, finally, it's
nearly finished. And you can blow us down
it it doesn't look really rather good. Hooray!

4 For the latest news, views, how do you
do's etc., you can always tum to Gary
Whitta's “Incredible” previews section.
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50
Heimdall

From some of the team who were supposed to be beinging you Litsil
Diwil, Heimdall delivers innovative gameplay and Fantastic graphics, all
set against a lavish Viking backdrop.

56
Civilization

Az publishers release ever more enormous games, it's becoming clear
that we're rapidly approaching saturation point. Js it really possible to
=l enjoy a game where you don't know where to begin?

:E:: 62
i Robocod

James Pond returns for more ferociously punning antics, but this time
he's blossomed from an above-average novelty game into a grade A
classic. Just look at those graphics!

5 6nlllcmpmu may not be able to speil, but they sure
can design a game! Clvilization, the latest from
strategy guru Sid Meler gets the six-page treatment.

8 Console owners have five reasons to be cheerful
mhmunih.lndewarymahmnwhnloplgal

7 Games News - Anonymous sources and exclusive scoops.10 Terminator 2 coinop exclusive report.
15 Letters. 21 Special - Interactive Movies. 31 In the Works - Shadowlands from Domark and Myth
. * from System 3. 43 Previews. 87 Console Section - Newest releases for your entertainment system.

96 Next Month. 99 The AwesomeReviews Directory Returns for a second month!
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68
Willy Beamish

Masters of detail Dynamix, fresh from their success with Heart of China
take a considerably more lighthearted approach to their latest. This time
it's an interactive cartoon, Gee-whizz!

74
Robocop 3

Having received some less than glowing reviews for their recent movie
conversions, Ocean have taken a completely new tack for Robo 3, Not
only is the game out before the film, but this time it's Polygons!

8o
Smash TV

Probably the ultimate two-player shoot-"em-up, Smash TV is a dual-
joystick carnival of destruction and mayhem. And you'd be a fool to
miss it. Check out our in-depth verdict.
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Maybe This Time...

Yeah, we've heard it all before. A totally new form of interactive entertainment
redefining the 'state-of-the-art'. These claims carry more superlatives than
Barry Norman reviews of God-awful subtitled movies from the suburbs of
Paris. Do they ever deliver the goods, though?

Mow Virgin Games is aiming to change this poor pioneering performance
with a stunning new game called Guest. Currently under development in the
States, this mystery adventure will initially be available on PC CD-ROM for-
mat. A spokesman revealed that if Virgin Games ever released Guest on mag-
netic media it would fill a staggering go floppy disks!

The game itself reminded our reporter of Cosmic Osmo, an equally weird
software showcase where players are encouraged to touch everything on screen
and see what happens. If you get bored pushing things around in the massive
mansion of Guest, you might like to involve yourself with the tragic plot which
centres around a mad toy maker and the ghosts of the children killed by his
inventions.

As you can see in these sneak screenshots from the game, Guest is shaping
up to be something special. ACE hopes to bring you a full report next month.

|
S THOSE

ANT NO
STOPPING ‘EM

' Top Japanese publisher Imagineer has

snapped up the Super Famicom rights to
SimAnt, the innovative electronic ant colony,
before any copies of the computer game have
even been released.

The latest creation from Maxis, the company
behind the phenomenally successful SimCity
and SimEarth, SimAnt puts you in command of
an ant colony out to conquer a seemingly
quiet suburban residence. To reach the goal of
taking over the backyard and ultimately driv-
ing the poor human out of his house, you must
carefully manage the colony so that it grows
and thrives.

In this epic campaign, you directly control
one ant and supervise up to 1,500 black work-
er and soldier ants. These tireless little crea-
tures can be commanded to perform tasks like
gathering food, digging new tunnels and car-
ing for eggs. Have you got what it takes to
overcome the rival red ants, hungry spiders
and other dangers that threaten your colony's
survival?

To make the game both educational and
entertaining, SimAnt designers Will Wright and
Justin MeCormick drew on a Pulitzer Prize win-
ning book by two Harvard University
biclogists. Additionally, the
game incorporates several
Hypercard-ike information win-
dows that provide playing
hints and scientific
details on ant behaviour.

SimAnt is current- -
Iy only available on j
the Apple - /
Macintosh, PC and Amiga ver- j.'
sions will follow later in the ‘é.
year. No release date has

WERETHE DAYS™

Have you ever wondered what happened to those classic coin-ops of the past?
Yanks are known for their passion and interest in anything remotely historic,
s0 they've decided to open a display of the most notable electronic amusements
yet played.

The National Video Game and Coin-Op Museum in St Louis features 75 cher-
ished creations including Pong, the simple bat and ball game that started it all,
as well as titles like Space Invaders, Defender, Asteroids and Pacman.

Pinball machines also claim their place in the exhibition. Gorgar, the first
talking pinball machine, was introduced in 1979 by Williams.

In case you hunger for a bit of video game history yourself, did you know
Williams Bally Midway was founded by Harry Williams in 1942? Since it was
wartime, he had difficulty obtaining materials to build new pinball machines.
Williams therefore started to recondition old games using recycled materials.
Seven years later, the Chicago-based company introduced Freshie, a flipper
designed with a new ‘tilt forfeit’ feature. From then on, pinball punters who

AcEE 7




Be A Visionary!

Are you having difficulty seeing the sneaky spaceship sprite in your favourite
shoot-"em-up? This pair of high-tech style Magnatel Glasses provide a hands-
free magnifying system for people who want to look ‘cool’ and with greater
clarity. The adjustable optical lenses are controlled by dials on the side of the
frames to give up to x3 magnification. “Designed by leading ophthalmic
research specialists,” goes the sales blurb, "they are ideal for watching sport-
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ing events, nature study, theatre and opera.”

Sonic The Hedgehog
Goes Missing...

Sega has unveiled the sacond video game in
the System 32 series which features some of
the most impressive hardware processors ever
introduced into the arcades. Rad Rally is,
unsurprisingly, a duo-player sequel to the
respected Rad Mobile.

Sadly, although the excellent landscape
graphics and intense gameplay remain, Sega
has decided to drop the swinging Sonic
Hedgehog on the windscreen. At least players
can choose from four ‘ultrarealistic’ race cours-
es incorporating speedy highways effected nat-
ural phenomena like rain, fog, lightning and, of

This crazy gadget costs twenty
pounds and is one of the many on offer
from Science Museum Brainwaves in
Liverpool's Harrington Dock.

If you like the sound of the Magnatel
Glasses or their Spaceship Umbrella, Bold
Design Handkerchiefs, Micro Rice Pot,
World Map Bow Tie, M.C. Escher Jigsaw
Puzzle, Solar Powered Hat, Telephone
Charge Checker, Haematite Earrings,
IMuminated Pocket Microscope or Celestial
Scarf, call {o51 708 7383) to place your
order.

By the way, this company is just
around the back of the Psygnosis office.

# s Will Shadow of the Beast 3 come bundled with a weird wid-

A RED HOT ACE
EXCLUSIVE!

While ordering a Super Maris Bros Happy Meal at
the local McDonalds, our intrepid toilet cleaner at
ACE Towers managed to uncover some highly con-
fidential information about the next Nintendo video
game courtesy of a guy in charge of the fries.
According to Mr X, Super Mario Bros 5 will be an
enormous time travelling extravaganza. As a bomus,
the game should incorporate the previous four
adventures completely intact!
He confirmed the talented Nintendo development
team from Kyoto in Japan were extremely tired after
clocking up a lot of overtime putting the finishing
touches to the mew Zelda eight-megabit cart for the
Super Famicom. Apparently, these poor fellows
couldn't decide how to invoke their all important
cheat mode. Should they go for a straight A, X, B,
Y fire button configuration on the title screen or
shock players with a highly innovative, but user
friendly, system hidden in the second level behind
the inn on the edge of the village?

Four times larger than pre-
vious games, Zelda will
be released in time for ==
Christmas. Mr X
reckoned Super
Mario Bros 5 would
arrive sometime later
next year on the
Super Famicom with
a Gameboy adaption
likely to follow soon
afterwards. [t's just a

an-Eo
HOo% 0
TE— kO

Slipping

Into Top Gear

e

| -4
The creators of Gremlin's best-selling Lotus
race-'em-ups have been exceptionally busy
over the last few months. Not only have they
crafted a sequel for Amiga and ST gamers, but
they've also produced an adaption of the game-
play for the Nintendo Super Famicom.

Published this month by Kemco in Japan, Top
Racer is a split-screen racer with eight stages
set over various locations around the world
including Tokyo, London, San Francisco and
Sheffield. You have the cholce of driving four
different types of cars, each with their own
performance and handling characteristics. The
trick is to pick the car most suitable for the
next type of track and environment. To keep
things playable, you can drive with a set of
proper gears or go fully automatic,

“Wa really wanted something that you get
straight into,” confirms the programming team.
“Getting speed out of the Super Famicom is
difficult because it's got a slow processor.
We're really pleased with what we've managed
to squeere out of it.”

Mot only does the background scenery
change during each race, but there's also night
driving, multilane highways, dirt tracks, hills,
bridges and tunnels to master. If you try one of
the steeper courses like San Francisco, you
could struggle with your revs, stall your car and
actually roll backwards down a hill.

Like most games of the genre, Top Racer
comes alive when played against another
human opponent. if Nintendo releases a
ComlLink for connecting two Super Famicom
consoles together, Gremlin may consider writ-
ing a sequel allowing four-player competition
similar to the feature in Lotus Il. Further
enhancements could also include fog effects
and customise car options.
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Despite Batman and Robocop
dominating home computer
games charts in recent years,
the concept of releasing a game-
of the-movie hasn't really been
a tremendous success in the
arcade market, High-profile

titles such as The Empire Strikes Back, Indiana jones
and the Temple of Doom and Aliens were only mod-
erately enjoyable in their coin-op form. Though in
the case of Tron, the game was probably more pop-
ular than the film!

Terminator z, the smash hit of the summer, is eas-
ily the most marketable movie property around at
the moment, so it was perhaps inevitable that some-
body would pick-up the electronic amusement rights.
The surprise came when the contract didn’t go to
ihe likes of Atari Games, Konami or Data East.
Situated in the leafy outer suburbs of Chicago,
Williams Bally Midway has released relatively few
video games over the past decade. However, a con-
stant display of quality and innovation has made the

10 W/ EE

Williams Bally Midway, the company behind such classics as

favourite arcade hits, it's a fair bet this list would
include at least one title from this arcade veteran
such as Defender, Stargate, Robotron 2084, Joust,
Sinistar, Blaster, Star Rider, Narc, Smash TV or
Tron.

ter firm to adapt the movie that contains some of
the most lavish special effects ever seen on the big
screen? Not that the original motion picture has a

Defender and Robotron 2084, has brought the blockbusting
Terminator 2 movie to the arcades. Rik Haynes flew to Chica-
go for an exclusive behind-the-scenes look at the making of

the T2 coin-op...

relatively small company stand out from the crowd,  monopoly on the state-of-the-art. Actual film footage,

authentic location backdrops, digitised images of
the star-studded cast and even sampled speech from
the one and only Arnold Schwarzenegger have all
been incorporated into a thrilling non-stop high
energy game.

“This is going to be the biggest hit of the year,”
confidently predicts the firm’s Marketing Manager
Roger Sharpe, “We feel very fortunate to have been
there at the right time with the right kind of games.
Arnold and James Cameron, the director of both

1f you were to compile a top tent of your all-nme

With such an impressive track-record, what bet-

B
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Hunter Killers and massive war machines rolling
over a ravaged terrain populated by a handful of sur-
vivors. You're helping the last remaining humans
on earth in their battle against extinction. The evil
machine empire has spent the last thirty years try-
ing to rid the planet of its male and female inhahi-
tants. These machines are controlled by a
super-computer called Skynet. [t's your mission,
along with the rest of the guerrilla troops, to make
your way to Skynet's location and destroy it. Taking
orders from rebel leader John Connor, you must
remember to protect your fellow soldiers and all
other humans.

If you're successful in your attempt to save future
world, you must use Skymet's Time Field Generator
to travel back to the present day. Before Skynet was
captured, the crafty companter sent its newest weapon,
the T1ooo, back in time to destroy the young John
Connor before he could become a threat. Your new
mission is to find John and protect him at all costs.
This means destroying the Tiooo any way you can.
A tricky problem this, considering this hyper-advanced

Terminator movies, are very pleased with what we
have accomplished. They've given their approval
throughout the whole cycle.”

IT'S NOTHING PERSONAL

Taking the role of Amie, a cyborg killing machine
from the future, players are thrown into a roller-
coaster ride through all the action scenes of the film,
The creative group at Williams Bally Midway thought
an arcade video game with a couple of guns strapped
to the cabinet would be the best way to rework
Terminator 2 into a showcase

of interactive entertainment,

“In our game you get to be
a Terminator,” reveals co-
designer Jack Haeger, “You're
actually Arnold Schwarzen-
egger. You've got an Endo Battle Rifle with a kick
ass recoil in your hand and you can shoot anything
and anybody you want.”

The concept of this seven stage video game was
obviously governed by the script of the movie.
However, license has been taken in certain areas to
produce a more playable game. Tz is therefore equal-
ly split between present day and a future world
conflict. This section plays a far more important role
in the video game because it offered excellent game
design opportunities. The bleak landscape of the
future world after nuclear Armageddon is filled with
legions of ominous metal Endoskeletons, flying

machine is made from liquid metal
and can quickly change its shape to
foil any sort of attack. If you've seen
the movie, you know what to expect.

HASTA LA VISTA, BABY

Owver a year in production, the Term-
inator 2 coin-op has cost an estimat-
ed three million dollars to develop.
With such a huge investment, it was lucky Williams
Bally Midway had the full backing and support of
James Cameron, who is apparently a bit of a video
game fan,

“We showed Cameron what was done on Narc so
he immediately knew this wasn’t going to be a
Nintendo-style of game using a more conventional
approach,” comments co-designer George Petro,
“The really great thing about Cameron is that he
respects the art-form of video games. This guy doesn't
treat it as some sort of measly dime-store stuff. He
just wanted to input his ideas and let us go with
them. At the end of the initial brainstorming ses-
sion, Jim got up and said ‘give these guys everything
they need’. The access was really total from then

oL

The Terminator 2: Iudgmenst Duy arcede Vg g crewtive team [ el fo
Flght 1 Jack Hadger {co-desigmer and project leador), Jon Vage! (grphic
dhesigiver), Goorge Petro |co-designer and prejact Mader), Wamen Davls

f i, i f ' kmeeling Tim Coman | graphic
deaigner) and mot pictursd Chris Granner [sounds, mosic sod spesch],

Originally, Haeger and Petro flew to California
and read the Tz script to decide whether they could
make a game out of it. Their answer was a resound-
ing, Yeehaw! -

“The concept of Terminator 2 was custom-made
for a video game,” recounts Haeger, “The action
sequences in the film and the Tiooo character real-

e‘ve got to make players part with their money

every time they play the game, we don’t have the luxury of a one-hit

retail sale. We focus on doing the best possible products we can for

arcade coin-ops rather than worrying about what comprises we'll have

to do down the road for home adaptation. That's significant. None of

the other companies out there can make the same statement. It's much

easier for companies like Sega to cut corners and come out with a

game they know can be released in the home in six months time.”

Roger Sharpe, Markating Manager, Willlams Bally Midway

11




Iy lend themselves to the format. We explore the
future part of the movie in greater depth because it
makes for really good battles. Although they never
actually made it to the movie, these future world
sequences were taken from the script. So they're the
original ideas of the creators of Terminator 2 but
they just never got a chance to show them.”

Petro adds: *We ended up doing a gun game where
two players simultaneously participate in a sci-fi
shooting pallery. With Terminator 2 we thought this
was a pretty safe way to go. Nevertheless, this is the
most interactive gun game ever. Human characters
and even Arnie himself might say "Way to Go' or
‘Great Shot’ or reprimand you if you're doing some-
thing wrong.”

‘erminator 2 was almost a

video game to start with. It deals with the same
themes of universal destruction and amazing
amounts of carnage. It's perfect. At the same time,
we keep in mind that we're a creative force in our
own right capable of producing our own worlds,
characters and stories. If we relied solely on inspi-

ration from Hollywood then we'd be dead.”

Jack Heegor, co-designes of the T2 coln-op

Dave Hudson and Ed Marsh, creators of the Making
of Terminator 2 trailer, filmed the video docu-
mentation for the graphic designers Tim Coman
and Jon Vogel. These included the specific shots of
characters and props needed to transform them into
computer images,

Eventually, Haeger personally went out to the set
for a whole week overseeing the final procurement
of the various bits and pieces needed for use in the
game. Actor Robert Patrick, the newcomer who shall

If you o't hack the dazcieg
Imagery and bistenng gameplsy of
e cobiog, Willlams By Midway

has made » pinball maching,

12 BAGE

_

fully played the Trooo killing machine, spent a long
gruelling day walking on a treadmill while wear-
ing all the heavy prosthetics that were used to help
Industrial Light and Magic create the stunning com-
puter-generated special effects in the movie.

“The major thing about our video games are they're
not done till their fun,” indicates Petro, “It’s got to
be a cool game before it's carted out of here. It's
really a lot of hard work. At Williams we've taken a
different direction. We're the pioneers of live action
digitised graphics. There maybe other guys around
that are claiming they did it, but that's not true. This
exciting new techniology is the main thing that keeps
players coming back for more. We're getting it clos-
er to real life, it's just like playing the movie now.
If you actually get off watching action movies what
could be better than actually doing it and not get-
ting hurt? We've come a long way since the days of
Space Invaders.”

JUDGMENT DAYS

Here s a brief rundown of the images, film, video tape, models and speech

needed during the production of each scene In the T2 coin-o0p...
September 17, 1990

» Physical model and detalled drawings of the plasma-pulse battle rifle used

In the future world.

« Stop action models, from the original Terminator movie, of the Battle Chas-

sis, Flying Hunter Killer and Ground Roving HK.

Octobar 1 ;

« Specifications of movie opening scene.

« Detalls of the human soldiers outfit from the future.
« On-location video tape of future world battlefield.

October 29
» Model of fourlegged Centurion.
« Any existing concept drawings of Skynet fortress.

December 3
« Use of future world John Cennor character for voice and close-ups.

January 7, 1991

+ Use of young John Connor for gameplay action.

« Use of Sarah Connor character for gameplay action.
« On-location video tape of Galleria video arcade.

February 4
« Onlocation video tape of mental institution.
« On-location video tape of Cyberdyne Systems.

March 4

« Use of humanold T1000 character for gameplay action.

« Concept or real footage of T1000 metamorphosis.

« On-location video tape of police blockade at Cyberdyne Systems.

April 1
» OnJocation video tape of steel mill.
« Use of Amile, John and Sarah characters for close-ups and speech.
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* THE FIRST PC TO BREAK
THE SOUND BARRIER,

We gave the Amstrad PC;‘:zHﬁ@:ill the best features vou 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.

S0 we gave it a sound system that makes it unique.

Its fully Ad-Lib' compatible soundeard with its twin external
speakers, brings you closer to the aetion bringing a whole new

dimension to the PC.
BUILT FOR BUSINESS
We gave the PC5286® a massive 1 Mb RAM, 40 Mb hard drive

PRINCE OF PERSIA

LINKS F-165TRIKE EAGLEII

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 PCSEBB@gamn‘s pack comes
with two other great games. Together with fully featured kevhoard,
mouse, DOS 33 with userfriendly graphical interface and a
Joystick,

So at §899 + Vat (§1056.33 Inc Vat)*
it has to be a sound business proposition,

ot mg 0277 262326 [aues]

AMSTRAD

F=———————————
!

| Name
| Address

AL Y AR o S :
Coupon information may be kept on a database. This may be passed to your Amstrad
| cealer, il you object please tick box [

|_50"d fo: Amstrad ple, PO Box 462, Brentwood, Essex Chi14 4EF Tal: (0277) 262328 o

I
I
I
!

FL.R.F's comect al 110084, may changa siincat notcs. © Amsimad pic Oclabes 1981 All rights mssnd

Available from selected branches of Allders, Dixons, John Lewis, Rumbelows, Rymans, Wildings and over 3,000 registered Amstrad computer dealers.
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A legend is born, a supremely
advanced one-man starfighter
of awesome power and destructive
capabilities that, in the right
hands will wreak havoc amongst
inter-galactic transgressors -

EPIC A LEGEND BEYOND TIME

% SHOTE TNLES FROm CBis Az FORRAT

A 3D 'epic’ that reaches a milestone
in polygon technology in terms of
speed, graphicol detail and pure
out-and-out ployobility. A multitude
of missions, ranging from devious fo
manic, take you deep into the heart
| of this sci-fi conquest of auter space.

that legend is EPIC.

EPIC - o mosterpiece of software

CBM AMIGA engineering.

OCEAN SOFTWARE LIMITED * & CENTRAL STREET *+ MANCHESTER

« M2 5NS » TEL: 061 832 6633 * FAX: 061 834 0650




SORT YOURSELVES
ouT!

Okay, ACE! | dont get it! With great confu-
sion | read Issue 50 of your (excellent) mag-
azine. Especially the letters drew my atten-
tion! There was a letter called “Blazing a Trail
to Nowhere” about the constant rewarding
of ACE Trailblazers lately. ACE explains this
by telling that the software scene is so healthy
lately. But when I look at the first page | read
“Lets's face it, you've had to put up with
some nonsense, haven’t you? Low quality
games and even lower guality mags.”

What's going on? Are we getting good or
bad games lately? | buy this magazine to
know whether a game is worth buying or
just plain garbage and what do | get? Con-
tradictory statements!! Could you please tell
me how all this REALLY is?

For the rest, | was quite disappointed with
your renewed formula of ACE Magazine. It's
not that the reviews are bad, far from it, but
it's the statistics! Just now | got used to the
old PIC and the other stuff, you get an idea
and give the whole thing a different look! Now
1 have to look five times before | know how
you think about a game.

Apart from these things, you still make
the best magazine for home computers.

Leon van Steensel
Amersfoort
Holland

Tut tut tut, you really mustn‘t take things so
literally. It's true, over the last few months

the games-buying public has had to put up
with an awful amount of crap. If we give
away, say on average, three or four Trail-
blazers a month, there are still countless prod-
ucts released the same month that fall way
beyond the quality threshold. And that’s the
precisely the sort of “nonsense” we're talk-
ing about. It's true, there have been some
right corking games recently, but that doesn't
excuse all the crap that gets released. As a rough
estimate, we'd say that 65% of all software
released is of an unacceptable quality - we're
here to steer you away from the sub-stan-
dard majority and towards the good stuff.
Simple as that. And as for the new-look PIC
curve - we've had a few people write in to
express the disgruntlement, so we've given
it another little facelift this month to make
it even easier to understand. Alright?

I AM VERY CLEVER

Dear Sirs, I'm an educated person - a profes-
sional (qualified) psychotherapist and mem-
ber of MENSA whose main interest is playing
computer games. I've a vast collection which
1 fussily add to regularly. Usually brain games
- PowerMonger, Welltris, etc. These games
require patience, skill, determination and
confidence - as well as, in some cases, histo-
ry. geography, politics and statistics. So why
is it that computer games are looked down
on as being easy and childish by those who
choose to do other pastimes?

Ms Carmen Brulez
liford
Essex

Way to go, Doc! Here at ACE we wholeheartedly
agree with your educated and intelligent
opinions. There's nothing more annoying
than seeing our beloved medium denounced

by some pencil-necked TV presenter with a supe-
riority complex. Unfortunately, the situation
looks bleak and unlikely to change in the
near future - unless of course Channel 4 gets
its finger out and does something half-decent
with its forthcoming Gamesmaster show.
Here's hoping...

RAW DEAL?

Dear Editor, Although | never get round to
sending off letters to magazines, | have decid-
ed to make an exception after the re-vamp
of your issues.

In layout terms, very well done. It's much
cleaner, more comfortable and therefore por-
trays a more visually interesting and grown-
up image. The thing I'm afraid of though is
that this may be at the expense of the con-
tent of your magazine. Firstly I'm sad to see
that console games have been put back into
their own section. C+VG have got rid of this
and you have done the same over recent
issues. Classing console owners as a differ-
ent race of users altogether is, in a way.
degrading. It may be just the issue in ques-
tion (No 50) but | hope that major console
releases get the same six page treatment as
computer releases. In order to give the
Megadrive (as an exampie) such praise, and
then to give is such poor coverage is hypocrisy.
| am a Megadrive owner (surprise, surprise!!),
but I'm sure if owners of other machines got
this treatment, they would complain twice
as much.

In other areas we seem to have lost Tech
news, special articles such as “Too Hot To
Handle”, “Planet of the Gamers” and other
important articles, international reports and
new developments.

Other favourites that have gone are Shop
Watch, crossword and the format columns,
which always provided a light-hearted alter-
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Norse legend tells of a tima when the Gods of Valhalla and Asgard created a race known
as the Vikings. Born to représent his gauple at the battle of Ragnorak, Heimdall must first
fight, solve puzzies and explore the Viking world to find the weapons of the Gods.

AVAILABLE ON

OMMGQDORE AMIGA, - - 4

ATARI ST AND IBM PG - * . o Wy T T 4 SCREEN SHOTS TAKEN

T COMPATIBLES. ™ " . FROM AMIGA VERSION
: + T # -2 i v B e T S oy e . . . s i

# 5 i . i s i . - 2 . -
- o " = ; ? o g » # 3 r
| V54 ] Tradewlhds Hause 69/71A Ashbéurri® Road DerBy DELIES Tn"lr'[rhnm'.' (0332} 297797 Facsimile: .1'”3:32] J81511
= L ' S . - B z - - " . -

- . : & . . &
. - (S 4 - F: -




native to the rest of the magazine. Glad to
see you have kept the Blitter though...

To criticise at such an early time may seem
premature, but | hope the ideas are thought
ower as soon as possible.

Carl Davis
Ashfield
Nottinghamshire

Don‘t fret! We'‘re not trying to give console
owners a raw deal. The only reason that a
Megadrive game hasn't yet received a six-
page review is that we’ve not yet seen a prod-
wct to which the ACE mega-treatment would
be applicable. Rest assured, there will be
Megadrive six-pagers in ACE in the future.
In the meantime, we think that console own-
ers get a pretty fair deal within their own
section - look at last month’s two-page Streets
of Rage review. To call it degrading is push-
ing things a bit far, we think. As for your con-
cern about ACE features and special reports,
you need not worry. We'll carry on doing
them, starting with this month’s Interactive
Movie expose. And there are plenty more to
come. 50 keep ‘em peeled.

2EASYA4 U?

Dear ACE, | felt | had to write to you to com-
pliment you on your “new look” magazine.
I love the six-page reviews as they are very
detailed! But to get to the point of the let-
ter, | would like to know why nearly all
Megadrive games are so easy! | recently pur-
chased Sonic the Hedgehog and within just
under a week | managed to complete it. Also,
are there any plans for Sonic 2, as | loved the
aforementioned. Finally, when is G-LOC com-
ing out on the Megadrive as | heard about it
long ago, but | haven't heard anything since
then! Once again, well done on an Ace (sor-
ry) magazine.

Oliver Ramsay
East Lothian
Scotland

Well, were not too sure about Megadrive
games being too easy. Maybe you're just
some hot games demon and even the tough-
est arcade challenge can be completed with
Jjust the flick of your wrist. You're right about
Sonic the Hedgehog - it is too easy. From the
fetters we've received, most people seem to

have completed it in around one or two weeks.

STUPID BOXES!

Dear ACE, why is it that so many games come in outsize box-
es? It makes it very difficult for me to fit them on my soft-
ware shelf. Back in 1984 my Grandad put some shelves up
for me, and the games | had at the time (The Hobbit, Trans-
Am and Zooom!) fitted perfectly well at the time. '\x“
Everything. as they say, was lovely jubbly. b
Now, however, everything has changed. Compa- -
nies are putting their games out in giant boxes that are
much, much bigger than they need to be. | now have
games like midwinter, Leisure Suit Larry and Railroad Tycoon
which are far too big to fit onto my shelves. So | have to put
them on the floor, on top of the record player, under the bed
- wherever they will fit. And as you can imagine, it looks a right old two and

eight!

Why oh why do software publishers insist on this foolhardy policy of releas-
ing their games in cumbersome, impractical boxes. And when are we going to have
a standard for computer game packaging, like they have for CDs and sell-through
videos? It's not as if it's much to ask, is it?

Clive Endenshaw
Peckham
London

There are two schools of thought on this highly controversial issue. One theory
goes that the whole idea behind putting games in big boxes is just to make the
product look more efaborate and desirable, even though the game itself may not
live up to the promises of the flashy packaging. It's all about perceived value, you
see. The other argument is that, with big, elaborate games like Silent Service Ii,
Willy Beamish and all the rest, the large packaging is necessary, not just to reflect
the quality of the game, but also to contain all the documentation and para-
phenalia. Games like the Microprose simulations have big, hefty manuals, maps,
keyhoard overlays and all sorts of other bits. It seems a bit dodgy to try and cram
all that into a little box just because of shelf-stacking considerations. Computer
games are not like videos or CDs where no special documentation is required. The
industry is obviously undecided on this particular topic, as game boxes come in
so many different shapes and sizes, from cheap little crystal cases to giant glossy
extravaganzas. You're right, though, it is a bit of a pain in the behind trying to
fit them all on the shelves. So come on, industry fat cats, get your act together!

As for Sonic 2, the success of the first game
means that a seguel fs an almost cast-iron
certaintly (just look at the Mario series - five
games so far), aithough there’s no information
as yet. We've drawn a similar blank with G-
LOC. No doubt it'll appear eventually, but
when it will be and what it will be like remains
a mystery to us.

FROM THE PEN OF
A SHINING WIT

Dear ACE, what a load of bollards! As you've
probably guessed I'm referring to your mag-
azine's new format. | faithfully ran round to

my local shop to purchase your usually excel-
lent magazine. | parted with my £1.80 and ran
back to my house. Once home | read the mag
and then banished it to under my bed. Please
go back to the good old ways.

Douglas Hepburn
Denniston Glasgow

You what? Here at ACE we don’t mind a bit
of criticism - in fact we positively welcome it
- but if that's all you can manage, why both-
er to write in at all? We can’t make any
changes if you don't tell us what the prob-
lem is! Let's have some more constructive
criticism next time, huh?
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MORE REVIEWS!

Dear ACE, | own an Amiga 500 and | have
been buying ACE since issue 7. | have always
thought that ACE reviews are much better
than your rivals.

The new-look ACE reviews are just as good
but because each review covers six pages
only six computer games get the full ACE
treatment, and the other games only get a few
paragraphs in the New Releases section. |
could understand you only giving a quick
review to a game which is basically crap, but
surely games like Cruise for a Corpse and
Final Fight deserve full review?

Trevor Booth
Etchingham
East Sussex

Whether or not a game gets a six-page review
depends not just on its quality, but on how
applicable it is to such elaborate treatment.
Sure Final Fight is a nice game, but it's a bit
simple and therefore dragging it out over six
pages would have been a bit excruciating.
As it was we were able to tell you just how
good it was within the New Releases section.
And although at the moment, only six games
get an ACE six-page reviews each month, but
we intend to be expanding that number in the
future. Look out for eight and even TEN games
getting the ACE Super Reviews at a time in
the not-too-distant future. Yowza!

MEGADRIVE ON THE
MOVE?

Dear ACE, recently | was having a chat about
games with a couple of my mates, and some-
one said they'd heard a rumour that Sega
was going to make a handheld Megadrive. You
know, like the GameGear, only 16-bit bit and
with the same specs, so the software would
be as good. They also reckon that there's
going to be an adaptor so that you'd be able
to play actual Megadrive cartridges on it!

i said they were talking crap because if
there was anything like that coming out, |
would have read about it in ACE. | have had
a five pound bet with my friend, so please ACE,
could you set the record straight for us?

| love the new-look magazine, especially the
six-page reviews - much better than what
some of the other mags try to fob us off with.
Sometimes you get the feeling that they
haven't even bothered to play the game prop-

18/C:H

erly, but with an ACE review you can tell that
it's really been played to death, and you can
have much more faith in the final mark because
of it. From now on I'll be basing all my pur-
chases on the ACE review. Keep up the good
work!

David Knight
Bromley
Kent

Get ready to collect your cash, Dave! There's
no such thing as a handheld Megadrive, and
any rumours about one on the way are entire-
ly unfounded. Sounds to us like your mate has
either made it up to try and impress you, or
he’s just unfortunate enough to read a less
informative magazine. Perhaps he should
switch to ACE. Show him a copy and no doubt
he'll be converted. And don't spend that five
pounds all at once.

No doubt you noticed that, like Frank Spencer,
we “had a bit of trouble” and “did a whoop-
sy” with our Alien 3 feature last month. Kevin
Lockwood from Kingswood in Bristol Gareth
Perch from Kidderminster and Worcester-
shire and Sam Joyce from Chorleywood in
Herts were just three of the observant read-
ers who were kind enough to write in and bring
it to our attention. Cheers, lads!

We'd like to take this opportunity to apol-

ogise to all our readers who never got to find
out what “these little varmints™ actually did.
The funny thing was, it wasn't actually our
fault, you see? What with all the excellent
things that went in to the ACE relaunch, we
had a few technical hitches, and one of them
was that the big complicated system that
outputs our pages got it wrong, and that was
that. Anyway, you're not interested in lis-
tening to our problems. You want to read
the rest of the Alien 3 feature. So by way of
compensation, we're reprinting the missing
text right here and now.
These little varmints scuttle along the floor and leap
up onto the player's face, endeavouring to impreg-
nate them with it's evil alien seed. The player will
have to adopt similar movements to those used in
the Turtles coin-op to wiggle around and shake the
face hugger loose, says Mirrorsoft.

Graphically, the film has been surprisingly easy
to convert. Because all of the humans in the game
have shaved heads and all look the same, it's been
possible to save lots of space and use similar graph-
ics! Much of the game takes place in huge under-
ground chambers, and so it's going to be a pretty

dark and gloomy affair (just take a lock at some of '

the shots from the movie here and you'll see what
we mean), :

Slated for a release early next year, Alien 3 promis-
es to deliver all the thrills and spills which the pre-
vious licensed titles of the series have failed to do.

The Other Two

No video collection would be complete without
these two storming SF movies, available in your local
video store for around a tenner.

Alien (:979 F\’I.ﬂ.’c’}' Scott )
The onginal space-horror movie, Following only two
years after the high-gloss gung-ho Star Wars, Alien
presented a very different vision of space. Set aboard
the Nostromo, an enormous and largely vacant refin-
ery ship, it tells the grizzly tale of how a lone insec-
wid invader decimates its entire crew of seven, leaving
only Ripley, a flight officer played with convincing
strength by Sigourney Weaver, to fend for herself.
Although some of the spaceship design with its big
white slabs and flickering LED's looks a bit dated,
the H. R. Geiger Alien design is simply excellent
and the atmosphere of impossible, looming tension
is fantastic.

What on earth happened to Scott immediately after-
wards with nonsense like Legend and Someone To
Watch Over Me is anyone's guess.

Aliens (1986, James Cameron )

A big disappointment to many hard-core fans of the
original, Aliens was churlishly termed Rambo in
Space by many critics. While ‘Master of Effects’
Cameron did away with all but the most off-the-shelf
suspense techniques, his own twist on the theme
brought a new generation of fans to the series.

Ripley is persuaded, after being found drifting in
space for 57 years, to journey back to LV420 - the
colony where the Nostromo's crew unwittingly picked
up the alien in the first movie - and destroy a troop
of Aliens that have taken over, Her role of adviser
swiftly changes as the space marines sent with her
find themselves no match for the silent deadly war-
riors.

With far more firefights than the first movie, Aliens
delivers more thrills-per second, and it's perhaps a
more appealing all-round picture, except for being
bogged down with rather dumsy matemnal metaphors,

COME ON DOWN!

You've heard what your fellow gamers have
to say - now, why not take the chance to add
your penny's worth? For the price of a stamp,
you could have your views digested by tens of
thousands of ACE readers! And if you've real-
ly got something interesting to say, there's a
chance of a wowzer software prize, which we
generously give away to the sender of the Star
Letter each month. So what are you waiting for?
Get that pent-up aggression off your chest and
send it to us at ACE Letters, Priory Court, 30-
32 Farringdon Lane, London EC1R 3AU.




JUST WHO ARE THESE GUYS?

Mobo and Robo (Mabo's the gcodtlc;ﬁking one) are ” .
the coolest villians you'll ever meet. They rob ——
banks, museums - and -
innocent computer gamers of '-

their sanity. They're on a

mission and they're coming e i
soon. Ask them why they

wear dark glasses and theyll
tell you... "Our future’s 50
bright we gotta wear shades!
Available on: Amstrad, CBM
84/128 Casselte & Disk Spectrum
Cassette, Atarl §T & Amiga.

1990, 1991 SEGA'". All righis reserved. BOMNANIA
BROS ¥ s g vodemark of SEGA ENTERPRISES LIMITED
SEGA™ i o rodemark of SEGA ENTERPRISES LUIMITED

SEGA"
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The greatest hero for the Hyborean
Age was a fierce barbarian born of
the harsh northlands,

CONAN THE
CIMMERIAN

S

FEATURES:

+ OVER 200 LOCATIONS THAT
CAN BE VISITED. TAVERNS AND
INNS, CRYPTS AND DUNGEONS,
TEMPLES AND TOMBS, LAVISH
HOMES AND POOR HOVELS.

« INTERACT WITH HUNDREDS OF
CHARACTERS AND FOES OF HYBOREA.

« TRACK YOUR PROGRESS ON THE MAP
ENCLOSED. MORE THAN 600 SCREENS OF
BUILDINGS AND TUNNELS TO SEARCH AND
MAP OUT.

« ADLIB™ AND ROLAND™ SOUND BOARDS SUPPORTED FOR
IBM VERSIONS

AVAILABLE ON P.C., AMIGA AND 5T.
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STILL NOT
SHOWING...

It’s been over four years since we first heard of the interactive movie - so why are we still
waiting to play the film? Is it time to call “cut” on the much-maligned genre? Maybe not...

i - heworld's first interactive movie! It's
like playing a filml® Yeah, right. We've all heard the
claims, and all been disappointed - but not altogether
surprised - when the finished game almost invariably
fails to live up to the hype. Since the inception of
the genre with Cinemaware's Defender of the Crown
in 1986, “playing the film" has remained one of the
hot industry buzzwords, with software companies
(mostly American-based) going all out to support
the idea - but with little to actually substantiate it in
the way of finished product.

But to be fair to the late, great Cinemaware, it's
not their fault - in fact after the first few, unsuccessful
experiments (Defender, SDI and Sinbad to name
but three), the team went on to produce some of the
most cinematic "interactive movies” ever seen -
Rocket Ranger, Wings and [t Came From The Desert
all hit their targets magnificently, building genuinely
playable games around true cinema-style presentation
and atmospherg. The problem was that many of the
companies that have tried to follow Cinemaware's
lead didn’t quite get hold of the right end of the stick,
and most of the “playable films" that have so far
emerged as a result have been uninspiring to say
the least.

Of course it's arguable that the whole idea of
interactive movies, at least in their truest sense, is
4 load of old bollocks. Okay okay, no-one's going to
argue with the fact that it sounds great. The chance
to really be Luke Skywalker and really fly an X-
Wing down the Death Star trench and really cross
swords with Vader is undeniably a pretty sexy concept.
But of course it's not going to happen without some
kind of radical technological development, and even
with that side of things seen to, the whole concept

still seems flawed. No matter how "virtual” the
B experience is, the whole idea of the movie's
lead character (ie you) being able to make
spontaneous and free-willed decisions that
aftect the course of the plot completely goes
against the principles that allow real movies to work
in the first place.

A smart screenwriter uses character and action to
structure his story in an exciting way, with different
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plot elements combining to create new situations
which push the story forward. The hero's decisions
are carefully planned and made not just to reveal
his character, but also to help the plot develop inan
exciting manner. How could an interactive movie
develop the story to react in a “real” way to the hero's
decisions when they're being made spontaneously
by the player? Even if the program was smart enough
to allow the artificial characters to respond realistically,
half the time the actual result would be as dull as
dishwater.

The only way to ensure a properly structured story
which builds up to a suitably worthy climax is to
force it onto the player by causing

the plot to develop in a certain way

with only minor changes, regardless

of what player decisions are made - %
and that, of course, compromniises -

the interactivity. This is the approach
take by most of today's cinema
software, such as Wing Commander
11 and the likes of David Wolf: Secret
Agent - and all it does is prove that
the two concepts “interactive” and
“movie” are as alike as chalk and cheese. As oh-so
excellent as it may sound as a pipe dream, in practical
terms it's a self-defeating exercise. A n d
though much was being made of CD-I, CD-ROM,
CDTV and CD-what-have-you's “play the film”
potential about a year ago, we've still seen nothing
of note, even though these storage devices are readily
available now. CRL's Psycho Killer on the CDTV
amounted to little more than an elaborate animated

FRAME 2:

slideshow with a decision to make every now and
again. Though the hype-mongers did their best at
the time, the reality of CD-1's shortcomings have
proved that there’s little potential beyond making
conventional games simply bigger in size. And that's
like saying a three-hour film’s better than a two-hour
film. Never mind the quality, feel the width!

But oh dear, it's starting to sound very gloomy and
depressing, isn't it? Don’t fret! Sure, the whole idea
of really interacting with characters and there being
a real story and all that malarkey may be a pretty far-
fetched notion, but that's not to say that the towel
should be thrown in altogether.

It's arguable that the whole
idea of interactive movies,
at least in their truest sense,

is a load of old bollocks.

Cinemaware has proven that the idea, at leastin its
most basic form, can work. Rather than trying to
simulate the more complex and deeper elements of
movie making - character, story structure and so on
- games like It Came From The Desert and Rocket
Ranger succeed by building the framework of a
simple, playable game and drenching it with cinema-
style visuals, music and atmosphere. Though the
result isn't really the interactive movie it claims to

FRAME &:

be, the experience is acutely cinematic. Many of
the techniques that are used to create atmosphere
and tension in movies can and do work equally well
in games. It Came From The Desert’s soundtrack,
for example, is so perfectly scored to sound like a
B movie's incidental music that, as far as your ears
are concerned at least, you might as well be at the
pictures, A game doesn't need to play like afilmto |
be cinematic - it just has to feel like one.

10:

APOCALYPSE NOW!

Strangeways Software’s forthcoming
shoot'em-up Apocalypse may not
boast the most cinematic gameplay
In the world, but thanks to the
talents of graphlc artist Paul “Dokk”
Docherty, what it does have in an

intro sequence that’s storyboarded in
almost exactly the same way as a
legitimate movle scene, using many
of the same tricks and technigues to
create the pre-game ambience. Dokk
himself was nice enough to take us
through it...

FRAME 1.
The screen starts out In total darkness and the
first thing we see is & hand switching on a single

Hghtbull.
T LA

In the mext cut we pull out to see a hostage,
bound In & chalr and guarded by two hefty
soldiers. initially the body Is slumped aver, but the
soddier behilnd pulis him up by the alr. Notice the
use of very |ittle light, radiating from directly
behind the maln mage.

FRAME 3:

There's & blinding flash and we cut to the P.O.V of
the soldier holding the hostage's head. A fourth,
mystery figure takes a photograph of the scene.
Again, there is iittle light and his face is cbscured.
FRAME 4:

We cut back to the last shot, and the soldler on
the right breaks the hostage's lag. Thara's a
erunch &s the bone snaps.

FRAME &

The "camera” zooms in closs as the hosiage
screams In pain. From this distance we can soe

that he's bleeding from the nowth and has a bisch

oye - a sign that he's been subject to previous
torture.

Another close cut, this tima to the tace of the
mystery photographos, who has keaned In close to
get a good look at his victim, At first he smiles,
and then the expression tums to & serious scowl,
directed &t tha soldier above him.

FRAME 7:

The soldier produces an automatic plstel and
cocks the hammer - notice we've zoomed In, much
closer now. The actual Intercutting of shots is
bacoming faster toe.

FRAME &:
The camera goss In further still as the bamel is
pressed to the terrifled hostage's head. By ithis

point grim music s playing. adding to the tonslon.

FRAME %
v bt book ot the evil dictator’s face, which

now takies up the whole screen. His expression Is
pare avil.

The camars goos into extreme close-up as the
barvel Is pushad tightsr to the weeping hostage's
forehead, And then...

FRAME 11:

Thare's the sound of an echolng gunshot, a flash,
and we seo a bleodspatterad photographle
regresantation of the last frame, presumably
taken just before the hostage was shot and sent
out &8 & message. Mow they've gone toa damn
far...

NOTE: All graphics ane working screans in
cls B0 pay no o the medsy oF
chunky bits,
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GAMES THAT WORKED

PRINCE OF PERSIA
Jordan Mechner's second arcade adventure

surprisingly had boss of an overtly
feal than his first Karateka,

That's a point that seems to be filtering through
t a lot of games designers, who are starting to use
more and more cinematic techniques to endow their
games with extra style and atmosphere. American
designer Jordan Mechner virtually pioneered the
idea back in 1986 with the 8-bit beat'em-up Karateka
- game-wise it was little more than a progressive
combat game, but it managed to sell itself as an
interactive movie due to its cinematic paraphernalia

and presentation. Mechner, also a cinema
screenwriter, took the idea further last year with
Prince of Persia, which again provided movie-like
ssmosphere through music and inter-level set pieces.
Sy giving his characters remarkably lifelike animation
and designing the game’s levels so that the hero's
escapades were frequently of a nailbiting nature -
ranging by the fingertips from crumbling ledges,
rolling under portcullises just as their razor-sharp
spikes crash to the ground, swordfighting with ghostly
spponents - even the odd enigma, such as the bizarre
murror-image of the player, who appears on certain
screens., he added far more atmosphere to his game
than most mass-storage efforts have had to date,

1t's hardly surprising to learn that Mechner is a
==t fan of Errol Flynn and the whole swashbuckling
genre, 5o cinematic in style is the presentation of
fms games’ action elements. Given the simplistic,
arcadey nature of the game itself, it's not really
comparable to more conventional “cinemaware”,

»25

haaping the intros and interlevel scenes
ahort and sweet, Instead, the maovie-lihe
thrills are provided within the game - a real
achlevemaent - by desiging the game around
the oentral character, thereby ensuring
that porll lurks around every comer and
every perll is stralght out of the obd
Satupday morming cliffianger serals,
Superb,

IT CAME FROM THE DESERT
Probinbly the best axample of an intaractive
mavie in its truest form, It Came From The
Desart was the perfect pastiche of the
manster B-mavie genre. Tha adventure-like
format that s used to thread together the
many ancade sub-games allows for o

yilne, smart
characters {Interaction Is minimal but
much can ba learned from them, and they
all have identifiabde porsonalities) and a
pleasing non-linear feel. But what really
makes it happen are the awssoma
mosthatics. The perod atmosphere has
besn poured on so thickly that the
atmosphers and tenslon really, really do
Erip In a clnematic sensa. it's sven
frightening In places, Unfortunataty,
Clnemaware's experimonts with 5 CD-ROM
verslon, featuiing live actors and locations,
ddn't come to much, actually boasting
less atmasphere than the original. It Just
goes to show,

ALIENS
An oldie but & goodie. Allens was only ever
reloased on B-biL, but the claustrephoble

and fine

gameplay make It second to nane In the
film Boonce stakes. It was a simple enough
concept, based on the general idea of the
Colonlal Marines exploring the allen
cavams on LV42E. The player was put |n
charge of shx of tha flim’s major
characters, snd must got at least one of
them to the Mother Allen's hatchery st the
‘other end of the infested complex to put an
@nd 10 the deadly specios. Playod sntirely
In first-perspective, the game had genulne
shock value - the allens attack without
warning, and since the feid of vision ks so
slim, knowing thera's a creatune in the
sama room, but not being able to see it s &
di g ex out of
ammao s even worse. Watching a
character's vital signs suddenly go dead Is
even worse... Play it and get very scared
Indeed.

|1.|Iﬂ‘wwhlh"|;:
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HUDSON HAWK
Speclal FX's recent interprotation of the
smelly Bruce Willls flim scored points not
Just for belng &0 exceptionally playable
pattorm game, but also for clavedy
working themod slemaents from the film
into the product without compromising the
rast of the game. Admittedly, it's not really
very cinematic st all, but by coming up
with what Is undendably the best mix of film
and It
deserves a place in this Bttle hall of fama
ol the sama.

GAMES THAT DIDN'T

WING COMMANDER

Halled on the box as “the most comphete
Intaractive movie ever”, Origin's WC was
mare like “watching the game™ than
“playing the film". The concept was fine, It
Just didn't work In proctics. It's 50% film,
50%, with the game parts boing basically
Just & simplistic fight simulation, and the
flkm parts, though pretty the first time, lack
any form of interaction and therefore get
very badng very quickly. The perfect

DIE HARD
How this silly mess sver came about is
anyone's guess, but thankfully it was ondy
PC owners who had to suffer. Along with
The Terminator, Dbe Hard probabily has
more potentlal for compirter game
adaptation than any other movie over,
Unfortunately, Instoad of the huge

excellent fi and

tunmed i of the

mavie, whatl we got was a game that
complately missod the polnt. it's so slow
and confusing that nothing happens S0% of
the thme, and when 1t does It's difficult to
make it out. The player's character Is only
aver gean rom the back | probably dus to
some agEravation over the use of Bruca
Willis' face - It's suspiclously absant from
the box), and the vectordriven snvironment
Is slow and unconvineing. A tragedy.

DARKMAN (AND ALL THE REST
OF THEM)

Despits & few axceptions like Batman and
The Untouchables, the whole “five gamas
I one™ philosophy has proved to be one of
the most critically unsuccessful ways of
dolng a film lcence. And stlll no-one's
learnad thalr lesson. Even the
aforementioned excoptions waren't
particularly reminiscent of the flims,
sooring all thelr points on gameplay alone,
The ldea Itself |s fino, allowing designers to
concentrate on specific action scenses (the
hellcopter chase In T2, for axample) for the
basls of the games. The only problem Is
that there's not really anything to link the
sub-games into one coherent product. and
as such the overall game feels disjointed
and often just plain stupld - it looks more
i the traller than the flm Haelf. How
‘would you feel If you went to see a film
whare the action scenes just followsd on
one after the other, with no lead-up or
explanation at ali? Exactly.

LHCEN 23
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although some of the more cliffhanging moments
can produce “"och™s and “aah"s that are very definitely
reminiscent of Saturday night up the Odeon.

The idea behind Delphine’s range of Cinematique
adventure games was always to emulate movie
presentation to create a more involved, atmospheric
experience. Despite some impressive music, early
attempts like Future Wars and Operation Stealth
were just very classy, playable adventures with little
in the way of cinematic qualities. But like
Cinemaware, these early experiments have led to a
better understanding of what works and what doesn't,
so now with games like Cruise For A Corpse and
the forthcoming Another World, Delphine is at last
achieving its ideals.

The tricks used within the games’ animation

seqquences are really little more than

Many of the 1'1’1‘1!13Ti0n5 t}l'thif' camera tef_hmq_ues
\ used in conventional movie-making,
v audio/visual and viewed like that it seems like a

» i T : ;
5 - pretty cheap trick - but it works. Inter-
tEChnquES cutting between shots, focus-pulling

that are used to create
atmosphere and
tension in movies can
and do work equally
well in games. A game
doesn't need to play
like a film in order to
be cinematic - it just
has to feel like one.

and slow panning over panoramic
scenes are all techniques that have
been employed to great atmospheric
effect. A current
Delphine's, although one that often
seems to have been included for its
own sake is the shet where a
character walks right up to camera
completely obscuring it, then the
scene quickly cuts and the same
character is seen walking away down
the rest of the landscape, as if he
has walked right through the lens,
Actually, it looks a bit crap - but then
so does the original camera shot
{which hardly ever gets used these
days) on which it was based. After all, they used it
in The Professionals opening credits sequence every
week, 50 its a bit moth-eaten by now.

Of course, if any kind of software is obliged to be
cinematic in style, it's that most hated and
downtrodden sub-genre, the film licence. Because
its inspiration (at least commercially) comes directly

from a movie, the potential for emulation is far

favourite of

27

IN 1979 THIS WAS THE
PHENOMENEN THAT
SHOOK THE WORLD...

PROBABLY THE MOST
FAMOUS GOMPUTER
GAME OF ALL TIME...

—
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FLY THE ;
WORLD’S MOST DEADLY
FIGHTERIN A

HIGHLY REALISTIC WAR
THEATRE. AN EXPERIENCE
NEVER TO BE FORGOTTEN!

MIG-29 "Fulcrum” is the Saviet Union's most advanced fighter aircraft,
Now in 8 top-secret, privately financed, project, the Mikoyan Design Bureau
has developed the fighter even further, The resuit is the rmighty
MiG-29 M SUPERFULCHLUM.

A brand new quadruplex digital fly-by-wire control system, Supenor serodynamics
and enhanced engine power give you a far higher degree of manoeuvrabiity. Combined
with a modern transparent cockpit design and CRT instrument display this makes
the SUPERFULCRLUM a phenomenal dog-fighting machine.

Drafted in 8s part of a multi-national force to help rid an alied nation of hostie
invasion forces, you will need all your wits and skil to overcome the enamy on the
ground and in the air. Constant shifting events dictate the way you tackle various

operations i{r:l__glﬂ*ge scale war campaign.
;S & ."l
TOgraTIMed by ; § "

Artwioek and Packaging © 1981 Domak Group Lid_
Fublished by Domark Software Lid | Ferry House,
5157 Lacy Aoad. London SW15 1PR
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UZI 9 MILLIMETRE!

Thay say that imitation Is the sincersst form of Aattery - and In the case of The Temminator, Probe
Saftwafe wate vory flattering indeed. In order to provide the up-and-coming Maegadrive game with an
wrsct sequence that really did attract. the bays studled the movie's high-tsch openning credits,
wiere the glant metal letters that spall the word TERMINATOR scroll pest each other In the
Ssckgroand, and raproduced It exactly for the game. The credits themsalves hove been changed to
i seply to the programming and deslgn team, bit other than that everything |s identical - ight down to
he way that the words track across the screen then Micker away, computer-style. The crowning glory
u the music, which is 8 commendable remix of the film's powerful, sminous theme tune. Of courss it's
 cheap trick, but who cares? There can be no denying that it works brilllantly, psyching the player up
right from the very start and glving the game that alimportant supedicial cinematic fesl.

¥  PaIETuMEs
ERRIRATOR T Y

LEL Y]

greater than with original “interactive movies”, which
are basically just a hotch-potch of techniques borrowed
from films in the relevant genre.

Where there’s just a single, identified source, as
is the case with a film licence, the designers have
almost unlimited scope with which to produce
something that really does look, sound and or feel
like the movie it's based on, because the basis is that
much more obvious. Unfortunately for the most
part all we get are assembly-line disasters like
Darkman and Nightbreed - but that's more the fault
of sloppy design than fundamental flaws in the
concept of licenced software.

More often than not it's the whole
licence “thing” that has to carry the can
when a poor film tie-in is murdered by
the magazines, even though with the
majority of films, the software potential
has been far higher than the hexidecimal
cobblers that normally turns up. Die
Hard is a fine example - what could
have been a belter of a platform-hased
shoot'em-up (the film was, after all, set
in a multi-storey skyscraper) eventually

o e appeared as a snail's-pace vector graphics arcade Bm LIAMI
Now, aro often consideved wmuitsle  adventure that, in terms of feel would have been

st v ore suited to Terms of Endearment than Joh : m i m
e By more suited to Terms of Endearment than John AND om AL A 1 ST

*  McTiernan's action rollercoaster,

swarmping 1t In ainematie sound snd For a film licence to succeed as a film licence, it

L RS R has to transfer the elements that people remember - 5
#im, matarally) to provide the ? : ; 5 g - [ ,
atmosphars, S0 how about I, pou from the movie so that it will revive those memories PIAYER- e SU’PERB- ,
e - if a film iz “fast", like Die Hard or Predator, the _l. BARD.

game should match that speed. Atmosphere is easy (49
to recreate, through lighting, point of view and, often mw Is 'it_.)..

l ..ﬁ.i_ o — - —

most importantly, music and sound, so that the sm "P JEW;E[:EY a g
player experiences, if only in a diluted form, some Lk & . . - - e
of the same tension and excitement that he got when A ! - L t !
watching the movie. Because the two mediums are g
so far apart technically, it's difficult to imagine a
game having an atmosphere equivalent to that of
the film - but it can and does work. Games like
Lucasfilm’s interpretation of Indiana Jones and the
Last Crusade and, to a greater extent the original
UK-produced version of Aliens prove it. »29
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hadowmaster — Lord of Demons has

stolen the Sword Excalibur and the
newly recovered Holy grail, plunging
Britain into a time of darkness and
death. Your quest is to pursue the
demonlord to Spain and recover the
sacred relics. The Shadowmaster must

be stopped!

Duvwioped by Synergistic Sofwans.

© 181 Virgin Games. Ltd. ANl rights ressrisd
Wirgin is a registersd rademark of

Wirgin Entanprises, Lid,

irgin Grmes, Ltd
GAMES - L. 0

mmhﬁmm-mm

Features
[ | Hand rendered art
L] Improved user interface

[] No keyboard necessary! Point and
click to perform all game functions.

L] Overview map of Spain
Available on P.C., Amiga and ST




The whale point of creating cinema-realism can
be taken further - people who get shot on the big
screen don't miraculously flicker away as they hit
the ground, so why should it be any different in the
ftware incarnation® And why, for example, in Total
I, do the bullets only travel fractionally faster
n the characters themselves? Compromises like

these only dilute the player's sense of involvemnent,
It's not as if the software has to be gratuitously and
graphically violent in order to keep up with the
movie's body count, but some effort should at least
be made to accurately reflect that side of the film.

In a film like The Terminator, where everything
hangs on the intensity of the violence, there’s really
no other way to do the game if the feel of the film
is going to be captured, Probe Software, who are
producing the forthcoming Megadrive version for
Virgin Games, deserve a slap on the back for
preserving, albeit in a slightly watered-down way,
that violent feel, which in turn helps to provide a
sense of peril,

Most of the time though, such an approach has to
be boycotted if not only to ensure that it doesn’t
cause trouble with the various distributors and
stockists, but because of pressure put on by the
licencees. Games based on films where the violence
is all the more “real”, such as The Untouchables and
The Godfather, have often had to be toned down
because the film company doesn't approve, But why?
What are they so worried about?

Thay convey o very powsdfia
fhalrs-00-tie-Sack-of-the
meck sonse of “Deing
thers”, ' wonih & quid just
for the exparence, ana it
aleo shows thet Bre-action
footage and “raal” £0 sound
can at feast be usadul for
providing dacziing sfioots . it
ot VY el sise,

Contrary to what the cynics may believe, the two
mediums are getting closer, in terms of how they're
executed, how they're perceived and - most importantly
- how they thrill and entertain their audience. Though
there's still no concrete news on any of the game-
to-film rumours that have been flying about over
the last few months {remember Dustin Hoffman
as Leisure Suit Larry and Danny DeVito as Mario?),

given the ever-rising worldwide popularity of Nintendo
and the medium in general, the first game-inspired
movie can't be too far away. And if that ball ever gets
rolling, it should bring the worlds of cinema and
software closer still. And then we'll really see some
action, And camera. And lights...

® Gary Whitta

WHAT DO YOU THINK?

ere at ACE we respect your opinion. It's
H easy enough for the likes of us, who don‘t
have to pay for software and get to go to all
the good industry do’s, to get up on our little
soapbox and sound off, laying down the law and
telling everybody what's what. Which is why we
do it, really. But we could well be talking a load
of dingo’s kidneys, and the only way to find
out if we're right or not is to ask the people who
know best. And that’s you. Yes, YOU!

e've set up a special phone line in order
Wto give you lot the chance to tell us what
you think about this whole “interactive movie”
business. Do you agree with what we've waf-
fled on about? OR are we talking out our ars-
es? There’s only one way to make your opinions
known. Call us! Not only do you get to stand
up for your beliefs, but by voting you also get

the chance to win a thoroughly excellent prize!
One lucky caller will be receiving an incredible
£200 worth of top-quality software for his or
her machine! Now that can’t be half bad!

So go on, pick up the phone. You know you
want to. And remember - it's you we answer to.

CALL 0839 500 808

if you think we’re right, that these flashy and
elaborate interactive movies are the wrong
way to go about things, or

CALL 0839 500 809

if you think we’re wrong, and that games like
Wing Commander and CD-ROM technology is the
way forward for cinematic software.

THE SMALL PRINT

Calls cost 38p per minute cheap rate, 44p per minute peak times. Remember to ask thoe person
who pays the phone bill permission first, or Master Bottom will be having an Impromiptu
rendozvour with Big Bad Mister Slipper in the not-too-distant futare. Okay?
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Just what is the secret of a good isometric-3D role-playing

game? Teque London, developer's of Shadowlands for
Domark, think they know. ACE travelled into the heart of
the East End to shed a little light on the work so far...

get their fingers into the ‘user friendly’ RPG pie,

especially those with an isometricqD twist. In
the last couple of months alone we've seen Core's
Heimdall and Millennium'’s Robin Hood, and it
wasn't that long ago that Imagework’s Cadaver
and EA's Immortal were doing the (highly-successful)
.".‘l]['lds_

But all these games suffer from one major flaw -
there’s only one central character. Of course, in any
normal’ game this is par for the course, but in an
BPG game it's tantamount to blasphemy. Ask any
EPG aficionado and they'll tell you that it’s the fact
that players are members of a party of two or more
characters that make the games so special. Admittedly
Heimdall has a ‘theoretical’ party of three trundling
about. but since only one member is ever seen on-
screen at any time that point gets rather lost.

However, this point certainly hasn't been lost on
Teque London, software developers for Domark

among others), Down in the heart of the East End,
e team are tweaking and refining a stunning new
isometric-3D RPG system that could provide a
welcome shot in the arm for a genre that's become
a little stagnant.

The team are quite open in their admiration for
Dungeon Master, and there are various aspects of
Shadowlands that smack of FTL's classic. Even the
plot, about a disembodied spirit atempts puiding a
party of four adventurers through a series of dungeons
i an attempt to recover its body, seems strangely
familiar. Dean Lester, Teque’s MD, explains: “We
all loved Dungeon Master but [ don't think any of
us had actually sat down and read the scenario
properly. It was only after we'd come up with our
plot that the similarities were pointed out to us.”
Whatever, the over-seeing spirit idea does at least

I t seems like the World and his wife are trying to

Some dwitches aotivide felaparts which muy transpart the player's chametsrs fo anothar

Aroa of ware 8 swam of nasties ln. ba this casa. tha sslorfiaste bive parfy member in

whisked off to o distant fomedy room in & Mash of Rght,

give a logical (within the fantasy world context)
explanation for the bird's-eye view of the action.
Visually Shadowlands big selling-point is what
Teque are calling, ahem, Photoscape. It’s a unique
light-modelling system whereby every illuminated
object throws out its own pool of light. As any objects
or creatures outside the light are shown as mysterious
silhouettes, it's a incredibly effective way of generating
intense mood and atmosphere. Just what is that
shuffling towards you? Only one way to find out,

And as the party’s torches slowly burn down to
guttering flames, the pool of light slowly draws in
around them until they are left stumbling aver each
other in the semi-darkness,

But the important thing about Photoscape is that
itisn't just a superficial graphics trick Some monsters
are affected in various differing ways by the presence
or absence of light, and light sensors in the walls
may open or close traps-or have a myriad of other
effects. |
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Shadowlands is being programmed by Barry Costas
primarily on the ST using the SNASM development
system on the IBM PC, with an Amiga conversion
to follow. As you can see from the screenshots, the
light pools are blocky around the edges rather than
being circular. It's a necessary compromise - circles
would be too ime-consuming to draw and seriously
slow the game down. "When we first had the idea
for the game, Barry did some calculations to see if
it would go fast enough,” points out Dean.
“Shadowlands is now running just about as fast as
an ST can go. It's all a case of compromising between
the best graphical effect and speed.”

On top of this aesthetic splendour, Shadowlands
has one of the most elegant and friendly user-
interfaces I've ever seen in an RPG. Characters can
be made to perform a whole range of actions from
walking to picking up objects to pulling a switch by
simply clicking a couple of times with the mouse
button. Items can be put into each character's
backpack, pulled out or swapped around with ease
It's a complete joy to use.

(Right) The invewtory scrien. M beas
may similarities to Dungeon Masters
v I a8 Bauy 1o usa, Note the Pwo
M chassboarts ot the botfom-left
of the screen, Fhe pliped ci i
he coloursd pawns rprosenting the
players anyway he Wes, thus altenng
ihe party formation amd even aflowing
it ta be spiit into two teams (often a0
ansantinl reouinemant for some
puarrias).

| Far rigtt) v b pyromid the walls
e Hoeodd Wit Sbosoaiy s and
saveophagl. Toque katend the pame tn
b made up of about fourteen fevels,
ahvidded bobwier the Bhres miajor
infevior soctiong (dungoons, caves
and the pyramid) and fwo mer
sutdoors emes. Although iarge, the
Enime wiruchios je Gy loedr, Lo poi
won'f be able fo get to the second
v o v cisgion uirlil i e dene
il the impovtant stuff on the fest. "I
e bive 8 gwme reully open [t
wewnds good ke Bheory, ” points ol
Dean, “ut i prciice the player ends
P FETTIE tod many chokces and
wnmaeringg arcwed in eireles W'
Umportest fo have soma farm of
sfructure to the games.

Another nice point about the game is that because
the party members can be directed i
needs be, there's a real RPG ‘feel’ to the game, that

the party is a band of very different characters. Because

where one

of this, there's a degree of multi-tas
character can be doing one thing in one area of
the game while ancther is doing some
different somewhere else. Thus w
players are laying waste to a party of

ree of the
the fourth
party-member could be getting to some health-
restoring kip in a safe room.

Shadowlands has been in development for eight
months now, and the path hasn't been easy. “Lots
of elements seemed easy to code when we thought
about them but were hard when it came to doing
it,” laments Dean. A particular example of this is

the pits. Objects or people thrown down them have

el below. Sounds

to appear in a certain point on tf
easy, but when you have several pits on a level they
all have to relate to each other physically and the
actual job of passing the object data between levels
is a pig.

ividually if

With Shadowlands not due for release until March

of next year, it's already looking remarkably polished
and... well.. finished. “If the level maps were done
the game would only be about a month away,” agrees
Dean, “It's just a case of getting all the graphics
done now.” All at Teque seem very pleased with
what they've achieved. “We wanted Shadowlands
to be the RPG that we always wanted to play - a
combination of both Gauntlet and Dungeon Master.
Of course, we still can't play it because we're the
ones who have written it,” sighs Dean. Shadowlands
is an impressive change of direction for Teque, who
are probably best known for their coin-op conversions.
Take my word for it, this is going to be very, very
big indeed. And that's without a shadow of a doubt.

@ David Upchure

fiLett} Togue's toam: Thi Barvy Costas (left] and ihe
clusaic aify-named ZHagss Mt Mk Anthomy, Bary's worked oo garmes
ramgiag from Domark's Escapes o the Planet of the Robot Monsters to
Hiisalls’ Aavelations. while Shadowlands is Mark's firsf major project.

{Far laft) Potions ahoyl Ah, but whst do they do? ANNheaph you can’t se it hare
there's an empty water fask 1o the laft of the party that cam be filled from the
fowrstain set b the wall. Affer ail, it's thimty work ol bl dengeoneering.
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s THINK ABOUT THE FUTURE...
:_I: Photoscape (no ‘™' yet, but apparently
cs they’re working on it) is too nice a graphics
:: : system to use on just one game, so it comes
.a as no surprise to leam that there are already
< plans afoot for another Photoscape game,
il Well, this is the fantasy game, so surely
]j:) the cliché would be to do a space game
5. next, right? Slightly embarrassed smiles
) all round at Teque. “Sorry to say,” smiles
': Dean, “but that's exactly what we'd thought

of.”

Apparently plans are afoot to do an
Aliens-style game, featuring a band of space
marines on a mission to explore a dank,
deserted (of humans) space ship. The light
would comes from lamps mounted on thelr
helmets. In theory it's sounds like it would
waork brilliantly, especially with all the allens
maving about half-seen in the darkness.
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(it} Uritior Dungieon Master, the party sctually are 8 pawTy, La, (hey s four
idividuats rather than o massed boach of stetistics s stvittics. And thus e
fowr charscters can be split up any way the player seas B - although this isnds
o ocewr due o ihe of the gama [FLFTR Py S
it pFFET Wildids M. Hars Dhe charactans heve Seen tramsporied fo hwo roams
soparated by some pits. Esch room soatskss & lchsd doar sad i Key... 1o ithe
other roesm’s door. The chanactans mesi iivow the kevs across B pits - and
wioe betide them If they fal b (N5, note th sftemative posibiomlag of e
eharsctar windows. |

[Below] D of the basl Mhiags atout Shadowlands bs that /1's pecked with lets
of things fo do. ¥ the pleyver fen't frding & bawd of monstens Ehan e 's solving o
puzzfe, thars's vary UTte thidghveg thieigh sndieas idemiih i comidons, Hers, for
axamphi, Meore ave fwo slots resdy snd walling to accepd some of the player's
colns - DUt what Wil the redoits be?

{Betow Fght| Mosi of ive smlmation framas fos the parfy characters, Thens are
fhat snlmation frames for each action (1.e, walking, pleking Hings wp). Givea
vt charsctars MUBE Do SWEEtSd fov akeh of the Slght possdble fecings, it
desrn'l faks o mathematical Fenks o wovk out Chat that's & il of Fama.
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|ITHE WORLD’s FIRST

MULTIMEDIA SYSTEM FOR THE HOME

Commodore

v

INTERACTIVE
MULTIMEDIA

COTV finds fts place alongside the TV and Hi-Fi
srwem in the home. it is similar in appearance fo ex-
wing video and CD players and, with /s infra red
msmoie control, s just as simple fo operate. Butf that's
| st the beginning. COTV transforms lelavision from
& passive lo an aclive medium. The vast storage
capabilities of the CD make it an ideal mass informa-
i af and

sln.-coo‘rhimgmqmmy
& new realm of audic and visual ex-

paciance for everyone,

FOR REFERENCE
For the classical
music buff it is
possible not only 1o
hear Beethoven's
Fifth Symphony, but

MSEC 10 gee the orchestra
pacform, follow the score and
rsad aboul the composer's life |
and times. The Timetable of
Science and Innovation walks you
mwough 8,250 kiy events in scien-
% history. It employs animated
maps 10 show where every event
cccurred and a visual lift-off from
™a sarth's surface. Key events
are accompanied by audio
eresentations with graphics and
sound recordings from the archives of the world's
graat mjneum& Browse quickly or examine an exhibit
" delail.

FOR COLLEGES & BUSINESS

When Toyola, decided to open a car assembly plant
= Derby, Derbyshire County Council commissioned
™a production of Japan World', a COTV title which

allows students fo explore and ex-
\S
formation on Japanese business

perience the Japanese language,
F—ecTI™ ahilosophy and negetiation protocol.

EMTERTAMMENT

valuable insight to businessmen with in-

A New Age In Home
Entertainment And Education

FOR EDUCATION
For young children learning to read can
be an adventure! In the title Cindaralla,
for example, they can use the remote
control unit to click on words and pic-
tures to hear pronunciations, syllables,
EWCTON  gafinitions and second language transla-
tions. And learning about the world can be fun too.
The World Vista Atlas provides detailed
information in words and pictures on the |
history, architecture, language and |

il \

qaographyof each country. This can be " L0
to compare with detalls v
nl other countries. REFERENCE

Are you bored with the TV? Do you yearn for something
| the old grey matter and indulges your desire to be

a little more interesting, something which stimulates

entertained? Enter the Commaodore COTV, the world's
first advanced learning and entertainment system
which plugs straight into your television. Based upon
the familiar compact disc player, the COTV offers a rich
set of information and communication capabilities. It
brings together pictures, words and sounds in a new
format, joining them together in a fascinating world of
audio visual challenge and experience.

The multimedia CDTV player combines a professional
CD audio system, advanced computer technology and
infra red remote control, to offer a wide variety of in-
teractive applications. These range from games, music,
gardening and personal health, to educational discs
for any level. In addition, COTV provides high quality
audio reproduction for existing music CDs. CDTV is
very easy to use and gives you total control over what

see and hear, offering you the chance to learn new
skll!s and discover hidden talents

N FOR FUN

There is a wide range of enter-
talnmant titles avallable for every
age-group. Sherlock Holmes,
Consulting Detective, includes a
video and audio tour of Victorian
London, Players can choose
suspacts for Holmes and Watson
to interrogate and can search
issues of the Lomdon Times for
cluas. A CDTV disc's graphics

£499

INCLUDING VAT & DELIVERY - Order ret: CCD 1000

capabilities take action and
simulation games to a new lavel.
Falcon makes you & pilot of an
F-16 fighter and has accurate
simulahons of weapons systems,
) cockpit controls and flight char-
acteristics allowing you to zoom
like the ultimate stunt pllot with extracedinary realism,

FOR HOBBIES
CODTV can also enhance your personal
iﬂ interests. The Gardenfax Serias s
aasigned for use by novice or expert and
- provides hundreds of full colour illustra-
tions, as well as information on planting
and requiremanis for care.
New Basics Cookbook provides full col-
our lllustrations of recipes, 'talks’ to you
fo offer fips as you cook and automatical-
ly substitutes recipes with a click of tha
remate control,

-
AATE & LEWBURE

(| FREE TITLES!

With every CDTV from Silica, you will receive:

WELCOME - A GUIDE TO COTV
The “Welcome' disc replaces a weighty printed manual with col-
ourful and exciting animation, sound, voices and taxt,

LEMMINGS . - wonth: £34.99
Up to 100 loveable Lemmings drop in fo over 100 screens full of
danger n this bast selling arcade classic.

HUTCHINSON'S ENCYCLOPEDIA wormi: £49.99
The first British multi-media encycldpedia. It features over 18
millian words, 700 H&MMUM 150‘m1'|um ITN
and 200 audio samples from the BBC sound

P‘"Sl FREE HgI.IDAY

Evary COTV from Silica umnuwltthHEEﬁpagemhur
brochure with accommodation vouchers. These vouchers entitle
2 people o up 1o 16 nights FREE hotel accommaodation (othar op-
tions aliow 4 people to stay up to 8 nights). Thers are also ac-
commodation offers oh hotels in London and France.

lifestyle and culture. It also provides a
WWoMlmhw
L everyone whether In the home, the classroom or

tertainment and enrichment
range of possibiiities for hnﬂngm

o

ILICA SYSTEMS OFFER YOU |

H ThaMns Hshanq‘.d SIncup. Kert, DA14
52 Mth Omm Maﬂ.

INE: Team of technical experts af your sarvice.
IHIHIMTEH We normally match competiters on a **Same product - Same price
® ESTABLISHED 12 YEARS: Proven track recond in sales and service.

- Demonstration &nd training facilkties at our London & Skicup branc
® THE FULL STOCK RANGE: Al nt:mr requirements from one supplier

% FREE CATALOGUES: Will be mailed to you with offers and product detaits,
® PAVMENT: By cash, cheque. all major cradit cards, or extanded payment plan.

RETURN THE COUPON
FOR A FULL COLOUR

CDTV CATALOGUE

MAIL ORDER HOTLINE

&= 081-309 1111 30373

& FREE OVERNIGHT DELIVERY: On all COTV players shipped in the LK mainkand,
® TECHNICAL SUPPORT HELPL

& BUSINESS + EDUCATION + GOVERNMENT: \olume discounts avallable for large ordars.
SHOWROOMS:

SILICA .

Fiann), Bn‘nrdsm :
MM Tmuilm Extanson:
1-4 The Mews, Hllhmﬂﬂ Sidoug, Kﬂ'rl DAT4 40X Tel: 0871-302 6811
Mon-Sal Roam-530om unil Fix ho: 063-308 0inT

" basis

Silica Systems, Dept ACE-1297-71, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4D

PLEASE SEND ME A CDTV CATALOGUE |

hies.

I

MriMra/Me: .......... Initiads: .....oocovens Surname: ... . l
Address:

! ol
l J -
Ted (Homa .

|

Company MNama (it applicablal:

udru-:n cump.nsn{ep It any, o you ownt . A
"1 _—_— _

_l
(In'.\e ASVBIIAnD [TOH 550 BSIAIMINNE Bl Shatge - Plases s e coupos for (he istes immaton
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'ou know the scene in the Ipcress File when
Y]--Iamr Palmer is being brainwashed by enemy

agents? They're trying to break down his
resistance to their own way of thinking by using
ghastly aural torture techniques. Talking to System
3 frontman Adrian Cale is a surprisingly similar
experience, In Myth's case, Cale's doggedly-deter-
mined promotion of his product at last has a solid
foundation, since it's shaping up to be one of the
best 8-bit to 16-bit conversions for years.

In its Spectrum and C64 incarnations, Myth was
the story of an innocent youth transported back
through a mystical vortex to eponymously mytl tical
times. In order to return to his everyday existence,
our hero had to complete a number of tasks - killing
Medusas, Hydras, etc - while progressing through
a suite of different time zones and locations, The
game was fantastically well received by both press
and public, and 16-bit versions were underway before
you could spit.

However, Myth has been a long time in develop-
ment, and with a brace of similarly heroic games
slated for uncomfortably-close release dates, those
at Ver System must surely be nervous about releas-
ing what is essentially an upgraded version of a game
that is two years old?

Not s, according to Adrian Cale: “Yes, the game
has been in development for a long time and this,
in a way, has helped us by allowing our designers
to invest more and more valuable man hours into
creating a product which should appeal to the new
market, two years on from the 8-bit version.

“The game has long since surpassed the label of
a ‘conversion’ and has gone on to be developed more
and more for the specific 16-bit market, so as to
become a major stand-alone prochuct in it’s own right.
The game's features have been greatly enhanced
and more and more has been added to really try and

36/cEH

{Laft) That console feel i full
effact. The Greclan kvl s the
clomrost azample of te big. ches
fmal which System 3 wars sftar.
Thare's & pusrie baing sofved
ihare foo, as Achilles’ bl i
chappd away revesling... well,
you'll just have o wait, won't
you?

Since being awarded a Golden Joystick back in 1989 as Best

8-Bit Game of the Year, Myth has been-under continual change

and revision as System 3 endeavours to turn its novelty hit

into a full blown 16-bit epic. Now the work is nearing

completion...

push the Amiga in much the same way the C64
version pushed that machine.

“With astonishing fight moves and full con-
tact SFX, the newer arcade feel is amazing.
There are animations within this game the likes
of which we have never seen before, and a piano
sample theme music as crisp as you are likely
to hear on the Amiga. The sheer scale of Myth
with its titanic monsters and dramatic set pieces
really puts it in a league of its own. Games such
as First Samurai use very different techniques
and more regulated sprite sizes.”

Quite, System 3's determination to tum Myth into
a high-profile, mass-market, plenty of heat and point-
of-sale creation has even gone so far as involving a
complete change of the central character. Out goes
the boy next door with his T-shirt and jeans, and in

comes a huge loin-clothed barbarian with the most
peculiar muscle groups you've ever seen. Why?
“All the kids in the playground are boasting about
their latest Mega Drive game, so we want to give the
guy with an Amiga a game about which he can say,
“Yeah, but have you seen this?'" explains Adrian.

-
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With that in mind, the change of central character
nto a squat, hard bastard with an array of extreme-
. i s . {Top) The pet of tie game the
y violent fighting moves seemed a natural pro-  pegramming team is most piasad
RSN ; Pl i e with - 37 wpton ail moving in
gression and an obvious enhancement when piacasy
iddressing this as a console-style pame.”
4 (i} Cowsient moves have boan
Further changes have been made to the graphic  umpiied for sase of use i irsnstic
style of the game, switching from a Lemmings-scale e stustions.

st up to a more conventional sprite size. Even though  jaseve) system 3 ane confident
Ehai bhe vaviefy aed more
Importamtfy, sirs of e graphics will

appeal of the first game, the team remains adarmant  apeal to the tastes of the sider, 15
BT sidlancs,

the tiny graphics were partly responsible for the

that this new direction is correct. Continues Adrain:
The 16-bit graphics are a great improvement

m the original version, The major nasties have
neen enlarged whilst the human characters
rernain small and vulnerable. The scale of the
game remains epic, and the sinister atmosphere
;r:‘-m]g,' enhanced. The demon that resides in
the Hell level takes up half the screen, as do the
Hydra and Dameron sprites.”

Escalating the depth of puzzles in the game,
argues Cale, will both increase the longevity of
the play without slowing down the arcade action
feel. Most of the puzzles in Myth are based around
egends and some general knowledge as to the
weaknesses of mythical monsters is a definite
player advantage. There are also some graphical
dJues dotted around the levels which will point all
sut the most dim players in the right direction.
An effort has been made to ensure the puzzles are
arogressive in nature and that the player doesn't
get bogged down simply by being unaware of his
ext objective.

Adrian elaborates: “There are different styles of
srcade adventure, A game with a sprawling mass
sxplorational feel would fall into our tried and test-
=d [ast Ninja series of games. This tends to put the
game's emphasis on strategy and exploration with

icket loads of hacking and slaying. It's a case of

FACE! BV




Monday, 3rd of November 1991 THE NEWSPAPER OF CHAMPION GAMES. * 1styear N# 000(

oIMPLY UNBEATABLE

Another crushing victory for ADVANTAGE TENNIS
over its rivals. Its indisputable technical superiority
was proved last season on all surfaces. Like us,
Tennis World is wondering if this year, there will be a
player who is well trained enough to succeed in
taking ADVANTAGE TENNIS’ title and becoming

Number 1.
WIN YOUR BADGE
A CHAMPION'S PORTRAIT “N#1 IN THE WORLD"
¢ 1 or 2 simultaneous players. Fine! You have not given up. Your techr
+ Numerous spectacular shots: Backhand and mental qualities have made you Num
smash, Dive... 1 in the world ranking. Every win
+ Slow motion replay of the last rally. deserves a medal. So if you're among
+3 game types: training, season or first 200 to send us a screen s
exhibition. representing the first page of your p
¢+ ATP point and ranking management by book proving that you have defe:
program. ADVANTAGE TENNIS, you will get the ba
+ Different view angles. ADVANTAGE TENNIS PLAYER NUMBER

i Marvellous high smash on the grass of Trriﬁc between-the-legs-stroke on the  Splendid backhand smash at the net oni
Wimbledon. synthetic surface of Tokyo. at Roland Garros.
\ ==
froosss 44 INFOG RAMES A PC & COMPATIBLES
: e t\ ATARI ST & STE - AMIGA
HEAD
| INFOGRAMES LTD - 18 OLD TOWN - CLAPHAM - LONDON SW4 OLB - ENGLAND - TEL.: 07173881

38 WACE




:LED" g g the balance right and so by stretching the
- sting compact levels we would run the risk of tip-
?:(;Jﬁ:: ng the balance one way or another and damag-
ery win g the intended overall feel of the game.”

> among ttle over two months away from release, the title
~reen g = ssaping up well, and while final graphic touches
- your added, most of the final efforts are being exert-
/e defeg = on compressing the sizable data files. In fact, the
et the ba ks at System 13 are rather proud of their tech-
UMBER] gues... “The game runs a Dynamic Memory allo-

n system similar to the Amiga operating system.
¢ means we can easily shift the bias for each level
weween sound effects, music and graphics. We've
25 sprites forming the graphics for one
all animating and moving around.”

code with which the programmers are most
sed is also the piece which they found the most
enging. Driving and animating the three-head.

=2 Nydra sprites at the end of level three was the
gaest part of the job. The creature features the

* intense sprite usage, each one having to move

nd work in unison with the others. One

nton@ o he movernent patterns for any sprite would
=it the sinister attack moves of the Hydra look-
g fecble and useless.
= t0 be said that the animations, combat scenes
=S od’ of the piece look fantastic. And System
IGA desire to be viewed as a high-end games publisher
er than merchants of interminably re-hashed
games may be finally within reach.
18 81 ¢

@ Jim Douglas

tlavt) Altfough continually undvr

rvisden, [ sy that Damason, the
il Memal wis must Do fought of the
wery snd, will inok pathar ke this, At
thin point, the game fums infe » oo

[Bafow beft} Pitet ooa of tha sevend
wkiufli besto the S aed just look what
you'll and wp witihl Woosoo!

o EULrgHT
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Silent Service 11

A state-of-the-art simulafion of
submarines in World War If

® The original Silent Service won
"Simulation of the Year" honours in
six nations onvits release in 1985.

@ The sequel updates the classic with
the latest advances in sound,
graphics, and game design through original music and digitised
speech, photo-realistic graphics and new campaign options.

BRAILROAD Railroad T}’CDOI‘I
COON Big business. Tough decisions.
Driving ambition.

® Make a fortune with your own
Railroad enterprise, influencing
the development of towns and
dictating the fate of entire
industries.

® Manage stock, search for new cargos and see off the
competition in a world of opportunity, prestige and fame.

MR PROSE

Flames of Freedom

The ultimate real-fife role playing
challenge.

® Undertake dangerous secret
missions as an undercover agent
inciting rebellion amongst
enslaved islands.

@ Interact with 4000 characters,
sach with their own physique, psychology and looks, across a
3-D world of half a million square miles.

F-15 Strike Eagle I

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 - Yi

40 W/AGE




hnge into tonight?

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 naval commander, a
millionaire tycoon, an intemational
freedom fighter, and a Top Gun pilot.
Worlds of opportunity, adventure and
excitement.

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

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

Yiu're not properly dressed without it.
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TRUTHFUL

FLOORO®

Murder... Torture... Corruption...
The Power behind the Democracy

@ Virgin Games Ltd 1991, Ladbroke Grove, London W10 5AH
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ight? Alwight? Alwight at

"alwight”, a_nd that's
hat will soon be wing-
rare shop near you.
There's bugger all up the pictures, and the tel-
ly’s a load of crap, especially on Wednesdays,
so it's a good thing that the software scene is
looking seasonally healthy as the run up to
Christmas enters its second lap. So, prepare to
be amazed as we say “Two adults, please” to
the scruffy gypsy in the booth at the entrance
of the Software Funfare!

DUNE virgin Games
Though David Lynch's cinematic interpretation of Frank Herbert's best-sell-
ing science-fiction novel was an unmitigated disaster - although how any-
body could expect a film about a big desert and lots of stupid worms to be a
success is beyond me. Whatever, the official licenced game is at last with us,
courtest of Virgin and French developers Cryo. It takes the form of an animated
graphical adventure, not a million miles away from the sort turned out by
Lucasfilm and Delphine, but with an innovative strategy element bolted on
too.It's certainly very pretty, and boasts a stunning cinema-style soundtrack.
ST, Amiga and PC versions are due out next Easter - and keep an eye out for
Sting, who makes a cameo appearance as he did in the movie.

previews......

WOLFCHILD core Design
Simon Phipps is generally regarded as the king of console-style platform
action games. The man behind Switchblade and the awesome Rick Dangerous
series must be doing something right, after all. Now the genius with the excel-
lent hairstyle is busily beavering away on what promises to be his masterpiece
to date. In a nutshell, Wolfchild is an all-action arcade adventure that's best
described as a cross between Rick Dangerous and Strider, encompassing many
of the Japanese influences and touches that are Phipps’ trademark. Technically
it's astounding - 64 on-screen colours, 360 degree multi-layer parallax scrolling
and some of the fastest, smoothest movement ever seen on a computer Screen.
The game's name derives from Saul (the hero)'s ability o transform into a
man-wolf creature to help him deal with his adversaries as he battles through
the game's five levels and 300+ screens. Wolfchild will be released in time for
Christmas on ST and Amiga - a festive number one, perhaps?

SUSPICIOUS CARGO Greniin

hat with the success of Wonderland, Monkey Island and Sierra’s wares

of late, the adventure game is fast coming back into vogue - and Gremlin's
forthcoming addition to the genre promises to be one of the tastiest examples
of the genre so far, It's space-based, icon-driven and allegedly comes with a
sense of humour, provided by the game’s main character, freewheeling
space pilot jonah Hayes. The plot has you, as Hayes, attempting to smuggle a
very dodgy dodgy consignment of genetic experiments across the cosmos while
avoiding the attentions of the various galactic authorities. Similar in style
and presentation to
Gremlin's earlier space
adventure BSS Jane
Seymour, Suspicious
Cargo combines ele-
ments of Dungeon
Master style RPG
adventuring with a tra-
ditional text-input
adventure parser and
even a couple of arcade
and puzzle-based sub-
games. It's out at the
end of November.

TI.IIIBO CIIAIIGI System 3

fter a long period of relative inaction, System 3 is starting to get its act
back together again, and one of the Pinner-based firm's more promising
coming attractions is this rather natty race-n-chase effort, originally titted Border
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previews........

and set in the world of international drug dealing. The player takes the role of
somne top secret agent or something, who must drive his souped-up Lambourghini
Countach, Chase HQ style, over a series of deadly highways in pursuit of the
powder-pushing perverts, There are lots of bolt-on weapons to collect and bad
guys aplenty to use them on, so action all round is guaranteed. Remember the
awful Fire and Forget? What we're promised here is a decent version of that -
ie proper speed, decent explosions and all the attendant neat little touches. Get
yourself under starters orders for its release at the start of the new year,

CORPORATION virgin Games
It rocketed to number one on the Amiga and put debut publishers Core Design
up there with the software big boys when it was released last year - and now
Megadrive owners can sample the
delights of Kevin Bulmer's bril-
liant arcade adventure Corporation
courtesy of Virgin. [t's been con-
verted by Core themselves, so you
can be sure of a good job, and for
the most part everything remains
the same - although the 16-bit wun-
dermachine has come up with
some slightly prettier graphics and
the 3D update is likely to be a bit
nippier, Quite how Corporation’s
involved gameplay and sinister
atmosphere will go down with
action-crientated Megadrive gamers
remains to be seen, but if my guess
is right they should snap up the
opportunity to do something a bit
more interesting than hammer
away on the fire bution for a
change. The release date’s been
set for the early part
of 1992,

CHUCK ROCK virgin Games
u niversally regarded as one of Core Design's best games to date, it comes
as no surprise to learn that the comical arcade adventure Chuck Rock has
been selected for conversion to the Megadrive - critics raved over its console-
style gameplay, so in a sense it's being given a more appropriate home on car-
tridge. Gary Gritter is back in all his glory, this time with a set of all-new aesthetic
touches to make his adventures all the more pretty. Look out in particular for
the supah multi-level parallax scrolling, which gives the game a hitherto-unrecog-
nised arcadey feel. Like Corporation, Chuck Rock will be hitting the streets in
the first quarter of 1992. At least that's what the software people say, bugger
knows what it means...
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UNDER PRESSURE cicctronic Zoo

Idritch The Cat, creators of the excellent futuristic sports simulation

Projectyle, returns to the software fray with Under Pressure. s very strange
game indeed. In it the player is casts as the pilot of a giant (and | mean giant,
take a look at the pics) ED-209 type robot walker thing, who must blast his
way through a series of alien worlds to rescue his kidnapped girifriend.
Admittedly it's pretty simplistic stuff, but extra elements, such as 2 variety of
vicious bolt-on weaponry and the occasional puzzle promise to make it all the
more compelling. And though the gameplay may not be all that innovative,
the graphics certainly are, as Under Pressure boasts some of the largest sprites

L rp“f_,\_._;..}'-n.- g ST

ever seen in a computer game. With a bit of luck, it'll be out by the end of the
year, so you 16-bitters keep an eye out, y'hear?

INDY HEAT siwrm '
Fans of the very excellent Super Offroad Racer will be more than chuffed

to hear that there's another top-down arcade racer on the way, once again
converted from a Leland coin-op (they did the original Offroad machine as
well, you see). But there's no
more messing around on dirt
tracks here - Indy Heat is set
in the rather more glamorous
world of grand prix racing,
with four cars battling it out
over 15 increasingly tortuous
single-screen tracks. There
are lots of neat touches, such
as the ability to customise
cars and working pit-stops,
plus there's a juicy three (and
possibly even four) player
simultaneous race option,
s0 you can get together with
your mates for a real demo-
lition derby. Converted by
the same top geezers that did
Rodland and SWIV, Indy
Heat goes on the grid in
January next year.
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ME is the most authoritative and creative
magazine covering the Amiga, ST, PC,

Megadrive, Lynx, Super Famicom and Game Gear.

Only ACE gives you the hottest computer
entertainment news of today and the games
technology of tomorrow.

For a mere £21.60, you can subscribe to ACE for

12 issues and ensure you catch all the very latest

SUBSCRIBE

games reviews, the window-on-the-industry
features, exclusive news stories from around the
globe and the Pink Page hardware and software
digest section unavailable in any other magazine,

Your subscription will also entitle you to a FREE
SOFTWARE GIFT, courtesy of our wonderful friends
at UBI SOFT.

T0

AND GET FREE SOFTWARE

* Get 12 issues of ACE, the best computer entertainment magazine in the
world delivered direct to your deoor and we’'ll pay the postage! This means
never having to traipse down te your local newsagents for your copy again.

* Ensure you never miss out on all the vital information which only ACE

gives you and impress your friends with it.

* Choose from some RED HOT UBI SOFT games - which can be yours

absolutely FREE!

If you take out a subscription for 12 issues (only £21.60) or 24 issues
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IRON LORD ( ST, Amiga )
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JUPITER'S MASTERDRIVE ( ST, Amiga |
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BAT { Amiga )
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'ome! Welcome one and

y awesome reading
experience. You are about to enter the =

ACE Screentest section, the most detailed =
and trustworthy reviewing system in the es

universe! s

Every word of the review is intended :

to help you decide whether the game is ==

for you or not. The body text is combined o

ﬁ ° with a plethora of handy icons to offer

e S at-a-glance information. f‘i
— Each game is compared and contrasted
ol to another title as an easy frame of o
B s reference. Most commonly, it will be :
compared to the best its particular genre. -

The IRGBENBENEDBWA box details .

particular elements which may or may .

not appeal - the toughness of the bad
guys, number of levels, long-term appeal
i i
[IREACEREERG - 2 score out of 1,000 -
is the most instant gauge of the quality
of the game.

9
:
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award goes to
games scoring over 900. These are recom-
mended without hesitation. They are
"must buys”.

Titles which excel in a particular area
also stand the chance of being awarded a

&
vation).

There's even beginners' |Hifif§ to get
you through the early stages should you
buy the game that month and can't wait
for our detailed tips the following issue.

Finally, the [PIEEURIE details our feel-
ings as to the longevity of the game.




SWIV (Storm)

The follow-up to Silkwerm succeeds
through a combination of frenetic speed,
polished presentation and sheer, unadul-
terated action. Tons and tons of it. The
firepower and wastage on screen is of
a level that far exceeds anything offered

before. A £25 coin-op with no coins!

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. Classy and depthy.

EYE OF THE BEHOLDER (US
Gold/S5l)

By the mighty sword of Kring! SSI's
latest Dungeons and Dragons game takes
the best bits of Dungeon Master, adds
a few more its own, stirs well, and the
result is the best yet for gamers into
the whole fantasy genre. Will 551 rule
the RPG land forever?

KICK OFF 2 (Anco)

What can we say? It's pretty pointless
trying to explain to the initiated what
makes Kick Off 2 so damned playable,
but the primary reasons are untra-
instrinctive ball control mode and
rematkable speed which combine to
make it as exciting as the real game!

RAILROAD TYCOON (Microprose)

Building a railroad empire 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! Plenty of fiscal manipula-
.tions and turn-of-the-century power
broking for budding industrialists.

THE SECRET OF MONKEY
ISLAND (US Gold/Lucasfilm)

Partly due to the new refined version
of the SCUMM adventure system and
partly due to the excellent, and very
funny script, this is the most engaging
and entertaining adventure game for
years. But will Monkey Island 2 take
its crown?

FORMULA ONE GRAND PRIX

(Microprose)
A new Benchmark! So perfect it's
almost impossible to find any fault in
this awesome game from Geoff
Crammond. Packed with helpful point-
ers for novices and lots of detail for
experienced racers, it will keep you driv-
ing for years.

A@EBENCHARKS

The games listed here are the very best of their particular
genre. The benefits of your being fully acquainted with our

Benchmarks are twofold.

The Benchmarks provide a solid reference point when
it comes to games buying time. By glancing at our descrip-
tion of the benchmark, you'll be able to decide if particu-

lar differences in the new game's design would make

the new title more or less appealing for you.

Also, no software collection is complete unless it con-
tains all the garnes listed here. If you're missing any of

these titles, go and remedy the situation immediately.

EYE OF THE
BEHOLDER

o 11 "o LTS

WHIRLWIND 5
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IK+ (System 3)

An upgraded and enhanced version
of the original System 3 classic, Archer
Maclean's 1K+ is still unchallenged in
its field after three years. Its most inno-
vative spect is the addition of a third,
computer controlled fighter. Incredible
speed and subgames.

STUNT CAR RACER
(Microstyle)

Stunt Car Racer packs polygon-plot-
ting power and arcade-speed thrills
into a novel formula. Drive around
elevated raceways, smashing and crash-
ing your opponent into oblivion.
Growling audio and a weird look add
novelty value to this class title.

JIMMY WHITE'S WHIRLWIND
SNOOKER (Virgin)

Archer Maclean does it again, and
must go down in the history books as
having produced the first ever realis-
tic snooker game, Tremendous 3D
combines with authentic play and more
options than ever believed possible.
An awesomely good game.

CHUCK YEAGER'S AIR
COMBAT(Electronic Arts)

The third game to be endorsed by the
barrier-breaking General takes place
in a far more enjoyable cotribat arena.
You get to fly every plane you've ever
dreamt of and you get to fight every
plane you ever thought of too. And all
in super sprite'n'polygons graphics!

MEGA lo MANIA (image Works)

Sensible Software's first attempt at
strategy is a surprisingly successful
one, At first glance, it may seem sim-
ilar to Populous, but further inspec-
tion reveals it to be a genuinely original
strategry epic. But will Populous 2, due
next month, end Mega's brief reign

TETRIS (Nintendo)

There are more offidal versions of this
classic than can be counted on the legs
of a millipede. But it's Nintendo's own
Gameboy version that is undoubted-
ly the best. Line up blocks in frenetic
black & white action May sound dull
but is actually fantastic.

SUPER MARIO WORLD
(Nintendo)

The sooner they release the Famicom
over here the better, as that will give
more chance to experience the stun-
ning fourth instalment in the saga.
Sheer perfection from start to end of
its ninety=nine levels!
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Genre Arcade Adventure
Publisher Core Design
Developer The Bighth Day
Price f30.99

have

stam

Pah.

the other and a beard that looks like it's capable of
violence all on its own, people just seem to fall over
themselves to accommodate you. And if they don't
fall over, you can always give them a hand by chop-

ping their legs off. And burning their house down.

And killing their family.

It was (probably) on a cold and windy day some-
where in Norway sometime during the dark ages
that somebody probably called something like Erik
was hit by the Viking brainwave. Subsequently any-
one who could swing a sword and hold their ale
changed their names to things like Thorfinn
Shinsplitter and the Viking Empire was born. Well,
not so much an empire, more a sort of well-organ-
ised boot-boys brigade, But while Core’s latest - and
arguably most elaborate - effort Heimdall paints a
much more passive picture of the Nordic hooligans
than history would have us believe, it's still a pretty
atmospheric affair.

Those who have a passing familiarity with Viking
lore should have no trouble swallowing Heimdall's
otherwise far-fetched scenario, The centuries-old
war that rages between the ethereal forces of good
and evil and is destined to decide the fate of mankind
takes an unexpected turn for the worse when three
of Good's most powerful weapons of war are stolen
by the evil Loki, brother of Thor the Thunder God.
Odin's sword, Freyr's spear and Thor's legendary
hammer have been spirited away into the natural
world - where the Gods cannot travel. Without their
weapons, the forces of Good are powerless agamst

the horny Norsemen'’s unofficial European tour may
hat less than subtle, there can be little doubt that they
shaped mark on history with remarkable style. Diplomacy?

en you've got an axe and a sword in one hand, a flaming torch in

Lokd and his cronies, so they devise a plan to retrieve
them by physical means - thus they create an infant
human, Heimdall, and send him to Earth to be raised
by the Vikings. When he reaches adulthood he will
set sail across the Norse islands to recover the weapons
of the Gods and realise his divine destiny,

At least that's the theory. The Gods can only influ-
ence the physical world so much, and so the fate of
the Universe rests almost solely in Heimdall'’s hands
- i.e. yours, Throughout his childhood, Heimdall
has little to worry about, apart from participating in
a trio of traditional Viking leisure pastimes (which
will have a bearing on the main game later - see ‘The
Trials of Life' box). Once adulthood is reached how-
ever, the real adventure begins, with the God's Gift
to Vikings setting sail in search of the three weapons.
Each one is hidden somewhere within a giant
archipelago of islands, and thorough exploration
is required to locate and acquire them. In theory
Heimdall blends role-playing elements with an arcade
adventure theme and throws in a little arcade-style
action to provide, if you will, a fully-rounded gam-
ing experience. In practice it's probably best described
as The Immortal with Vikings in it.

Locating the weapons is a complex affair - in the
initial stages Heimdall and five additional crewmen
take to the water in their longboat for one of the
islands, as chosen from the initial parchment-style
map of the archipelago. Practical restrictions - food
being the most important - dictate that Heimdall
can only sail within a certain range, so only a hand-
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are accessible at the outset. Reaching
es is achieved by moving in small
seos. Soen island to island, picking up food for the
== uring the player's adventure there.
led automatically - just select an in-
samge cestination and progress is charted on the
=0 by means of an Indiana Jones-style snaking red
ime The plaver may have to apply some navigational
n order to avoid perils such as a whirlpoal
wach can maroon the ship if it gets too close) and

& %
& meevonenit sea monster.,
mee anded on an island, be it an open-air village
¢ indoor castle-type situation, the real searching
segns. Each of the islands is presented as an iso-
metric maze-like network of roads, caverns and
J =ammbers comprising a mix of scrolling areas and
sxge Cadaver-style flick-screens. Of the six men on
©= landed boat, the player can select up to three
men o form an ‘away team’ to do the actual search-
=g - #ach character comes complete with his or her
wn RPG-style status, strengths and characteristics,
= o this end Heimdall himself needn't always be
s member of the landing party - although his strong
“aracter makes him a good choice for lead man in
most situations.
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The path through each island is anything but easy,
as the emphasis is set much more on adventure than
arcade. To make things simpler, the three-man party
is viewed on-screen as a single person who's been
selected as the current active character - it’s possi-

ble to toggle through all three to make use of their

particular objects or abilities by means of a more
conventional RPG-style status screen. The role-play-
ing elements, though vital, aren’t used very regu-
larly during the normal course of exploration, except
when a particular team member is called upon to
perform an act or use an object that is unigque to him
{such as opening a door with a key or casting the
occasional spell), apd for the most part the game
calls more on conventional adventuring skills than
anything else.

Many of the screens ‘contain some devious trap or
puzzle that needs to be solved or negotiated in order
to reach the exit, acquire a particular object or what-
ever. The elaborate and flexible nature of Heimdall's
graphics allow for a variety of clever puzzles and
effects - switches which must be stepped on in the
correct order to unlock an otherwise impassable
door, and path-blocking monoliths and sentient ene-
mies that only react to the right type of spell.

levels,

ric adventure genre, and i«

Contact with other characters brings into play more
familiar RPG gameplay as such encounters almost
invariably lead to a combat sequence. The viewpoint
switches to a multi-player icon-driven display sim-
ilar to that employed by The Bard’s Tale to allow
access to all three characters in the party - simply
clicking between them affords the player direct con-
trol and access to their abilities. There’s a much
more arcadey feel to Heimdall's battle scenes than
the linear way in which stand-alone RPG games
handle combat.

Instead of working through a series of ‘rounds’
where characters attack in turn with hit points updat-
ed accordingly, fighting in Heimdall is more akin P54

Electronic Arts’ The Immortal is generally
held to be the top exponent of the isomet-
is easily as good - if not for

quite the same reasons. Though The Immortal offers more
I's quests are larger, meaning that there's at
least as much for the player to see and do. |

'« however,

scores extra points in this department due to its non-linear
construction, which allows the player to explore at will, rather
than passing through a set sequence of events. Although it's a
tough point, I'd say that The Immortal just pips 1
graphical post, as though the visuals aren‘t quite so clearly
defined, the remarkable animation givgs the game much more
character and atmosphere. 5o there yl;u go, it's all a question
of Norses for courses really - although for my dosh, I'd go for
The Immortal most days of the week.

to the
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_'HEIMDALL "~
NO MAN IS AN ISLAND

No, but this is. Take a walk with us, why don't you, through one
of Heimdall's smaller islands, to get an idea of some of the puz-
zles and obstacles that crop up along the way...

With the only wiy Torward Mo purzhos to sl n this
hlched by a trio of de scoeen - bt there's o way
traps, this mystomous s past this malewolent ogne
o wwitches ame the anly withoat putting up & fght
tion. Each switch r Watch oul oo for the pittall
nt eMect on tho 3 m thie right and don't
1o inspect the treasurs

chest

e

el

iI's charactar control works on two lovels - mavement Ia
handied in the standard up-down-joftright fshion, hut whan
thare's & actlon to perk Hike casting o wpell or
uniocking a door, the display ficks over to the chamcter screon,
where more traditional RPG-style polnting and clicking doas the

i0,he open s, t's possible 1o enter houses and ather

LAk, 0 o ba proparod for a fight though, as the
treapassers. In this case the affort has basn worth it - thers's & bag of
and just above Helmdall thore’s a sorol, passitiy containing a

Mo physical force will move
this mystic. one monelith
which blocks the party's
progress. Time, perhaps, for
one of the more magically-

cline the
team to chack a few spelis
atit and see i that has any
affect
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doad ond? Look again.
There's o hidden exit hers
5 whete, but enly the
cantankonous druid knows
whore it i ¥
reveal it if presented with a
sprig of hemloch - which has
to b sought oul separately
Hey, nobody said it was
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CARRY ON VIKING!

Though the Norwelgans aren't exactly the
ruckingest people in the world today, back
when the Earth was new and people were
stupid, they were one of the hardest mobs
going. In fact the woolly warriors’ exploits
became so famous that they've since made
their mark in just about every popular cul-

ture. The most famous example is
Kirk Douglas and Tony Curtis pranc-
% ¥ ing about in silly tin helmets in The 4
3 ot the party st il to gt the ' : i " Vikings, which gets chumed out by oy
L ,,:\ “m“ i / oty
o’ ‘r ombinati : : % the BBC about once a year. More | e
.;.“é"ﬂ?ﬁ:” | recently we've had Erik The Viking,
. attack pimsolt-aw ho puls ; which made a rather dubious point bagere = (00
< : :k‘:‘mm ok : ITIEPYET  of casting an American actor (Tim

Robbins, complete with accent) in
the title role, and a variety of oth-
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rigno slugs it out with Thor, God of Thunder!
Thor also had his own strip in Marvel comics,
which wasn’t particularly successfil, as
well as a supporting role in Douglas Adams’

*?: dall provides a much more serene [ The Long Dark Tea-Time of the Soul,
o conventional arca;la FLOITET P (TP And of course, let's o forget good okd Mog:
ablo of, &in The Nog, the sweet little viking who

on exploration than imtcnmnatmn. used to brighten up children’s television no

- and as such it's the more thoughtful breed of gamers who || it i s
ey have been quite a good example of a viking
o ge likely to appreciate what it has to offer. comic character, but he was a Red Indian,
-y e ., s0 there you go. Oh, and there's a wrestler

out of the World Wrestling Federation called
The Berserker who, just like his Nordic
ancestors, not only mutilates his opponents
but beats himself up as well! g

Games-wise we've had an Erik The Viking
adventure (based on Terry Jones' original
children’s book), a low quality Commodore
64 effort called The Vikings (which was
blessed, if nothing else, with a very excel-
lent soundtrack) and the classic Valhalla,
which was heralded as a landmark in com-
puter entertainment when it was releaed

' * 1 TN
L :mwwmmﬂ' &"';::':."“ A . ¢ on the ZX Spectrum with ‘stunning’ yellow
| eecscape -fhankfully. Thai's about the only concassiun the player iy RSN g L and black UDG graphics about seven years
- :"""‘__f“_“' hnm“-:m:ﬁ;: '::': = Ny ¥t il ago, but was actually a load of old rubbish,
. S '3 00 late, NG - A\ anllls - N If you are interested in Vikings, you can
.4; ,I{lk e " L . read some books about them. There are
F_F:ﬁ 3 t, probably some down at your local library.
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s1p to an outside-the-pub punch-up, with everybody

pitching into the bloody free-for-all when and how
they see fit. As well as the standard sword and axe
swipes, characters can attack with whatever magic
spells they have available as well as defend incom-
ing blows and on occasion pray for a helping hand
from the Gods themselves.

And though control of the combat is handled ata
distance, so to speak, with the player simply hand-
ing out orders to his characters via the icons, there
is an element of arcade skill - the graphic window
portraying the current enemy is fully animated, and
the success or failure of an attack move depends on
the position of the opponent when it's executed.
Lunge when the enemy’s shield is raised and the
blow will be blacked, but if an attack goes in while
the creature is vulnerable (such as when it is about
to attack itself), it should hit dead-on and cause max-
imum damage. Accordingly, the defend
option should be selected in synchro-
nisation with the enemy’s attacks. If
energy is low, or the odds look a bit
dodgy, the can fleetoavoidany /7 .
unp'leauantl:?:: but doing so forfeits ET-.EE:'
the chance of getting any objects of
interest an enemy may be guarding -
if it's a doorway to a later part of the
level, fighting may be the only way to
progress.

Interaction with ‘friendly’ characters
is possible, if a little limited. Sometimes
Heimdall's party will meet with vil-
lagers or cackling dungeon-dwellers who may offer
clues, advice or items of interest when questioned.
In larger villages, shops provide a place to exchange
gold for provisions and weaponry. Other characters,
while not exactly hostile to the point of violence, can
be a major pain, often blocking the way forward and
refusing to budge until they've been given a partic-
ular item - which may need to be sought out inde-
pendently on a completely different island, opening
up yet another challenge.

Such fiendish goings-on are Heimdall's trade-
mark, with traps and tests scattered around in unnery-
ing abundance. Like Cadaver, The Immortal and the
classic Ultimate games, such as Knight Lore which
inspired the whole isometric adventure genre in the

f ¢

Amiga version

Expertly defined and coloured characters
and backdrops paint a very pretty picture
* indeed, and the classy music helps to pile

first place, Heimndall calls on & wide range of the
player’s resources. Skill and judgement are required
to suss out the variety of pitfalls and make most effi-
cient use of the wide-ranging spells and objects to
be found in the many treasure chests. An eye for
strategy wouldn't go amiss either - not the
Chess/Populous kind, but at least an organised plan
of how the islands are to be tackled.

The most important quality, however, is patience.
Heimdall's a giant game, and the multitude of puz-
zles combined with the way in which the quests
have been designed across the islands ensures that
real thought and effort is required if anything is to
be gotten out of the game. It's a very thorough game,
which scores highly over similar product like Cadaver

(Left} Oecasionally Helmdail's trek
tahas i out of the dank tusnels sod
ewrvoms of the undersortd and through
worme baautifully rendared villages.
Same of the bauses s shops whare
our haro can purchass anything fom 8
Biwad redl to @ throwing ase with the
trewsurn coleciod on his traveds. In
some places, however, the welcams
lan't 90 wavm [Boe balow], wnd
Hemdall most test his comibet skl
to progesd.

as while it's involving, it doesn't get overly compli-
cated or stray too far into the RPG side of things.
At heartit's just a very enjoyable arcade adventure
with some pleasing extra layers that serve to involve
the player more and draw him deeper into the game.

Heimdall, however, is by no means perfect, although

on the atmosphere. But beware! There's a price for all  the problems are less to do with what's wrong with
this technical wizardry, and it's a 1Mb machine, prefer-
ably with an external drive as Heimdall comes on a whop-
ping FOUR disks. For those who've got the technical mus-
cle to run it though, Heimdall packs a hefty punch.

the game's existing elements and more to do with
what's missing. The trio of preliminary ‘trial’
sequences are a lot of fun and work well where they
are, but more could have been made of the idea of
having arcade interludes, perhaps by scattering sim-
ilar sub-sections around within the main game. 1f
nothing else, they would provide the player with
some light relief from his heavy-duty quest every
now and again.

dall does a fine job of
er elements of role-
y, arcade and adven-

e well-formed and

playable game.

Halmdall's queats antall i focing constat puciies ﬂmmmmum—mmwm
proper gs of spells Mumm.mummhum"—mmuwnuu
mmmmﬂmmnuummmn?mmmnwmmuum
Looks: fke (s iime io wee that Bridgs Speil discoverad sariler.




R -
:Mtw:-":m THE TRRALS OF LIFE Though the RPG-style battle sequences are more ‘g s
e Befiors the quest can begin, Heimdall must try his hand at three  arcade-style than most, because they rely on hand- :
hogs whern wendestyle trials. Although these games are simplistic one- eye coordination as well as good decision making, i
m":.:" siils (and perhaps a little at odds with the nature of the rest of lthey'rr: not dilfferent enough !ﬂ_maku them r_E.'!_[l‘ji :
trayals. In £ L interesting. The same role-playing characteristics =
s e game), the player shouldn't be fooled into thinking that could have been applied with equal effect to 2 side- 3
mbat siils seccess in them is a trivial matter. If Heimdall performs poorly beat-'em-up type affair, for instance, where more E
#hem the possible candidates that he can choose between to 18 made of the arcade aspect. As they are they quick- :
s Bim on his quest is seriously reduced from the maximum ly become more a matter of routine than anything :
of Swrty. And not being able to choose a powerful cleric or else. E
S=wgh berserker may have serious consequences later on. The A_rmrher nemy t:}']t.'W}-' b::-ne_- of contention is :
; i = = Heimdall's graphic presentation. One look at the g
WG purist will be relieved to hear that they can skip these screenshots should leave you with little doubt that CATING
seqeunces, at the serious penalty of having the crew shortlist they're technically excellent - as would be expected :
ot down to fifteen.
The First Trial
= the local tavern a beer-
scaked Heimdall must try to
ompli- free a young girl from the
hings: stocks by lobbing large axes at
enture the eight tethered braids
nvolve solding her trapped. The player
j"fzfnlgi guides Heimdall's aim with the
g with joystick, but a serious case of
o with the DTs and even more serious
‘trial’ Wmit on the number of axes
e they makes this a much harder task
dea of that it sounds.
b The Second Trial
'_“:_;!H in a muddy field Heimdall must
every chase and try to catch a greased

warthog. The player guides his
on-screen Heimdall alter-ego as
he runs about, and well-timed
use of the FIRE button is

from an ex-Don Bluth animator - but there are doubts
as to how suitable these cartoony Asterix-style visu-

required to make Heimdall als are to a game and subject matter as hefty as
successfully leap onto the pig. HE‘]‘I]I#H” 's. Their simplistic n'fyie somehow belies
The Third Trial the serious nature of the game itself, and doesn't go g : W

too well with the mighty blood-and-thunder vision

Heimdall, rapidly approaching

3

maturity, has to face off against
a legion of berserkers on board
a rocking longboat. While trying
to ‘encourage’ his foes into the
at eil I al as t
voi m:“ crxr b

falling overboard himself.

(Above fop, middle and boftonr) The Thies Trisls
of Heimdall.

(Asorn right} Maimaal approsches the and of his
st quisst with dincovery of Thor's Mammar. St
P i Asgired s mane I8 N vt o to get M
troine 7 T 10 &ia & Shiiek, pevfiaps...

o

that most of us have when we hear the word Viking,

It's possible to push this point further and say that
the whole game represents somewhat of a wastéd
opportunity in terms of how it uses the Viking theme
as a basis for its scenario - it's an idea we've not seen
used since the ancient Valhalle, and though it's very

A A
of it has not béen realiséd here.’A bit of village-burn-

ing, murder and pillage, perhaps in those afore-
mentioned arcade sub-sections, would have done a
lot to make better use of the neglected subject mat-
ter,

Ultimately though, Heimdall does a fine job of
blending together elements of role-playing, strate-
gy, arcade and adventure into a single well-formed
and playable game. The various gameplay styles
interact well without stepping on each other’s toes
and the result is enough to earn it an unreserved
recommendation, if not quite the ultimate accolade
of an ACE Trailblazer, Despite its minor flaws,
Heimdall offers enough to earn it a joint ranking
with The Immortal as the most impressive example
of isometric adventuring yet, and fans of the genre
should be chuffed accordingly.

® Gary Whitta
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Though Clvilization is played mantly from the map and clty managemant
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axtra sense of achievement. Here, for sxample, & selsctad city i displayed
in &l Its VGA glory. Naturally the picturs chamges as ifve city sxpands,
startirig from & few mud huts and growing a city improvements such as
fibraries, army barrscks, palaces, temples and protective walls are added.
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Genre Strategy
Publisher Microprose
Developer Sid Meier

Price [39.99

IVILIZATION

ust how much is it possible to squeeze to into

one game? I's a question that American games design guru Sid Meier seems

to be increasingly fond of. The veteran programmer’s products just keep on

getting bigger and bigger. And bigger. From the claustrophobic military

simulations F-15 Strike Eagle and Silent Service to
the excesses of the excellent - and very elaborate -
Railway Tycoon, Sid's been getting more and more
ambitious of late,

With his latest project, however, sume might argue
that he may have got a bit carried away with him-
self, as he’s not so much pushed the strategy enve-
lope as driven over it with an articulated lorry. Yes,
Civilization is a game to which the word BIG could
only really start to apply if it was written in hundred-
foot high flashing neon capital letters and attached
to the top of the World Trade Centre. Quite how
deep the game is isn't easy to summarise, but suf-
fice to say that during the process of the review, I'd
say that we only scratched the surface of what it has
to offer. Civilization is the sort of game that is pos-
sible to play in a regular carefree manner, but only
really pays off when the player invests the level of
time, care and patience that its almost unfathomable
level of strategy requires.

Civilization's objectives are deceptively simple,
putting the player in charge of a tiny tribe of prim-
itive people way back in the early BCs and charging
him to guide them through the ages, expanding,
learning and developing along the way and ultimately
creating a modern-day worldwide empire. But of
course it's not even remotely as easy as it sounds,
because as the bulky manual is keen to point out,

creating a civilisation is one thing - creating a civil-
isation that lasts is quite another. History's a great
teacher, and if there’s one thing it's taught us over
the last thousand years or so, it only takes one cock-
up to bring even the mightiest empire to its knees,
Alexander the Great, Napoleon and Genghis Khan
all learned the hard way, and building a survivable
empire without the same fall pitfalls is the challenge
presented by Civilization. Though only persistent
players are likely to get anywhere, it only takes a cur-
sory look around the game to get an idea of its amaz-
ing depth and scope. War, medicine, industrialisation,
cities, taxation, population control, civil unrest, trade,
science, travel, agriculture and the environment are
all factors to understand and master if a tribe is to
achieve a proper civilised existence. As is often the
case with these more elaborate and sprawling strat-
egy epics, winning and losing are both rather ambigu-
ous concepts, although anybody who manages to
wipe out every rival civilisation on the planet or
become advanced enough to send ships into space
can safely retire with a smug grin on their face.
Meedless to say, neither is particularly easy.
Civilization presents itself in much the same way
as Meier's Railroad Tycoon - so much so that at first
plance it could be mistaken for the same game. Here,
though, things aren't restricted just to the United
States - this operation is on a planetary scale, staged
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elements are to be found in Civilization,
especially those pertaining to the laying
of roads and, yes, railroads. But in Civi-
lization, of course, there's a whole lot

-- more to think about, what with environ-

" mental, military, civil and trade considera-
tions, than just getting from A to B and
making a few quid in the process. It's This
wealth of extra factors that makes
Civilization an altogether more thought-
ful and interesting experience. So say

— ¢ hello to the new ACE Strategy Benchmark.
;\\ Finding a suitable candidate for

t comparison to Civilization is a
~ | little bit like trying to buy a
t;y present for the man who has
~ everything. It's a bit like Sim City, but

either on a carbon copy of Earth or a fictional
player-customised world.

Things begin in the year 3000 BC with a sin-
gle group of rambling settlers who form the hasis
of the player’s civilisation. As would be expected,
things are pretty primitive in these formative years,
and Meier has gone to lengths to make things as
realistic as possible - most of the screen is in dark-
ness at the outset, indicating unexplored territory,
and new areas are only “coloured in” as the player's
units walk over them.

The initial priority is the formation of a base city
from which to run the whole operation. Without
cities there can be no civilisation, so finding
an appropriate spot for the initial settlement
is of paramount importance. Once a base camp
has been set and named, the real work begins.,
As nature takes its course, the city grows in size

and more units can be sent out to explore the sur- fi R
rounding territory, Units move in turns, travelling then again it's a bit like Sim Earth as well.

squares at a time depending on their type and the ~And it's a bit like lots of other things too.
terrain, and as such the central map is uncovered, ~ The most suitable candidate, however,
piece by piece. has to be Meier's previous effort Railroad

Settlers prove to be one of the most useful unit Tycoon. Although initially the similarities

. types, as they move out to found an_d maintain DEW e purely superficial (to the untrained
cities, thereby expanding the empire, while diplo- it looks almost indistinguishable
mats help to forge links between civilisations, act-  ©7 ¢ .oo S S d
ing as an ambassador - or even a spy or saboteur, if ~ 9"@Phically), many of Tycoon’s strategic
the player is of more devious inclination. Further,
and more usefitl ties can be made by establishing

" trade routes between cities by
means of caravans, which ferry
goods and materials from city
to city.

Perhaps the most important
units, however, are the military,
As disputes between opposing
civilisations can easily lead to
war, a strong defence force must
be maintained to protect the player's city from attack
- and of course army units can be sent out to con-
quer rival territory and cities. As war plays such a
large part in the game, it's understandably one of

'the more elaborate aspects - there’s a huge variety
of weaponry available, from basic infantry units to
knights, artillery and - as the technology becomes
available - aircraft, battleships and nuclear bombs,

War is not always the answer, and the key to sur-
vival is to know how to deal with opposing civilisa-
tions. Peace is not always easy to achieve, and while
it may be fun to terrorise and destroy smaller empires,
strong diplomatic skills are often required to keep
the forces of larger, more powerful civilisations with
the same ideas at bay. Peace treaties can be signed,
and technology and information traded in order to
keep relationships settled - not always easy, given
the antagonistic and downright megalomanic atti-
tude of some civilisations.

Though all this may make Civilization sound like
a very elaborate war game, that's not really what it's
about at all. The concepts of war, peace and rela-
tionships with other empires are important to the

game, but the real goal is the technological and cul-
s soami s haﬁ-lmmmmn—mmmhmﬂm-mrummmm.u-nrmmmmmm
tural advancement of the player's own civilisation. {4 indicated by the singfe-figurs numbsr which appears aver the oy lconj. and thers arm ta groups of sefllers out loaking for spats o found new fowms.
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zation, some may argue that Sid Meier may have
' ay with himself, as he's not so much pushed the

as driven over it with an articulated lorry.

How a pel:lplé advances from savagery to space-  What's more, construction of @ road is well underway and a Trirome fa primitve: boat) s about to st sail for foreign lands. Hurrah!
age is a complicated one, but Civilization handles it B 60
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No, this isn't a cynical and barely-rel- |
evant space-filler. In fact the Seven
Wonders of the World play a very impor-
tant part in Civilization. An empire must
hvutilnmmlﬂﬂm,myuﬂ
effort to build these mighty landmarks,
but it's well worth it as each one has
an Important positive effect. Did | hear
you ask "like what?"...

THE PYRAMIDS
Egypt's greatest splendour, sited In Gaza (near the
capital Cairo} the great pyramids were bullt as giant
tombs for dead pharoahs. Today they're regarded as one
of the greatest architectural achievements of all time,
ﬂﬂﬁmnmmmwhhmﬂﬂ
emment without opposition,

THE COLOSSUS
An awesome bronze statue of the Greek God Apollo, which

straddles the mouth of the harbour at Rhodes. Built In
280 BC.

THE EFFECT: Insronooo trodo:

THE ORACLE AT DELPHI
Another monument to Apollo, this time In the form of
a shrine, situated on the slopes of Mount Pamassus in

Greece.
THE EFFECT: Increases the religlous influence of tem-
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ples.

THE HANGING GARDENS OF BABYLON
Makes Kew Gardens look like a window box. Anather
incredible feat of ngineering, reputedly including giant
underground vaults which housed hydraulic lifting gear.
Mot bad for 800BC, ~

| THE EFFECT: It makes the people happy!

THE GREAT WALL OF CHINA

Would you believe that the wall Is so huge, It casts a
shadow that's visible from the moon?! It took 1800
years to build, runs for 2150 miles, Is twelve feet thick
and stands 25 feat high.

o

S
'\ 0 <dl THE PHAROS OF ALEXANDRIA
A marbte watchtower and lighthouse, built on the lsland
of Pharos. Used to ald ships into the nearby harbour of
Alexandria.
THE EFFECT: Increases shipping efficiency.

-----

THE GREAT LIBRARY OF ALEXANDRIA

sie of the iand puing H“M“TMT Forget the local seat of leaming - this glant bookhouse
has doing o s
A ar i || WA EE udn::ﬂc;'::"““'::wubmrw‘:‘" held an incredible 700,000 velumes!
.,.,;:.r::;uu : M‘M*;m":mmmﬁn-um“*w'"fﬁ’:-w THE EFFECT: Increases the rate of technologieal advance-
sl 0 e ok L Al
d ay be the peace,
etk e, e
w:wmﬂlﬂﬂ"""’rh M‘mnmmlb-m aking it [¢
away frore it's worth - &
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with aplomb. Within each civilisation is a group of
s7p wise men, responsible for researching and discov-
ering new theories and inventions. Initially only a
few basic avenues of research are available - the
alphabet, the wheel, pottery and other rudimenta-
ry skills. But once these are discovered, the new- 3
found knowledge allows the researchers to look into Hm i:. A aPAry =
more advanced matters. As more skills and infor- H et o
mation are acquired, so the people become better
equipped to take on even more sophisticated research RS
and projects.

For example, one of the biggest steps a civilisa-
tion can take is to travel across the sea to discover
and populate new continents. But boats can’t be
built until navigation and map-making skills are
acquired - and those can't be learned until knowl-
edge of astronomy and the alphabet is available,

All knowledge and advancements, from basic phi-
losophy, religion and demaocratic
principles right up to space flight
and nuclear power, is learned in E)
this step-by-step fashion. A giant é) /o
in-game reference manual, the . \L‘
Civilopedia, contains comprehen- %
sive data on just about everything o
it's possible for the player to research

--.
g 1o

growth. By system of government Ily enhance the strategy.
and rule, the player can create an

aggressive, warlike nation or a peaceful empire of
explorers. Whatever the player's outlook, however,
technological growth is of paramount importance,
if only in order to keep up with the Joneses and
ensure the empire doesn't fall foul of other civili-
sations,

As a civilisation’s technology progresses, the fac-
tors and equations that govern the game become
more and more complex - industrialised cities require
much more thoughtful housekeeping if they are to
function efficiently, and there are even environ-
mental considerations, as factories, traffic and mucle-

m.-u-h-ucmuwnmhaﬂnhmﬂﬂnﬁyﬂmmﬂhm“ﬂnﬁhmmm
barbarian farces, Forther inwestigation of iiws landscage will reveal it te e omaly a smiall landscape, making boats 4 pecessity for further exploration.

(] FEE

-{// For the most part, Civilization looks noth-
g \_{) ing special, although there are occasion-
25" al graphic interludes which give the eyes
something more interesting to do for a short
or build, and the player can use this while. All the major sound cards are supported, though it
information to direct his people’s  has to be said that the sonic side of things doesn’t exact-

Click on a city and the player is

management are mada from ke
and it's vital thay're made wall - If
five fowm drifts into definguency, #
stugs busiding, food produsction
and the people #on'T @ven pay
their taxas! Intolorable.

ar power all have negative, polluting effects on the
planet that need to be controlled. Further caretak-
ing skills are required to keep the populace happy
- it's said that society is only ever two meals away
from revolution, and if a city is neglected or mis-
managed, civil disorder inevitably follows and the
town collapses.

Though winning and losing are pretty subjective
concepts in Civilization (the program lets play con-
tinue even after the game has been officially won if
the player desires), constant - and very strict - scores
and tallics arc lu:pt u]nng the way to E'iuve am idea of
how well the respective empires are faring. As well
as an overall Civilisation Score, tables and graphs
appear on a regular basis, showing the most pow-
erful and successful empires. It's purely a numer-
ical reference however, as Civilization doesn’t
encourage the player to be tied to scores and objec-
tives, preferring instead to allow him to go off on
any favourable tangent and explore the possibilities.
It's a very free-range game, but as a world model
it's realistic enough to penalise players who are a
little too cosmic with their thinking.

Civilization’s not an eagy game to categorise, if
only because of its sheer size. [t won't fit into any
one pigeonhttle, no matter how hard it's pushed.
The variety and scope of its gameplay means it
encompasses a number of genres - at heart it's a
strategy game, like playing Sim City on a global
scale, but it works equally well as a planetary and
sociclogical simulation. On yet another, more sim-
plistic level it’s an absorbing war game.

[t's only when all these come together during play
and Civilization is viewed as a whole that its real
beauty becomes apparent. A flick through the hefty
manual is a frightening experience, and rightly
<0, as Civilization is probably the most involved and
depthy strategy game ever devised. That aspect in
itself is likely to put a lot of people off - this certainly
isn't a product for lightweights or people who like
to dip in and out of a game.

The rewards are only there for those willing to
commit themselves, but it's well worth the effort.
Though Civilization looks bland, being devoid of
the graphical trickeries that are fast becoming syn-
onymous with PC product, it's been exquisitely pre-
sented. The game provides constant help and tactical
tips via pop-up windows, and everything is clean
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¥es, he certainly did. There can be little doubt that Sid Meier,
Microprose's senior games designer and the grey matter behind
Civilization is a bit of a top boy. He may look about as interest-
ing as John Major in one of his less exciting moods, but when
he's dead he'll probably be hailed as the Mozart of computer
games. Or maybe not. Whatever, Sid remains one of the most
influential creative voices in the games industry today - not only
was he the co-founder of Microprose, but he went on to knock up
some of their best-known titles - Hellcat Ace, F-15 Strike Eagle, Silent
Service and the superb Railroad Tycoon to name but four. With twe
million of his games sold worldwide, Sid knows what he's talk-
ing about. "People can go to movies for graphics and books for
storylines,” he says. "They look to computers for interaction and
stories in which they themselves are the main character.” Quite
right too! Rumours that an all-star four-part mini series about
Sid's life entitled Meier - Man of Software starring Kevin Costner
in the title role are unfounded at time of writing. Watch this space.
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wige men be pursuing, sire?
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The: &t provides imiw on every subyect imaginable
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and uncluttered. It works well, allowing the game-
play to operate unrestricted without swamping the
player with unwanted information, The best strat-
egy games are always the ones that look a lot sim-
pler than they really are, and Civilization
is a shining example.

But although the game does much
to make itself as accessible as possible,
it's still arguable whether there's too
much substance for its own good.
There's only so much the human mind
can juggle at a ime, and sometimes the
player gets the impression that
Civilization’s layer upon layer of math-
ematical and strategic formula is sim-
ply too much for the average to handle.

In practice, however, it's a concern
that's only like to be relevant for novice

stiategists, and those who got their rocks

off on the likes of $im City and Railroad
Tycoon should relish the opportunity
to have a bit more piled onto their plate.
It's certainly a challenging experience,
and due to the nature of the game, one
that will become more and more com-
pulsive as time goes on and the play-
er's civilisation grows.

What makes the game most inter-

%

showing just how much is possible with

a game of this type.

esting is that the player doesn’t have to
follow a linear plan - instead he's given
room to create challenges for himself
and pursue them - be it the discovery
of nuclear power, the lead in the space race or all-
out military supremacy. The feeling of megolama-
nia is overwhelming, as there are no strict guidelines
to stick to. After all, how can you feel like a global
overlord if the game keeps telling you what you can
or can't do?

Ultimately, what Civilization represents is a size-
able step forward for the strategy genre by showing
just how much is possible with a game of this type.
It's huge, compelling, compulsive, intriguing and
- most importantly - very, very enjoyable. It's also
Meier's masterpiece to date - what he'll come up
with next doesn't even bear thinking about.

® Gary Whitta

It takias & bot of time, affort and
patiancs to get into Chvilkeailan
LWL iUs WO IL 11 STarT o7
the game is arguable the hard-
51 part, as getting a good sarly
foothold (s no aasy task. Tha
limited options available at the
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Genre Platform
Publisher Millennium
Developer In-house
Price £25.99

OBO

t's been a bit of a lean time recently for console-less

platform game fans. With the likes of Mario IV on the Super Famicom and

Sonic on the Megadrive grabbing both the headlines and the plaudits, there’s

been little for the computer owner to do but look on with envious eyes.

Well, now there’s a new platform game hero in town
- and this time he’s on the Amiga.

To say that Robocod is a Mario clone is something
of an understaterment. 1t's akin to saying that Coke
tastes like Pepsi - they share so many similar ingre-
dients that they're bound to be alike. In designing
this sequel to the polished but flawed James Pond,
Millenium has taken ideas from Marioand - to a
lesser extent - Sonic and ‘interpreted’ them (i.e.
changed them enough to avoid solicitor-style encoun-
ters) for inclusion into Robocod. Which, it should
be stressed, is not that a serious criticism. After all,
there are only so many game ideas knocking around
and if you're going to borrow from anything you
might as well borrow from the best. And as long as
the ideas are adapted well, who's really to complain?

Robocod’s plot picks up where James Pond's left
off, with the scurrilous Dr Maybe fleeing northwards
to lick his wounds. While trekking through the icy
wastes of the North Pole the bad Doctor stumbles
across a mysterious Toy Factory, the proprietor a
one Mr S. Claus. So, seeing the perfect opportuni-
ty to exact his bitter revenge on the world, Maybe
hides exploding penguins in the various toy ware-
houses. And, to prevent anyone tampering with his
nasty deposits, Maybe hot-wires the factory’s mechan-
ical toys and turns them into lethal robotic guardians.
Fortunately word of this foul plot leaks out and it's
the job of James Pond, now known as Robocod

62/ /C:H

because of his ghiny new suit of robo-armour, to
save the day by deactivating all the lethal penguins
and ensuring that all the ickle kiddies get their Xmas
prezzies. Sweet enough for you?

The game opens with Robocad standing at the
gates of the Toy Factory, and this is where the play-

er catches his first sight of the marvellous graphics.
The cutesy sprites and lavish backdrops are all drawn
and coloured well and are full of life and humour,
and the obvious care and attention to detail that's
gone into designing them remains consistently high
throughout the game. The parallaxed backgrounds
are superb, with finc usc made of gelour banding
to give an impression of depth. The smooth multi-
way scroll is amazing and almost reaches Sonic veloc-
ities at times (though it does have a tendency to jerk
slightly at these high speeds). The tunes are of an
equally high standard (special mention should be
made of the boppy Robocop theme remix an the title
pagc), even if they are a little twee in places.
Outside the Toy Factory there are no baddies bounc-
ing around, so it provides a good opportunity for the
player to become familiar with the excellent well-
designed joystick control. As any platform gamer
knows, one of the most important aspects of game
design is control over the player's on-screen char-
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. the best ideas here. As a result Robocod can be made

acter. It's all very well having ‘mega’ graph-
ws and ‘fab’ sound, but if the controls are slow
or chumsy then the game will probably be con-
signed to the dusty top shelf even before the
&isc drive has stopped whirring. A recent cul-
prit of this is a certain game by a popular set
of ‘Brothers’. I think you know who I'm talk-
mng about.

Fortunately, there are no such problems
here. Robocod's programmers have obvious-
I spent a lot of time looking at the game con-
trol in other platform games and have implemented

to perform a variety of moves from a single joy-
stick without control ever becoming clumsy
or uninstinctive.

For example, in mid-jump the full- metal-
jacketed fish can be made to twist and turn,
allowing the player to engage in lots of pre-
carious platform-perching antics. Like Mario, half
of the enjoyment of the game comes from being
able to weave Robocod in and out of a variety of obsta-
cles and still end up with one fin on a tiny little ledge,
thus drawing suitably awed gasps of admiration
from any friends who happen to be watching at the
time. Another Mario steal is Robocod's baddy-bashin’
butt. By jumping on top of the nasties Robocod can
give them a hefty whack, although it may well take
more than one clonk to send them to toy heaven,

A novel idea, and one of the deverest, is Robocod's
crouch. When Robocod's standing on a platform he
retracts his all-too-vulnerable fins inside his robo-
armour and hunches down, ducking him out of the
way of flying baddies or bullets. Nothing too sur-
prising there. But the really clever thing is that the
screen scrolls down too, allowing the player to get a
preview of any dangers lurking below.

In addition, when Robocod's in free-fall the crouch
turns the fishy one into a living battering ram, knock-
ing seven bells out of anything he hits, Not only is
it a good way of seeing off the baddies (it's far more
powerful than the standard slap on the head), it also
makes Robocod pretty much invulnerable. Thus

compare. As mentioned in the
main review, "chocod shares

B many similarities to Nintendo’s
plumber-cum-hero (and it's unlikely that
this is down to chance), both in the
fluidity of control over the main character
and the sheer range of opponents and
game tasks. Indeed, o hocod comes very
close to achieving Mario's benchmark
status, but a few things keep it from such

lofty greatness.

there are never any situations where Robocod has
to unnecessarily risk life and fin by jumping into
dangerous-looking voids - the player can always get
an idea of the dangers below and act accordingly.

Just as handy is Robocod’s super-stretchy stom-
ach. Hitting FIRE makes Robocod's top-half extend
skywards until it hits something solid, whereupon
Robocod clings on for dear life and his bottom-half
snaps up to join him. Robocod can then monkey-
swing along the underside of the platform until he
finds a nice safe place to drop off onto. Exploratory
use of this ability is also useful for spying out where

secret rooms and bonuses are hidden. Being super b 66

o say that Robocod
is a Mario clone is something
of an understatement. It's akin
to saying that new Coke tastes
like Pepsi - they share so many
similar ingredients that they're
bound to be alike.

Mario's multi-layered parallax, clearer
graphics and amazing sound effects, for
one, put it a notch above fobocod but
these are partly due to the relative quali-
ties of the host machines rather than any
intrinsic design faults so it's a little unfair
to carp on about these differences. What
really sets Mario apart is it's sheer longevi-
ty. It's a far larger game than Hobocod
(which is saying something), with far more
to discover, and this size is backed up by a
clever SAVE facility. Some may argue that
this is inevitable given the huge memory
reserves of cartridges, but unlike the
graphics and sound this advantage does
have a significant.effect Dl; the gameplay.

But to put this criticism into perspec-
tive, Hobocod is the nearest to a truly
Mario-style game yet seen on the comput-
er systems, and has enough original
features to make it much more than
uninspired clone and an essential buy for
any platform game fan.
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Aanailieessall] Spikes] No need to tall
you that these induce extrame pain in
all fishy Iffeforms [although | just
Wumumwprrwi.-d
eausa Robocod to lose one of his
proclous energy points. Avold,

5 A spike job makes

* Roboced leap high into the
\." alr with shick, giving the
i playar o good chance to
anghe him onto the safety of & platform.
Everi in the despest plt this supser-high
lenp should see m te safoty.

s taken all the best elements of
from Manic Miner to Mario Bros and
em together to form a hugely enjoy-

ayable original.

You can tell from this follow’s
expression that he's not the happlest
of campers (probably because he
spends all day jumping up and dawn
an spikes), so steer well clear.

These maving platiorms are the only way
to et Roboeod oved the: huge bed of
pointy spikes. At first this may not seem
sound so tough, but what you don’t
realiss is that thesa platforms also go
up, down, dingonally and even In circles!
Players fooling particularly hard and
claver can try 1o jump up and nib the
bells at the top of the screen for extra
bonus lovellness.

Bit of a strange platform, this. It seems to serve
mnﬂﬂum@umlw-{wmm
mmummuunnummu
his fins dirty on the ground. Pretty useless, really.
But wha knows? Perhaps |t somehow provides
Bccess to some secrel bonuses of 8 hiddan room.
MWMMMMMMMM.




S o Bmbccod's three lives has
s smeegy points, And 00 Is lost
sy 855 boy hits a baddy or
s $osess. These yellow stars
st Bobocod @ new energy point up

Thera's a point-packed cobour TV to be
Erabbed, but it's stuck bahind & wall of
ehocey chunks, What's a fish to do?
Well, it's doad simple. Robocod Just
has to jump on top of that plunger

this Is one of the training levels, after

ddoesn't move or disappesr oF

Now, how does Robocod reach that penguin? "Cod can't
Jump that high, and even his amazing strotchy stomach Is no
use in this situstion because there's nathing te hold onto.
mwluhmmmmk.nmhhﬁh
fittor the stages and when Robocod head-butts them varlous.

w0 masimam of five. Truly a sight for thingy and this makes the choccy bonuses and goodies appear. In this case the block contains
—— ehunks drop to the battom of the @ palr of wings, which Roboced can strap on and use to fly |
d screen. Okay, so it's not exactly a ‘Come on, Millennium, what I8 “* . 00 1rg nangain, i
| of B . b going on? This platform |
|

all. Later examples of the use of
plungers and switches are a bit
trickiar. (By the way, getting the TV
makes the screen go black and white.
Vory strange.)

o anything. It must be for
othar than stoppin

FRobocod falling in the spikes.

touch ma.

And so, the end |s near. This flashing
barber's pole Is what you've been
looking for all stage. Come on and

Who would have thought that |
somathing so cute could be so
deadly. Yup, this s one of Dr
Maybe's exploding penguins.
Robocod has to desctivate all

For a cutesy game the super bad-
dies are a pretty terrifying bunch.
But fore-warned is fore-armed, so
here's the full low-down on what
they do.

BIG TED

Big Ted is very predictable. He
flies around at the top of the
screen, then drops down in an
attempt to crush Robocod. But
because he pauses before each
crush there's plenty of time for
‘Cod to nip out of harm’s way.
CAR WARS

The giant car bounces left and
right around the screen, then
stops, opens its bonnet and
unleashes a couple of speedy

30 o

of them by touching them)
bafore the exit pole fashes
and allows him to leave.

No more Mr Nice Guys

homing minis at 'Cod. Not nice
at all.

THE QUEEN OF HEARTS

The biggest problem with this
lovely lady is her speed. Like
Some overgrown Space Invader
she zooms left and right, rain-
ing playing cards down on
Robocod's head.

A NIGHT AT THE BALLET

Fighting the giant ballerina can
get very confusing. The screen
is mirrored down the middle, so
there are two ballerina and two
'Cods on-screen. As the ballerinas
furiously pirouette around, it's
easy to lose track of which is real
and which is fake,

The final baddy. If you're big and
hard enough to get this far then
you should be able to work out
how to beat him for yourself.
And is there a surprise lurking
under all that snow? Oh... Maybe.
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of e mor lames Pond e levels,
whers Roboopd can't jump &3 normal
and has bo swis about instesd.
Fortunately his tall weapon i just as
jpotent as sver, s make s thel
any contact with the baddies s
strictiy via the butt,

</ 7. Verrrry nice! You know you're in for something a bit special as soon as the
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hilariously bouncy Robocop theme remix kicks in on the title page. Indeed,
the tunes and SFX are wonderful throughout. Graphics are of an equal-

ly high standard, with well-drawn humourous sprites gliding smoothly and quickly over
parallaxed candy-colour backgrounds. Given the game’s variety inevitably there’s frequent
disc access between levels, but it's very short and sweet and doesn't seriously break the

flow of play. A treat all round.

tall makes Robocod a big target, so it's fortunate that
the baddies can't do him any damage while he's
elongated. Any collisions with the baddies simply
makes him snap back to normal size.

The Toy Factory is split into fourteen levels, each
accessed via great oak doors, (There are fitrther secret
hidden levels for the player to discover, but they're
not vital to completion to the game.) Each door is
marked with a graphical clue to the sort of nasties
which lurk inside, such as a tennis racquet on the
door to the sports level, or a cuddly teddy on the door
to the fluffy toys level. Some special doors are labelled
with ominous-looking question marks, and these
levels contain massive pseudo-‘end-of-level' baddies
to be defeated.

The levels have been arranged
to satisfy both players who like
to rack up hi-scores, and those
who like to make progress
through the game to see the end
sequence. At the start of the game
Robocod can go through the
doors to one of two levels, the
rest are locked. It is only neces-
sary for the player to complete
the harder of the two levels to progress on to the
end-of-level-baddy room {which, when completed,
leads to two more levels). Thus the 'points’ player
can try to do both levels and pick up as many bonus-
es and whack as many baddies as possible to get the
high scores. while the impatient 'progress’ player
can just complete the level he has to and move on.
Unfortunately it isn't possible to save game posi-
tions, but because the player can short-cut fairly
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quickly to where he left off the old problem of bore-
dom from having to replay the early sections is
reduced.

Each level is split down into a series of sections,
with the player’s aim being to locate the flashing
EXIT pole. If it's found but it isn't flashing then that
means that somewhere in the section there are still
some of Maybe's exploding penguins active, in which
case Robocod must find and deactivate them (by
touching them) before he can leave. But due o Intel-
ligent linear map design, the player is generally lead
through all the major areas in a section and there-

obocod is the sort of

game that computer owners have been
waiting a long time for, a game that is
a more than worthy contender for the
Mario throne.

fore there’s rarely the need for annoying and high-
Iy tedious back-tracking, a problem that seriously
marred the player’s enjoyment of the otherwise fine
prequel James Pond. Usually the problem isn't so
much finding the penguins, it's how to reach them.

The amount of variety is stunning, not just in terms
of graphics and sound but also in terms of the dif-
fering tasks that the player is called upon to per-
form. Elements of just about every good platform

game you can remember (Mario, Sonic et al) have
been blended together to form a very tasty and in
many ways unique mix. There are slow bits, there
are fast bits, there are puzzly bits, there are against-
the-clock bits - in short, something to suit every-
body. Even on a console, with the huge amounts
of memory they can access, Robocod would be
remarkable feat of programming but on a humble
512K Amiga it’s little short of incredible.

1t would be a shame to give too much away - after
all, half the fun of playing the game is discover-
ing a section with an all new set of problems to
solve and things to try out. But to give an idea of
some of the treats that await, the player can expect
to discover giant jellies and trampolines that bounce
Robocod to astronomic heights, giant cars, planes
and even bathtubs that Robocod can hop into and
take for a spin (see the 'Come Fly With Me..." box
for more on these bizarre modes of transport), can-
nons that shoot Robocod onto out-of-reach plat-
forms, strap-on wings that ferry Robocod about the
screen and upside-down levels where the player's
controls are reversed (very confusing at first!), There
are even underwater levels that play like a tribute
to James Pond,

Robocod is the sort of game that computer own-
ers have been waiting a long time for, a game that
is a more than worthy contender for the Mario
throne, Part of the reason for this may well lie in
the fact that Millennium simultaneously developed
Robocod on the 16-bits and the Megadrive.
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There are times when Robocod's standard-issue hop, skip and
jump just won't do. By head-butting special question-marked
blocks Robocod may discover a whole host of fish-made vehicles
to commandeer. But take care! Some blocks are booby-trapped and
contain a high-speed nasty.

PLANES...

Robocod Air has an unrivalled reputation for safe, comfortable trav-
el. From the big question-mark block, we can take you to any-
where in the game world. And our in-flight service is second té
none. Robocod Air - you're a great way to fly.

...BATHS(Eh?)...
What could be better at the end of hard day than a nice, long
soak? Using Heat Robocod's economy scheme you can have gal-
lons of piping-hot water on tap at any time of the day or night.
And our special bath suites allow you to fly around.the screen (a
feature unavailable from any competitor).

...AND AUTOMOBILES

The Robocod Red Roadster is the Ultimate Driving Experience. It's
nippy in built-up areas. And it's unique bouncing ability (fitted as
standard) gives the driver unlimited freedom to crush passing
pedestrians. (Cue Berlin's ‘Take My Breath Away’ and lots of corn
fields exploding into flame.)

(Lt} s boved s ong of the

‘mosf banutifuf, with superd
redating eogs s tha pavailng
‘hackground. It's alse ane of the
Enstant, with {'s slopes and
denps getting Rebacod up in
Saoric e Bpeads.

{Bislow) Cuviouser snd
curlowsir... Hors's Robocod
foating through drirry clouds
af tath buddves o his snameidied
Bt il The fervy
ieritia oo ifne fob prenides &
rew chailenge for the player,
wary distinct from e minming
and jumplng nature of the rest
of the gama,

Since the quality of platform games on the
Megadrive and the Super Famicom is incredibly
high, any new contender has to be at least as good
as the last 'best’ to stand any passible chance of suc-
cess. And it would appear that the hard work going
into the Megadrive version has had a knock-on effect
on the 16-bit versions, raising them far above the
usual standard of platform games on the home com-
puters.

What's so amazing about Robocod is the fact that
the majority of the project - design, programming
and graphics - was the responsibility of one man,
Chris Sorrell. When you consider that you have here
a game comparable to Mario I'V {which was designed
by a teamn of over twenty Japanese coders) you begin
to realise quite what an achievement this is, and just
how talented Mr Sorrell must be. Doesn't it make
you sick? But we musn't forget Richard Joseph, the
man in charge of the music and sound. who is also
deserving of special mention. Without his jaunty
jingles and amusing effects Robocod wouldn't be a
tenth of the game it is.

After all this praise and hyperbole I think you must
be getting the idea by now, so I'll state it bluntly:
Robocod is a completely excellent game. Polished,
playable and - thank God - fun, it's like a sweet breath
of fresh air in these days of rehashed film licenses,
turgid strategy games and written-by-numbers shoot-
‘em-ups. As good as Mario? Mmmmm... not quite,
but it's a close-run thing and few platform games
even get within spitting distance of Mario's bench-
mark-hitting lofty heights. But the best platform
game on computer? Without the faintest shadow of

{Abaes top) Up, up and away! Rebocad Alr stewardesses will now b soming
avourd with & drimis st gt

{Above middia] I'm going to have to cut dewn & the saplin. I'm suwe | fusi
#aw i fish in @ shower eap aitting in  bath fying by... '

{Abawe) Robocod's Red Rowdstor patrads e mean sirests of Level 2. Tha
Buto's unigue bovacing suspension speils doom dor any marsding meday.

-

[ Beirw ) Adal Fownd youl Roteced has to make feguant uan of his stretoh
powiads 18 And some of i mon elush sxploding panguing.

a doubt. Skate down to your nearest software shop
and give Robocod a prime fillet plaice in your soft-
ware collection now,

® David Upchurch

i T Ll T T E T T T

Great graphics and tunes pro-
vide the usual Hashing:light
lure to the platform addict.
Fortunately Robocod boasts
stack of fopnotdh vared game
play to back up iti impressive
assthetics. That all-important
wlament of any good platform
gama - contrel - is excellent,
baing smooth, responsive snd
precise. As In Mario, the play-
#f rarely gets killed by unfair.
mess on ths pgama's part,
preventing joystick-throwing
frustration setting In and
enhancing the game's adedic-
tive quakitivs. Roboood ls huge
and, althaugh it's nat possible
to dise-save pasitions, the lev-
iy are 3o designad that sxpe-
rlenced players can iraverse
them pretty quickly i requirsd,
thas preventing esrly-Jevel bore
dom satting in. With fts stacks
of secret rooms to discower,
Robocod will pull you back time
after time even when the and
sequance is a distant memory.
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Genre Adventure
Pulslisher Sierra
Developer [ymamix
Price £34.99

Roger Rabbit? Disney’s multi-

Nivi mﬁhneylffhat tried to both capture the imagi-

nation of today’s yuqfandﬁumﬁ&ﬂmﬂiﬁawday afternoon matinee feelings

=

E e,

lying dormant in all those affluent ad ults?

one. For the kids there was the crash bang anima-
tion and for the grown ups there was a bit of sauce
courtesy of Jessica Rabbit and some outrageous mug-
ging from Beb Hoskins. Despite its adequate per-
formance at the box office, the movie was deemed
to be in a two-stools situation, containing turn-off
elements for both audiences. Grown-ups weren't
overly keen on lashing out £8 to see a cartoon and
ver kidz didn't understand half the jokes.

Willy Beamish adopts an alarmingly similar pol-
icy. It's unclear exactly which end of the market
Sierra are pitching at. The evidence on one hand -
the machines it runs on, the slick packaging and the
cost would suggest that the title fits into Sierra’s typ-
ically upmarket portfolio. The nature of the graph-
ic style and the storyline, however, would seem more
akin to a kids' game.

But hey, hey, hey! This ain’t ne comic strip for
kids, it's an interactive cartoon, dontcha know?!
Dynamix wanted to create something kinda sorta
completely new, so into the pot went all these zany
ideas and gosh darn if this ain't what we ended up
with. Yup. Even if the gee-willickers wide-eyed goofy-
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‘There was something for every

ness of Dynamix’ bullshit may stick in one’s craw,
you've got to admire their (entirely put on) daffy
frontiersman spirit. Don't be fooled, though. Willy
Beamish is a fun, primary, cute candyfloss overcoat
wrapped, with varying degrees of discomfort, around
a tried and tested adventure formula.

Beamish and his companion (a frog called Horny)
live in Frumpton, USA; School's nearly out for the
summer and all Willy dreams of is winning the
National Nintari Gaming Championships which
will be held during his summer break. The player's
most basic aim is to keep Willy out of trouble dur-
ing his spare time and keep in his gaming ability to
National standard by regular Nintari practice. A
plethora of sub-plots radiate from this central theme.
The key to Willy’s Nintari systern gets confiscated,
so he can't practise, he doesn't have the necessary
entrance fee to the tournament etc. Displeasing
Willy's parents will lead to a rise in the reading of
the Willy's Trouble-thermometer. Too high a read-
ing and Willy will be punished...

Pregented in flawless Dynamix watch'n'click ani-
mation, the plot opens with Beamish, all gangly legs

{Above) What has It got i M8 pocketsT Boamish s o right Mtle
thmuuwmﬁdh“
wehich Willy has can be used.




sl o= mitting in the term’s final assembly
mermg Ss way through a particularly turgid
smulof-"semester” speech by Principal Frick.

Sy who lives in Willy's rucksack) presumably
% & Jower tedium tolerance level than the pupils
st swemces on Frick, causing much pandemoni-
um el Sslodging the slap-headed Principal's gin-
g wig Bed faces all round and a detention for

* & Suring the Detention scene while Willy dreams

¢ M=t fame and a dotty old spinster deals out a
ssemscmme assignment that, finally, the player comes
=i the game. The cursor changes from the
wa=ng watch icon to an arrow, indicating
at there’s some interaction to be had.
4s expected, the introductory sequence is
smtertaining enough and can be skipped
“wough or completely bypassed should the play-
ex desire.

Once into the game itself, the familiar Dynamix
mseraction format is adopted, albeit in its latest stage
o polish. Head & shoulders shots of characters mon-
sge over the fade-out backgrounds while in con-
sersation. The smart cursor floats over the play area
“hanging between an impassive diagonal arrow and
2 smaller “action” arrow indicating that there’s an
“ect to be taken or manipulated or a task to per-
form. Exits are denoted by a large green Exit sign

—.. It was Rise of the Dragon (an ACE
f “?\,\ CQ\refg-m'a, in fact) that first made
:| UK software buyers sit up and pay
» / attention to Dynamix games. The
1° story of a futuristic detective
endeavouring to solve a complex narcot-
ic related murder gripped both public and
reviewers alike for all of a fortnight. The
problem with the game, you see, was that
it simply ended too quickly. Partially a
symptom of its own success, Rise’s short-
term appeal resulted from a) being fasci-
natingly addictive and b) never allowing

the player to languish in boring dead ends.

The game moves along at such a pace that
players putting in a lot of effort would
finish it rather too quickly.

Beamish suffers from similar problems,
although to a less serious degree. There's
enough freedom of exploration and sheer
distance to cover to slow down the plot
sufficiently - an indication of the frankly
unbelievable learning curve of game
development of which Dynamix a surely
coming to the end.

he game works fantastically well, fooling the player

into believing he's only an impassive viewer and then

allowing him to progress the story to satisfy himself.

and possible sources of conversation are indicated
when the cursor turns into a speech bubble,

The player can examine objects by clicking with
the right mouse button and turning his arrow into

_ a magnifying glass. To save clicking over “dead”
§- . screen areas, the glass will remain opaque as the

cursor moves over objects for which there is no
description, becoming clear when something of
interest is in sight. A neat touch.

Clicking on the left mouse button will cause an
“action”. If an object is near the cursor, it will be
picked up, if Willy is near his Nintari, he’ll begin to
play and so on. If the cursor is currently over an exit,
a message will remind the player exactly where that
route Jeads. When you consider that the disk is
accessed virtually every time Willy leaves a room it's
vital that no effort is wasted to-ing and fro-ing between
erroneously selected locations.

A great deal of thought and care has gone into
Willy Beamish's presentation. Graphically it's a
dream. The hand-painted super-detailed backdrops
will be the most familiar point of reference for
Dynamix fans. In 256 colour VGA, they are quite
superb, and work surprisingly well with the cartoony
nature of the rest of the game. Distinct from Rise of
the Dragon, the central character controlled by the
player (ie; Beamish) is visible on screen nearly all
the time. When he interacts with objects and peo-
ple, he'll position himself in an appropriate place to
do so,

This is a more important point than it may seem
at first. Dynamix have gone to a lot of trouble to
ensure that Willy's character comes through in the
game, and having him on the screen moving around
is by far the most dramatic way to keep him at the
forefront of the player’s mind. The whole point is
that the player is supposed to behave as Willy would,
not as themselves. Having Willy sitting on a chair
in the kitchen dangling his legs may not seem like
an especially worthwhile expenditure of disk and
mermory space, but it helps stuffy old grown ups slip
into character mote easily.

Surprisingly, perhaps the part of the game into
which the most effort has gone is the least notice-
able. Willy Beamish is absolutely rife with animat-
ed touches which continually flit around adding
interest and humour. However, perhaps because
the job of making the player feel that he is watch-
ing a cartoon has been so professionally achieved,
it's easy to take these touches for granted. After
all, it'd be a pretty bering cartoon if only the
foreground characters moved, wouldn't it? If
that sounds churlish, good. It's possibly the best
accolade that I can pay Dynamix’ impossibly
successful first try at mimicking the cartoon
genre, On this level, at least, the game works
fantastieally well, fooling the player inta believirg
he’s an impassive viewer and then allowing him to
progress the story, in however limited segments, to
satisfy himself.

The pacing of the stories of Dynamix games has
been criticised in the past. Rise of the Dragon was a
particularly good example of the team's reluctance
to let gameplay get in the way of good storytelling,
The determination to continually pull the player
through the story meant that the game was really p 72
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eet the crew!

Here we have a breakdown of the most important characters
in the game. All of which must be dealt with in Willy's
own individual style if the player s going to save Frumpton.
Working clockwise from the top left; Willy himself. Cute,
nine, and fresh out of school for the holidays; Leona
Humpford and Louls the man who runs the plumber's union.
Why Is this snobby society dame in cahoots (and a hot tub)
with this grease-monkey? Dad. He's In a whole lot of
trouble. He's got no job. Brianna, your sister. Mr Frick, boring,
bald and bland, the fiery-tempered slap-head Is a source
of constant fear for little Willy. And finally, your frog, Homy.

AR

(Abave] Willy, in a constant affet fo
koep Mmsalf out of troubls, agrees fo
chop up some vegatables for s mom

{who Is setusily guite tasty).
Performing fitte tasks Ik this, while
uslng up time, (Badow) A quick dash upstairs to the bathroom (without taking the

often prove a useful soumce of cash. sppartunity fo see if your bitch sister Thifany ls “sntertaining™ & make

friend, thankyou) and Willy may yet be able to save his thumb.

{Above) Urk! Mora haste, lass speed and all that. in Willy's hurry
o get his chopping over and done with, he's gone md done
himself a mischief, And he's wounded his prime Mintar gaming
hand - this Is senioval

asic icons for family structures,
while being about as subtle as being hit on
the head with a brick, make it easy for the

player to deal with complex dialogue.




it tub)
lot of

{Leit) Once in the bathroom, a quick search will reveal the first
ald kit under the sink. Now, what was it they were slways
talling Willy In sehool about gorms?

{Below) A thomy probiam. Everyone knows how much nineyear
oids hurte pain, birt will the reller of avolding the awfully stingy
antiseptic sting stand you in good siead for aill that frantic stick
wagghing later on?

L1 den't
g paan

Mg

o

need this studt. I'm in

& This rrt a fittie, o
B-ettar than dething 3anyene

st a pand=ad. I Be e

Just like any cartoon, Willy Beamish Is
packed full of colourful characters to meet
and befriend. Adventure games have always
had a hard time convincing players that
they are dealing with anything other than
a complex fall-through menu system, but
Beamish manages better than most.
Early adventures which purported to include
individual characters which go about their
business were, to be honest, laughable.
Even games heralded as landmarks for their
time like The Hobblt are pretty neanderthal
by Willy's standards.

The most common problem was that of
essentially simple characters trying to
converse using an equally simple language
parser. Quite often it was tricky enough to
Pick Up The Axe. And given the myriad
possibilities of language and dialogue, it's
hardly surprising that you could never make
Thorin understand anything you said.
Here, by limiting the Interastion with the
characters with use of multiple choice
options, the designers have allowed each
response to yleld a reasonably interesting
branch.

It's the characters In Beamish which
bring the game alive. They all have their own
traits and foibles, and help pep up the story
even when nothing of significant benefit
to the plot is going on.

In times of stress and frustration, it's
tempting to speak to anyane just to pass
the time (talk about art immitating life).
However, Willy must take care, for a careless
word from the mouth of a nine-year-old can
lead to hellish consequences meated out
by big, grumpy adults.

.‘Iao.thchctﬂn‘twmnahﬂunhh
fits neatly into their own little
stereotype makes it easy to use
the characters to your advantage.
Heaven help us when anyone
works out how to mimick real
personalities and character in
real life, or we'll spend out whole
lives genuinely misunderstanding
and getting aggravated with each
other.
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g9 pretty easy, and enormous pointers were continu-
ally being given as to what exactly the player should
do next, The success of the storyline was the down-
fall of the game. You wouldn't expect a futuristic
detective movie to last particularly long, and nor did
the game.

Willy Beamish is a far more accomplished title in
this area. Use of “Meanwhile” cutaway scenes will
yield information abaut which Willy would other-
wise remain ignorant, and these help, but it's the
development of plot aspects which the player can't
act upon at the time which really do the trick.

Frumpton itself is a sizable place, and quite apart
from anything else, there's a lot of exploring to do.
What with it being the summer break, Willy has a
lat of freedom and he can travel around Springfield
pretty much as he pleases, as long as he's at home
in time for bed, To an extent, this freedom helps to
combat the feeling of being led by the hand through
the adventure, since on a geographic level at least,
it's so flexible.

Sierra are, without any question, kings of the Packaging empire.
Their products simply stink of class and care. None of your photo-
copied sheets sellotaped to a registration card here. Oh no. And
every Sierra game comes with a completely free playing guide pre-
sented in a manner appropriate to the game itself.

Leisure Suit Larry 5, for example, comes free with a copy
of Playspy magazine, offering some useful game hints for adventurers
who take the time to look.

In Willy Beamish's case, however, we have Willy's very own
private note book. Now this is a real gem. On top of Willy's rather
amusing juvenile drawings of A-10 Tank killers and his rampant fan-
tasies about being interviewed by top TV host Dan Lather after his
triumph at the forthcoming Nintari Games Championship, we have
some useful information about Frumpton and its environs, the char-
acter flaws of many local folk and so on. All in lovely colour.

Yet again, the Americans show us the way to present games
and make them feel like a package, rather than a box of disks.

L) dust We any regular sches
ki, Wiy seems o spend a8
unniatural amowmt of tme i B
invatary. Bod mow he's been found
ot

The covtingal changn befween St
ww.ﬂmu-
comic book beips the player mtnin
tise Foaiing that he s Willy wiile
reiding enough vankety o praant
the sereen format i Aobing
byl

PATHMTER

an my last
“ iz all I gof

Beamish isn't so flexible where the story branch-
ing is routed through dialogue. Willy's responses to
other characters’ questions are, at best, limited to
about three choices. Frequently, the options are so
limited that playing feels more like reading a Fighting
Fantasy book than a game with umpteen megabytes
of code. Some options are only
in there to be ignored, since they
nefther progress e plotor pro
vide more than a funny-once
gag.

A large subplot in the game
features Willy's dad Gordon look-
ing for a job. Recently fired from
a reasonably senior management
post, Willy's dad is finding it
tough to make ends meet.
Unbelknown to Gardon, the enly
firm in town willing to interview him - the TootSweet
artificial sweetener company - are in unspecific but
undoubtedly grizzly cahoots with roughhouse
plumbers’ union bosses, They somehow plan to take
over the town and are looking for a dweeby fall
guy to take the rap. Willy must prevent his dad
from getting the job or persuade him it's a bad idea
without explaining why. As you can imagine, this
leads to much hilarious misunderstanding and some
scorching scores on the Trouble-thermometer.

A daunting subject for the writers, I'm sure, is that
Willy Beamish is A Funny Game. Humour has tra-
ditionally been the element which has made American
games blatantly incompatible with the UK market.
Far worse than an iffy sound card problem, a cheesy
Yank gag will have Brit gamers grinding their teeth
like there’s no tomorrow. While we're all splitting
our sides over delicate inflection-driven double enten-
dres, the Americans are hitting each other with cus-
tard pies. Well, that's what we're keen to believe.

The humour running through Beamish is refresh-
. ingly universal. By keeping it on a sufficiently
— lightweight level {bald people are funny, eating pizza
s== | akes people fart) and relying on the actual char-

Bl octerisation of the other people in the game to make
- the scenes funny, the game works. An occasional

toe-curler can be found in the “ironic” descriptions
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. brought with them some comics’

of the objects and locations but for the most part,
the heavy clowning has been left alone,

Character behaviour is surprisingly realistic, albeit
stereotypical. Perhaps because of the cartoon cari-
cature nature of their actions, it's a lot easier to pre-
dict their moods and act in a way that will benefit
Willy accordingly. Basic icons for family structures,
while about as subtle as being hit on the head with
a brick, make it easy for the player to find his way
through reasonably complex dialogue routines.
Gordon is in a bad mood because of his joblessness,
and so when he asks Willy to do a favour, it's best
to act immediately, Willy's sister Tiffany is a spoilt
bitch and deserves {o be treated with utter contempt.
And Mom is strict but fair. You get the general pic-
ture.

So, what's the deal? An interac-
tive cartoon? Well, ves actually. But

hile we're all splitting our
sides over delicate inflection-driven
double entendres, the Americans are

hitting each other with custard pies.

(Lt} Willy's frovme toww of Frumplon. [#'s around ifese iscations mhem
Baamish and bl pally gof into sl thel fop-nodch japes.

ber that cartoons have their /2 © '<%
e o et G (V> e ownar it b horsughty aila whth o' syl
accurately captured the humotr and //(/ ; % Classy packaging, excellent manual and plenty of disks. Play-
g

improbability of comics, they've

undesirable baggage. Just as it’s easy
to find amusement with the glar-
ing social inadequacies of the char-
acters and the ‘tache twiddling
schemes of the bad guys, it's easy
to get frustrated at the apparent lack of complexity
and subtlety inherent in the nature of such a kinet-
ic, cartoony environment.

What is undeniable, is that Beamish should do
away with the longevity criticisms aimed at Dynamix
recently. It's a big old game and although it has its
frustrations, there's plenty of awe-inspiring inno-
vation too.

Sierra and Dynamix seem to have made a rod for
their own backs by simply producing games of too
high a quality on a regular basis. Certainly when
compared to lots of its contemporaries, it is an out-
right winner. It's a graphic marvel, is big enough
to keep most players occupied for a good few weeks
and is even more polished than the shiny chrome
dome of principal Frick.

@ Jim Douglas

ing from floppy is an absolute no-no and the constant hard drive

access can turn into a bit of a chore. Owners of VGA machines are in =
for a visual feast (the shots on these pages are VGA) sound board owners (both
Roland and Ad Lib) are mercifully saved from the ghastly beep-beep interpre-
tation of the incidental music. A sound investment.

{Abovel Wily's ek grarden. He must vewturs fiar sfiakd fram bl comfortable yupple parent’s home ks Framaten in
order te sef the wodd he dgints e win that Mintar Champlonsiip.
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Beanoootiful

It's a cartoon]

15 an aitvir
Inmouative rew  ture!
twist on thama What Is it?

Penty to
waplore

Dkay, okay, okay. S0 you've
bought a few of Slerma’s sdven-
ture games in the past and
A W gty peabe R
st to & greater of leser extent.
But wivy should you lash out
wihast I3 undaniably a hefty sum
of cash an yot anather which
SIS 10 OERITATE Of th Sarme
system. Well, you old cynic. For
astart Willy is sufficiontly dif-
Feremt in styles and content to
IMARTIEIN YOur iFerest for & rea-
sonabie period, bt mone imper-
tantly, it's a blg step forward
n gaming. Long after you com-
plete the game, you'll be com-
Ing Back 1o examine the sxtra
tweaks and touches which the
design team have Included,
Howswver, as an adveniurs In
itsmlf, it's long term appeal is
in question. The cute charaters.
el becore just too mch
10 ldentity with, even despita
‘thair tongue-in-cheeck nature.
Tha rewards are there for those
willing to play the game as it
was intended.
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Genre Arcade Blast
Publisher Ocean
Developer Digital Image Design
Price {25.99

t's got to be said that as a concept Robocop has always beena bit... well... ludi-

crous. I mean, how can you really take Robocop seriously as ‘The Future of

Law Enforcement’ when theoretically he could quite easily be destroyed by a

single shot in his woefully unprotected face® And with that shiny plastic

armour and mincing walk you can't help but feel
that on seeing him really hardened criminals would
be splitting their sides rather than wetting their
pants. Indeed, without the films’ darker-than-dark

74,0

[Above) Kerr-ap! Ruboses gets It in the faca fram ome of e bachift Bad guys.
Thasa ‘sut-offohocop’ views b the foot patrof sections fwey Rk Impressive.
bk thery vk K dctod task of winning it game wery dificult. Befier to stay
imaida pour BKill

(Mighet) ko the inire animertion fe aee of bhe patrel car seguancas. Rolooop
wpaads down one of Old Patroits run-down stroots. Mindn it Aashing red-and-hlie
dights oo tog of the car,

humour and over the top violence. it's doubtful
whether audiences would have been able to accept
Robocop as anything other than a complete laugh-
ing stock.

S0, given this somewhat ridiculous creation and
the hyper-success of the crime-bustin’ Turtles, it's
perhaps not so surprising to learn that Robocop is
currently being groomed for a somewhat younger,
less-demanding and potentially more lucrative audi-
ence. Already the Kevlar-coated copper has made
successful forays into comics and cartoons, and
apparently in the new sequel the graphic violence
of the previous films is being drastically toned down
for a lower certificate. Whether you consider it cyn-
ical exploitation or not, you've got to admit that as
a marketing move it’s flawlessly brilliant. Justthink
of all the spin-off merchandising possibilities: “In
your own home re-enact the exciting moment when
Robocop shoots the rapist in the nuts with the
Robocop 3 Back Alley PlaySet!” The mind boggles.

Of course, clever old Ocean saw Robocop’s kids'
appeal years ago when it licensed the tin tithead's
original film for conversion into computer game
form. A phenomenal success, it arguably set the
standard for Ocean’s film licence ‘formula’, i.e. take




some simple platform action and add a few
equally-simplistic puzzle or shoot-"em-up lev-
els to add variety. It's a formula that's been
much criticised recently, with the Darkman
and Terminator 2 games showing definite signs
that the long-dead horse has been flogged beyond
its limits.

Following last year's Robocop 2 game, which
was little more than a slicker version of the original,
Ocean really had no option but to do something spe-
cial and different with Robocop 3. After all, [ doubt
whether even the most fanatical Robocop groupy
would be able to stand a third platforms n' puzzles
outing. And it certainly aroused more than a
little interest from the computer press when
Ocean announced that Digital Image Design
were to be Robocop 1's developers. Best known
for 3D-polygon affairs such as F-29 Retaliator
and the oft-delayed-but-finally-to-appear-soon
Epic, many expressed surprise and more than a lit-
tle disbelief that DID had received the job. Many
joked that this was geing to be Robocop in 3D. But
the jokes on them because... it is. And a few niggles
aside, the pood news is that the 3D twist works amaz-
ingly well and arguably makes Robocop 3 the best
film licence yet.

On loading up the player is given the option to play
either the Movie Game or the Arcade Game. In the
Movie Game the player takes part in various sequences
ordered according to events in the film, while in the
Arcade Game the player can choose between five
" games, each a variant on sections in the Movie Game.

'1«\\ In terms of graphi:x. there couldn't
.,\ be more difference between
'-| Robocop 3and Ocean's previous

% / Robocop 2 game. Out are sprites
"/ and platforms and in are polygons.
However, fans of the films' excessive
violence will be pleased to hear that the
body count in both games are on a satisfy-
ingly similar high level. Although Robocop
2 was perhaps a slightly more enjoyable -
albeit unoriginal - game, as a film-like
experience Robocop 3wins hands down,
and as such comes highly recommended.

EFFICIENCY =g
TEAMINOTIONE

e

Not only do these provide a good chance to practice
the various game elements before they’re encoun-
tered in the Movie Game, they're sufficiently dif-

ferent in their own right to add extra value to the

package as a whole.

. With the Robocop 3 movie not due until
-+ Spring/Summer of next year, the Robocop 3 game

is in the unusual position of appearing some time
before the actual film itself. This brave move gives
some indication of how special Ocean believe their
game to be, with the company happy to let the game
stand or fall on its own merits rather than coat-tail
the film’s publicity and hype. And if nothing else,
it provides fans of the film with a sneaky preview of
the plot.

Robocop 3's story kicks off with the shock announce-
ment of OCP's takeover by Kanemitsu Industries,
a ruthless Japanese company. Keen to accelerate the
construction of Delta City, OCP have formed friend-
ly REHAB units to rehouse the tenants of Old Detroit.
At least, that's what Joe Public is being told. In real-
ity, the REHABs are using terror tactics to clear the
slurns by force, making thousands homeless in the
process,

In desperation the terrorised citizens band togeth-
er to fight back. Through means too complex to go
into here, Robocop finds out about these dirty deal-
ings. Unable to disobey his prime directives to 'Uphold
the pub!h: trust’ and ‘Protect the innocent’ Robocop
god and joins the rebels. Things come to

Ft‘t suited Rnhnrnp defeats 3 small

a
artd and ED-209s sent in to reduce the
slum area to rubble. The disgraced
Kanemitsu Industries decide to put
an end to Robocop's meddling once
and for all, and the film cli-
maxs in a titanic cash between
Robocop and Kanemitsu's
robotic Ninja assassin!
Exciting, eh?”

The game is split into eight
major action set-pieces. In
between each set-piece there
are chunks of plot related by
a combination of ‘Meanwhile..." screens and vec-
tor/bitmap animated sequences. Most commonly
these are framed as ‘Mediabreak’ news reports, with
the ever-smiling news readers happily relaying the
latest mass murders and body count figures to the
camera. These, in particular, work very well, neatly
conveying relevant information in a manner appro-
priate to the movie. Good use is made of TV-style
flash graphics and muted colour tones, and the pre-
sentation throughout is exemplary.

The eight action set-pieces are based around four

he good news is that the 3D
twist works amazingly well and
argtTahly makes Robocop 3 the

best film licence yet.
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Robocop’s unigue cybervision provides a groon
crosshalr with which to alm the hand-gun, As
gtreet punks run from around alleyway comers o
arban terrorists pop up from behind desks, some
daft mouse work is required on the part of the
plaver to Ml tham full of lead before they fill you fall

tham o
wfth ¢

than the
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Hey you! Be caretul with that
pan! Nobody caies about a
dead perp but MODOAY likes a
Evandad hifler.

{Far left) Right, Mr Robocop, H you'd like to pull away into
the maln flow of traffic. I'l give a waming In good time
whather | want you to tum left or fight.

{Left) Env... do you realise you're going at B0m.p.h. in &
bulkt-up srea, Mr Robocop? | don't ghve a damn whothor
youl're chasing a stolan van full of criminals. Gulp.., you're
on the wrong side of the road. Look out for that...! Brace
yourselfll Oh my Godil!




SUDIOe T AM OTOMOD. p " . PICTURES AT ELEVEN...
Each of the five Arcade Games s treated as a
EFFICIENCY!: news item on Mediabreak. Take it away, Casey...

OTOMODO EFFICX ... And the five top stories tonight:
| - -  The OCP employees held hostage by terrorists

were freed tonight when company heads sent
in Robocop to deal with the situation. Police
chiefs, who had been attempting a peaceful
negotiated settlement, called the move imesponsible
and claimed that the hostages' lives had been
put unnecessarily at risk.

@ Splatterpunk gang leaders were reported to
be bowed but not defeated after their unsuccessful
skirmish with heavily-armed police units In the
slum areas of 0ld Detroit last night. OCP

{Above ) The armogant Otomo taunts C‘m denied allegations that the 'Punks
Rabocop with a threat of death and to thei
Waves & Matana in his face 1I||.nt'l #ﬂl‘l w mt m m "‘m
orlental sword to you, chummy). redevelopers. "Rubbish. These are just common
(insat) Hal Not so clever now, are we Mr
Harate Chop, A Good OF Fashioned Heart street scum. They just happen to have high-
of the US. of A, Punch sands Otomo power machine guns", sald an OCP spokesman.
HERHINS (TSRS R SR S @ Detroit police claimed another victory in the
i war against car theft today when they caught
’, thieves red-handed trying to steal an antigue

Rolls-Royce. The owner, millionaire Anton Gere,
was also arrested when police discovered the
Rolis ran on unieaded petrol. In an ironic twist,
judges awarded Gere a Iﬁngnr prison sentence

than the thieves. =
@ Today the public gots its first glimpse of
_______ Robocop's toughest challengs is Robocop's new Gyropack unit as it was taken
the pitched battle between
himse#f and & legion of ground through its first street trials. OCP officials were
S naip reported to be 'delighted", adding

::;ﬂfn-;:r:"-tm:-::m "Robo's fought 'em on the
BFFRCEENEY streets and on the roads, now
he'll fight ‘em in the skies.”
© Tomorrow sees the contest
between OCP and Kanemitus
Industries to see who can bulld

the better robot. Kanemitsu's
| Abava) First mission

accomplished! The 0CP hotd  Tobotic Ninja will face off against Detrolt's very

hostage by the terorists
gt il e own Robocop In a slug match to be broadcast
Robocop without a single live on this channel. Go Robol
civillan Injury,

e This Is Casey Wong reporting live for Mediabreal.
people now, 50 put your Remember: You give us five minutes, and we'll
hands dowr. )

glve you the World.
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75» The eight action set-pieces are based around four

main events: Robocop patrolling on foot, in a patrol
car and in the air {courtesy of his sexy new Gyrapack)
and fighting a Ninja opponent mano a mano.
The most enjoyable and involving of all these is.
the foot patrol. The player views the
action through Robo's ‘eyes’. As Robo
clanks through the streets of Old
Detroit or the corridors of the OCP
Tower, punks and terrorists leap out
of the shadows, attacking with guns
and grenades and gradually eroding
Robacop's efficiency (the robotic equivalent of
health). Via some sharp work with the mouse, the
player can return fire with the aid of a green crosshair

{ Balow) The

requently there are

times in the game when you do
actually feel like you're taking part

in the film.

play s & Sight aim. Thenks

ot MITRCA OF our e 's Rodbovision. (he jeyed (@8 IFT i ot wheen e B
and ground tangets are uising the colke-coded map in the cestre of the Frre.
Tho bars to the aided Indicats speed snd it

: LOWM SLTITUDE
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and a tap of the left button, But it's not quite the
turkey shoot is sounds. Mind-numbingly stupid
civilians amble into the midst of the raging firefight,
and shooting one of them causes an immediate sys-
tem shut-down due to the conflict with Robocop's
prime directives.

A neat {and realistic) touch is that the corpses of
the slain villains don't disappear, but remain litter-
ing the alleyways {which is handy on the maze-like
levels for keeping track of where you've been - a bit
like a gorier version of Theseus' ball of thread). Some
{for want of a better term) ‘out-of-Robocop’ views
are available, but although they look good they don’t
make the process of actually playing the game any
easier,

At their core these sequences are little more than
Operation Wolf clones, with success simply being a
question of shooting the bad guys before they shoot
you. But the freedom to walk smoothly about the
detailed 3D environment and the sombre graphic
design add a whole new dimension to the action.
Rather than attempt to depict the assailants and the
innocents realistically (which given the obvious
colour and detail limitations on the home systems
would probably have failed miserably), DID have
gone for a more impressionist style, with figures lit-
tle more than moodily backlit outlines.

1t all works incredibly well, with a surprising amount
of tension building up as the shadowy civilians fereeps
emerge from the gloom - and for once the player
actually does feel as if he is Robocop, dispensing

78 [C:H

harsh but fair justice from the barrel of his gun
through the means streets of Old Detroit.

The patrol car sequences work equally well from
a technical point of view, but are less satisfying game-
play wise, Again the player views the world from
Robocop's eyes as he sits in the seat of his patrol
car. Although the roads are fairly busy and there are
plenty of well-detailed roadsigns, telegraph poles
and toll-booths along the side of the road, there’sa
curious sparseness of any actual buildings. Obviously
the OCP's demolition work is more advanced than
people think. Generally the aim is to locate an escap-
ing criminal’s vehicle and ram it off the road Chase
H.Q-style while avoiding the civilian cars. Every cal-
lision or shot reduces Robocop's efficiency, and the
trick is to do more damage to the criminals than
they do to you. This is not easy, especially as the
perps are packing some heavy-duty firepower.

The joystick control is simple left/right/acceler-
ate/decelerate, with the SPACE bar used for rapid
braking, The car accelerates slowly between o and
30 m.p.h., but at speeds above this a special turbo
kicks in, rapidly bringing the car's speed up to
Som.p.h. It's a good control system, allowing pre-
cise movement around corners while still permit-
ting rapid progress on the straights. While it's possible
for the player to drive off the road, it severely limits
the player's top speed, so any short-cut taking should
he congidered carefully. Often it's better to take the
what initially appears to be the longer route. Again,
a variety of alternative views are available, with some
good ‘chase’ ones where a floating camera moves
around the scene finding the best angle on the
action (even if they do make the actual job of driv-
ing impossibly difficult).

Given DID's flight sim background it’s no sur-
prise to discover that the aerial combat sequences
of Robocop 3 are the most technically accomplished.
Basically it plays like a cut-down flight sim, with an
equally cut-down and simplistic task. Robocop sim-
ply has to fly around the spartan Detroit shooting
down a few choppers and blowing up a legion of
tanks and ED-209s (which, by the way, are incred-

{.lhn,lm-ﬂmm'mmimwwmwanMh—hMuummmhﬁwh
Bifclercy o roduced T B0 I Roabocas fale &8 forced s “Hmﬂ-—n-ﬂaﬂwm-ﬂ-jﬂnmm v sewors bekow.
Linfoviunatoly fess s ecksd sith SIMAS ofcers. Students, (s & known a5 & no-win’ sltuntion.

{Baiw) Hasalilyaal Ofome. Maremitng Indistsies lethal mbotic Ninjs assassln, fmges 8t Robooop with his sfool Katann, i Rotocop is guick e can get o one
ahot from his gun before (fame aeocas | Sying from he Aaed. From then an it dowr fo hare-knuckle basics.
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THE FUTURE HAS
A SILVER LINING

ibly well-animated), avoiding return fire and crash-
ing into the skyscrapers or the ground. It's the seg-
ment that least feels as if it belongs in the game,
mainly because without having seen it on film it's
hard to accept Robocop flying through the air like
some tin-plated Superman. Is it a bird? Is
ita plane? No, it's an excuse for some spin-

off toys. v

wﬁﬁm doubt the most disappointing ’% Top-hotch all round. DID have done amazing things with the 3D,
sequence is the hand-to-hand combat . .7 especially in the foot patrol sections. Sound is good too, with
between Robocop and the android Ninja _-_-_:“l'r'.f ~ . some suitably low-key tunes playing softly in the back-
assassin. Due to the graphic complexi- ~ = “ " grqund to heighten the tension. Both conspire to generate
ty the action is rather shuggish, and Robocop's

combat moves are distinctly limited. Robocop
can simply walk around, duck and punch.
Success is largely a matter of avoiding the
Ninja's blows and timing the punch well,

* which given the sluggish movement and

control response are not the easiest tasks in the L:"H'?ﬂwdﬁ;_t
world, However, there is a definite knack t0 it. e it of the desiaged rabwss,
Although the first couple of games reach unbeliev. e 4% re sehmomar canmen
able levels of frustration as the Ninja hacks you to  Animated sequences such as
the ground time after time, it doesn't take 10N 10yt women i coot:

*learn the never-fail tricks. Given that the final sequence  eowred vector images, are s
in the game centres around this combat, it's a bit  maeete Momer

b ey,

of a distinct anti-climax.

THE NAME REMAINS THE SAME...

It's all change for the new Robocop 3 film. New story angle (less
violence, more techno-toys to increase kiddy appeal), new plot
(well, it's always nice when they make the effort, isn't it. especially
bearing in mind the carbon-copy depths that Die Hard 2 plumbed),
new director (Fred 'The Monster Squad' Dekker replaces Irvin 'The
Empire Strikes Back' Kershner, but that's no real surprise - Kersh-
ner replaced the original's Paul 'Total Recall' Verhoeven) and a
new star.

Yup, that's right - a new star. Peter Weller is no longer the man
in the iron suit. Apparently he couldn't face taking on the physi-
cally-exhausting role a third time. And let's face it, from an actin
point of view it can't be the most satisfying job in the world try-
ing to convey the whole panoply of complex human emotion via
the mouth. So, for Robocop 3 the acting chores go to an former-
ly unknown American mime artist. There's very little information
on him at the moment - even Orion's PR company don't know his
name - though apparently his chin is identical to Weller's, so there
shouldn't be any glaring continuity errors.

Audiences will be able to judge how good a job he's done when
the film's released early next year.

an incredible amount of authentic Robocop atmosphere. Thanks to some
excellent disc management the amount of disc swapping is virtually non-
existent - nothing spoils the flow of a game, especially one as narrative
based as this, than constant disc messages.

DID are keen to make much of the fact that dur-
ing the game the player is given several points where
they can do things differently to the way Robo did
it in1 the film and branch off on a new plot branch.
Well, yes you can, but it's distinctly limited, gener-
ally resulting in the game ending abruptly or branch-
ing back into the main narrative almost immediately.
For example, there’s a pivotal point in the game
where Robocop is ordered by the REHABs to kill
some innocent people. Robocop can either rebel (as
in the film) or follow orders. Do the first action and
the game flows as normal, but do the second and

the game ends abruptly with a Mediabreak report _

explaining that construction of Delta City is pro-
has been decommissioned. Hardly going to get
Lucasfilm or Sierra sweating, is it? Carping aside,
it does add some longevity to the product, allowing
the player to replay the game to see the alternate
endings.

To be honest, Robocop 3 isn't quite as d:.iI'erent as
perhaps Ocean believes it to be. Like many other
film tie-ins it's a blend of several game styles - a bit
of shoot-"em-up, a bit of driving, a bit of beat-"em-
up - with the simplistic nature of each element com-
pensated for by the sheer variety on offer. However,
the quality ground-breaking 3D presentation adds
an incredible amount to the game, and the games
are good fun, only let down by the limited thump-
ing section. And frequently there are times in the
game when you do actually feel like you're taking
part in a film. Which, at the end of the day, is prob-
ably the best recommendation [ can give, After all,
isn’'t that what you're buying Robocop 3 for?

@ David Upchurch

883 ..........

IIJ

(17}

3

]l"

?




Gemre Arcade Blast
Publisher Ocean
Developer Probe Software

Price £25.99

is how games should
collection were violent,
rollicking, most rucking, balls-ou

puter screen, And it's a scream, Converted by Probe
Software from Williams' fantastically popular coin-
op, Smash TV is based around a futuristic game
show best described as It’s @ Knockout on PCP.
Contestants either individually or as a team explore
an enormous maze of rooms, collecting cash and
goods prizes. Their progress is hampered, not by
silly men in gorilla costumes throwing custard pies
or trying to knock them off the slippery log with a
water cannon, but by armies of zombies and
mechanoid killing machines.

Hosted by an impossibly annoying gleamy-toothed
frontman, the show entertains the braindead
population of some dismal future culture. Like a
twisted extension of the good old USA, thisisa
culture where all moral values have been destroyed.
Only the tawdry trappings of success such as material
goods, wealth and fame mean anything in
this society.

The desensitised audience demands increasingly
dramatic and thrilling television, while the contestants
seize the chance of their 15 seconds of fame by the
neck, willing to take on any odds and risk anything

80M/ =

the body count! This
in your software

. Smash TV is the most

stival of carnage ever to grace a com-

in the hope of becoming overnight TV stars.

Deep within the many rooms of the sprawling TV
studio lurk assorted monsters of varying nastiness.
Branching out from the central section where the
audience and grinning frontman sit in safety, the
players must fight their way through each room,
working towards the end of each stage.

Once inside a room, the players are shut in as the
all exits are barred and the monsters pour on. Only
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Tha somble hordes move areund in desdly packs, and playevs (ke this one) who
nsiat o Facing the weong way and asl Arieg much will heve sbsoiutely no
SECOCES,

once the requisite number of creatures has been
dispatched will the exits open and the players allowed
to progress to the next stage. Depending on how
brave or skillful the players feel, they can opt to either
play straight through the level via the shortest route
or clear each room and go for bigger prizes found
in the bonus rooms.

Everyone knows, however, that the score really
isn't what games like Smash TV are all about. While
it’s interesting enough to note how many luxurious
toasters and handy luggage sets are being amassed
as wave upon wave of mutant cannon fodder bite
the big one, it's the determination to see what the
next section holds which will drive players ever
onward and will keep them coming back for more
even when they feel they've reached combat saturation
point.

Let there be no doubt about it, Smash TV works
best as a two-player game. In fact, that's a bit of an
understatement. As a one player game it's something
of a flop. This is no fault of the conversion. Quite
the reverse. The coin-op was always far more enjoyable
with a second gunner to scream at and criticise, and
the same is true of the home versions. Facing
wave after wave of zombies is excellent fun when
there's a human comrade watching your back and
bailing you out of the tight spots, but to be honest,
when a single player is on his own it can get a bit
boring.

In the initial stages, the bulk of the monsters needing
shooting are fat baldy thugs wielding baseball bats
and wearing an assortment of brightly coloured
jerseys. At this early stage, none of the enemies faced
are particularly tough. It's the sheer number of
assailants which eventually grind the players down.
As the bodies are piling up, and the ammunition
for one of the many powered-up weapons is running
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" low, careless players may well find themselves
cornered and simply over-run. As the monsters
flood into the room through first one entranee,
then another, then another, a comer of the room
which was previously reasonably safe can turn
into a deathtrap in a matter of seconds, It's this
continual, relentless demand on the players' reactions
which makes Smash TV such an addictive game,

Unusually for an arcade blast, Smash TV comes
with a wealth of control options, offering even the
most particular player happiness on the joystick
front, For a kick off, one or two players can play.
And each can opt to either use one or two joysticks.

+ The former necessitates some keyboard tapping but
doesn’t require the purchase of joystick-splitters.
The latter, while incurring a reasonable outlay
(around {10} enables the players to use one
stick for movement and another to direct
their fire. In this mode, no fire-buttons are
needed and surprisingly, it's nowhere near
as irritating trying to deal with two joysticks as
you may imagine.

The obvious advantage of the latter setup, as any
Smash TV player will know, is that it isn't necessary
to fire in the direction of travel. Simply, this means
that the players can run away from a tight situation
and continue to fire back into the crowd of pursuing
monsters. Like some Hammer-Horror Pied Piper,
the player can circle mast of the early screens working
both sticks in unison, leading the ever- growing
horde to their deaths.

In fact, rather than simply being a handy novelty,
this is a vital element of the game. Smash TV just
doesn't work using the first control method. Fven
though Probe have done their utmaost to cater for
players with only one stick, the continual need to
hold down a key either locking the fire direction or

—.._ Smash TV, while distinct in style, has
E "; most in common with Storm's
~| excellent SWIV, simply because is

;,.f'l such an honest-to-God blaster, In
_1__‘?/; both titles, game-slowing frills are

non existent, and all the efforts have been
concentrated on providing a continual
adrenalin boost for players. Just as SWIV
gives a slightly evil feeling of satisfaction
as the enemy helicopters and tanks
explode, s0 Smash TV delivers similar
thrills albeit on a more close-quarters,

toggling on the backwards-firing option is just too
frustrating and distracting,

Two-player fun can still be had if only one stick
each is available, though. By selecting a one-player
game with two joysticks, a degree of the team-up
comradeship is available as one player controls the
movemnent and the other controls the firing direction

brutal - think again.

personal feel. Perhaps because you can
almost single out particularly irritating
maonsters and pick them off in whichever
way you prefer, Smash beats SWIV on this
front.

However, SWIV manages to retain its
crown as Arcade Blast Benchmark by
simply having a touch more class.
Smash’s ready ruggedness is occasionally
just a touch too rugged and primary.

8 5_: I
v 4#{

of their joint on-screen persona. Far from being as
useless as this sounds, it’s actually most amusing.
It demands some serious teamwork and compatibility
between players, perhaps even more so than when
each player is controlling a character of his own,
since there’s a strong element of competitiveness
there as each player scrambles for the best prizes w84
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POWER-UP EXTREME!
As the levels of Smash TV tum it from simply
one of the most bloodthirstily violent games of
all time into something really gory, so the number
of extra weapons ‘available for collection
increases.

Now, obviously, power-ups in arcade games
are no big news, but the ones avallable in Smash
TV do actually make some genuine difference
to the way the game Is piayed.

n fact, the power-ups become so sought after,
‘end up fighting over who needs a particular

weapon more. Again, this is where the team
elements of Smash come to the fore, as it
certainly lsn't the case that a continual stream :

e
-

A

-

|
|
| flow through the play area.

' Newcomers to the coinop will be most pleasantly
! surprised by how much variety there is, while fans
‘ of the coin-op will find all thelr familiar friends
g There's absolutely no way on this earth that
any of the end-of-level bad guys will cave In
under anything less than an absolute barrage of
. powered-up fire. So take a glance at our handy
guide and choose the gun that's right for you.

[ -
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g1p and power-ups. Reasonably impressive feelings of

achievement and mateyness can be gleaned from’
guiding and blasting a single character out of an
apparently impossible situation.

The players are equipped with standard issue
beginners’ rifles at the start of the game and can
collect a selection of power-ups as they progress. To
be frank, the chances of making any progress through
the later stages without some serious firepower are
slim. These appear randomly, and it can be a
terminally nerve-wracking experience barely holding
off the rampant hordes and praying for a tableturning
power-up to pop up.

By far the most effective ‘extras’ available are the
smart bomb (a little yellow rocket symbol) which
destroys all monsters on screen when touched, and
the invulnerability-awarding shield, which is also
activated as the player enters the level with a new
lifee to give him a couple of seconds mutie-immunity.
When shielded, the player can simply walk through
all the monsters, killing them with a single touch.
Shields, like so many things, don't last for long and
players should be wamed against nunning too casually
into a mass of aliens, lest their shield
conk out while in the midst of a hostile
ZOME.

Also best avoided are the numerous
mines which litter the floors of the
arena. Stepping on one of these babies
will kill the player outright with a
massive explosion, sending out eyeballs
and shoes in all directions. The mines

(b keft) Facing off againad e of
tho g end-of fevl baddles, Amd they
Jumt hinep gotting meamer mnl
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e and are restared fo ie game
v protected fom sttock for o fes
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e aroogh to wall o tfe snety
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{Battom loft] Later lovis throw 4o
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reaity hicarrel Snatces'n'tanks will do
ity With playeve in o frice. fusi as
wenll i fovel beging with o frece of
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are particularly common in the bonus
rooms. These chambers which are
optionally entered and can be skipped
by players simply out to kill the end-
of-level bad guys, are absolutely littered
with goods and cash. All the players
have to do to collect the wares is run
aver them. However, each bonus room
comes complete with hundreds of
monsters in varying attack patterns,
Some serious calculation is necessary
if the player is to correctly decide
whether it's worth his while risking
death for a couple of suitcases and a
kettle.

84 WiCE

TOTAL CONTROL

Phew! Joysticks, eh? Smash TV, to the uninitiated, has a rather
complex control setup. But hey! All the options are simply there
for your convenience. So let's examine them in full. I'm confident
that we can find one to suit Sir's tastes:

SINGLE STICK OPTIONS:

& The joystick guides the character around the screen, and FIRE
blasts in whichever way he's facing.

#® The right Amiga key locks the firing in the current direction,
where it will stay until the FIRE button is released.

® The right ALT key switches firing to the opposite of the current
movement direction, allowing the player to shoot backwards.
Again, until the FIRE button is released.

® All the opposites (left keys instead of right} work for the second
player.

DUAL STICK OPTIONS:

@ Owners should, without hesitation, purchase themselves a joystick
splitter, if for no other reason than to appreciate the full glory of
Smash TV as it was intended. Just slot the little baby into the
parallel port in the back of your machine, connect a brace of four
joysticks and prepare yourself for action!

@ The left stick governs movement and the right governs firing.
This facilitates maximum killing and movement.




Smash TV demands continual damage assessment
and threat prioritising. It's rarely one foe which kills
a player. Most of the time a player comes a cropper
just by getting cornered or beaten down by the bat-
wielding thugs. Every second the player must decide
from which direction the most
virulent enemy threat is coming,
and fight it. The upshot of this is
continual direction changing and
non-stop firing. An absolutely iron-
clad rule is to never, ever stand still
for more than a second.

Graphic detail is, of course, vital
if a game like this is to have any
form of realism. Producing a
realistic effect of hundreds and
hundreds of monsters buying the
farm is arguably much more
difficult than depicting one or two
going down in individual style. In
this case, Probe have opted to throw
up rather uninspiring splodges of
blood every time a bad guy pets hit.
Hardly the most exciting visual treat, but an
understandable compromise in the light of the sheer
number of animations which have to be stored. For
the most part, though, the visuals are most impressive
with the thousands of monsters swarming around
the screen swinging their baseball bats, dozens of
Mr Shrapnels (who, true to his name, trundles

_around then explodes into shards of flying metal)
milling around and stacks of the frontman's
henchmen squeaking around in open-top tanks

/N2
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firing flamethrowers at the hapless contestants.

And as the body count rises, it's all too tempting
to find yourself nodding and muttering and forgetting
to blink and shouting through your teeth about
killing, In fact, collecting one of the power-up weapons
after a lengthy period of relative cowardice (very
often the most successful players are those who
spend most of their time going backwards) and
being able to wreak apocalyptic, searing punishment
on the mutant pursuers is ane of the most satisfying
elements in any game ['ve recently seen.

* The biggest criticism that I can aim at Smash TV
is that the other side of the instant-appeal coin is
long-term tedium. It's a shaky bet that players will
necessarily return to a game which becomes so
difficult in the later stages, no matter how determined
they may be at the outset to seek and destroy every
end-of-level monster, The heroic
feel of narrowly completing the
amazingly complex levels may
well prove to be enough of a spur
to keep some coming back for
more, but not that many.

That, however, is pretty much
a money and choc-ice scenario.
Those who are fond of the Smash TV coin-op are
unlikely to be bothered by such trifles as long-term
appeal. Instead, they'll be happy playing one of the
best coin-op conversions to emerge from the Ocean
stable.

® Jim Douglas

i =,

Amiga owners are fortunate enough
to enjoy perhaps one of the finest
" conversions of a coin-op in ages. A
Gﬂphlcallyphahgﬁm‘la:uﬂyihw‘!. withrmore *
action than you could wave the most rapid-firing
stick at, the no-nonsense feel of the original has
been most adequately captured. And despite the
sizable levels, disk-access time has been kept
refreshingly low. The verdict is still out on the
other versions, as they ain't finished yet. Look out
for updates in the Reviews Directory next month.
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Okiay, okay. $o H's not exactly
the most cerebral game in the
waorld. But who cares? it does
what it does and it does it well
enough to sit neatly slongside
Tetris, Eany Golf and Defender;
games which when described
ta peopls sound absalutely
rubbish but when played are
simply wondarful. Even with
no particalar desirs to soam
thraugh to the later levels,
mmh-_

firing line. Class. Howevar,
‘without wishing to sound 1o
squars, it ks unlikely to hold the
Interest any longes than the
coiop. Al are you il playing
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TENNIS

? Of course
there is! The
to get everyl

in the
morming to get the blood racing, Of course the expe-
rience has been simulated on computer umpteen
times over the years - UbiSoft's Pro Tennis Tour and
Palace's International 30 Tennis being the most
notable efforts - but it has to be said that none of
them could even dare to compare to the utter excel-
lence of this FamiCom effort from Tonkin House,

In the tradition of almost all Japanese sparts sims,
Super Tennis is much more arcadey and simplis-
tic than the traditionally more sophisticated com-
puter interpretations. The viewpoint is the same
favoured by most Tennis coin-ops, as well as that
adopted by TV coverage of the real thing. What's
most impressive about the game becomes appar-
ent as soon as you pick up the joypad - the lack of
any instructions (or at least ones that don’t read like
a Chinese takeaway menu) proved no problem at
all. The tennis action is so instinctive that the full
array of shots can be mastered and proficient play
achieved literally within minutes.

It's all down to the cleverness of the control mode,
which incorporates the same kind of context-sen-
sitivity that's proved so successful in the beat ‘em-
up genre lately, Four basic shots are available - a
forehand, backhand, lob and a gentle slice. Each
shot has its own button, so there’s no complex direc-
tions or combinations of controls to worry about,
and - here’s the clever bit - the type of shot each but-
ton produces changes depending on the situation.
If the player reaches an incoming lob before it
bounces, the standard forehand shot transforms
into a devastating smash. Likewise, if you're play-
ing at the net and your opponent is stranded on the
baseline, the same shot becomes a dainty tap which
sends the ball trickling over the net, making it almost
impossible to reach. It's all very clever stuff, and
because it’s all handled automatically, even abso-
lute beginners can produce some stunning - and
very satisfying - shots.

‘This all happens with traditional FamiCom flu-
idity, and it's remarkable how authentic Super Tennis

(Top) Doubles action it Super Tennis
twn players caw foam op fo bettie it
il gl & comypeter-controfed

pairing,

{dbove) A detalled staf screes pops
ip bitwwian setw and affer the mated,
showing wiha did what, when, wiy
and frow,

(Tap} Thees types of court, with
VYA e ane dvailalie for olay,
Good oid grass s the faveudite,
AThough tougiher players may prefar
caument or clay, a8 shown Nare.

{dbove) Matches oan be 1, 3 o §
Sots long, regardiess of the players'
sozes,

really is, given its simplicity. The cutesy charac.
ters (which are loosely based on real pros) work
well, with the women being naturally less power-
ful than the men. Mixed games can be played, and
it's often necessary to play against a girl in one-
player mode to provide a handicap, such is the
computer player's proficiency. In addition to sin-
gles play, a variety of doubles modes are available
{players can compete against each other with com-
puter partrners or team up Iogn:-th_-r to take on com-
puterised pairings) and there’s a tournament option,
where the player travels the international circuit
in search of that elusive world title.
There's no doubt that Super Tennis is a class act
- it's undoubtedly the most playable adaptation of
the sport ever seen on any format, In one-player
rnode, however, ivs likely to prove a lirde limiting
due to the somewhat vexing skill of some of the
meore proficient opponents. With two players
though, there's nothing to beat it. So go halves
with a mate and get a copy today.
® Gary Whitta
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The tournament option helps |
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Ing boring, Graphically it's fine,
and the sampled FX and music
are top-notch. Loads of little
touches (such as the players
‘throwing thair rackets to the
ground and shouting ~Shitl™
after losing a point) provide o
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an already lovely-tasting trifle.
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hough people may sneer at
the commercial Side of the games industry, and its
tendency to churn guteynical clones of whatever
the hot product of the moment may be, every now
and again such pinstripe-orientated market strategy
leads to a game that's actually as good as the game
that inspired it. 'Klax 15 the perfect example. Atari
Games makes no bones about the fact that Klax was
conceived as an attempt to jump onto the Tetris
bandwagon, by appealing to the same “new breed"
of cerebral arcade gamers. There had been attempts
before, the most notable being the mediocre Block
Out, but Klax succeeded where so many others had
failed because it went about things the right way -
rather than trying to just copy Tetris or present the
same game in a different way, Klax based an original
game around Tetris' basic qualities. The formula
certainly seemed to work, as it won a huge arcade
following in the States and has since been converted
to just about every home format imaginable - even

-the monochrome GameBoy!

The Megadrive is the latest machine to be blessed
with this little gem, and it's arguably produced the
best home version so far. Like Tetris, the game is
theoretically so simple it can be explained on the
back of a postage stamp - but things aren't quite so
cut and dried in practice. Coloured tiles travel down
the length of a long table-like affair, flipping over
and over as they go, towards the player’s paddle at
the near end. The tiles travel in any of five lanes,
and by positioning the paddle under them as they
fall off the edge of the table, they can be caught and
held. Points are scored by flipping the tiles, in turn,
from the paddle and into any of five “bins” below,
where they stack up, one on top of another. Actually,
you won't get many points by doing that alone - the
trick is to stack them in such a way that three tiles
of the same colour form a line horizontally, vertically
and diagonally. A line like this is called a Klax, and
the three tiles involved disappear when one is scored.

The game is wave-based, with the player being
charged to perform a certain task - get 20 diagonal
Klaxes, survive an onslaught of 75 titles, score at
least 10,000 points and so on. As the waves continue,
the tasks get tougher and the tiles get faster, The
player bites the dust if he drops too many tiles (they
fall into oblivion if the paddle isn't under them when
they reach the end of the table) or the five bins fill
up with tiles - the equivalent of hitting the top of
the screen in Tetris.

It all sounds a bit too simple to be playable - a bit

like animated Tic-Tac-Toe - but the gameplay actually
runs a lot deeper than that, The tiles in the bins are
affected by gravity, sd when a Klax is created and
tiles disappear, any others that were above them
drop down accordingly, This means there are no
embarrassing floating blocks a la Tetris - and allows
for smart players to to set up plays that cause chain
reactions - one Klax causing another, which causes
another and so on. Because up to five tiles can be
stacked on the player's paddle, complex formations
and strategies can be devised - something which
the game encourages by offering giant bonuses and
level warps for clever play. In addition there are
elements such as the flashing “wild card” tile (which
acts as all colours at the same time) and the ability
to flick tiles, temporarily, back onto the table to may
way for other, more urgent colours. The scope for
strategy and tactical play is far, far greater than Tetris,
or indeed any other game of this type, and that's
what makes it so compulsive, Many gamers may
find Klax a bit frustrating because it requires much
more tactical thought and forward planning than
the more immediate Tetris, but the rewards are
there for players willing to learn the tricks and

Miax bs played svar @ varsty of
Elrarrn bachidiups, from g glamd
P wiio Bakds the pldy dvea, to
@ poariag apeceship and n this
casa, & car pank|

{Balow) Befors nach wave, o
soreew toils Bhe playsr what task
he st peviovm - i Ohis case, gl
15 Kinses of any kind, if ie's
Iuchy, thers mry also be 2 special

strategies involved through practice.

Given the low quality of much of today’s Sega
software, Megadrive owners should snap up this
glistening opportunity to slot some real gameplay
in their machine. Klax is an unadulterated masterpiece
of game design, and supremely playable to boot, Go
to it!

® Gary Whitta

Kiax Is a very prefty gams
indesd, and the wealth of
options svailable mean that this
Is probably the best and most
accessible home version of the
lot. ¥ou can even change the
tile colours] The only small
eriticism is that there are bwo
types of green tilo which are
sa alike {one is sverso-slightly
darker than the other) that it's
difficult to tell them apart in
the heat of play - and a single
mistake of that kind is encugh
‘ta blaw an entire game. Apart
from that, averything is fine
and dandy - aven the coin-op's
eriginal samphed sound I in
thers. Top noteh!
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re's an old saying “Soup
fortunately that has no rel-
nother, *Lucky at cards,
y? Because if it's true then

boiled, sou
evanee her
unlucky in |
I hope I ne rthur Lancelittle across a
poker table,
boxer shorts
ting it on’ with his beloved Princ

5 to be on th
giant demon crash the party and whisk her away to
a castle hideaway. Frustrating? You bet. No wonder
Arthur wears loose-fitting underwe
Arthur, despite or maybe because of hi
success with the ladies, is a bit of a cele
appeared twice in the arcades, once in Gh
Goblins and more recently in the fantastic ss

Ghouis n' Ghosts, The two games have been ¢

verted with far more than average success onto just
about every computer and console format imagin-
able. Except, alas, the Super FamiCom.

Until now. When CapCom announced the release
of Super Ghouls n’ Ghosts on the FamiCom, many
wondered how the company was going to improve
on the flawlessly definitive Megadrive coin-op con-
version. Well, know we know.

On powering up the cart, SGn'G appears to have
precious little ‘Super’ about it There's a dull intro
relating the usual story kidnapped love that shows
off the FamiCom's background-expanding trick to
the full (again - yawn). As usual there’s a scrolling
preview map of the perils that lie ahead and then
it's into the first level,

The setting is a ramshackle graveyard, and Arthur
must run and jump over all manner of obstacles
while lobbing a lance in the fizzogs of the sham-
bling zombies that rise from the wet earth and make
a beeline for him. Some of the freaks carry pots con-

taining such goodies as bonuses and power-up
weapons and armour. 1t's a bit like Ghouls n' Ghosts.
And Ghosts n' Goblins, for that matter,

In fact, the over-riding feeling, despite wondrous
playability and a couple of new features (notably the
strange-looking double jump whereby Arthur can
make a second leap whilst still in mid-air}, is very
much one of déja vu. Surely CapCom hasn’t cyni-
cally produced a slightly enhanced version of the
coin-op to cash in on the giant pool of games-hun-
gry FamiCom owners?

Tow) Forget Sesama Stresl. This Big Bid speffs oniy one Hveg - TREOLLELE
Fortunately this guardian to the snd of Lave! 1 I 1o toe ket fe kill, fust keep
phagging wway at the FIRE button whilte keeplng well back out of e reach of fts
funge.

(Above beft amd right] Look out - &ins upd Get congit on the low ground mid
way theough tise first kevel and you can ‘wisa” {he-hol) goodbye to one of your
Ives,
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Thankfully, those initial impressions eouldn't be
maore wrong. The player need only get beyond the
first few screens to realise that actually this is far
more than just some half-baked Gn'G+, it's a com-
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addicties game-  ing can be &
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pletely new game. Although the levels

of the themes and settings of its illust

cessors, the tasks and challenges are
all new and wonderfully varied. One
minute Arthur's avoiding showers of
skulls from giant stone monoliths, the
next he's clambering on top of a stone
pillar to avoid being washed away by
a giant tidal wave, then he's dodging
careening trolleys of flame - and this
is all on the first level alone!

Later levels feature such unique chal
lenges as Nebulus-style rotating tow-
ers 1o scale, disorientation-inducing
rotating mazes to navigate, giant
avalanches to aveid, tentacles of ice
thrusting from the snowy ground and,
of course, endless processions of the
Undead to dispatch.

Control over Arthur is superb, and
the FamiCom's well-designed joypad
makes it easy to jump and fire at the
same time (often an essential require-
ment). The graphics and sound are
marvellous throughout - the ice world
in particular is quite breathtakingly
beautiful. If you stuck the FamiCom
and this cart in a fancy cabinet with a

big monitor then it would easily take money in the

arcades.

But as seems to be a common problem with

progress (an effect similar te
Phal s in Weduhes 2.
Stummng.

ARMOUR BELIEVER

Arthur starts his guest clad

share some
ious prede-

in the latest designer armour.
It affords him a little protec-

tion from the evil ones but
not much - one touch and it falls off, leaving Arthur naked save for a pair of
spotted boxers! This is when Arthur's really in trouble, because all 1t takes is
one more hit from the baddies and he'll jump out of his skin - literally!

Fortunately there are spare suits of armour to be found if Arthur looks care-
fully, and even some magic ones. These come in two ‘flavours’, green and gold.
The green armour may not be the most fashionable suit to be seen in but its
effects more than make up for this - it turns Arthur's down-to-earth weapons
into magical counterparts. Lances become fizzing lightning holt?, knives
become homing fireballs, axes become whirling flameblades. But although
far more powerful, the firepaths of these magical missiles can be a little
unpredictable at times. The gold armour is smarter in every sense. It allows
Arthur to build up a super super weapon by holding down FIRE (as in R-Type).
Dewastating against the end-of-level meaniés.

Nintendo's supposed ‘wonder’ console, there’s some
bad slowing when several large sprites are on-screen,
though these occurrences are rare and don’t detract
from the top-notch gameplay. In fact, when facing
off against some of the tougher monsters the slow-
er pace is a positive advantage.

SGn'G is simply a superb game, and fully lives
up to the high expectations generated by the early
preview shots. In fact, [ would say it’s the next essen-
tial purchase after Super Mario. But then I'm biased
because I've played the game, And I'd suggest you
do the same - pronto.

@ David Upchurch
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very playable indeed - but once you get down to the
business of actually wrestling, things go drastically
down hill.

Effort has been made to keep control as simple as
possible - there's a basic punch and a kick, and when
the two wrestlers grapple, it's down
to furious high-speed button
pummelling to see who will get the
better hold. From then on various
combinations of directions and
buttons produce the moves, which
inchude clotheslines, body slams, pile
drivers, drop kicks, suplexes and so
on. Again, theoretically it sounds
simple enough, but what spoils this otherwise
acceptable system is that the rapid button-tapping

in true weestllng sfyle, the
‘combat takas PSS DUtSD Ehe
ring s well as in. Out e o0

that's necessary to get a hold of your opponent is so
demanding that it's almost impossible to execute

the Moor, » Ngirter can plck up &
chair and wan i (o batter fls
appomev! with,

.
:
H
H
: Although not a total write-off
. iin the gameplay stakes, Wrestle
 war is subficiontly frustrating
% to put most pecpls off ansl - any of the more elaborate moves. It always seems
i particularly annoying, this - it that, no matter how fast you hammer away at that
: otters lithe glimss: button, the computer opponent almost always gets
B "':H = m"' Y the upper hand, and that's no fun atall. If it was just
o = | . N . * e
‘E “,:,._.:ﬂm'_‘ that little bit easier, it would be a lot of fun. Asitis,
| I about it. Thare s litile tyear it's just frustrating, and very hard on
IE consalaticn in the assthetic v, just the fingers. i
g s . Kl
o N British  The one saving grace is a two plu)-r;r ===
+ s poor, and because the ring . L 5 r (!
. . e o i
I Jut et hast been drwemn very a slha_u. mO-'dL. which is a damn sight more
L e i ticularly enjovable because the opponents are
* frequently switches round to among fGugh the tiny  much more equally matched. That,
ketp the corvestants In view - percentage of fPare equipped with  however, is little consolation for the
st conrivebig. Seum it kv a satellite dish have actualh seen the show. Now  downright inaccessibility of the main
o & minkmum, with e odd bit fm
o E T M the same thing is happening, on an equally grand toumnament gamne, where some of the

WRESTLE

noise crowd sounds, Mot one
o impress your mates with - if
they're WWF fars and you show
them this, you'll become an

scale, all over again. The faces of Hulk Hogan,
Sergeant Slaughter, the Bushwhackers, the
Undertaker, Legion of Doom and countless other
Waorld Wrestling Federation “superstars” are adoming
T-shirts, posters and sticker albums up and down
the land - yet most of the Hulkster's young fans
have never even seen him in action!

The WWF craze is going to get bigger before it
goes away - as Ocean recognises, having snapped
up the official rights. Sega's game, while not boasting
any such trendy licence, has undoubtedly been
released to cash in on the craze all the same. It's a
pretty uninspired effort, casting the player as up-
and-coming grappler Bruce Blade who must battle
his way to to the top of the pro wrestling world.
Doing so means taking on eight vicious computer-
controlled bad guys of increasing strength and skill.
In theory it sounds like a right laugh, and it looks

later opponents are so strong it seems
almost impossible to beat them. For
some reason it remains compelling
for a while - perhaps because
something keeps telling you that it's
your fault you keep losing and not the
game’s - but once that little phase
passes, Wrestle War is liable to be
relegated to the dusty bit at the back
of the software shelf. If Sega’s hoping
to exploit the WWF craze with this one, it's going
to be disappointed - kids are too selective to accept
cheap imitations, otherwise they'd all be walking
around in Tesco Tearaways instead of Reebok Pumps.
Chances are the official WWF game, when it finally
appears, will be a damn sight more playable anyway.

@ Gary Whitta
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o NEGCHROME - Art Package . E20.99
ST TOUR - Tutonai . t4.98
— PLUSI FREE FAOM SILICA:
kS TENSTAR GAMES . EzmTe
u. PRODUCTIVITY puu:.-c i :m.lr
m vou SAVE. {sofm
040si: FA W, IOAOSTE -+ MOUSE ... Qe 9
Elllllllﬂﬂlllﬂm 7 JUNIDA SCHODL Ra, [ HOLIDAY E 32
3 GCSE REVISION .,

plusthe FREE entertainmant and
wouummm,hmﬂm.
“" | makes for a package the whole

-| tamily can enjoyl

PLUSI FREF HOLIDAY ACCOM  SiLiCa PRICE - W0 AT + FREE ELIVERY

MORE THAN JUST GREAT GAMES!

ATARI 520ST-FM
DISCOVERY PACK

299

ING VAT + FREE DELIVERY + FREE TENSTAR & PRODUCTIVITY PACKS

£399

FROM

SILICA

ATARI ST

WITH EVERY

(TOTAL FREE PACKAGE)

FREE!
u‘JELa] ;

TEINSITARER

The TanStar Games Pack is THE software
compendium for Atari ST ownars, featuring ten lop
titlas with a variety of different typas of gamaes for |
you to enjoy. Each title is packaged in its own
plastic case, with a colour sleeve and full
instructions. The TenStar Games Pack is FREE!
when you buy your ST from Silica Systems.

TENSTAR GAMES PACK - E219?B
Asterix - By Coktel Vision .
Chess Player 2150 - gy CP 8o i
Drivin' Force - By Digita! Magic ........

Live & Let Die - By Eiita ......
Onslaught - 8y Hewson ........
Pipe Mania - By Empire Softwars .
Rick Dangerous - By Firsbird .......
Rock ‘n’ Roll - By Rainbow Arts .
Skweek - By US Golg .
Trivial Pursuit - 8y Domark .-

' ES_PACK

=

o £219.78 L

PRODUCTIVITY P.ICK - 21049?“

1st Word - Word Processor ..

SiLiCA STEMS

(FREE! 3850y satk)
Ewmmmmmmamsmmmmm
worth over £900. This pack has mnmnw

any

FREE! |

Evory Azari ST from Silica comes with a FREE 72 page, full colour
brochusa with accommodation
peopla io stay up 1o 16 nights in ane hatel {or

with sscommodation FREE (you could taks
wmmnwmmrpnm.oruhu

Inltlnlﬂhnn All you have 10 pay for are
your maals {prices are sted in the brochiure).
Feducad rates in lop London hotels and
hatels in France are aiso &

NIGHTS HOLIDAY
EL ACCOMMODATION

Spell It] - speil Checker ..
ST Basic - Programming Languags

u §$325

NEAFILY

wouchars. Mmmmmﬂﬂi
number of holeds to & wial of 16 nights)

-
|

SILICA SYSTEMS OFFER YOU |

® TECHNICAL SUPPORT HELPL

& BUSINESS + EDUCATION + GOVERNMENT:
® SHOWROOMS: Demonstration and training facilities at our London
® THE FULL STOCK RANGE:

® PAYMENT: By cash, cheque and al major credit cands.

u detide whan o buy

WHEHF buy It Considar

expariance and exportise, we can naw claim to meet aur

® FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the LK,
INE: Team of Atari technical experts al your service.

® PRICE MATCH: We normally match competitors on & “'Same product - Same price’’ basis,
® ESTABLISHED 12 YEARS: Proven track record In professional computer saies.

Volume discounts available for large orders,

Al ol your Alarl requirements from one supplier
® FREE CATALOGUES: Will be mailed to you with offers and softwase/peripheral details.

T new Atar ST computer, we suggest you think very carslully about
i wl be (ke a few manths aftor buying your ST, when you my mé-
qulmmlmmmrlpmlsurmrn or hilp and sdvice with your new purchese. And, will the com-
pany you buy from contact you with details of new producis? At Silica Systems, we ensure tha you
will have nodhing to worry aboul. We heve been established for over 12 years and, mm-u-ml.d

SHOP:
mwm“ 15t Floor, mmsm memwu.ﬂ “;I l'l‘l-lg.'ml
SIDCUP SHOP: |4mmnmmm Sidcup, Kent, DAT4 40X Tel: DE1-302 88T
ing Who-Sal 0am-5.30pm i B Fax Mo: D81-208 G017

(. W S S S S S SESN SN SN SN S
& Sidcup branches. I™: Siica Systems, Dept ACE-1291:63. 1.4 The Mews, Hatheriey Rd.. Sidcup, Kem. DAt4 40K\

j [ PLEASE SEND FREE ATARI COLOUR CATALOGUE I

. Initiaks: Sumame: ...

' MriMraita: .

ding which is second 1o nona. Bual dorf jus! take our woed for it. Camplote
for cur latest Frae liarature and begin o experience the *'Silica Systams

MAIL ORDER HOTLINE

<" 081-309 1111

lndnhmlm COUPON Naw
Sarvice'!

SILICA i~
SYSTEMS

Which compauter(s), if any, do you own? ...

— Ll S —
Em Actwsriined proay Wmumﬂuvm--mvmlmmwm




month

ess you're browsing in a newsagents (unlikely seeing

_ ling cellophane strap around it) or you're the sort
of person who reads ma azmes from the back, you will have just completed

reading “Q “Ety“ Ive pages of the finest games magazine money can

buy. And we just know that it's left you with a wa lowing kind of feeling. .
.I _ Now you know all about the SIK eSE GAIMES released this

| month. Now you can speak with authority about their Ioevity, their story development

and even their later levels. Now you know all about how Myth is being put together and
about the Photoscape system used in Shadowlands. hﬁ %o now all about the whole inter-

active movie genre. Now you know about E i g ﬁﬁ @ m @ @

which will be available for review next month. I

Isn’t this the kind of information that you should have at your fingertips every month?

In fact, can you really afford to miss the next issue of ACE Magazine, which - believe us -

will have even more @xeel I@ M& ﬁ e

Can you afford to miss our unbeatable reviews of a further six major games, or our

per page than this issue? ‘

Reviews Directory of all the titles available in the stores at the moment? Can you afford

to miss another free supplement?

Doubt it.

ACE January

Out November 8th T

Presented with another - == supplement

And the cost, just like they say on the darts: One hundred and eighty (p)

———:
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SPHILIPS 8833 mkn
14” COLOUR MONITOR

WITH

FR EE F19 STEALTH FIGHTER
@ FLIGHT SIMULATOR
The N°1 Computer Games Monitor!

FREE F-19 STEALTH FIGHTER
— WORTH £29.99! —

WITH EVERY 8833 MONITOR F
Buy the N°1 Compuler Games

monitor from Silica Systems and get
the N°1 Flight Simulator FREE!
With every Philips B833 Mk Il monitor from
Silica Systems, you will receive an F19
Stealth Fighter flight simulator game from
Microprose (worth £26.99) absolutely FREE!
The game comes with disks and ‘flight’
manual, PLUS an entry form for the exslusive
‘Pilot & Plane with Philips’ compstition
whera there are ower ONE THOUSAND
PRIZES to be won! And, whan you buy your
Philips 8833 from Silica for only £258, you
will save naarty £60 off the RRP of £317.24| )

[eniups|

CMB8B833 Mkl * ﬂ.FHBML mr manucr

The CMBB33 is the best seling colour ® 1 YEAR ON-SITE WARRANTY

t T e ol Commodore @ FREE! F-19 STEALTH FIGHTER

ecolent colour gaphics anc has streo. @ FREE CABLE FROM SILICA

i ;nn%mm Amiga The par. ® ;Js;gm COLOUR MONITOR
e iy of e 8833 1+ @ RESOLUTION: 600x285

v | oo moms o E wanan ® HORIZONTAL FREQ: 15.6KHz

iy CHSE3 rom Secacomms win @ <42mm DOT PITCH PLUST By A REAL =

FREE F- -18 Stealth Fighter flight @ STERED AUDIO SPEAKERS = 737 SIMULATOR MONITOR + F-19 + CABLE

Cabre A 35 1 e e @ EARPHONE SOCKET
W e e s—

[ FREE CABLE e

TR A T ® CVBS VIDED INPUT SIGNAL | inn rhou ne s e s o seorescn
b 48 5200 5wl kD Sound © DARK GLASS SCREEN 9, % rns

(CAR 5490 - PC CGA COMPYTIILES .EHEEHMHTD ND PILOT A BOEWNG T FLISHT SIMULATOR

| m&‘ﬂ'ﬂf&mmﬁﬁ SIMULATE MONO DISPLAY 1000 PRIzES,
.Llh&milm J ® AMIGA, ST PC COMPATIBLE | WPRD ELTE 8833 SOUADRON O.OTH BADGEE. | | Ref: MON 8830  PRICE INCLUIDES VAT + FREE DELIVERY )

5 VGA_MONITORS FOR PC COMPATIBLES’
mups : DESCAPIN _}?13":7—,5,— PHILIPS

lilerature and begin io axpenence ine “Sdica Systoms Service™ l o i s TSR e e et

==y AIL ORDER HOTLINE SlUCA Tol Homal: .« i Tl OiWork:

081 3Ug 1111 l Company Name (f applicable) LI, xR S B 3 R T P e
mTEMs h\fhlch COMPLIMTER). T B 0 WO OWITT o ari s rasin b nbs o i i o o s i b b s, ,
=

. — - Lmme O —
ESCHE - Advailiddl fritom afsd aMcilicabions may chengs vqnmm i paepan Sr the lieet Evieimason

7CM3209 . wu TBMT4 14" VBA FST MOND - paper white | o | cs900| engas| JEIMLkaEl
5 TT48 | Rasolation: up to 3Mbed80, 31.5KHz (Hormme| Scan Frequency) ™
14" i 3 Fioed nletace cable 1 year on-sile wamanty zu
4 \ MON| 3CMBB0S 14" VBA COLDUR - 39mm dot pitch  |£26998| £80 | £23900| £280.83 E-VGA
E-VGA of! 9109 | Rasoiution: 640450, 115601z (Horizsnl Scan Frezuency] U
| | Fiued fmieriace cabile. 1 year on-sie watmsty, Tﬂsﬂ“
. 355KHz  |Hem——— MON| CM3B03 14" VBA COLDUR - 20mm dof pitch  |£29393 | 240 | £25900 £30423 | ERUNGLLA; 04
B208) Resolusion; S40n480, 315KHr (Horimnesl Scan Frequency)
COLOUR - - Fined imtarface cabie § year on-site warsanty. Gl]l.ﬂUﬂ
MONITOR MON| TEM3209 14" E-VGA COLOUR - 2Bmm pitch ETCEIETR TETSIN - "TO 1 - MONITOR
ONITO 26T | Res: up to 24768 31 5/38.2/35.50Hr (Tisle H Sean Frequancy) | | Ty T——————t
A hgh esoiuion M° EVGA coloar mli!ll'gll‘lﬂltl'\l p. S Find ieface cable. | yoar on-ite wamanty | mLm :-Em.- !WH::’M 2 Tt 'un'.nm 2|-|.|.||r~| ip B
' s et = st | (o] TOWR279 18 EGA GOLOUR - 26mm Low Rad 739099 180 | £39200] £O0RS3| | ks o o s s 4 e e o vt o
& 1024768 BZB8| Res: w0 10 9004768, 315706 2/ 55KHs (Tripha H. Scan Fregeercy) | ® Horizonial Fraq: 30-54KHz
- ’m"“"- Frag: I55KHE Fined imtertace cable. 1 ywar on-508 warmanty.  Fimm Dol Phich
| * _28mm Dot Piich MON| 4CMZTBS 207 AUTOSCAN COLOUR - 30-B4KHz TIETTON | £342 (127574 [£1499.00 | | ® Black Mutrix Tube
® Black Mairix Tubs - 8208] Res: up 1o 1280x1024. 30 to E4KHz (Hormreal Scan Frequencies) ® Oynamic Focus Adjestmant
® Tili & Swivel Stand EET | Fued intrtsce catie 1 e on-stm warnany, J | ® Tt & swivei Stane
I J
—
MAIL ORDER: M Tha MM Hmnuﬂﬂn Smup. Kand, DAY4 40 Tel: 081-308 1111
SILICA SYSTEMS OFFER YOU || |ocrimem =" ey sy
LONDON SHOP: 52 Totterham Cuurt Rnsd. Longion, WP OBA Tel: 071-580 4000
____Opening Mourm: _ Wen-Sar §.308m.500pm g Opening Fax Mo; OTH-3234737
® FREE OVERNIGHT DELIVERY: On &l hardware orders shipped in tha UK mainland, LONDON SHOP: Saifri .gs i Fiean, 5|rm London, WiA 1B Te: ﬁﬁi 124
® TECHNICAL SUPPORT HELPLINE: Team of technical experts at your ssrvice, ___ Dpeweg Hows  Mun-Bst 8 Mgt Thursday wsl bom
® PRICE MATCH: We normally match compgtiors o1 4 “Same product - Same prica’* basis. | | SIDCUP SHOP: 14 The Mm Halhuﬂe‘; Rd, Skicup, Kent, DAV 40X Tok: " 081.302 8871
® ESTABLISHED 12 YEARS: Proven track récord in professional epmputer sales, Oping Howrs.  Mon-Sal 2.00am-5 Xip Fix Nec 081200 0017
® BUSINESS + EDUCATION + GOVERNMENT: Numdﬂcnmtsmhm!orlamunrurs N N . . T . . . T . .
* SHOWRCOMS: Demonstration and training faciiies at our Londen & Sidcup branches = r g = - \
® THE FULL STOCK RANGE: All of your requirements from one supglier l-m Sliica Systems. Dept ACE-1291-64, 1-4 The Maws, Hatherley Rd. Sidcup, Kent, DA14 4D
® FREE CATALOGUES: Wil be mailed 1o you with offers and software/peripheral details,
® PAYMENT: By cash, chegue and all major credil cands. I . l
Bodore you decide when to buy your new monior, wa suggest think very carsfully aboul WHERE %
o bt Cﬂﬂmrmlll'l;l,:lﬁ:.lhmmﬂhﬂlﬁm’::“mﬂ::ﬂurwr:hm et v MIMEME ... INGEEES e SUMMIMIE. o orieeseseisessesreren o enssssssssnsans. I
may require aodtional peripherils or softwang, or help and advice. And, will ihe company you buy from Addirass
contact you with details of new products? At Silica Systams, we ensure that you will have nathing 1o
woery BbOul. Wa hive been establishad for pver 12 years and, wilh ouf unriviafiod sxparience and ex- I I
POrting, wa can now cliim 1o meel our cusiomers requiremenis with an undemstanding whech Is sacond X
1o nane. But don't just take our ward foe B, Complede and return the coupan mow for cur katast Fras I




You don't have
the most out ¢

CU Amiga offers you
easy access to all the
possibilities that your
Amiga holds. Packed
with a breadth of
coverage beyond
games, CU Amiga
delivers -

*The ultimate
peripheral coverage .
Extensive, clear
guidelines on
what's available, how
you can use it and
what's best to buy

‘Unsurpassed
hardware coverage.
CU Amiga was the
first magazine to
regularly feature
CDTV.

The best buyers guide.
At least 33 pages
packed each month
with all the informa-
tion about what's best

*6() non entertainment
products put under
the microscope each
month

W0+ games reviewed
every month.

Beyond games with...

M =AMIGA §




CE welcome
goes out to one it out this far
into the magazi
this is where it's
provides the defi e games
r. but alse on
your
machine. If you can find it on a shelf in a software shop, you'll
find it here! No kidding! Whereas most magazines' roundup
sections are like an old-age pensioners’ tea dance, the ACE
Reviews Directory is the software equivalent of a major ware-
house party rave, with enough Tie-Tacs and Lucozade for every-
body. Acieeeeeed!

There's something for everybody in the ACE Directory - unlike

: certain other magazine's rather cynical roundup sections, the
Directory isn't just a dumping ground for software that doesn‘t
make the grade. You'll find everything from One-star disasters to
Trailblazing classics, all co-habitating in perfect harmony - much
like Paul McCartney and Stevie Wonder. Each game featured in
the Directory has been thoroughly played to death by ACE’s band
of gameplay experts, and awarded a star rating, from one (oh
dear) to five (hooray!). You’'ll not find a more authoritative guide
anywhere.

We hope that you'll find the ACE Reviews Directary an invalu-
able reference guide - maybe it will help you make your mind up
about a game if you're a bit unsure, or tip you off about a little
gem you never knew existed. Or maybe you're just after a damn
good read. Whatever you want, the ACE Directory is for you. To
assist you in this matter, all the games are listed in alphabetical
order - and to further ensure that you have no trouble locating
the game you're looking for, we've printed the alphabet for you
here, so you can see what order the letters come in.

ABCDEFGHIJKLMNOPQRSTUVWXYZ

New Releases:

Baby Jo

Captain Planet
Celtic Legends
Crime Time
Deathbringer

Face Off

Fatal Rewind
Football Director 11
Hard Nova

The Immortal

The James Bond
Collection

Last Ninja I11
Leisure Suit Larry 5
The Magic Garden
Martian
Memorandum
Mega Twins

Still Available:

Afterburner 2

Alien Breed

Alien Storm
Armalyte
Armourgeddon
Atomino

Beast Busters
Bonanza Bros
Burger Time Deluxe
Castelian

Castle of Musgion
Castles

Centurion - Defender
of Rome

Chase HQ
Chaplifter 2

Chuck Yeager's Air
Cambat

Cloud Kingdoms
Cruige for a Corpse
Deuteros

Dragon Crystal

EA Hockey

Elf

The Executioner
F-117A: Stealth Fighter
2

F-14 Tomcat

F-15 Strike Eagle 11
F-Zero

Final Fight

Flicky

Floor 13

Footballer of the Year 2

Formula One Grand
Prix

Frenetic

Gheost Battle
Gunshop 2000
Halley Wars

Hatrig

Heart of China
Hero Quest

Hudson Hawk
Humnter

In Your Face =
James Buster Douglas
Boxing

Jetfighter 11

Jimmy White's
Whirlwind Snooker
Kageki

Logical

Lotus Turbo
Challenge 2

Magic Pockets
Manchester United
Europe

Martian Dreams
Marvel Land

The Magnetic Scrolls
Collection

Maupiti Island
Mepafortress

Mega lo Mania
Megatraveller 2
Mercs

Microprose Golf

Might and Magic I11
OutRun Europa
Pitfighter

Rise of the Dragon

7 Colors

Super Space Invaders
Volfied

Vroom

MiG-29M
Monopoly
Monster Business
NBA All-Star
Challenge
Nebulus 2
Prehistorik
Railroad Tycoon
Robin Hood

‘Rodland

Rolling Ronny
R-Type 11

Sarakon

The Secret of Monkey
Island

Secret Weapons of the
Luftwaffe

Silent Service 11

The Simpsons
Sneaky Snakes

Sonic the Hedgehog
Space 188g

Super Professional
Baseball

Super R-Type
Switchblade [1

Tail Gator
Thunderhawk
Thunderjaws

Utopia

Wardner Special
Wing Commander 11
Zone Warriar

ACE4 99




reviews directory

NG

BABY JO

INC

Price Atarl ST/Amiga £24.99
Genre Platform
Pubilisher Loriclels

Imagine, if you will, Mirrorsoft's Brat
in two dimensions and you've got &
pretty good idea of what the latest
import from French firm Loriciels is
all about. Or if you don’t know Brat,
try imagining Mario with a nappy-wear-
ing babby as the main character.

It’s all really rather ludicrous, with
the teeny toddler having to eat the bonus
goodies as he bounces along the land-
scape in order to keep fit - but he
mustn't eat too much, or he’ll mess
his nappy! 1 mean come on! Just what
are these French weirdo games design-
ers on? Something pretty strong and
more than a little lethal if the quality
of Baby Jo's aesthetics are anything to
go by. Poorly designed sprites, atro-
cious music and hideously jerky
scrolling backdrops are all proof of
Baby Jo's naffness, but it has to be said
that it is kind of cute in a rather per-
verse sort of way. Perhaps it's some-
thing to do with the weather?

But if there's one thing it certainly
isn't, it's fun - the slow, annoying game-
play and hastily thrown-together design
makes sure of that. It's for precisely
those reasons that Baby Jo should only
really be on the shopping list of plat-
form freaks desperate (and we're talk-
ing 'cocaine junky’ desperate here) fior
a new fix - and even then there are
much more playable options available.
4

100 44CE

CAPTAIN PLANET

Price Atari ST/Amiga £25.99
Genre Arcade Action
Publisher Mindscapa

Pass the lentils, man. Thanks. Yeah,
like I was telling you there’s like this
guy, right, and he’s like this sort of
super-hero, you know. Goes around
saving the world from these real heavy
breadhead polluters. Yeah, like you
say, Heavy shit, man. Anyway, he's got
these five helpers, and they're like
just kids, you know, but they've got
this special rings that give them these
cosmic powers. Totally amazing. Each
level of the game like centres around
one of these six characters, and they're
just far out.

| mean like the first character, Ma-
Ti, uses her ring to like chill out the
bad guys and regrow plants so she can
climb up to the level exit. Yeah, and
like when she gets out there’s this heli-
copter she has to fly around in and
scoop up endangered elephants and
take them to a sanctuary. Yeah, exact-
ly, It's like this amazing mix of plat-
form game and shoot-'em-up. Mmumm,
yeah, the graphics are sort of cute, the
scrolling's fine, and the tunes are neato,
but control over your little sprite guy’s
a bit tricky. Yeah, Tricky Dicky.
Watergate. All The President's Men.
But you get used to it and all in allit's
quite a far-out experience, if not the
slickest most-professional thing like
you've ever seen. Lots of far-out
psychedelic colours, too,
b gd

CELTIC LEGENDS

b @

Price Atarl ST/Amiga £24.99
Genre Role-Playing Game
Publisher Ubl Soft

1t's amazing how you can tell, 9g% of
the time, what an RPG game is going
to be vaguely like just by knowing what
part of the world it's from. For exam-
ple, if it's from California it's likely to
be all complex and involved, while any-
thing from, say France or Germany,
while still having all the traditional
FRP elements, always tends to present
things in a much more simplistic and
arcadey manner, As is the case herg,
with this little Gallic number which is
very much in the same vein as Thalion's
Dragonflight and countless other Eura
RPGs. It's actually a fine little game,
based around all the old RPG clichés,
but handling them with traditional
French style and aplomb. It's all set in
the mythical world of Celtica, where
the misuse of magic by an evil sorcerer
has wrenched the kingdom in twain.
What follows is a mix of strategy and
conventional RPG elements present-
ed from a number of viewpeints - an
the battlefield, high above the world
itself and so on, depending upon the
scene. Though it offers nothing that
seasoned genre fans will find particu-
larly earth-shattering, it's different
enough in terms of presentation and
style to make it well worth investigat-
ing - especially for novice gamers who
may be looking for an accessible and
appealing introduction to the genre.
iy

CRIME TIME

z&n .

Price Amiga £25.99
Genre Adventure
Publisher Starbyte

Crime Time i5 an attempt to break into
‘adventure-without-typing’ market cor-
nered by Lucasfilm and Sierra on the
IBM PC. Unfortunately, it's not a frac-
tion as good as their wares.

The game opens with a moderately-
interesting intro which takes along
time to tell you that somewhere in the
City a crime has been committed {tell
us something we don't already know).
Well, | say moderately interesting, and
it is... first time around. Unfortunately
it can't be skipped and has to be
watched everytime the game is load-

And this over-indulgence on the part
of the programmers and lack of thought
for the player extends to the game itself
It's a graphic adventure - there's a pic-
ture window at the top of the screen
and a list of actions and nearby items
4t the borom. The idea is the playcr
selects an action with the mouse (i.e.
“Take') and then an item from the list
{i.e. 'Key'). While hardly ground-break-
ing in its innovation, it at least has the
virtue of being a system that works rea-
sonably well. Movement around the
game world is by dlicking on the points
of a compass that also sits at the bot-
tom of the screen. As the player moves
from the location to location a new
graphic slowly fades in pixel by pixel...
painfully slowly. Bad. The scenery
graphics are fine, but drawn at a series

“of badly-skewed angles for no other
reason than to be different, with the
end result that they are just painful to
look at. On top of that the adventure
isn't all that interesting either. Strictly
one for die-hard adventure fans only.
frir

DEATHBRINGER

&

Price Atarl ST £25.99
Genre Beat-'Em-Up
Publisher Empire

So there's this sword, right. And these
evil wizards - and we're talking baby-
eating variety here - have magically
given it the ability to absorb the souls
of any unfortunate it glays. Their inten-
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tion is to use it to get rid off their goody-
goody though thicky-thicky nemesis
Karn, a barbarian so stupid he can't
even spell his own name right.
However, luck isn’t on the wizards'
side, and the sword somehow finds its
way into Karn's calloused hands, Hardly
believing his huck, Karn sets out to give
the sword back to the wizards - in style.
Basically it's all a thinly-veiled excuse
for a sideways scrolling bloodfest of
hacking and slaying, with Karn plow-
ing through wave after wave of bizarro
monsters.

Deathbringer boasts some of the most
impressive parallax-scrolling back-
grounds yet seen, even if they are some-
what lacking in colour. The sprites are
well-drawn with a nice line in humour,
but they're rather garish in a monochro-
matic sort of way. But despite its good
graphics and adequate sound,
Deathbringer’s real problem is that in
the all-important gameplay it's basi-
cally all a bit dull. The combat moves
are limited - strike up, across and down
-and slow to implement, while just
wandering along, endlessly plugging
away at the baddies, is not all that inter-
esting either. And the prettiest back-
drops in the World can’t make up for
that, Barbarian [11 this ain't.

Wy

FACE OFF

Fa P,

Price Atari ST/Amiga £25.99
Genre Sport Game
Publisher Krisalis

There aren’t that many lce Hockey
games available on the Amiga. In fact,
there aren't any. So Face Off is some-
thing of a welcome addition to the
canon of sports games, Worth getting?
Well, yes and no. Like Manchetter
United Europe. it's a very polished
game, with some super slick menu
and option screens. There's a league
to participate in, where the player can
do anything from train the players to
rename the manager. And like MUE,
the player can turn off the arcade game
and concentrate on the managerial
side of things if they're that way
inclined, or alternatively just play the
arcade game alone.

The arcade side of things is okay,
although some may wish the action
had just a touch more zip. Certainly
compared to E.A. Hockey it's distinct-
ly sluggish. Control is simple and easy
to pick up - shoot, pass or thump via
the joystick - and the sport is fun, espe-
cially when things get a little physical
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and the fists start flying, As standard
an most spons games these days there's
a replay function so that that blister-
ing goal can be replayed again and
again, Overall, Face Off is a rounded
package, though unlikely to exactly
grab the public’s imagination. Fans of
the sport will enjoy it, but just how
many of them are there in the UK?
s

FATAL REWIND

Price Megadrive £34,99
Genre Arcade Blast
Fublisher Psygnosis,/Electronic Arts

Psygnosis disappoints nobody with its
first foray onto the 16-bit consoles,
maintaining the same high quality of
graphics and sound that's made it the
legend it iz in the Amiga market. And
thankfully in this case there's the game-
play to back up the visuals. But if The
Killing Game Show had to be renamed
for its transition from the Amiga to
the MegaDrive, couldn't they have
come up with something a little bet-
ter than Fatal Rewind? Apart from the
fact that it doesn't actually mean much,

it's a fairly obvious attempt to sound
like Total Recall, a film which bears no
resemblance to this game at all,

The player is put in charge of a
mechanical walker reminiscent of the
ED-209s in Robocop. An agile little
thing, it can run left and right, jump,
fire and even climb up the sides of
walls. Things they can do nowadays,
huh? The player has to negotiate a net-
work of platforms in the hunt for the
exit to the next level. Aliens fly on from
all sides, swirling and swarming about
the screen with the sole intent of see-
ing the player bite the dust. And just
to give the player a touch more incen-
tive to escape the platforms are slow-
ly sinking into a deadly red sea. The
need to find keys to certain areas adds
a small amount of depth to the game,
but these arcade adventure elements
never swamp what is basically a very
classy and addictive shoot-'em-up.
B85

FOOTBALL DIRECTOR Il

A &l
Price Atarl ST/Amiga £24.99

Genre Strategy
Publisher D&H Games

GUIDING LIGHT

COMPUTER HELPLINES

FOR CHEATS, TIPS AND POKES ON ALL
COMPUTER AND CONSOLE GAMES. RING:-
DIAL-A-TIP CHEATLINE 0898 101 234
TONY TAKOUSHI CONSOLE LINE 0898 299 390
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
ALL FORMATS COMPUTER FAIRS NEWSLINE 0898 299 389
IRELAND DIAL-A-TIP 03000 212 44
INFERNO ADVENTURE GAME 0898 442 777
SHADOW OF THE BEAST II 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!
PRHOPRIETOR:: JACQUELINE I'.‘I?:,:&HTLE 0. BOX 54, 5 W. MANCHESTER
CALLS CHARGED AT 36 p PER MIN 'CHEAP RATE' AND 48p PER MIN
AT ALL OTHER TIMES
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Yaaaaaawn. Don't get me wrong, I've
got nothing against football - there's
just something implicitly boring about
management games of this type. Player
Manager is the exception to the rule,
firstly because it's so excellent and sec-
ondly because you got to play Kick Off
with it, which made it doubly excel-
lent. When faced with something like
this, though, it's difficult to imagine
anybody but the most desperate sort
of gamer or die-hard footy fan actual-
ly getting any enjoyment out of it.

Technically of course, there's noth-
ing to fault it, and the depth that the
game goes into 1s commendable -
you've got your league and cup tro-
phies, financial problems, player
injuries, team tactics, talent scouts, sta-
dium management and all the rest
of it. On the aesthetic side, however,
nothing much seems to have changed
since the days when these games were
prevalent on the Spectrum about three
ar four years ago,

These days, however, the cheapo
graphics and sound just don’t cut it
any more, do when something like this
comes along it seems like a bit of an
embarrassment, really. But of conrse
it's the gameplay that counts and for
what it is, Football Director is enter-
taining enough, and providing you're
not expecting too much and willing to
give the game some time, it should
pay off handsomely, The wiser mem-
bers of the computerised football-man-
agement fraternity will probably want
to save their penmies for Player Manager
2, however.

Yrirdr

HARD NOVA
AN ﬁi:

Price Atari ST/Amiga £25.99
Genre Role-Playing Game
Publisher Electronic Arts

Hard Nova's a game that's difficult to
categorise. Like Starflight 2 it's a mix-
ture of styles, boasting strategy as well
as role-playing elements, adventure as
well arcade space-flight sequences. It's
the sort of stuff that Electronic Arts in
America have been churning out for
years - science fiction odysseys with
alien worlds, sleazy mutant characters,
big spaceships clanging together and
all the rest of it. There's supposedly a
comic edge to this one, with the play-
er tiking on the persona of wisecracking
space bitch Hard Nova, You can inter-
act with characters, RPG-fashion, col-
lect objects, do missions and trek across
the galaxy, kidnapping, ferrying cargo
102 [44GE

from planet to planet and so on and so
forth. It sounds like a bit of a cop out,
but if this sort of malarkey is your cup
of tea, then you're liable to have a lot
of long-lasting fun with it - it's justa
shame that the vast majority of gamers
don't have the patience to get into it.
Well worth checking out - thie game’s
got plenty of atmosphere (ho hol), and
gets progressively more involving the
longer it's played. Just don't expect to
be able to pick it up and get playing
straight away. ]

i dog

THE IMMORTAL

Price IBM PC £30.99

Genre Arcade Adventure
Publisher Electronic Arts

1t's over a year now since The Immortal
appeared to great public acclaim on
the Amiga. A masterpiece of anima-
tion and game design, like FTL's
Dungeon Master it was probably respon-
sible for selling a fair few tMb upgrades.
At last it's made it's way on to the PC,
and now features a couple of new
enhancements that make it any even
better game.

The majority of the game is identi-
cal. The player guides a superbly-ani-
mated wizard on his travels around an
isametric-3D dungeon. As he progresses
around the corridors, he discovers trea-
sure, traps and - of course - terrifying
monsters. In the original Amiga game,
the fairly complex combat took place
at the same scale as the rest of the game
(i.e. small) and it made judging respons-
es to the opponents lunges and feints
a touch difficuilt. On the PC, however,
when combat occurs the view switch-
es to a close-up that makes things far
easier.

The only gripe from a PC owners
point of view is that having been spoiled
by the recent plethora of 256-colour
games, the 16 on display here are a lit-
tle disappointing, However, this doesn't
seriously detract from what is an oth-
erwise excellent game, and recom-
mended without hesitation to anyone
who fancies a bit of dungeon n' drag-
oning.

T ey

THE JAMES BOND
COLLECTION

Price Atarl ST/Amiga £24.99
Genre Arcade Blast
Publisher Domark

Given that Domark has been punting
cut James Bond licences for so long
(ever since the dire A View To A Kill,
in fact), it hardly comes as a surprise
to see a compilation appear as soon as
there are enough titles to put cne togeth-
er. So here it is, comprising three 16-
bit o7 games so far - Licence To Kill,
Live And Let Die and The Spy Who Loved
Me.

Of the three, Spy is probably the best,
comprising an agreeable mix of game-
play styles - there's a bit of Spy Hunter
in two little race games, some Xenon
2 in a smart underwater shoot'em-up,
a double helping of Operation Wolf:
style duckshoots and a neat puzzle-
based sub-game.

Licence To Kill, also a collection of
sub-games, comes a close second, offer-
ing equally classy and playable action,
but with slightly less variety (they're
all birds-eye race'n’chase affairs).

Live And Let Die is the worst of a good
bunch - originally an Elite game called
Aguablast, it was hastily modified to
look a bit more like the film and
renamed appropriately. As befits a game
where the licence is bolted on at the
last minute, it's not particularly simi-
lar to the film, consisting of a simple
boat chase based on the film's... er...
boat chase. It's not a bad laugh though,
and on the whele the compilation offers
better value than most an the market
right now.

WHH

LAST NINJA 3
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Price Amiga £24.99
Genre Arcade Adventure
Publisher System 3

Well, well, well. After everyone has
been shining up their shoes at the
prospect of giving System 3's much
touted, much lorded and much delayed
conclusion of the Ninja series a right
old kicking, the bleeding thing turns
out to be great!

Applying a more arcade-adventure
angle to the tried and tested Ninja for-
mula, the boys at the System have pro-
duced a game which has all the visual
appeal of the first two games in the
series and none of the problems. Well,
that's not quite the case, but instead
of the game relying so heavily on the
fight routines which, to be honest,
were never that good, the emphasis

has been moved onto the puzzle-solv-
ing element which isn't half as hard
fo implement,

Spanning an epic quest across a
bunch of different zones (earth, air,
fire, water and void) the game contin-
ually throws up different puzzles which
the player must solve in order to reach
the next stage.

Aside from completing these puz-
zles, there's a fair amount of rucking
to be done too, and the collectible
weapons add enough novelty to ensure
that even when the player is doing over
his twelfth adversary of the level, he'll
find something new to do.

Graphically, the game is really rather
special, with the isometric landscapes
at a stage which must surely be
approaching the state of the art, and
the animations of the characters them-
selves being undeniably fine. Just look
at the speed blur on that.

WY

LEISURESUIT LARRY 5

&

Price IBM PC £34.99
Genre Adventure
Fublisher Sierra On-Line

He's Larry Laffer! She's Passionate
Patti! And they're in a whole lot of trou-
ble! Leisure Suit Larry 5, the latest instal-
ment in the impossibly successful
adventure series chronicles the spy-
ing adventures of America’s favourite
lounge lizard.

In what promises to be the most sexy
adventure in the scries, the player must
guide Larry and Patti through a world
of porn and mobsters in the quest to
keep good honest smut on the airwvaves.
Initially taking the role of the audition
host of America’s Sexiest Home Videos,
Larry quickly becomes embroiled in a
hairbrained underworld plot to get all
porn off the normal market and drive
it underground where enormous prof-
its can be made.

It's all pretty standard point and dick
stuff, but this time the player alter-
nates between the very different per-
sonas of Larry and Patti, allowing both
to get into sexy scrapes and also avoid-
ing and particularly severe cries of
“Sexism!" from bendy liberal wets.

Again, the hand-painted 256-colour
graphics and game design are an excel-
lent splint for what occasionally laps-
es into a bout of pretty lame gags.
However, this time Larry does have
moments of absolute brilliance, and
the continual promise of a further saucy
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pic of a top spy in a saucy pose is
enough to keep you coming back for
more. No? Well, please yourselves.
wEird

MAGIC GARDEN

A

)
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Price Amiga £24.99
Genre Arcade Adventure
Publisher Electronic Zoo

Good God! Whatever next. Having
been plagued for months by an appar-
ently never-ending stream of ceramic
gnomes, we were understandably keen
to get our hands on the game which
they promote. And what a peculiar con-
coction it is.

In his endeavours to become ‘the
most efficient gnome’, the player must
guide a gnome around the eponymous
magic garden doing, well, this is where
it becomes a little bit unclear actually.
He can do pretty much whatever he
fancies. He can water the flowers. He
can mow the lawn. He can use same
magic seeds and fly around on the back
of a hig draganfly! But the gnome must
be careful, for there are terrible traps
which live in the garden like big flow-
ers which can hurt him or tall grass
which can slow him down.

And Gnomey had better be careful
with the number of objects he's car-
rying, or he will become too tired and
get hit by lightning and die. But the
gnome won't get hit by lightning if he
is exploring the underground caverns
where the toilet is! Gnomey can flush
the toilet for extra efficiency.

Presented in side-on elevation, the
game looks, plays, smells tastes and
is just odd. It's as odd as anything |'ve
ever seen in my life. Peculiar Beatrix
Potter style graphics and gameplay
which quite honestly is tricky to imag-
ine appealing to the masses make
Magic Garden a true enigma.

i

MARTIAN
MEMORANDUM

&

Price IBM PC £35.99
Genre Adventure
Pubiisher Access,/US Gold

Once again a game pretends to be an

‘interactive movie' and turns out to be
little more than a simplistic adventure
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with flashy graphics and sound. But
in Martian Memorandum’s case the
aesthetics are enough to make up for
the game design’s shortcomings - or
at least they seem to be for the first few
hours. The game uses digitised video
footage, sampled speech and film qual-
ity music to set the scene (the story
casts you as a futuristic private detec-
tive who must travel to Mars to track
down the kidnapped daughter of a
famous industrialist), and it works very
well, creating 2 strong sepse of atmo-
sphere and involvement.

Butas is so often the case with games
of this type, the effect of these flashy
gimmicks soon wears off and when
you actually buckle down to play the
game you realise that there isn't real-
ly that much to see or do. An ardent
adventurer could easily complete it
inside of a week, because the linear
game design means that it's almost
impossible to go down the wronig track
. it's as if you're being guided by an
invisible helping hand, and that's not
very satisfying.

Both of Dynamix's similar-styled titles
Rise Of The Dragon and Heart Of China
affer similar and mare satisfying expe-
riences, so if you've got the PC mus-
cle to run so demanding a product,
you'd be well advised to check either
of those out instead.

o

MEGA TWINS
A e
b @D

Price Atari ST/Amiga £25.99

Genre Platform Game
Publisher US Gold

There's big trouble in the land of cutey
things. A dark shadow, eic, etc. has
fallen across the land, and it’s up to
the two sweetest and most unthreat-
ening warriors ever to grace comput-
er software to save the day. At its core
Mega Twins is a platform game - one
or two players guide their cutesy heroes
through level after level of ledges and
chasms, seeing off the attacking mon-
sters with a lunge from their tiny lit-
tle swords. Magic orbs can be found
along the way that act as super weapons,
which are particularly useful against
the super-tough end-of-level nasties.

As a conversion of the CapCom com-
op Mega Twins is hardly startling, but
it's competent enough. Apart from the
slightly turgid pace of the action, the
main thing that prevents Mega Twins
from making any real impression is

the lack of excitement. There are no
real thrills on offer - the platform ele-
ment is minor, and having to endlessly
tap fire to jab the beasties into obliv-
ion is hardly opening up whole new
vistas of tele~visuil entertainment. The
final nail in the coffin is the fact that
the whole thing is incredibly easy - a
competent player will probably get
half-way through the game on his first
set of credits. Mega Twins had A-grade
potential, but whether it's the fault of
the original coin-op or the conversion
it’s actually turned out to be Meagre
rather than Mega.

ey

MIGHT AND MAGIC ik

Price IBM PC £34.99
Genre Role-Playing Game
Pubiishéer New Workd Cormputing/US Gold

“By my mighty sword of Zorak, I,
Hagor Dragonbone, must smite the
evil doom-legions of Krynn before the
alignment of the six moon-worlds!"
Yes, well, you get the general idea.
Might And Magic I11 is yet another
delve into the much-explored realms
of FRP gaming, this time coming over
a5 a cross between Dungeon Master and
The Bard's Tale. Is it just me or has the
whole FRP genre been done to death
so badly that there's just nothing new
anymore?

This third Might And Magic outing
would seem to support that argument,
as apart from some very flashy VGA
visuals and soundboard sonics, there
seems to be very little new or inter-
esting on offer, except maybe for that
ever-persistent fraternity of die-hard
RPG fanatics. As you'd suspect, the
scenario is about as hackneyed as one
is ever going to get, with some clap-
trap about returning the Ultimate Power
Orbs {mmm, yes!) to the King. What
that involves is selecting a party of
dwarves, orcs, heroes, warriors and all
that, and then wandering about fight-
ing with dragons, collecting treasure
and picking up clues.

The game itself actually is very pret-
ty, but for the most part the adventur-
ing is pretty slow and insubstantial.
Considering, however, how conditioned
FRP gamers have become, I doubt that
anybody wha's likely to buy Might &
Magic [11 will be disappointed by what
they find.

WY

OUTRUN EUROPA
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Price Atar ST/Amiga £25.99
Genre Racing Game
Publisher US Gold

Atlong last! A game that has become
a legend, along with the likes of Star
Trek and Birds of Prey, over the last cou-
ple of years, simply because it's taken
so bloody long to come out. The orig-
inal idea was to release the product to
cash in on the wave of euphoria from
the original OutRun conversion - which
should give you an idea of how long
we've been waiting for it. We ended
up getting the offiical sequel, Turbo
OutRun first, which wasn't much cop,
and now we've got this, which isn't
either.

The basic idea is that the player has
to take charge of a variety of vehicles
- car, bike and boat - as he races over
various land-and-sea stages to deliver
a vital package, while international
agents are out to stop you. It's all a bit
ludicrous really, and what's seeming-
ly supposed to be a cross between
OutRun and Chase H.Q. with extra
knobs on is in fact a bit of a shoddy
mess. The road sections aren't much
fun to play because control of the vehi-
cles is so bloody over-sensitive, and
the enemy cars just keep on getting in
the way in a way that isn’t conducive
to gameplay at all, but is just very frus-
trating. The boat bits don't even bear
think about because they're so unjust
and difficult, and 9g% of players will
probably put their foot through the
monitor screen within five minutes of
loading'it up. Talking of loading, the
constant disk accessing is a pain in the
prostate, and it all hardly seerns worth
it when it's not even very clear what's
actually going on in the game. There
are far better race games available, so
don’t waste your precious time pon-
dering over this one.

o

PITFIGHTER
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Price Amiga £25.99

Genre Beat-"Em-Up
Publisher Domark

1f ever there's a prime example exam-
ple of an excellent conversion of an
average coin-op then Pitfighter is it. If
you're an arcade goer then you're prob-




ably mare than familiar with the game.
With its giant monitor screen, three
sets of player controls and stand-out
digitised graphics you could hardly
miss it. Trouble was, underneath the
unique flashy visuals and meaty sound
lurked a distinctly dull beat-'em-up,
made even worse by the confusion

RISE OF THE DRAGON

Price Amiga £34.99
Genre Adventure
Publisher Dynamix /Sierra On-Line

panies are so fond of forcing down our
throats, but for once it isn't too bad.
There is actually a story here! And there
is actually some adventuring to do.
The player must investigate the strange
drug-related death of the Mayor's
daughter, interrogate scummy crim
inals and do all the other stuff that pri-

Seven Colors from Infogrames, a
company that prides itself on its off-
the-wallness, fits snugly into the lat-
ter category. It's played over a large
board made up of hundreds of tiny
coloured diamonds where the objec-
tive is to change as many diamonds
to your colour, spreading them like a

ne caused by the grainy-looking graphics.  Amiga owners have been scrambling  vate investigators have to do. Wiretaps,  virus across the screen, faster than
tar Where's my bloke gone? Is he hitting  to become the first to purchase this-  opening other people’s mail, hanging - your opponent does, The first player
- me or not? You know the sortof thing,  the first or a new wave of Sierra games  out in low-rent strip joints, What a life.  to fill half the screen area is the win-
en Allin all, a less than rewarding expe-  helmed by the perennially popular  Andit’s all in those lovely hand drawn  ner, It's difficult encugh to understand
ig- rience. Dynamix team. But they should be  graphics. Mind you... all those disks...  when you're actually playing the game,
to In converting Pitfighter for the home  warned. While Amiga owners el to  frirsrsr so don't worry if you're a little foggy
m systems, Teque London have actually  enjoy just as many visual thrills and after that brief explanation.
ch improved it a Hell of a lot. Indeed, if  plot twists as their PC Pals, they pay In fact the major problem with the
ng yau liked the coin-op, chances are you'll  the price of swapping ten (count every SEVEN COLORS game is that it's not very easy to under-
ed like the home game even more. The.  last one as it slips in and out of your stand, and because things just seem
ho graphics, which have retained pretty  drive for the umpteenth time) disks. @ @ to happen it’s not very easy to keep
P, much all of the flash special FX ofthe ~ However, if you're willing to pay the -"—!wzl track, or indeed to work out what's
n't coin-op, are clearer, and the slower  access-time price, Rise is an extreme-  Price Atarl ST/Amiga/IBM PC £25.99  going on at all, The confusing situa-
pace makes the game much easier to Iy rewarding product. The player takes  Genre Puzzle tion is further compounded because
35 play. The joystick controls are a little  the role of a futuristic detective, areal  Publisher Infogrames the instructions hardly explain any-
es uninstinctive, but it only takes a few  Marlowe type, slugging his way through thing at all. Persistent players may well
er goes to get the swing of things. Butas  a drug addled city of sleaze, the last  Teiris, the game that started itall, may  get something out of it however, and
Br good a conversion as it is. it still can't  remaining obstacle between the mys-  be getting on a bit now, but there’s  there's a variety of game options to
al compensate for the fact that funda-  terious Dragon and total control of the ~ always room for a new puzzle game  spice up the action if they do. Oh, and
bit mentally Pitfighter's about as exciting  entire planet! Played in first-person  on the market. The only problem is  there’s some very nice in-game clas-
B- as tapping a fire button all day, Which ~ perspective, the game uses the no-typ-  that the vast majority of puzzlers that  sical music which suits the game per-
=Tl in Pitfighter, I'm sad to have to say, is  ing-necessary control interface which  have been washing up on these shores  fectly. It's very soothing indeed, and
ra pretty much what you spend all your Sierra have made their trademark. from America and Furope have either  make Seven Colours worth booting
dy time doing, This is another example of the inter-  been of unbearably low quality, orjust  up even when the game's gone stale.
ch ey active movie deal which American com-  too weird to get the head round. trer
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SPEEDBALL 2
Price IBM PC £9.99

Genre Sports game.
Publisher Imageworks

Now this is the game that PC owners
have been waiting for. After all, there's
not exactly a plethora of future sports
games on the PC, et alone half-decent
ones.

Speedball 2 appeared on the 5T and
Armiga about a year ago to great acclaim
from just about anyone who could hold
a joystick. Indeed the Amiga incarna-
tion won itself an ACE Trailblazer. And
the good news is that the PC version
is just as good.

Speedball 2 can best be summed up
as rugby without any form of rules or
moral scruples. The player (or players)
controls a team of rugged ruthless hard-
men, each of whom has one aim in life
- to ram a steel ball into the opposing
team's goal mouth. Actually, that's
wrong, they have two aims, the other
one's to ram their fists into the oppos-
ing team's mouths. The player only
controls the member of the team near-
est the ball, and can perform a variety
of actions such as thump and throw.
The other players are controlled by the
computer act and act intelligently, so
the passing and tactical possibilities
are huge. From time to time bonuses
or power-ups appear on the pitch, just
to spice the action up a little (as if it
needed it).

Matches can be played as one-offs or
as part of a knockout or league chame-
pionship. The latter two options are
excellent, with the player able to train
his team up using the credits earned
during the game. There's a real sense
of progress as your team, Brutal Deluxe,
works its way up the charts.

With its big, bold, fast graphics (the
multiway scrolling pitch is litle short
of incredible on the PC) and meaty
sound the game's got immediate pulling
powet, and the exciting addicitve action
provides the reason to keep coming
back. It's a true PC classic. And at this
price, you'd be a sad fool to leave it on
the shop shelf.

TR

SUPER SPACE
INVADERS

.
Price Amiga £25.99

106 [4/GE

Genre Arcade Blast
Publisher Domark

Actually, it's not that ‘Super’ at all. In
fact, it looks like Little Johnny's first
fumbling atternpts with his new AMOS
package if the truth be told. Basically,
Domark have taken the aging classic,
tarted it up beyond recognition with
some flashy graphics, thrown in some
power-ups to keep the kids who remem-
ber Space Harrier more clearly than
Space Invaders happy, retained the old
sound effects to get Grandad moist-
eyed with nostalgia, and then totally
fouled up the original's marvelously
uncluttered gameplay.

S0 now we have aliens who swirl
about circles, others who attack in
Galaxian-like swoops, others that grow
every time they get shot - the list goes
on and oh and (yawn) on. The only
highlight is the cow-mutilation bonus
section, where UFOs swoop down and
try to kidnap the cattle milling about
the bottom of the screen. Kidnapped
cows can be rescued by shooting the
escaping saucer, whereupon the cow
falls back to Earth with a jolly ery of
‘Thank you'. How cute.

With ita slow, jerky graphics and
depressingly dull gameplay, it's hard
to believe that anyone had the gall to
release Super Space Invaders onto
today's demanding market. But they
did. Shame.
b=

VOLFIED

;?;

5}: 'y
Price Atarl ST/Amiga £24.99
Genre Arcade Blast
Publisher Empire

Qix is back in town, and better than
ever| No matter how widely tastes may
differ among the gamesplaying fra-
ternity, you'd be hard pushed to find
anybody who doesn't enjoy a game of
good old Qix. Its appeal is universal
because it's so simple and addictive,
and like Breakout, its gameplay has
stood the test of time. What Volfied
{converted from Taitos coin-op) rep-
resents is a gos version of the original
classic - it is to Qix what Arkanoid was
to Breakout, keeping the original frame-
wark intact, but adding lots of pretty
backdrops, power-ups and extra fea-
tures.

For the most part it's much the same
- draw boxes around the screen to fill
up 75% or more of the screen area with-

out the fusewire which makes up the
line itself getting hit by any of the
marauding enemies - which, instead
of the old gyrating line, now takes the
form of a giant mothership that roams
about spitting about bullets, and a cou-
ple of pesky limde helpers. Lasers and
speedups are among the collectables,
while high-tech backgrounds and SFX
provide the aesthetic overhaul.

Since Qix-style games are so thin on
the ground, Volfied, with its classy exe-
cution and uncluttered gameplay is a
welcome addition to the software scene
-and if you've got any sense and admi-
ration for the classics, you'll add it your
collection too.

RUYw

VROOM
&

o
Price Atarl ST £24.99
Genre Racing Game
Publisher Lankhor

Without wanting to be nasty to our
European counterparts, what with 19g2
and all that, it has to be said that moat
of the software that crosses over from
the continent is a bit smelly. Vroom,
however, from French publisher
Lankhor, has proven itself to be the
exception to the rule. Although it's not
a patch on the likes of Indianapalis 500
or Formula One Grand Prix, Vroom is
nevertheless a jelly supper racing game,
boasting very impressive speed as the
player vrooms his way (hence the name)
around a first-person vector-driven
environment, ¥

It's got all the usual fixtures and fit-
tings - rear-view mirrors, pit-stops, overs
head maps,bridges, dips and hills on
the track, training modes, qualifying
laps, choice of courses and some spec-
tacular crash sequences. It's more of
a racing game than simulation, as con-
trals and instrumentation has been
kept to a minimum - there's nothing
too much to worry about here apart
from going very fast, avoiding the other
cars and keeping on the road. And it
works well enough, being very playable
and actually quite compulsive, with the
array of racing options adding to the
game’s longevity. The only dodgy fac-
tor is that the joystick option is restrict-
ed to the arcade mode - the more
serious race options only allow mouse
control. Very dodgy indeed, especialy
if your ST mouse is as poor as ours is..
But apart from that, not at all bad.
h=gid

COMPETITION
WINNERS!!

You lucky people! Well,
two of you are anyway.
What am | talking about?
Why, the winners of last
month's Heimdall and
Pink Pages compos, that's
what.

Hearty congratulations
are in order for Mr J.
Cook of Tyersal, Bradford,
who correctly remem-
bered that Core Design's
other axe-wielding hero
was Torvak the Warrior.
Well done, Mr Cook!
You'll be pleased to
know that even as you
read this your likeness is
being coded into Heim-
dall as one of the crew-
men. And don't forget
that a specially forged
Heimdall axe will soon be
winging its way to you.
So get ready to duck the
next time the postman
knocks on your door.

And equally hearty
congratulations to James
Rowell of Market Deep-
ing for managing to
count that there were
twenty five-star games in
last month's Pinks, If you
could let us know which
machine you own, James,

‘that £100 worth of

software will be in the
post before you can say
"Aren't | a lucky little
bl**der."

Thanks to the many
people who entered both
those competitions. Hey -
we're just sorry you all
couldn't have won a little
something. (Cue vomiting
and lamentations.)
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Price Megadrive £34.99
Genre Arcade Blast
Publisher Sega

The epitome of the arcade blast,
Afterburner is a classy piece of fluff.
And this conversion isn't half bad.
Flying an F-i4 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 exhila-
rating experience. And on the whole,
in fact, the whole game is pretty excit-
ing fare, even when it’s fully under-
stood 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 showing
exactly what the Megadrive is capable
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.
frirdr
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ALIEN BREED

LA

i

Frice Amiga £24.99
Genre Arcade Blast
Pubiisher Team 17

Alien Breed can best be described as
the Aliens licence that should have
been. It grafis Aliens atmosphere onto
Gauntlet-esque gameplay to create an
addictive - albeit unoriginal - winner.
One or two players can take part sirmul-
taneously, and their job is to run around

the six plan-viewed maze-like levels of

a monster-infested space station, blast-
ing seven shades of slime out of any-
thing that crawls, slithers or Jurks.

Fortunately the problem that always
afflicted Gauntlet (i.e. though fun, there
was no real aim to playing apart from
scoring points) has been averted by giv-
ing the players a task to complete on
each level (normally of the ‘find a loca-
tion and blow it up’ nature). Okay, so
it's not exactly lifting the game into
Arcade Adventure territory, but it's pro-
vides enough of a goal to keep the play-
er coming back for more.

The addictive gameplay is backed up
by some super-slick scrolling and graph-
ics (although the animation is a little
perfunctory), and the term ‘arcade-like’
is very appropriate here. Throughout
the use of sound to create atmosphere
and tension is superb, especially when
the station's self-destruct sequence is
kicked in and the player has to find the
exit before the place blows. The only
real gripe is that given that the game
is for iMb Amigas only, you can’t help

still

feeling that something slightly more
ambitious could have been attempted.
But as it stands this is the best straight-
forward blast for months, and that'sa
good enough recommendation for any-
one.

W

ALIEN STORM
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Frice 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 hold from whence they came.
Like the very sirnilar Golden Axe, three
suitably awesome figures - Earth’s last
line of defence - stand ready to save the
world from alien domination, There's
the heroically-names Gordon, saucy
Karla and the robotic Scooter, who bears
an uncanny resemblance to C-3Po
(although he never wielded an elec-
tronic bullwhip).

Together they have to 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
destroy everything.

This being a shoot-em-up, one would
have thought more emphasis would
have been placed on the weapons but
alas they fail to deliver much excite-
ment, being rather dull. Only moder-

ately recommended for two players.
il

ARMALYTE

Price Atarl ST/Amiga £25.99
Genre Arcade Blast

Publisher Thalamus

It's just as well that 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
trying to find the safest path to the end
of level monster.

Armalyte is an unworthy tribute to
its illustrious 8-bit ancestor, Technically
it's excellent, with some slick paral-
lax scrolling (especially good on the ST
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 had the fragile craft
skidding uncontrollable about the screen
{and usually straight into the deadly-
to-touch scenery). On the basis of the
evidence here, let’s hope Armalyte's

sub-title of The Final Run is correct.
HRH

ARMOURGEDDON

H @

Price Atarl ST/Amiga £25.99
Genre Simulation

Publisher Psygnosis

Psygnosis’ latest 3D-polygon effort cen-
tres around a six-part mission to find
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the five pieces of a neutron 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-
copter 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 contrel of each vehicle is
smooth and responsive, with the fluid
3D giving a good pulse-quickening feel-
ing of speed.

The player can gwitch 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 a metal-shield-
ed nose out of his bunker, which makes
for exciting is somewhat relentless
action. But it's not all shoot, shoot,
shoot. There’s an important manage-
ment element as well, where the play-
er has to wisely allocate scientists 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.

i

Price Atari ST/Amiga £25.99
Genre Puzzle
Publisher Psygnosis

Hmmm, fashinating! There are few
games based around atomic physics,
and even fewer interesting ones, 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. Hydrogen, for exam:-
ple, can make one bone 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 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,

b-g 8" g

Price Atari ST/Amiga £25.99
Genre Arcade Blast
Publisher Activision

This is a competent conversion of the
coin-op which proved to popular
amongst the Uzi-loving arcade goers.
It's basically yet another Op Wolf clone
but features a welcome twist that instead
of wasting terrorists the player (or play-
ers) are besieged by a veritable army
of the Undead who attempt to stop any-
one leaving the devastated city alive,
Borrowing heavily from the Romero
horror films, zombie dogs and shop-
pers and all manner of evil creatures
can he literally blown into bloody bits
of flying 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 Uzi is distinctly unsat-
isfactory. If you haven't already got a
game of this type, and don't mind a
mindless blast then it might be worth
looking into, but otherwise there's not
really enough new on offer to warrant
purchase. It's a shame, because even
the arcade version left the player cold
after a couple of turns - it's not sup-
posed to really drag the player in any
more than that. But for the price, it
would have been nice.

i

BONANZA BROS

Price Megadrive £34,99
Genre Arcade Blast
Publisher Sega

Bonanza Bros proved to be a some-
thing of a sizable his with Joe Public
due to ite peculiar graphic style and
imnovative angle of the team-up theme.
The player(s) objective are blatantly
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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 available law
enforcement officer is revoltingly 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-
ciently 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 fun, but like many
Megadrive games it's longevity is in
question.
T

BURGER TIME
LUXE

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 around like some sub-stan-
dard funfair ride just to get them to
part with their cash. The player here
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 various ingredients lying on
the platforms, forcing them to fall down
the screen onto the the platiorm below
and eventually onto a plate at the bot-
tom. Once all the hamburgers have
been made Pete advances onio 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
have 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 bad-
dies for a few moments allowing Pete
to make good his escape. More final-
ly, Pete can try to time his foed-drop-
ping antics to crush the ingenious
ingredients. Burger Time Deluxe is a
fun little game, although the graphics
verge on the minuscule. It's probably
a bit too simiplistic for today's younger
gamers, but nostalgia buffs will enjoy
this tasty slice of the past,
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CASTELIAN
&
Price GameBoy £29.99 (Import)

Genre Platform
Publisher Triffix Entertainment

Remember Nebulus? It was a classy”

platform game starring a tiny hlob called
Pogo. Each of its tortupusly-difficult
levels was set on on a tall tower. The
player could move Pogo left and right,
and make him jump over game or
shoot at the weirdo aliens. However,
in a unique twist, the towers used to
rotate to follow Pogo’s movernent. Quite
a graphical 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 dif-
Feulty rating through the roof. However,
completing a tower is extremely satis-
fying, so if you fancy a real challenge
then you know where to come.
wirtrdy

CASTLE OF ILLUSION
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Price GameGear £29.99
Genre Platform
Publisher Sega

The Evil Mizrabel, jealous of Minny
Mouse's beauty (who are they kidding?)
has mousenapped her. Her beloved
Mickey must enter the dreaded and
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 boil 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 Toyland
level which serolls from left to right,
which proves pretty disorientating but
challenging nonetheless. The graph-
ics 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 laying
out the cash for a colour handheld.
iy

CASTLES
&

Frice IBM PC £34.99

Genre Strategy .,
Publisher Interplay /EA

Castles takes several gameplay 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
towers. 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
attemnpt to finish the castle as quickly
as possible.

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 addictive enough
to ensure repeated play, Castles is
minorly flawed in too many ways to
achieve classic status.

TRAR

CENTURION -
DEFENDER OF ROME

/A

A

Frice 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 that the player starts
with just a single legion of soldiers and
a city of disgruntled citizens to keep
under control.

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 chariot races and keep
taxes light. As the game progresses the
armies under your command grow
and ships placed at your disposal to
take armies to neighbouring shores
became bigger and better. If the play-
er'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,
s0 if you're looking for something to
exercise your brain a little, you could
do far worse than to give thig a go.
W

CHASE H.Q.

Price GameGear £29.99 (Import)
Genre Race Game
Publisher Taito

There can be few readers who aren't
familiar with the excellent coin-op or
its sequel 5.C.I. 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 tamming them off the road 1o make
the arrest. The GameGear version 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,
actually you're likely to be bust after
buying this «it's a lot of money for such
a short-lived challenge.

e

CHOPLIFTER 2

Price Gameboy £24.99
Genre Arcade Blast
_ Publisher 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 refugees and wait for
them to board. This can be quite har-
rowing at times as you're a sitting duck
for all the enemy gun installations and
planes which constantly 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.
v
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CHUCK YEAGER'S
AIR COMBAT

&

Price IBM PC £29.99

Genre Simulation

Publisher 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
fram any one of three eras: WW2, Korea
and Vietnam. There is a multitude of
single missions to fly along with a com-
prehensive campaign mode boasting
over 15 missions, These include the
standard ‘seck and destroy’ forays, pro-
tecting bomber formations and attack-
ing ground targets. Should none of
these take your fancy, the in-built mis-
sion designer is invaluable.

The most useful feature is the abili-
ty to replay missions after completion
and view them from any angle, allow-
ing 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. Class.
iy

CLOUD KINGDOMS

£ @

Price Atarl ST/Amiga £7.99
Genre Platform
Publisher GBH/Gremlin

Cloud Kingdoms is a loud 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,
collecting all the gems that litter the
narrow walkways. Terry has to take
care not to leave the paths, else he'll
fall to his doom and void below. This
isn't as easy as it sounds - Terry's rob-
bery body bounces wildly off walls and
pillars, and parts of the floor may cum-
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

112[44GE

demise. Fortunately, Terry can bounce
over their heads with a tap of the fire
button.

Cloud Kingdoms, formerly from
Millennium, is an attractive game, with
a strang console feel. The cutesy graph-
ics, though looking a little dated now
do the trick, and the scrolling on both
the Amiga and ST versions is very
smooth. The inertia control is a little
tricky to get to grips with, but reward-
ing 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.

e

CRUISE FOR A
CORPSE

Price Amiga £24.99
Genre Adventure
Publisher Delphine /US Gold

The plot for Cruise for a Corpse is firm-
ly rooted in the Agatha Christie ‘isc-
lated location, plenty of suspects’ crime
story tradition, detailing how the play-
et is invited to a Greek tycoon’s yacht
for a well-earned holiday only to get
there and find his host burped 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's
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
excellent sense of mood and atmeo-
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 immediately from place

to place. As a user interface it's diffi-
cult to think of another as intuitive and
easy to use.

The major problem with Cruise for
a Corpse is its pace. The animation,
though wondrous, is slow. Examining
the contents of 2 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 five (count ‘em) game
disks. 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 superh buy, heaped with qual-
ity presentation and atmosphere and
presenting a big enough game task to
satisfy even the greatest sleuth.
WEW

DEUTEROS
A

Price Amiga £24.99

Genre Strategy
Publisher Activision

This sequel to Millennium 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
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.

sy

DRAGON CRYSTAL
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Price GameGear £29.99

Genre Role-Playing Game
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”
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,
b gt d=

E.A. HOCKEY
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Price Megadrive £34.99
Genre Sports Arcade
Publisher 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
anotherwinner 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 tearn 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, Ice Hockey is an extremely rapid,
high scoring game, Basically, whoev-
er gets the puck from the face-off is
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-
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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!
sy

Price Amiga £25.95
Genre Arcade Adventure

_Pubf:'sher Ocean

As Cornelius the EIf, it's the player’s
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 balts of magic energy. Numerous
interest-sustaining spells and power-

ups can be bought from Ye Olde Localle

Shoppe using cash picked up along
the way.

Each massive maze-like level pre-
sents its 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
adventure fans.

i

THE EXECUTIONER

4

Price Amiga £25.99
Genre Arcade Blast
Publisher Hawk

The Executioner is Hawk's atternpt to
improve on the Asteroids style game.
As in most inertia-driven titles, with
the player flying through twelve galasxy
sectors, blasting away rocks and then
using fiscal benefits to purchase big-
ger and better weapons systems 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 Executioner is quite
enjovable, but soon tedium takes over.
There just isn't enough gameplay vari-
ety to bring the player back for maore,
Also, the fact that a single alien mis-
sile can kill the player'dutright is far
from encouraging, After the long strug-
gle to work your way to the second
stage, the player may well find him-
self 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
aof the player's craft itself is jerky and
unpleasant. Boo,
=274

F-117A: STEALTH
FIGHTER 2

Price IBM PC £39.99

Genre Simulation

Publisher MicroProse

Your chance to pilot the Ugliest Planc
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
choose a particular location for the com-
bat to take place, The number of com-
bat arenas has been radically increased.
Nine battlefields, including those from
F-1g, F-15 2 and some newies have been
thrown in for good measure,

Graphically, F-117A is a marvel, with
graduated skylines, complex objects
etc, There are four detail levels for own-
ers with slower machines. Be warned,
even on a 20MHz 286, the frame rate
is hardly silky-smooth.

There’s no denying that FarpA 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.
trirtrdr
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Price IBM PC £34.99
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-
et 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 gets transferred to the
Naval Fighter Weapons School better
known as the home of the infamous
Top Guns. Weaponry available is the
ustial mix of Sparrows, Sidewinders
and Phoenix missiles, along with the
cannon for close-up work. There isn't
really much emphasis on realism in
F-14 Tomcat and to be honest it really
hasn't got much to offer players over
other similar sims. In the final analy-
sis, it's a satisfying enough effort with-
out too much excess baggage.
fedrirdr

F-15 STRIKE EAGLE Il

Price Atarl ST/Amiga,//BM PC £29.99

Genre Simulations
Publisher MicroProse

MicroProse make a departure from
their usual rigorously-accurate sims
with this action-orientated affair. 1t'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 simple ‘get in,
destroy a couple of targets and get out
alive’ jobs, with the player have to simul-
taneously defend against swarms of
enemy jets. Control is via keyboard,
joystick or mouse and is highly respon-
sive 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 disappoint-
ing, with a white-noise hiss being 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

114 44CE

anyone else should find this just their
cup of tea, with a yummy Jammy
Dodger in the saucer to boot.

A

PriceSuper Famicom £34.99 (Import)
Genre Racing Game
Publisher Nintendo

F-Zeta takes advantage of the
Famicom's built in background manip-
ulation capabilities co create ane of the
fastest and smoothest illusions of 3D
yet seen, if a little lacking in roadside
detail. Sifnply put, F-Zero is a race
game, with the track viewed above and
behind the player's vehicle. At first,
despite the impressive 3D, F-Zeto
appears to offer little over the myriad
of other race games about, but after a
few goes its qualities shine through.
The excellent control over the craft
is mare precise than in any other race
game. As well as accelerate, brake, Icft
and right controls, one can also use the
Famicom controller’s two side buttons
as banking switches. This degree of
precision means you can race your craft
like a cross between a high-speed hov-
ercraft and a rally car. F-Zero may not
look like anything special, but it's gen-
uinely one of these games that has to
be experienced to be believed.
hrg g

FINAL FIGHT

Price Amiga £25.99
Genre Beat-"Em-Up
Publisher US Gold

Yet another in US Gold's seemingly
endless string of CapCom 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 partmer 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,
ie. 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.
T

FLICKY

£

Price Megadrive £34.99
Genre Platform
Publisher Sega

“Don't be put off by the screenshots
on the back of the box” is prabably
the best bit of advice I 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 in the
rooms of a giant cat-infested house
Flicky has to run and jump about, col-
lect her scattered brood and take them
to the safety of the Exit, while avoiding
the prowling felines. Flicky is a won-
derfully playable game, very simple but
packed with fun. Some may dispute
whether there's f35-worth of fun, but
for those with the cash it's a good pur-
chase.

e

FLOOR 13

Frice IBM PC £34.99
Genre Strategy
Pubilisher Virgin Gameas

The myth that strategy games are bor-
ing has been well and truly exploded
by a game that's likely to convert even
confirmed trigger-addicts to a more
staple and intelligent software diet.
Floor 13 offers a new slant on the strat-
egy genre by basing itself around a
compelling scenario and offering game-
play that goes beyond the regular strat-
egy framework.

Set in present-day Britain, it tells of
a government-run secret police force
that must avert scandals, wipe out sub-
versive elements and generally protect
the government from embarrassing
incidents so that it doesn't fall from
grace, As Director General of this cor-

rupt agency, the player is solely respon-
sible for its operations.

The game is played almost entirely
from a single static screen of an office
desk, onto which intelligence reports
and newspaper stories arrive from the
outside world and form the basis of
the information which the player works
from as plots and storylines unfold.
Various sub-departments, such as
surveillance, interrogation and dis-
information are the instruments of the
player's will, with shady agents tailing
suspects, tapping phones, searching
premises and even torturing and killing
people to achieve the government's
immoral aims.

The way in which the game reveals
information as half-clues and red her-
rings mean that good detective work
and thorough cross-checking of intel-
ligence data is as important as the con-
ventional strategic skills which are also
required. It's all thoroughly absorbing,
very realistic stuff, and comes highly
recommended, even to those who can't
normally stand strategy games,
i

FOOTBALLER OF

Price Atari ST/Amiga £7.99
Genre Sport Game
Fublisher GBH /Gremlin

This isn't really a sport game at all. It's
more like a test of the player's knowl-
edge of football trivia. Lots of text and
dull graphics don't help things along,
gither, If triv's your bag then great, oth-
erwise steer well clear.

=&

FORMULA ONE
GRAND PRIX

4 1y
A @
Price Atarl ST/Amiga £34.99

Genre Racing Simulation
Publisher MicroProse

Believe you me, you've never seen a
racing game like this. Lotus 27 OutRun
Europa? Indianapolis 506? Pah! They
are but children’s toys compared to the
complete and utter excellence of
Formula One Grand Prix, the latest
and greatest game from the program-
ming genius that is Geoff ‘Stunt Car
Racer’ Crammond. The graphics are
truly amazing, with highly-detailed cars
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{complete with driver's helmet poking
out of the cockpit) literally zooming
around tracks lined with stands, trees,
fences and cranes, The sound match-
es the visuals, with good use made of
throaty samples for the engine.

But it's not just the quality of the
graphics or the sounds that makes FIGP
so special, it's the meticulous attention
to detail that generates an authentic
and involving Grand Prix atmosphere.
Everything you'd expect to find on a
Grand Prix circuit - stands, bridges,
tunnelg, etc - is there {and in the iden-
tical position they'd be found in real
life), even extending right down to stew-
ards pushing crippled cars off the track
and engineer crews waiting in the pits,
The wanderful control over the car is
the essential icing on the cake, with
plenty of difficulty modifiers to make
the game easy enough for Granny
$mith to play or tough enough to bring
Sterling Moss out in beads of sweat.
Indeed, so good is FIGP that it earned
itself an ACE Trailblazer and the hon-
our of becoming the new Racing
Simulation Benchmark. Good enough
for you?

Ty

FRENETIC
Price Amiga £20.99

Genre Shoot-'Em-Up
Publisher Core Design

Hot on the heels of Warzone, Core
release this vertically scrolling shoot-
em-up which draws its inspiration from
just about every other blaster ever

'released. To anyone more than half-

way familiar with the genre the game-
play holds few surprises - the screen
scrolls slowly down while wave after
wave after wave of eminently blastable
alien creatures swarm on screen. The
now-standard power-ups can be col-
lected by destroying various special
aliens or weapons pods as they appear.
At the end of each of the eight levels
there's the obligatory huge meany that
takes a huge amount of shots to destroy.

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 supetlative SWIV,

this is a fair buy,
Wi

GHOST BATTLE
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Price Amiga £25.99
Genre Arcade Blast
Publisher 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, leading to a big badd],r at the very
end.

There are the usual extra weapons to
collect and on later levels keys and var-
ious tools that must be used on machin-
ery appear to add some much needed
depth to the otherwise shallow game-
play. Ghost Battle is unimpressive
graphically and sonically, and play is
sluggish. Not one for the top of the
‘must get' list.
b4

©

Price IBM PC £39.99
Genre Simulation
Fublisher MicroProse

Nobody writes simulations like
Microprose does. This is a highly-real-
istic sequel to the company’s earlier
mega-hit Gunship, which has gone
done in software history as one of the
best-selling simis 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, corriplete
with rise, hills, mountains, valleys, cut-
tings, Ifit'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 marvelously atmospheric,
and adds no end to the gritty battlefield
feel, The 'copter control is good,

G.P.S Lud.
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bt actually getting the craft to fly match-
es that of the real thing, i.e. it's very
difficult, and certainly makes Gunship
2600 not the sort of game to cut your
sim-playing teeth on. However, if you're
looking for the ultimate chopper sim-
ulation, then here it is.

friririrty

HALLEY WARS
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Price GameGear £29.99 (Import)
Genre Arcade Blast
Publisher Taito

Given the fact that the vast majarity 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 fresh
air. Every handheld needs its top-flight
shoot-'em-up. The GameBoy has
Nemesis, the Lynx has Gates of
Zendocon - and now the ‘Gear’s gota
game that's arguably better than the
pair of them. It wins no points in the
originality stakes, being your typical
space-based Xenon-style vertical blaster
with all the standard pick-ups and end
of level guardians, but it scores high-
ly an execution, offering fine playabil-
ity, colourful graphics, smooth
animation and surprisingly impres-
sive sound, The game's only major lim-
ftation is that, due to the machine’s
limitations, 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 seasoned game-
splayers 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.
frivir

HATRIS

b
'f
i

Price GameBoy £29.99 (Import)
Genre Puzzie
Publisher Bullet-Proof Software

Alexy Pajitnov is the fiendish mind
behind the time-devouringly addictive
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Tetris. Now he's back with Hatris which,
like its forebear, is deceptively simple
in concept. Pairs of different 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 disappear. The
longer the player survives the faster the
hats fall. The game is over when the
stack of hats reaches the top of the
screen,

A ‘Hatris' is scored when two stacks
are completed at the same time. The
players reward is a fireball which can
be used to vaporise some of the hats at
the top of the column. Alternatively the
player can collect three fireballs and
earn a helmet which can be used to
crush all the 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 fanatics.
rivdrird

HEART OF CHINA

Price IBM PC £40.95

Genre Adventure
Publisher Dynamix/Sierra On-Line

Many games allude to the fitle of ‘inter-
active movie' but very few actually deliv-
er the goods. Fortunately Heart of China
is one of the few games which is acu-
ally deserving of the lofty title. Set in
the 19208, the game puts the player in
the shoes of troubleshooter ‘Lucky’ Jake
Masters. Asked to find the wealthy sod-
ety 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 the player to switch
between the members of the cast and
adding greatly to its film-like appear-
ance. Also the numerous puzzles can
be solved from a variety of different
angles. Heart of China also has multi-
ple endings which makes the game
enjoyable to play even once it's been
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 adventur-
ish then Heart of China comes highly
recommended.

i hid gt

HEROQUEST
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Price Amiga £25.99
Genre Role-Playing Game
Publisher Gremlin Games

Hera Quest was one of the best selling
boardgames of last year, and Gremlin
look set to capitalise on that success
with its excellent computer conversion.
A game for one to four people, players
can select to be one of four characters
{or all if playing alone); Wizard (pow-
erful magic, pathetic strength); EIf (lit-
tle magic, normal strength) Dwarf (good
strength, can spot traps); and finally
Barbarian (amazing strength).

The game plays identically to its table-
top counterpart. Plays must complete
fourteen quests in sets 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 turne with each location, corridor
and room split into movemnent 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,

A

1t warks superbly, in much the same
style as former platform classics like
Marip, Rick Dangerous and Switchblade,
with small, comical characters playing
over tortuously-designed platform lev-
els, It's a class act, without a doubt, with
fiendish traps and pitfalls lurking around
every corner. The gameplay is easily up
to console/arcade standard, and the
graphics and sound really do enhance
the fun factor because they're so jolly.
Don't be put off by the shoddy licence
connotations - Hudson Hawk is a bril-
liant game in its own right and deserves
a place in your collection. Today.
i

HUNTER

Frice Atari ST/Amiga £24.99
Genre Action Strategy
Publisher Activision

It's a sad old waorld, this one we live in,
Just when poor old Activision get some
decent product together, their
Mediagenic daddy goes and pulls the
plug on them. Now, however, after the
aforementioned ‘decent product’ has
been swilling around doing very little
indeed for the last few months,
Activision's current putter-outer of
pames, 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...”

HUDSON HAWK
Price Atarl ST/Amiga £24.99

Genre Platform
Publisher Ocean

Bruce Willis’ film was a disaster, and
Ocean hadn't turned out anything of
note in the film conversion stakes for
quite a while, so nobody was really
expecting very much out of Hudson
Hawk. But instead of the usual cynical
and barely-playable licence, what we
got was the best platform game so far
this year. Special FX took a big gamble
in its interpretation of the film by chuck-
ing 9% of the source material out of
the window, and getting on with the
business of just building a good game
around the film’s basic premise - that
of a cat burglar stealing valuable arti-
facts from around the world.

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 fjeep/truck
or sailboard. It's all 5o 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 to Hunter's




-

Lo R R o R

The BEST choice for all your computer needs

t|_|[|iﬂ COLNE HOUSE, HIGHBRIDGE ESTAT

OHFORD RO

AD, UKBRIDGE,

MIDDLESEH, UB8 1UL

oftware

(0895) 814195

5.00am

A MEGADRIUVE PRICE LIS

SEGAR MEGADRIVE £99.95

ADVANCED .........
ALIEN STORM ....
ARROW FLASH........ccostsunsasesnase
ATOMIC ROBOKID

MAGICAL HAT .

MASTER OF MONSTERS ..
MEGATRAX ..

BATMAN .. -£32.73  MOONWALKER...........
BATTLE GOLFER.. £18.70  OUT RUN .oerreeeresrsnnns
BATTLE OF BAIMMIA £20.22 PHELLOS......

£17.33 POPULOUS
X 16.86 RAGSTAR SAGA 11,
¢ 1753 RINGSIDE ANGEL
¢ 29wy SHADOW DANCER....
<=2 SHI KIN JOH ..ovnse
sk 1520 SHINING DARKNES
------------------ £17.58 STRIDER HIRYU......
.£30.39 SUPER LEAGUE9I.......
_£24.55 SUPER MASTER GOLF
o oo
~£30.39 ol PER VOLLEY BALL .
~-£33.38  TE] TEL BASEBALL..
£ 26.55 THE SUPER SHINOBI .
£17.53 THUNDER FOX........o...
.£94.55 VERMILLION
il T
£25.38 1 ADOUA FOREST .
£23.38  wiIP RUSH................

DANGEROUS SEED
LY L BGLD | S—
DARWIN 4081 ...covevurennees
DICK TRACY
DOCHU BASEBALL.
ELEMENTAL MASTER ..
ESWAT...
FAST] l'.ST l -
FORGOTTEN WORLDS..
(rﬁIr\R]E.!:....,..,...................
GAIN GROUND
GOLDERN AXE .
GYNOUG..
HEAVY UN]T
JOE MQWANA I'ODTBA.LI.

X GRANADAX.,
XDR..
!I‘RD \MNL-

GOLF {aut,urtm
ACTRAISER....... 5. .81
BIG RUN..... 7. GOEMON- 'IHi WARRIORL45.59
DARIUS TWIN 46 BATTLE DOGRALL .......... £46.75

PGA TOUR GOLF (USA)..
JAMES POND (USA) ..

SUPER BASEBALL
SUPER R TYPE... .£43.83 SUPER FAMICOM NTEC£198.71
SUPER STADIUM.. ..£414.42 SUPER FAMICOM PAZ....£233.77 . el

SUPER MARIO WORLD ...£45.59 PLUG IN RGB LEAD......£ 19.99 | |[ICE HOCKEY....,

MASTER QF “]:A]"O 'H

MIDNIGHT RF“ETANLI‘ .

SPACE OF BAT ['Tl E bULL}'\'I:\

«£45.59 MIGHT AND mc.lnmm
NBA PLAYOFFS (BASKET! um_} quA}

WONDER BOY III H[}\ETI-R LAIR . oiciistioss £ 21.04

JOHN MADDEN FOOTBALL {USA )...cissssssnssassesinssssnsrsisonsosarans

F-ZERO.. £39.74  AREA 88.. w559 | By OCK OUT (USA)....

FINAL FLIGH £44.42 HYPER ZO! £47.92 S _ :

GRADIUS II.. .£39.74 PRO SOCCER .. +£45.95 | [KING'S BOUNTY (USA}.wcovausucsmnassannas
GUNDAM F 91 46,75 SUPER TENNIS.......covsivann £45.59 | |FAIRY TALE ADVENTURE (USA)
SIM CITY.. . £42.08 CENTURION (USA) ..

WHITE GAME GEAR WITH WHITE CARRY CASE ........oocveenns el A £140.26
CRAME CERIR NEACTERINIEL . ox vt mmeniann s vnsnssssines s kbshaiunn iAcnriosassst pba s siaacs e 99,94
BASEBALL 91 ... MAHJONG .. T TOINE CEAR i
COLUMNS ... HAPPY LA £ 16,96 RIS Dyttt gt
DRAGON CRYSTA 1987 MICKEY MOLUS L1047 T GO EHINOBI..

G-LOEC AIR BATTLE L1987 PSYCHIC WORLD BQUEERE ey

GEA STADIUM, RYUKYL., R e
HALLEY WARS SUPER GOLF WAGAN LAND,
HASTLE GOLEY SUPER MONACO GRAND PRI OUT RUN
HEAD BUSTER. i MAGICAL GUY ...

i RASTAN SAC 04
ORINETIC CONNECTION |, PUT AND PUTTER . i

MAGICAL PUZFLE POPILS..

WONDER BOY,
WOODY POP ...

NG SNE NEO GEO ENGLISH VERSION
110 V AC ADAPTOR INCLUDED WITH ONE
HOYSTICK CONTROLLER - MEMORY CARD
INCLUDED \isisitsississsssmiessmusssmmasasnsss 208,58

ASOHY i LS
BURNING FLIGHT ... 418430
CVRER LIF...... RAGUY (BLUE JOURNEY).£108.30
GHOST PILLOTS ... RIDING HERD ... E105.59
O O KID oo 8T8 SENOKL IENSVOL.......
KING OF THE MONSTERSEMS.S)  TOP FLAVERS GOL
LEAGUE BOWLING ... 8708 NINJA DOMBAT . -—le ]

MACICIAN LORD.-....—..... L9017 NBO GEO JOTSTICK ... LiLm




already awe-inspiring style. A winner.
T ety

IN YOUR FACE

Price GameBoy £29.99 {Import)
Genre Sports Game
Pubiisher 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 joypad,
and stealing the ball is achieved by sim-
ply running into the opponent. This
miakes the game easy to get into but
provides little lastability. There's a two-
on-two option for some Kick Off style
action (but nowhere near as pood).
The game's major problem is the play
area, It's much bugger than the screen
which means the view is continually
scrolling. On other machines this is
not a serious thing, but the GameBoy
sereen blurs the image terribly. Nothing
special, In Your Face is definitely one
to leave On The Shelf.
o

JAMES ‘BUSTER’
DOUGLAS BOXING

£

Frice Megadrive £34.99
Genre Sport Arcade
Publisher 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-
Iy 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

118 4462

cardinal sin of simply being too easy.
Just by stabhing away at the fire but-
ton faster than your oppanent, it's pos-
sible to win. There's no skill involved
here. Crappy nonsense.

w

JETFIGHTER 2

®

Price IBM PC £39.99
Genre Simulation
Fublisher Velocity /US Gold

Ina crowded market, Jetfighter 2 real-
ly stands out from the rest. The unlike-
ly plot centres on the invasion of
America’s West COast by a confeder-
ation of Latin American countries.
Full scale retaliation is our of the ques-
tion, so small tactical strikes are the
order of the day. There are four planes
available with which to fly the missions:
F-14; F-16; F-18 and the Top Secret F-
23D 'Black Widow', 2 plane that com-
bines the handling characteristics of
the F-16 with the Stealth capabilities
of the F-1r7A. Its advanced technolo-
gy gives it a deadly advantage over the
enemy.

Graphics are among the best yet seen
on the PC, being both fast and impres-
sively shaded. Sound is nothing too
hot, but is adequate. The accent is mare
on action than simulation, making this
one of the most exciting if not aero-
dynamically accurate sims available
T iy

JIMMY WHITE'S
‘WHIRLWIND'
SNOOKER

e A
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Price Atari ST/Amiga £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 on so the player can see
from virtually every angle conceivable,
The ball movement is accurate, with-
out balls stopping for no apparent rea-
son or going off at peculiar 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 snoockering opponents.
The end result of [WWS's compre-
hensive and realistic approach to recre-
ating snooker is the maost authentic
sports simulation to date.
Ty

KA+*GE+KI

A
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Price Megadrive £39.99
Genre Beat-'Em-Up
Publisher Sega

The player is cast as a large-headed
hero (who looks a bit like a thunder-
bird puppet on steroida) 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 any easier by the appear-
ance of a number of other big-headed
thugs.

For a beat-'em-up, Ka«GesKi is dis-
tinctly underpowered. Apart from mov-
ing the player can punch, jab, jump,
and that's about it. Ka«GesKi leaves a
lot to be desired. The graphics are just
plain ugly, the backdrops are dulk;
although some of the sound it okay.
The easy gamepliy is substandard and
the game has [ew redeeming features,
There are far better titles available.

iy

LOGICAL

A 0o

Price Ata ST/Amiga/IBM PC £24.99
Genre Puzzie
Publisher Rainbow Arts
Logical is a bit or 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 the screen runs a track. Along
the track come coloured marbles which
drop down channels into revolving
disks. Each disk has four marble slots

and is connected to other disks by fur-
ther channels.

Your task is to rotate the disks (by
clicking with the right M.B.) and launch
marbles (click left) in such a way that
each disk becomes filled with four mar-
bles of the same colour. As always it
sounds too simple, but there are var-
ious=ious complications and additions
which spice up the gameplay, such as
time limits, colour gates, teleporters
and various other touches, The graph-
ics are clear and well defined, and the
sound is too good with some nice tunes
and effects. With g levels, this should
keep any puzzler addicted for a while,

FhEE

LOTUS TURBO CHALLENGE 2
Amiga £24.99
Racing Game
Gremlin Graphics
A worthy successor to the excellent
Lotus Esprit Turbo Challenge, this
game has a number of interesting dif-
ferences 1o its predecessor. For a start,
it's a better one-player game, but not
so good for two players. Technically
superion (o e vriginal, there's ney-
ertheless something just a little bit
lacking. Perhaps it's the removal of
the laps system, or perhaps it's the fact
that crashing into the other cars real-
ly doesn't do you that much damage,
But whatever, it ain't quite as good.

However, it IS a great deal better than
80o% of the driving games on the mar-
ket, and there's a Link-up option allow-
ing up to four players to race at once.
The action is fast and furious and the
control the players have over their cars
has been greatly improved.

Players must blast their way through
a selection of stages, each boasting a
particular hazard, whether it be natu-
ral (snow, rain, sand) or man-made
(enormous juggernauts rumbling
across the road). Graphically superior
to the vast majority of similar titles,
Lotus just looks the business, with
flashy trackside obstacles and a high
level of detail on the cars themselves.

Despite being hampered by some
aggravating deceleration whenever the
plaver drives through any water and
the flawed two player mode, Lotus 2
is a pretty impressive game,

Ll

MAGIC POCKETS

Price Amiga £25.99
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Genre Platform
Publisher Renegade

The Bitmaps much hyped and opin-
ion-splitting latest is & strange old affair,
It looks great, has a simple encugh
premise and is regarded by many to
be a pirce of class action. To our minds,
however, it just doesn't hang togeth-
er,

The mansters in Bitmapland or some-
where have stolen the Bitmap Kid's
toys. The Bitmap kid must journey
through four worlds, retrieving his
toys and overcomning a host of new and
exciting 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 inter-
face which is utterly charmless and
leads to many stick-hurling incidents,
and one of the most unnecessarily aver-
complicated score/power-up systems
on the planet.

To 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 system 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 points to finish bounc-
ing before he can collect them, ruin-
ing any fluidity or fun. Stop, start. Stop
start, Stop.

o
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MANCHESTER
UNITED EUROPE
Price Amiga £25.99
Genre Sport Game
Pubiisher
With Kick Off 2 currently holding the
football crown, it's a brave company
that launches yet another footy game
onto the market. Mind you, with the
original game selling over a hundred
thousand copies, maybe Krisalis are
not taking such a risk after all. The
player can compete in either the UEFA
Cup, Europein Cup or the Cup
Winner's Cup. Before a match the play-
er can adjust formation, tactics and
compasition which due to the user-
friendliness is a pretty painless pro-
cess. However impatient gamers will
be pleased to know that this can all be
skipped.

This game is displayed in pseudo-

3D which allows for some decent play-
er animation and graphic frills, As is
traditional the player nearest the ball
has control, and there's a huge vari-
ety of moves available including slid-
ing tackles, variable power shats,
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 the view
point.

MU Europe isn't Kick Off 3 but it is a
good footy game for those looking for

something different.
Ak

MARTIAN DREAMS
IBM PC {36.99
Role-Playing Game
Mindscape
Imagine all the 1gth Century charac-
ters that you'd most like to meet, plonk
them all in an experimental spaceship,
and then - for added SF interest - blast
them to Mars. The result is a mes-
merising blend of The FOrbidden
Planet and Murder on the Orient
Express with a small cast of celebrity
oddballs wondering around Mars.
The pl:'_rer'\'. abjective is to rescue
these worthies from the Red Planet.
Along with companions Sigmund
Freud, Dr Blood and Nikola Tesla, the
plaver must get back to Farth (not easy
with a strange and hostile planet) which
entails making sense of the extinet
Martians’ techno-culture and discov-
ering why they died out... or did they?
The Martian Dreams game interface
15 superb - the game is entirely mouse
driven, although the keyboard com-
mands can be used for shorteuts. The
game is instantly playable thanks to
some forethought by the program-
mers, because the game provides the
player with enough clues to get off to
a quick start. The character interac-
tion system works very well giving the
player the ability to have some quite
lengthy conversations. Some really
impressive graphics combined with
excellent gameplay and involving sce-
nario result in one of the better role

playing games in recent years.
rirdrded

MARVEL LAND
AN

Price Megadrive £34.99

Genre Platform

Publisher Namco

There's nothing wrong with cutesy or
simplistic graphics - what we at ACE
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object to is the downright badly-drawn
variety sported in Namco's latest con-
sole effort. But the old dictum of never
judging a book by its cover is proved
right by playing this game, whereupon
it becames 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 obvious Mario
clone, and while it's not a patch on
Nintendo's classic (but then what is?),
it's certainly one of the better atternpis.
The Japanese dialogue which appears
in some of the sub games takes a bit
of fathoming out, but that's the stan-
dard price to be paid for playing import-
ed 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 money will find this to be a
better bet than the flashy-looking dirge
that forms a large part of the
Megadrive's software base.

vy

MAGNETIC SCROLLS
COLLECTION

©

Price IBM PC £34.99
Genre Adventure
Publisher 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, ensur-
ing 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
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 dick of a switch.

Despite the difference of opinion on
the Magnetic Scrolls parser {it's either
the best thing since sliced bread or a

120[4/CE

wonky imitation of the Infocom sys-
tern of about ten years ago) players will
still find far more entertainment and
scope for plot involvement than in any
other game system. Worthwhile,
WEWw

MAUPITI ISLAND

® A

Price Atari ST/Amiga £25.99
Genre Adventure
Fublisher Lankhor

The latest in a line of adventures star-
ing fictional gallic detective Jerome
Lange, Maupiti Island is a murder mys-
tery type affair in the same vein as
Delphine's excellent A Cruise for a
Carpse. 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 remate
Caribbean paradise, there seems to be
little to really see or do and as such,
there's an uncomfortable, claustro-
phobic atmosphere. Given the poten-
tial offered by the plot and it's tropical
setting, Maupiti Island could have been
a lot more interesting and better than
it actually is. And the overuse of impres-
sive samples and poor CLI speech
serves only to put the player off.

The game is presented well, with an
effective menu-driven parse and neat
touches. But given the somewhat unrea-
sonable way in which the player is asked
to find clues {it's more often down to
finding a pixel hidden in a cluttered
screen than using any deductive rea-
soning), it's unlikely that anyone will
find much to enjoy here. Cruise is a
much better bet for any would-be
Maigrets out there. Great music,
though.

i

MEGAFORTRESS

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 virtual-
ly every rale is mind-numbingly bor-
ing. | mean, who honestly wants to
plot their course across thousands of
miles of terrain using a 3D terrain map-
ping computer or have to fiddle around

with ultrasound frequencies in order
to jam the enemy’s radar?

The aim of the game is to pilot a bat-
tle-scarred B-52 across both Irag 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 tar-
get. Unfortunately, for all it's 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 series even offer sim-
ilar creep-up-on-the-enemy antics for
those players who are especially keen
on that sort of thing.

Perfectly competent both graphical-
Iy and on the play front, Megafortress
has missions designed by real B-52
navigator and best selling author Dale
Brown, although i's one of those games
that 1 guess you really need to have
experienced the real thing to appreci-
ate.
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MEGA LO MANIA
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Price Amiga £24.99
Genre Arcade Strategy
Publisher Mirrorsoft

Released 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, 1o 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.
Srirerder

MEGATRAVELLER 2:
EST FOR THE
CIENTS

®

Price IBM PC £TBA
Genre Role-Playing Game
Publisher Empire

This latest UK release from American
software team Paragon is none too sur-
prisingly a sequel to MegaTraveller 1:
The Zhodani Conspiracy. As before,
the player leads a team of five space
adventurers 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
emanating from a mysterious set of
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 eve, and
the ears as well with a suitable sound
card, The game itself'is an RPG in the
Ultirma style, but nat half as rigorous
- which for many will be more than a
blessing. The story is fun and involv-
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 involvemnent. In summary, high-
ly recommended.
et

Price Atarl ST/Amiga £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 notorious
band of heavily armed rebels. For
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 Capcom’s
arcade shoot-"em-up and retains the
eight-way scrolling (albeit a bit jerkily,
especially on the ST).
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By virtue of two blark areas on either
side of the screen, the play area has
been reduced to a strip down the mid-
dle. In one player mode this is fine,
but for two players, things get very
crowded. The action quotient is of a
very high level, with loadsa soldiers to
mow dewn and tanks to blow up. Also
nice is the ability to blast away huge
chumks of the scenery with some boom-
ing explosions. 1fyou like your action
fast and frantic then this is probably
for you. But if you're usually going to
be playing two-player, then Core
Design’s Warzone is probably a better
bet.

WIS

MICROPROSE GOLF

&

Price Atari ST £34.99
Genre Simulation
Pubiisher 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-
tentstuffbut..  Striking a happy
medium between an arcade-orientat-
ed approach of such winners as Links
and Leaderboard and their own num-
ber-friendly abilities, Microprose can
offer the player the chance to fiddle
around with every aspect of the game,
from the size of his dub right down to
the positioning of his feet or how high
the tee is.

Birds-eye maps of the current hole
give the playet 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-
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-hol), but the big rewards are
reserved for players willing to put in
enough hours to perfect their golfing
ability rather than instant-gratification
fiends.

Trarirer
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Price IBM PC £34.99
Genre Simulation
Publisher Domark

Improving on an already successful
formula, Domark have done away with
many of the longevity problems of their
first MiG game and have set this game
against an epic backdrop of conflict in
southern America. Taking the role of
the pilot of 2 United Nations controlled
MiG, the player must launch himself
into hostile airspace from a solitary
allied-controlled airbase - his mission
is to gradually erode the stinking rebel
infidels’ grasp on the area by blow-
ing up their supply lines and destroy-
ing their fuel depots.

It's bizarre that the company most
recently associated with not especial-
ly excellent coin-op conversions should
turn out such a classy simulation, and
as a result, it may be tough for them
to find the right audience. Nevertheless,
a classy product it is, with a bunch of
external views and a flexibility of mis-
sion structure enabling the inventive
player to try his hand at planning his
own strategies for doing away with the
enemy threat,

Also included in this game is an
implementation of the real MiG's fly-
by-wire system, an auto-stabilising
device which prevents the plane from
flicking around all over the place like
a big girl's blouse. Most handy in com-
bat.

Presented, surprisingly enough, in
polygon graphics, MiG beats the com-
petition on the ease-of-use front, even
if it is a bit tricky to imagine it out-
lasting some of the more intense
Microprose products. A winner.
s

MONOPOLY

£

Price 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 mere
than can be said for most boardgame
conversions. Players must trounce
around the board by rolling dice, accu-
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
ends the game with the most cash wins.

Without any unnecessariiy 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 posi-
tion and money-shuffling almost as
easy as when playing the game in real
life.
fririry

MONSTER BUSINESS

Price Amiga £24.99
Genre Platform
Bublisher Eclipse

The mad meanies from the big forest
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 objects 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 Jevel 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 outas an
example of what arcade games should

be about. It's like an Abba record, if
you know what I mean.
TrrTrer

NBA ALL-STAR
CHALLENGE

@

Price GameBoy £29.99 (Import)
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 bhurring of Jaleco’s
offering. In addition, there are five sub-
games to take part in, none of which
are particularly different to ‘normal’
Dasketball but they at least at some vari-
ety, NBA requires far more skill to play
than IYF because of the more complex
moves 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.

frérirer

NEBULUS 2

Price Amiga £25.99
Genre Platform
Publisher 21st Century Entertainment

Rising from the Hewson ashes like a
phoenix looking exceptionally like what-
ever it wag before it was burnt, 21st
Century Entertainment aren’t having
much luck at the moment. Not only
are they having some considerable dif-
ficulty 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 dis-
appointment.

The European coders responsible for
sequelling John Phillips’ original clas-
sic 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 formula has been
totally swamped by the sheer weight
of these new ‘ideas’, and as such any-
body who enjoyed the first game is like-
ly 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 threshold was, Nebulus 2 steps
over it like it wasn't even there. Not
recommended.

e
PREHISTORIK
A
Price Atari ST/Amiga/1BM PC £19.99
Genre Platform
Publisher Titus /Entertainment Int.

Yet another game that persists in
spreading 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 con-
sumed) form, It's this latter food class,
along with the pits and spikes that have
to be jurmped, 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
cute-ish but very small, the flick-scrolling
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.

k431

RAILROAD TYCOON

Price Amiga £35.99
Genre Strategy
Publisher MicroProse

The ACE 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 zoth Century may sound like hard
work, but for those who like their strat-
egy to run deep, Sid Meier’s simula-
tion 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 generally earn
loads of cash.

Beginning life as an entrepreneur in
the early 18o0s, you must furn a small
stake into the biggest stake in railroad
industry history ever! By taking control
of every element in the decision mak-
ing process which makes the railroad
work, the player must handle tiny details
as well as broader political and eco-
nomic issues, all at the same timie as
campeting either with a friend or against
rival tycoons from history. And evéry
element of the game is represented
with top-quality graphics to make even
the most number-crunchingly 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 make
this version of the game an outright
winner. Wholeheartedly recommend-
ed

ROBIN HOOD
P
"C‘L;‘%-'

Frice IBM PC £30.99
Genre Arcade Strategy
Publisher Millennium

Menrcilessly coat-tailing the publicity of
the recent batch of Lincoln green
maovies, Millennium's completely un-
licensed version of the tale is surpris-
ingly entertaining.

Presented in Populous style, the game
sticks to the classic storyline of Rabin
of Locksley being booted out of his lands
by the evil Sherrif of Nottingharn, desert-
ed by his people and left to fend for
himself.

The player, taking the title role of
course, must assemble a band of merry
men and set about doing away with the
nasty old sheriff once and for all. An
equally important goal for the player is
to convinee 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 extrernely enjoyable and inno-
vative arcade adventure cum strategy
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cum role playing game who's worst
failing could be that the plotis 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.

i

RODLAND

,f_.}:\s-
{ Simac.

Price Amiga £25.99
Genre Platform
Publisher Storm

Stomach-emptyingly cute it may be,
but there’s no denying that Rodland 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, howew
er, the conversion seems to have
cropped up when the highest-profile
cute game over the moment (Magic
Pockets) has failed to meet expecta-
Homns.

The player must work his way through
a massive suite of screens, collecting
poinits n’ power ups and killing mon-
sters 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 Tevel
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.

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 is 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
worthwhile purchase for anyone else.
e

ROLLING RONNY

Price Amiga £19.99
Genre Platform
Publisher Virgin Games

Rolling Ronny is a rollerskating errand
boy. He must skate around Fieldington

124 4/CE

collecting spinning gems and deliv-
ering packages for people. At the end
of each set of Fieldington streets, Rormy
must get on a bus and go to 2 differ-
ent part of Ficldington 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
extremely basic game of left/right object
collecting action. Where Car-Virp 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,

1t's ot 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 result in
a nice little bus trip, assuming Ronny
has completed enough errands for
people to earn the cash for the far.
Otherwise a rather unceremonious
‘Game Over' SequEence ensues.

Perfectly entertaining nonsense from.
surprise surprise, German coders
Starbyte.

e

R-TYPE Il

Frice Atarl ST/Amiga £25.99
Genre Arcade Blast
Fublisher Activision

R-Type was the forerunmer to many
of today's shoot-"em-ups, and intro-
duced many of the features that play-
ers 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 much
the same formula, which is not such
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 another £25 for what
amounts to a jumped-up data disc of
new levels. However, newcomers (o
the R-Type legend are in for a treat.
trivted (Amiga)
wtrer (ST)

SARAKON

X
Price Atar ST/Amiga/IBM PC £19.99

Genre Puzzie
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-
swapping business. Basically, if you
imagine Snap played with some old
oriental tablets and with some com-
plicated ‘can’t do that' rules, then you're
pretty close to imagining what Sarakon
is all about.

The aim of the game is to click on
similar tablets which sitin a particu-
lar arientation, eventually ending up
with no tablets left, or at least as few
a5 possible 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 subtleties
to make doing just that impossible.
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 se much create the
ambiance of the Far East as a grubby
take-away in Dulwich.

1f 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
4

THE SECRET OF
MONKEY ISLAND

o L O

Sdeath
Price Atarl ST/Amiga/IBM PC
£25.99/£25.99/£29/99
Genre Adventure

Publisher Lucasfilms /US Gold
Monkey Island is the latest in
Lucasfilms' celebrated series of ‘ani-
mated graphic adventures’. The play-
er is Guy Threepwaod, 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 it more enjoyable. These range
from simple treasure quests to a mas-
sive objective involving a grand pirate
from Hell.

The graphics are pretty impressive,
using a variety of ‘camera angle’ 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
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 they combine to make
this an excellent game which deserves
its place on the software shelf of any
adventurer.

W

SECRET WEAPONS
OF THE LUFTWAFFE

&

Price IBM PC £40.99
Genre Simulation
Publisher Lucasfilms /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, plaved in a Wing
Commander style with bitmaps taking
the place of the polygons so frequent-
Iy and successfully used in other flight
sims, Luftwaffe will have all but the
owners of the fastest machines ham-
mering 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-
tio.

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.

WA

SILENT SERVICE li

i
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'pnce 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
pames is finally with us. Silent Service
I1 features all the best bits from the
tirst game as well as a host of original
and new doo-dads

Digitised graphics and sampled

ADVENTURE/ROLE PLAY
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SIMULATIONS

A1D Tank Killer
Advanced Destroyer Simulation

GAMES EXPRESS Hours

mas o Freedom)

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,
€r, action,

No. There's a lot of the old Above Us
The Waves stuff with turning off
engines to sneak up on enemy war-
ships withaut alerting their radar. And
as for all that tank blowing stuff. 1 ask
you!

Microprose are indubitably the out-
right kings of all things sim., but their
policy of increasing the action and miin-
imising the dial-watching as used to
such good effect in F-15 Strike 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
wit for 2 more accessible equivalent.

THE SIMPSONS

FA)
oy
L ==

Price Amiga £25.99
Genre Platform
Publisher Ocean

This conversion of the TV-show and
marketing phenormenon 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-
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struct their space weapon.

Ocean'’s attempt to create something
a bit mare 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 control
methed is ineffective. Shame.
et

SNEAKY SNAKES

Price GameBoy £29.99 (Import)
Genre Platform
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 little
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 cnough
food to make them big enough to acti-
vate floor switches which open doors
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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 ouit 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.

W

SONIC THE
HEDGEHOG
A

Price Megadrive £34.99
Genre Platform Game
Publisher Sega

Sonic is on a mission to rescue his
fluffy chums from the clutches of the
evil Doctor Eggman. Perils and plat-
forms are the erder of the day, but the
emphasis has been placed firmly on
variety too, with numerous 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 spinning
at supersonic speed to knock them out
ol 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 of
Sonic's rings to spray out, while con-
tact without any rings results in the
loss of one of Sonic’s three lives, These
rings can also be traded for a life once
one hundred have been collected.

Spread around each of the HUGE
levels are a myriad of useful objects
that deliver some lemporary bonuses
such as invulnerability and speed shoes.

The impressive graphics are by far
the best yet seen on the Megadrive,
being smooth, colourful and moving
at speeds that leave you slack-jawed.
Along with the sonics (Oh per-leesel)
and the superb playability, this is a

126 4/6EE

game that'll keep you playing until the
early hours. If there's one Megadrive
garme you buy this year then this should
be it.

ety

SPACE 1889

45
\ ¢
Price IBM PC £TBA

Genre Role-Playing Game
Publisher Empire

This is an RPG which shares many
similarities with Origin’s Martian
Dreams in both plot and user inter-
face. However, this lacks the atmo-
sphere 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.

frirdr

SUPER
PROFESSIONAL
BASEBALL

i
Price Super Famicom £54.99 Import
Genre Sport Simulation
FPublisher Jaleco

The Great American Sport makes it
onto the Famicom with a certain
amourit 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 ean 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-
lonis - almost relaxing at Himes. 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.
Trirtrer

SUPER R-TYPE
5F |

Price Super Famicom £50 (Import)
Genre Arcade Blast

Publisher Irem

Apart from Gradius 111, shoot-'em-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. [rem has
added a couple of new warlds - the first
ane has you blasting through a space
minefield - but it's still the game we
know and love. With impressive aes-
thetics and matching sound, it's the
game Famicom owners have been wait-
ing for.

Sy

SWITCHBLADE Ii
&gy

ey e
Price Atarl 5T/Amiga £25.99
Genre Arcade Blast
Publisher Gremlin

Some seven months after appearing
on the Amiga, Switchblade 1 - arguably
one of the best arcade shoot-outs in
existence - has finally made its transi-
tion 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,
Sz features those big-eved, black-haired
characters and transformer-styled robots
in a side-on multi-directional 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.

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 which makes it such a
nice game to own. Don't be fooled by
the godawful cover artwork into think-

ing this is just another blast with no
heart; it's a thoroughly polished and
classy piece of code, and well worth
your pennies.

YrErTrirer

TAIL GATOR
5y

Price GameBoy £29.99 (Import)
Genre Platform
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 Moberry 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
bormbs which will clear the entire screen
of bad guys. But we all know the sort
of chest that Charly 18 really interest.
ed in. Yes! The chests with the key
which will lead him off the level.

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.

w4 "

THUNDERHAWK

=

Price Amiga £30.99
Genre Simulation
Publisher Core Design

Maost 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, quick and easy, It's a welcome
change from the usual memory test
of clicks and non-clicks.
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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.
Conirol aver the hero is superb, allow-
ing lots of Maric-esque mid-air manoeu-
vres. Probably the only major fault -
apart from the terribly Master Systern-
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 otherwise
great game.
freririy

WING COMMANDER Il

&

Price IBM PC £34.99
Genre Arcade Blast
Publisher 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
thern. Well, perhaps that's a little harsh
but here in the sequel to the much
talked-about and little-played original,
it's very much 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
pmdecemorhnismewrtcﬂ’ﬁdcwhcm
that trite old phrase about trying before
buying is one hundred percent appro-
priate. ’
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ZONE WARRIOR
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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
themselves back through time, destroy-
ing vital elements in the development
of Mankind, thus disabling the humans’
ability to resist the Geek invasion in
years o 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 whal is real-
ly 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 garme-
play requires a considerably stronger
crutch than graphic novelty to suppart
|
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phittgy

ight. You've had your reviews,
news, previews, tips and In The
Works,,. what else is there...?
Ah! Of course! Your monthly portion
of filth, slaNder, gossip and opinion,
brought to you as only the Blitter can.
S0 let's get down to it and let's do t...

W

The vast majority of Britain's telly-
watching females were drooling pro-
fusely a couple of Sundays back as they
watched the finals of The Clothes
Show's amateur maodel of the year com-
petition. The reason? One of the con-
testants was no less than chisel-jawed
Bullfrog programmer Sean Cooper!
Proving that programmets needn't be
spotty little twerps with a blob of elasto-
plast over ane lens of their NHS specs
and an unpleasant body odour, the chis-
¢l-jawed creator of top platform game
Flood was seen shaking his little toosh
on the catwalk as thousand$ of
awestruck teenyboppers screamed their
lungs out in the audience, What a hunk!
Sean actually did very well, making it
into the last eight hunky geezers before
he was out-cooled and eliminated. We
think it was something to do with the
poncy purple pantalons and stupid fur-
lined bowler hat they made him wear.
Poaor chap...

W

Last month’s “How They Used to Live"
feature about what top industry bods
used to do prior to being top industry
bods certainly created a lot of interest.
Especially from up Manchester way,
where the chaps at Ocean tried to get
Blitter at the wind-up by faking a let-
ter from Sales Director Paul Patterson,
exclaiming how enraged he was at being
called an ex-gorillagram and how he
was going to see us all in court. Ho ho!
Needless to say we saw right through
it and promptly dispatched a gorilla-
gram of our own up to Ocean's
Manchester HQ to put the record
straight. Poor old Paul was a loss for

1304468

words as the man in the hairy suit
burst into a top-level meeting between
him and Managing Director David
Ward and started whooping and beat-
ing his chest, One-nil to us, wethinks...

Oh, and while we're on the subject,
fans of last month’s feature may be
interested in this fascinating addition...
Entertainment International's PR
Manager Marisa Pauwels used to be,
believe it or not, the host of the Belgian
version of TV quiz favourite Play Your
Cards Right! Remember, if you get
4000 points or more, you have a
chance to go for the car. Wooo000...

W

Sympathies go out to weekly rag New
Computer Express (the other maga-
zine which a mate of ours writes for,
as readers of Amiga Power may have
noticed) which crashes and burns this
month. Current owners Future
Publishing have finally decided to lay
the money-pit magazine to rest after
some 150 issues, [t comes as a par-
ticular blow to us here at The Blitter
as we always used to looked forward
to Games Week, because we could
never make up our own minds
whether Total Recall was better than
The Terminator or not. Future denies
that NCE’s demise was in any way
connected to the appearance of a full-
colour weekly games magazine called
Games X which cost half the price and
was lots better.

W

Capital Radio is currently running a
big promotion with Nintendo, where
the prizes inchude NES systems, games,
and as the star prize “a fabulous trip
1o the horne of Mario - New York City!"
Ahem, excuse us, but we've always
laboured under the assumption that
Mario was an Italian fellow, If he was
a New Yorker he wouldn't have an
Italian accent like he does in the car-
toon, would he? So there, We phoned

Mario to get a comment from the man
himself, hoping that he could fax us a
copy of his birth certificate to set the
record straight. But he was out bash-
ing Keopa Klowns,

b+

Here at The Blitter End we're becom-
ing increasingly distressed by Sega's
new ultra-expensive ad campaign,
which is supposed to send Megadrive
sales skyrocketing over Christmas.
Does anybody really believe that peo-
ple like that bloke in the stupid revolv-
ing chair really exist® Of course we all
know that Megadrive owners drive
around in a big black articulated lorry
with all their Sega gear in the back -
nothing odd there. What we object to
is that somebody as obviously sad as
he is could pull such a tasty bit of crum-
pet, like the one in the second advert.
And even then he prefers playing his
Game Gear to getting his clammy
hands on her bottom. Just what is
wrong with this man? And we daren’t
even ask about the relationship between
him and his little ninja “helper”, who

can't be more than seven or eight,

Considering he's got a dog as well,
what goes on in the back of that truck
after lights-out is too worrying 1o even
contemnplate...

b

Blitter is looking forward to this year’s
imminent Computer Arena confer-
ence in Majarca, or some other sleazy
tourist trap. All the top industry gurus
gather at this tropical holiday resort
every year to swim in the sea, get pissed
in the bar, boogie the night away at the
discos, try to get off with each other's
girlfriends and, if they’ve got a bit of
spare time at the end of it. have a quick
discussion about the state of the soft-
ware industry. 1t's all vitally important
stufl, of course, and wouldn't be any-
where near as productive if it took place
somewhere wet and miserable (and
cheap) like Britain, where go% of the

participants actually come from. Those
people who think that it’s just a thin-
ly-veiled excuse to have a cheap hali-
day in the sun under the guise of doing
business are just jealous because they're
not going. With a bit of luck, maybe
next year’s conference could take place
on the QEz as it winters off the coast
of Port of Spain, with scantily-clad
handmaidens peeling grapes and man-
jcuring nails as the conferencers try to
decide something of earth-shattering
consequence, like Commodore’s deal-
er repair policy or whether ot not games
should come in big boxes...

wr

It pays to have a cool head in this indus-
try, as the editor of one of ACE's many
inferior rivals discovered to their dis-
may last month. Not particularly pleased
with the low mark given to one of their
products, a representative of a major
software house politely inquired to the
editor of the offending organ, during
a visit to its offices, why it had been
treated so badly. Obviously the various
pressures of deadlines, production
problems had been taking their wll,
and the said editor saw this as a gold-
en gpportunity to let off some steam.
S0 he promptly erupted into 2 scream-
ing fit, denouncing not only every aspect
of the game itself in as foul and abu-
sive terms as possible, but also the
dress sense of the visiting software del
egate! This little feet-stamping session
went on for quite a while. Needless to
say the software bod was less than
pleased - and neither was the Ed's boss,
who promptly called him into his office
and gante him a thorough tongue-ash-
ing or something. It's like Blitter's
always said - if you can keep your head
when all around you are losing theirs,
you'll be a man, my son. And you wor't
look like a big wally, either

<7
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Hooray! That's the end. Actually, it has
10 be said that a lot of low-life no-good
sleazoid industry scumsuckers (you
know who you are) got off pretty light-
Iy this month, but that's only because
Blitter’s been in a good mood, see? So
just you remember to keep your noses
clean - Blitter has eyes and ears every-
where. And if any readers should hap-
pen to hear of any dodgy dealings,
industry scandals, write in to Blitter at
the usual ACE address and let us know,
Someone’s got to clean the streets...

@ Blit Blit!
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The sheer poace of the game, end to end .,
action and tactical game play is the core |
of TIP OFF, a basketball simulation - '

R

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 aspecis of
the game. The main features are:-
Multi directional scrolling screen
Five skill levels. Skill level of both
feams can be set independently. .
1 to 4 players option. Option fo play against the computer or another pluyeﬁafm.:/ m up with another

player against the computer or another player or two players.

Facility to practice skills and tactics. AMIGA, ATARI ST -
Facility to create a team at all skill levels and design tactics. (ATARI D/S DISC ONLY)
Insfinctive Joystick controls fo dribble, pass, shoot or do a dummy. IBM PC & COMPATIBLES
There are two running speeds, two types of dribbling and passing PRICE - £25.99
and five types of shots at the basket {Jump shot, Hook shot,

Skyhook, Running Jump shot and Slam Dunk).

Each player an the court is an individual with @ unique mixture of

efiributes (Age, Height, Flair, Pace, Stomina and Composure)

end skills [Possing, Dribbling, Stealing, Shooting and Jumping).

Two types of Leogues. Action Replay at 3 speeds.

Exira moves are available using two independent

button joysticks using the EXORLENCE System.

Amiga Sersenshot's Shawn

@ 1991 Anco Gomes




Shuy.
Sensitive.
Law-abiding.
Polite.
Respectful.

...l don’'t think so.

Now...
steal in on the game.

OCEAN SOFTWARE LIMITED -6 CENTRAL STREET . MANCHESTER M2 5NS . TEL: 061 832 6633 . FAX: 061 834 0650




