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"Drive,"

She said.
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Surely this cannot be. Bullfrog, top developers
of brain-games like Populous and PowerMonger
iong to produce their own Frogger game? What
on earth is going on?

But no. Straight up, on the level. no messing.
We're on the up and up. This, dear reader, is the
game Bullfrog weould really like to produce.

In the first in an occasional series, we ask
rated programmers how they would, with the
benefit of their silky smooth techniques, put
together their favourite games of yesteryear.

Turn to page B6
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i and just loodgevhat you might and up

SHOCK "- -I-O USI Odd, isn't it? In the entertainment business
#= these days you can't move for shocks. It's a
roaring trade again. What with Patrick Bateman chopping up old
flames in American Psycho, Henry doing for all and sundry in Portrait
of a Serial Killer and all yer top rappers singing about flashlights and
shootings, the public's appetite for visceral thrills seems boundless.
And yet software would appear to be taking definite steps away from
this aspect of its supposed sister industries. But is it necessarily a good
thing? Shouldn't older gamers have the opportunity to buy games
which would pump their adrenalin just a little bit faster? Whatever else
you might think, it'd make an interesting change from stacking hats.
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SCARY MONSTERS

ACE visits the Planet of the Gamers, a strange,
disturbed world who's inhabitants have evolved
after centuries of playing particular types of
games. Anything but a pretty picture, its a
white knuckle voyage into the hearts and
minds of an alien nation. Well, alright, perhaps
not.

QUESTION TIME

The ACE readers, we know, likes to pride them
selves on a higher degree of industry knowl-
edge than most. And here's the chance to
prove it.

DIGITAL PICTURES REVISITED

You've seen their graphics! You've seen their
faces! And now you can hear them speak!
Intrepid reporter Rovin® Dave Upchurch licks his
pencil and asks the questions.

COIN OPS

John Cook feeds the latest slots and offers his
considerable wisdom as to the most recent
developments in the field.

VIRGIN CONFERENCE

Virgin Games open their doors to perhaps the
most motley crew of visitors it's ever had the
"pleasure” of looking after - ACE readers! Read
about their horrible ordeal of free crisps and
Coke and goodie bags - if you dare!

IN THE WORKS

A further three games currently in, if you must,
"development" get the critical eye treatment.
®|otus2 *®Eye of the Storm ® Mega Twins

REGULARS

ACE GAMES NEWS

Rik Haynes scours magazines from around the
globe, cuts them up and makes up some appro
priate captions.

ACE TECH NEWS

Gadgets, widgets and gizmos. But absolutely no
printer cables or disk box holders, thankyou.

LETTERS

The write stuff.
TRICKS'n'TACTICS

This month's lucky games to receive the envi
able T'nT treatment are Gods from the Bitmaps,
Monkey Island from US Gold, Super Mario
World on the Super Famicom, and Space

Quest IV from Sierra. We'll also be paying a
return visit to old friends Prince of Persia and
Strider,



As an élite member of ‘MERLIN' you will be employed specifically to defuse
crisis situations around the world without provoking full scale war.

Contral Thunderhawk in what is proclaimed to be "The fastest 3D graphic
system to appaar on any home computer”,

Available on
ATAR! ST,
COMMODORE AMIGA
and P.C.
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=== Rik Haynes with more out of this

Some good news for those
plavers who have already
conguened Casiles from
Interplay and Electronic Arts,
An add-on datadlsk - packed
with extra missions, castles
and scenarias - will be out in
late Sep!mdkr for qaroignd
L15, EA contends Casties
was gne of their biggest ever
ship-aufs for a PC title. Turm

world stories...

Take The A-Train

If you're bored with being a Railroad Tycoon, why not take the A-Train?

to page 56 if you want o fing 1 105 Lively locomotive simulation is steaming its way over from Japan.

oief move.,

BT

Take the A-Traln books somewhat familiar to us Sim City fans,
but the recipe’s so good, who's complaining? (Many thanks
to lapan's Log-in magarine for permission to use this
ilkustration)

SimCity creator Maxis has picked up the European and Morth American
rights and is initially working on a PC adaptation which it hopes to
release early next year.

Superficially, A-Train from Artdink is the
Japanese version of the popular Microprose
game - except in Railroad Tycoon you just tried
to get rich, with the Maxis release you're trying
to be a good city administrator. You have to
raise money, buy land, put in your rail and run
the trains. Simple, eh?

“This is sort of a living train-set,” asserts
Maxis boss Jeff Braun, “You can just let it run
and see the trains moving around and the
buildings growing and shrinking. There's all
kinds of defail going on. Keep an eye peeled for
the amusement park and ski areas.”

The Rescue Of Princess Blobette

The blob is back! Continuing the story of the award-winning A Boy and His Blob, The Rescue
of Princess Blobette for the Gameboy has been licensed by Nintendo itself for release in

Europe later this year.

lellybean-loving alien Blobert and his Earth-boy companion are back in a brand-new
adventure taking them to the Royal Castle of Blobolonia. Navigating the traps and secret
rooms, the player must rescue the Princess from the

clutches of an Antagonistic Alchemist and eat as many

jellybeans as possible!

Absolute Entertainment’s The Rescue of Princess Blobette
is the creation of David Crane. This veteran video games
geezer gave us the memorable Pitfall, Ghostbusters and
Little Computer People when he worked for Activision.
Crane is now completing development of a new Simpsons

Gameboy title for Acclaim.

& Boy and Blobert tackle the Antagonist Alchemist on the Game Boy

Star Wars = resurrecting soon on a pixellated screen near you

Star Wars

ACE can exclusively reveal Lucasfilm Games
in California Is secretly working on a Star
Wars flight simulation based around the
renowned motion plcture.

Many of the best deslgners and
programmers at Lucasfilm Games have been
assigned to the project which focuses on the
rebal X-Wing fighter flown by Luke Skywalker
in the original movie. Although development
has hardly begun, an insider suggested the
game is already looking like a potential
blockbuster. He told us the graphics engine
found in Secret Weapons of the Luftwaffe
(reviewed elsewhere in this issue) has been
refined beyond recognition and used to
create the realistic imaging of Imperial Tie
Fighters and Star Destroyers. The Millennium
Falcon may even make a speclal guest
appearance along with a few Star Wars
characters like R2-D2 and C-3P0.

Lucasfilm Games has previously enjoyed
considerable success with Their Finest Hour
and Indlana Jones and the Last Crusade
games for the PC, Amiga and ST.
Birmingham-based US Gold handles these
prestigious products in the UK.
Unfortunately, nobody there could throw any
light on the matter of an X-Wing sim.

Sue Seserman at Lucasfilm Games
confirmed the existence of the new Star
Wars project but added the company isn't
‘definitely committed’ to it... yvet! If the go-
ahead is given, PC players could be
attacking the Death Star within a year.

Meanwhile, French firm Ubisoft is devising
a Star Wars title for the Nintendo Gameboy.
Indications are that this handheld game will
be similar to the NES console adaption of
Star Wars - due for an autumn release from
Lucasfilm Games and JVC Musical Industries
(see ACE 42 for further details). A
spokesperson for Ubisoft said the movie is
like a big video game and Star Wars will be
one of the most exciting Gameboy titles
available.
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Dernan's Gaile for PC, Armiga
and 5T is belng described as
an ‘Ultima-beater’ by
Gremilin and Imagitec.
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Leather Goddesses of Phobos 2 from the legendary Steve Meretsky. The concept worked pretty well in text only format - heaven
knows what we'll be seeing in the multimedia version

Leather Goddesses Of Phobos 2:
The Gas Pump Girls

Are you ready to be whip-tickled by the Gas Pump Girls? Actlvision Is set to launch Leather
Goddesses of Phobos 2 onto poor unsuspecting PC adventurers. A CD-ROM version is also on

e m———

Robocop 3 is coming fo the
Super NES in the first quarter
of 1992 thanks to Ocean.
“Join the homeless of
Detroil,  so the sales-pilch
goes, “as they battle the evil
Splatterpunks and Rehabs
who are trying to level the
city. Keiko an eleven-year-old
compufer wizard will help
¥ou and your armaments
save the ciry. ™

Bermaeall]
Video games supremo
Nintendo s now ranked
amng the top thirty
Japanese companies. Ahead
of Nizssan Molor, Floneer
Electronic and fapan
Alrlines, Within grasp of

Sorty, Fufiisu, NEC, Toshiba
and Mitsubishi Heavy
Indusiries.

=]

the cards.

The state-of-play has dramatically changed since the release of the original game. To
compete with the likes of Slerra On-Line and Lucasfilm Games, Activision has enlivened the
sequel with 256-colour VGA graphics, ‘hundreds of scenes of animation’, digitised voices and
musle, a point-and-click interface and characters which can speak five languages through the
usual sound boards. The first Infocom Multimedia Adventure Game has been designed by Steve
‘Zork Zero' Meretsky.

Like a typical B-movie, Leather Goddesses of Phobos 2 sees a small ‘50s American town ter-
rorised by a meteorite and an alien invader. Only the military and a group of attractive gas
pump girls can save the day. Ugly giris just couldn’t do the job, obviously!

Activision Is Including a ‘Free Life Size Sound Enhancer’ widget to play sampled sounds
through the parallel port on your PG,

“At the moment we're trying to decide
what to do,” verifies David Bishop at Virgin
Games, “It's going to be decided when we
get a playable version of both games.”

News wonders quite how the massive flop
"cult” movie will end up In computer form,
but Is keen to see the results nonetheless.

Dune should be available In spring 1992 on
Amiga, PC and ST.

Games looks set to continue the confusion
but hopes that's where the similarity will
end.

With developers in the USA and France
writing two separate strategy titles, Virgin
Games still isn’t quite sure about this
mammoth undertaking. How would you tum a
complicated novel into interactive
entertainment?

Dune

Before he created Twin Peaks, cult director
David Lynch attempted an eplc sci-fi movie
based on a Frank Herbert book. Dune may
have had Sting and Spice but the result was
confused and catastrophic. With two comput-
er games concurrently In the works, Virgin

The Chaos Engine

Those busy Bitmap Brothers are readying another release in the
depths of London’s East End. The Chaos Engine has very little to do
with fractal geometry theory and instead mixes ‘the finest points of
computer role-playing games and classic Bitmap Brothers action’.

Players control up to three characters with individual abilities and
weapons on a look-down eightway scrolling arcade adventure to
destroy the dastardly Chaos Engine and a horde of creatures.

“These monsters employ intelligence and cunning using a unique
form of behaviour modelling,” claims a spokesperson at Renegade
Software. “Additionally, the game encourages teamwork and charac-
ter management”

The development group has oodles of experience with top-selling
games like Speedball 2 and Gods. Eric Mathews and Phil Wilcock are
designing The Chaos Engine, Steve Cargill is punching the code,
graphics are the responsibility of Dan Malone with music and sound
effects provided by Richard Joseph.

The Chaos Engine should be available this winter.
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Plan 9 From Outer Space

Generally regarded as the worst film of all time, Plan 9 from Outer
Space is coming to the Amiga, PC and 5T early next year courtesy of
Gremlin.

Enlisting the talents of a few ex-Cinemaware programmers in
Ireland, Gremlin is busy converting this 1959 black and white sci-fi
shocker into an action adventure. The team reckons this game-of-
the-movie will be unlike anything you've played before. “We don't
want to make the usual mistakes made by our competitors,” con-
firmed lan Richardson at Gremlin, “We're taking our time on this
project and aim to get everything absolutely right.”

Finding the holder of the rights to Plan 2 has proved to be a task in
itself. The production of the original movie was plagued by problems
and a severe shortage of cash and talent. Tragedy struck after only a
few days of filming when leading actor Bela Lugosi suddenly died
and the director ended his career writing pornographic novels. Will
Gremlin face similar problems?

Fans of Plan 9 will be pleased to hear Gremlin will include a video
featuring edited highlights of the movie. Additionally, there are
rumours of a West End theatre production planned for later this

year.

LARRY’S
JOKE
DATA

BASE

PLERIN

|
Laffer Utilities
The programmers at Sierra On-Line are continually larking around
50 they've come up ‘the ultimate in productivity software’ for your
office PC. Laffer Utilities is an off-beat collection of programs
designed to keep boredom at bay.

“Now you can efficiently waste time at work,"” remarked a
spokesperson, “pretending to be hard at work while you actually cre-
ate lotteries, play games and read jokes.”

The database of gags, supplied by ol’ Leisure Suit Larry himself,
can be fine-tuned by playing with the humour level and ‘Filth-O-
Meter',

A built-in safeguard feature in Laffer Utilities immediately changes
the screen display, just in case the boss suddenly looks over your
shoulder.

Dan Dare

The Pliot of the Future and his falthful companion Digby are to star in
a multikmillion pound serles for television, so Virgln Games Is consid-
ering re-releasing their Dan Dare computer games to take advantage
of this renewed Iinterest in this seasoned comic book hero.

Zenith, the acknowledged TV production company behind Inspector
Morse, is pumping huge amounts of cash into the shows which
should air on ITV early next year.

Virgin Games has supposedly retained the computer game rights to
Dan Dare, though a spokesman for the firm said he doubted they will
do a new game to coincide with Dan's TV debut. “We might got for a
special compilation package,” he announced, “Dan Dare || was my
personal favourite.”
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g Who's pushing the envelope of

More details have surfaced
af the new CD-ROM add-on
drive for Sega’s Megadrive
video games console. Far
from being a shandard
system, the Mega-CD can
goale and rotate Spriles cour
tesy of a built-in 68000
MCTOROCEsSOr rLnmning i
12.5MHz and six megabits
of buffer RAM to-speed
things up. Roughly thirty
games are currently being
developed for the Mega-CD
In japan, North America and
Europe. Sega told ACE the
machine will be maifable in
the UK next year. A price (s
yet to be sel,
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finds out...

Puttin

military flight simulators.

On The Polyg

Not wishing to be left behind in the race to create virtual realities,
Japanese coln-op glant Sega is now developing spectacular polygon-
pumping visual technologies. These could hold the key to a new
generation of arcade gaming. According to leading Sega scientists,
the humble coin-op will soon be showing sophisticated computer
generated Images similar to those normally seen in movies and

electronic wizardry? Rik Haynes

ons

Most sprite-based titles, typified by Sega's Out Run and G-Loc, tend
to be simple driving and flying games where the programmers manipu-
late motion objects to create the illusion of speed.

Designers of games utilising photorealistic polygon graphics can cre-

ate thelr own worlds for players to enter and experience. Right now,
complex polygon-based games are expensive to develop and produce,
but systems like Microprose's F15 Strike Eagle and Virtuality from W.
Industries are showing the way.

“We're working on a very powerful system right now,” claims a Sega
spokesperson, “It's simply a question of improving polygon-generation

Video Painter

Not everybody needs or understands the
latest font editor or sprite animation
package for their computer. Video Painter
from Vtech Electronics (0235

555545) is an

WD coanCED COMPUTER EMTERTAIRMENT

easy to use electronic sketchpad for kids
with a spare £80 in their piggy-bank!

Connected to a normal TV set and
operating on batteries or a 9V AC adaptor,
Video Painter provides the young artist with
twelve bright colours and six different
patterns to play around with. There is also
an extensive library of over 50 predrawn
images including vehicles, fantasy
characters, people, animals and shapes for
those poor unartistic souls who need a help-
ing handful of pretty pixels.

“Added entertainment is provided by the
animation mode which brings objects to
life,” promises a spokesperson for Vtech

Electronics. “As if that were not enough,

Video Painter can also connect to a VCR
for picture storage with no extra
attachments required.”
Viech Eloctronics is trying to temgt three-yoar-old

pixel plcassos with the Video Palinter electromnic
sketchpad.

Complimentary peanuts are no longer encugh! Faced with
flight boredom, passengers are demanding svar miore forms
of high-tech leisure. Systems like Skyviow, & compact TV and
WCR built ints the armrest, puts passengers in contrel of
thair own entertainmant so they can watch videos in the
eoanfort of their seat.

Sky-High '
Video Games

Flying business class on Japan's All Nippon
Airways certainly has its benefits, namely free 3
video games! Passengers on long trips from |
London to Tokyo are treated to luxurious seats |
with individual TV monitors and a wider choice |
of stereo channels offering high-quality CD
sound,

Konami, a respected Japanese software house, §
has created six video games for the airline §
including a colour conversion of the Gameboy
title, Quarth, and a popular golf simulation.
Little is known about the actual system except
the software runs on Sony screens. Now you
really can join the mile-high club!

For reservations or more information contact
your travel agent or All Nippon Airways on
(071 495 7667).

Rappa

Better known for toy trains, Hornby is ‘on
the beat’ with a portable drum machine.
Rappa is the size of a Walkman and consists
of one large pad for the bass drum and four
smaller pads providing snare, tom-tom and
cymbal sounds. Each of these four touch-sen-
sitive finger pads can be varied to produce
two other percussion sounds such as an elec-
tronic snare, cowbell, clap and carnival
whistle.

“Now you can rap to your favourite rave
with the latest and most sophisticated chip
technology,” suggests a wired-in
spokesperson for the company, “50 next time
you're listening to a groove, remember to
strap a-Rappa to your stereo and boogie-on-
down."”

1 can't believe they
said that, either!

Rappa costs £30.
For more rap
and chat

write to

Hornby,
Westwood,
Margate,

Kent CT9 4]X.

e e

e —

saey §2z3 TELS53 o

Drum along to
your favourite

tracks with
Hormby's radical
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Digital Art

Verbum, the Journal of Personal
Computer Aesthetics, has
launched a CD-ROM magazine
which features a showcase of
animation and interactive
multimedia works, interactive
columns and feature stories,
with music and images from
musicians Todd Rundgren and
Graham Mash, and several recog-
nised electronic music
composers. This Is the perfect
way for you to experlence the sub-culture of electronic art.

“Verbum Interactive allows the ‘reader' to interact with the
magazine in a way that has never before been possible by making
sound, motion and interaction with the magazine's contents available
in a free form, reader selectable way,"” chirps the cheerful publisher,
“We're pleased to be playing a catalysing role in this exciting field of
converging media."”

The first two-disc Verbum Interactive edition contains over 500
megabytes of text, graphics, sound, animation, 20 minutes of music
tracks, 60 minutes of audio interviews and 150 pages of printable
text. It costs 550 and requires a Macintosh SE30/11 with SMB RAM,
E-bit colour monitor and CD-ROM drive.

Verbum plans to launch a regular quarterly subscription service In
early 1992 with editions for Macintosh, MS-D0OS, CDTV and CDi.
Write to Verbum, PO Box 12564, San Diego, Callfornia, USA for
further information.

Expansions

Things really get new age with the Expansions pattern generator for
the Apple Macintosh. Based on geometric modules which contain
crystabike rules of growth, viewers have Iinteractive control over the
creation and modification of these modules. Thus a vast number of
patterns may be quickly created, making Expansions the perfect gift
for architects, clothing designers and lllustrators seeking inspiration.

These strange patterns grow within a 1280 by 1280 pixel array and
may even be grown inside the artwork of imported MacPaint compati-
ble documents for crystalline chaos. Expansions s priced at $79.95
and comes with over 100 predefined pattern definition files and a 132
page lllustrated manual.

Author John § Stokes Il has been updating the software since 1985
and his company Pixel Pathways (0101-619-294-8686) Is currently
devising other forms of 21st century computer aesthetics to ‘open up
new creative possibilities’.

caption for pic supplied in xpress fibrary (choase which one)
Thase fully grown Expansions patterns were imported into 8 paint program and coloured,

A«laim
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Panasoic Digital AV Mixer

If your home videos are looking a little tired, why not try Panasonic's WI-AVES? This Digital
AV Mixer can turn out a variety of special effects like fading, stroboscoping, audio mixing and
96 wipe patterns. The Picture-in-Picture function enables you to fit an entire input image into
a smaller area of a rectangular wipe pattern. Wipe scrolling direction can be selected and

Stroboscoping your even reversed to provide greater interest.

wedding video s just ona
of the bizarre digital tricks
possible with Panasonic's
WI-AVES Video Miner.

JANUARY 1801

This Desert Storm multimedia magazine is the first of many CD-ROM projects from Warner New

Bésert Storm On CD-ROM

Unlike any war before it, the Gulf War encouraged the use of startling
information and communication technologies. News reporting via
satellite link-up came of age during the conflict and now Time
Magazine has ploneered a new form of publishing with Desert Storm:
Flrst The Draft of History.

This multimedia magazine on CD-ROM Is a joint venture between
Time Magazine and Wamer New Media giving you a week-by-week
look at the Gulf Crisis via an ‘extraordinary volume of war-related sto-
rles, reports, photographs and maps’.

Information junkies will be slobbering over their Macintosh because
the forty-dollar disc contains more than 6,000 screens of information,
including exclusive audio reports and other unique material
previously unavailable to the general public.

“Eventually, electronic journalism should find itself sold on
newsstands,” says Wamer New Media's president Stan Cornyn, “The
next step would be transmitting it to home recorders via cable.”

Developing a good multimedia product requires a lot more painstak-
ing planning than say a book, play or film. After the idea is struck
upon, an Interactive designer decides how the product will work,
what the Interface will look like and, crucially, how the user will navi-
gate through the disc without getting totally lost in a mass of
multimedia.

Wamer New Media s currently working on a number of projects
with other divisions of publishing glant Time Wamer such as
Time/Life Books, Sports lllustrated, Time Magazine and DC Comics.

“Multimedia has become a revolution just as The Talkies and
Technicolour revolutionised Hollywood,” proclaims a spokesperson,
“By developing new forms of information-rich entertainment from
mixes of graphics, music, interactivity, animation, computer control,
narration and video, Warner New Media is defining future home enter-
tainment.”

“ ACVAMCED DOMPUTER BMTERTAIKMENT

Panasonic sees the device as a great advantage over existing equipment thanks to the
wealth of easy to use features bullt Into the WJ-AVES. “It's packed with technology to provide
many Innovative effects,” assures the company, “Video Editing has become real fun!”

The next time you by a
[.lu.ryw. fries ard .-:#mwberr}'
shake at Burger King in the
LUSA you may find pourself in
the midst of a Cable News
Network with lelevision mond-
fory and satellite dishes
recounting the lates! news,
enteriainment and
advertizing in an endless
seven-minute cycle. Rival fast
food chaln Plzra Huf has
already run sucoessful experi-
ments with video jukeboxes
at three outlets in Chicago.
Arnd they say it could never
happen over here...

Rl

Stereo Replay

Is the Stereo Replay the first stereo sound sampler for the Atari 5T
range of computers? Microdeal certainly thinks so.

“This completely new hardware cartridge contains dual analogue-
to-digital and digital-to-analogue convertors to ensure the ultimate
in 8-bit sample quality,” and there's more, “The twin phono outputs
provide the user of a standard ST with high quality stereo output.”

Stereo Replay costs £90 and comes with a Stereo Editor program
which allows you to manipulate mono and stereo samples in 8-, 12-
and 16-bit rates. With the Stereo Beat software you can load up to
15 different samples into memory and then play three-channel
sounds out from the stereo ports of the cartridge at the same time.
Groove is in the house, yet again! Microdeal can be contacted on

(0726 68020).

Rapman

Groove is in the house thanks to Casio’s RAP-
1 mini keyboard which aims to tap the cur-
rent popularity of Rap and House music
among the yoof of today. “The freshest key-
board ever is one to make your massive
green with envy,” say the hip dudes at Casio.

Now trainee keyboard jockeys can create
their very own meltdown mixes via the built-
in '‘Scratch’ disc, mini microphone, three
drum pads and thirty auto rhythms reflect-
ing the latest dance styles.

Special sound effects are produced by
Rapman’s Voice Effecter function which
enables rappers to modulate their voices
approximately one octave higher or lower
than normal.

Ropman RAP-1 costs around £70 and is
available from your local Casio dealer.

Younger fans of Vanilla loe and MC Hammer should liks
Casio®s £70 Rapman keyboasrd with its built-in “Scratch” disc
and rap beats.

| ——e]

GAME SOUNDTRACKS

Gt ready o throw out pour
Chesmey Howks CD singles
because there’s a new form of
music on the scene.

Newcomer [igital Dreams
has remixed famous Amiga
game soundiracks into a series
of compact disc collections for
eight quid a go. Each CD
features approximately 45
minutes worth of music from
leading software companies,
K-Tel and Teledisc eat your
hearts owt!

“This idea will inject extra
enthusiasm and exciternent
into the computer market, *
believes Simon Palmer ai
Diggitedd Drearms, *Who knows,
maybe in a few months time
we'll see peaple getting dowr
o one of these tunes on Top of
the Pops.”

More ulmp.in'un'juru re O
their way, including sournds
from video GITHES O the
Megadrive and PC. 5o if vou're
after a DAT 48KMz remnix of
Impossamole, Switchblode 2,
Awesome and Shadow of the
Beast, falk to Digital Dredams
o (D602 754991 ) and tell
them ACE sent you,

TP |
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* All new graphics - the latest advances in 3-D technology!

* Dynamic Intelligence™ - the better you fly, the better your foes fly!
+ Totally new chull‘angas mdudingr: bers, tailguns and more!
* Instant replay - get an audience-eye view of the action!*  *

* Digitized speech - unique voices for every character!*

* Cinematic storytelling - you're the star in a whole new story!

_ - Last year, ORIGIN defined the
ﬁw w state of the art in computer games . . .

_ Now, we're doing it all over again.

.-?-" DRIGN
We M;Le woa/w/l

' .
Fﬂﬂbﬂihf&ﬂhﬂlﬂmrnﬂﬂﬁrww«ﬂw
speech); 256-color VGA or 1é-oolor BGA; Adlib, SoundBlosier ond Roland sound,
Wm“hﬁﬁnﬂjﬂﬁrmpﬂﬁcﬁ hard drive required.

SoundBloster, Roland MT-32/LAPC-1, Adlib are registered rod ks of Creaty
Mg Lobi., lvl'ndtup. and Adlb ne. respachively, Wing Commander Il is a
mummn 1991 ORMGIM Systems, lnc.

For your local dealer, contact:
Mindscape International Ltd,

The Coach House, Hooklands Estate,
Scaynes Hill,

West Sussex RH17 7NG.

Tel: 0444 831 761

-
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| Letters

ANYONE FOR
FOOTBALL?

| just thought I'd write and tell you about our
Computer Football compo we are running in the
Merseyside (mainly Liverpool) area. We will be
staging a compo to win a Sega Megadrive some-
time in December, The compo will be staged
sometime in Liverpool and we are looking for
people to enter,

The compo will use Kick Off and Kick Off 2 for
its knock-out round and use STs only (they are a
lot fastert). If you could mention us, we would be
grateful,

We only ask that the competitors bring their
own joystick and the entrance fee is five pounds.

Merseyside Computer Football Association
{M.C.F.A)
28 Watergate Lane
Woalton
Liverpool
L25 B0
Tel: 051-428-2280

Well, how about it? If anybody reckons
themselves a bit and would like to try their luck,
Eive it a go. We're not too sure about your claims
of the ST version being faster, though.

AND ANOTHER
THING!

Fm sorry to tell you that my letter is yet another
one that is going to complain about one machine,
in defence of another.

| am referring to the Sega Megadrive, Atari
Lynx, Super Famicom and all that rubbish - these
consoles are filing up your magazine lke
nobody's business, and what do we get? Terrible
screenshots of someone kicking hell out of
someone else, badly written reviews about the
same old games, games that might have looked
good about eight years ago, but now, in their mil
lionth resncarnation, are looking slightly less
attractive to say the least

I'm not saying you should completely cut
consoles out of your otherwise excellent mag

14 ADWANCED COMPUTER EMTERTAIMMENT

{although it would be nice...), just tone it down a
bit - balance the reviews a bit more. If ACE
stands for Advanced Computer Entertainment,
why are you supporting machines like the
GameBoy and GameGear? They may be portable,
but speaking from experience, | can say that the
majority of games on the GameBoy (Tetris
excluded) are completely unplayable - the
graphics are tiny and blurred, the sound is awful,
no doubt the GameGear is the same.

It seemns that the only real way forward for
games lies in the hands of the PC, and maybe
the Amiga. While the Megadrive may deliver
impressive aesthetics (though nowhere near as
good as a ViEA PC with a sound board), it is guite
obwously imited only to shoot'em-up games.
Although various manufacturers will try to tell you
otherwise, consoles are no good for playing
decent, longHasting games on, such as Sierra
adventures, or Ultima type games - platform
shoot'em-ups are not longdasting games, no mat-
ter how good they are.

| know there are many people out there who
will disagree with me totally, but there are also
people who will agree with me - most of my
friends prefer proper computer games to
consoles. | know a good PC will cost you nearly
five times as much as a Megadrive, but prices
will come down very soon, and it will be a matter
of comparing the Megadrive's lower price to the
superior features of the PC.

Piero Serra
Northampton

So ACE has terrible screenshots and badly
written reviews, but the magazine is excellent?
Sorry, but those two statements would seem to
be mutually exclusive. That means that can't both
be true, Mr Serra. Just what is the problem with
console games anyway? The fact that you're haw-
ing a go at the Sega GameGear without even hay-
ing seen it working 15 a bit rash, don't you think?
And the GameBay, unplayable? What about
games like Choplifter, Super MariolLand, Hunt For
Red October, Tennis, Qix and many others too
numerous to mention?

Isn't it funny how people always believe that the
way forward for computers is with the machine
they happen to own? Now we ourselves have high
hopes for the PC, but when you start on about
how much better it is than the MegaDrive even
though by your own admission a decent model
costs five imes the pricethe comparison seems
a little useless.

You mention that while people (such as me)
disagree with you, many people will also agree

with you. Well, let's see how many people leap to
your defence over the next couple of months.

OUTRAGE!

ACE - you are my only hope! I've suffered in
silence for so long now that I'm an the brink of
doing something psychotic.

What is making me so mmmmmad? What has
got my goat? What, at the moment, is sitting
so squarely on my wick and sticking right slap
bang in the middie of my craw?

Shopkeepers,

Mow don't get me wrong. I've had plenty of
experience of perfectly decent shopkeepers
who inhabit our shores, but | seem to find the
“standard” (what a joke!) of service provided in
the computer shops in the UK,

At first | thought it was just me. | lived in
London until recently and sort of expected the
rude, discourteous and unhelpful service
provided in Centra London.

But I've recently moved into a far quieter part
of the world (I'll refrain from saying exactly
where, in order to spare the embarrasment of
store owners in the area) and | couldn't believe
my misfortune.

For a start the shops seem to be staffed
entirely by either pre-pubescent boys with anby
the slightest knowledge of forthcoming releas-
es or stupid old men who seem to think that
just because I'm female | don't have the slight-
est idea about anything one of these people
actually tried to convince me that a Sega
Megadrive was simply a Master System for the
American market, and it was a bit of a waste
of money. What a co-ncidence that they only
had Master systems in stock.

I've also had cause to complain a number of
times about faulty disks. Now, I'm fully aware
that many software companies provide
replacements, but I'm also aware that it is the
owner of the shop's responsibility to provide
goods of a saleable guality. | don't take Kindly
being told that my son (who doesn’t exist,
unless I'm very much mistaken) has "Probably
already made a copy of it and just wants a new
game."

In a word I'm disgusted. If you purchase a
dress or a clock or a record, a portion of the
outlay, it's nice to believe, is intended to
ensure a decent treatment by the people who
are taking your money,

Mavis Nicholson
Address witheld by request
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This isn't the only letter we've had from ACE
readers who are disgruntied about the poor
standard of customer service in computer

shops. What is most horrifying is that the prob-

lem doesn't seem to be isolated to just a few
cowboys - even the supposedly reputable
shops are apparently doing a lot less less than
they could to ensure that their

a square deal. There is an o

MASCR (the National Associa

Computer Retailers) which is supposed to
keep a watchful eye on this sort of thing, but
things obviously aren't working out if this kind
of shoddy service is still the best punters can
expect.

Have you been on the sharp end of a foul
mouthed and acne-ridden penciknecked shop
assistant? Or bought a game only to find that
there was no disk inside and been told when

you took it back "well son, that's the chance

you tak

Or maybe you've been the victim of

actual physical abuse by a retailer or shop
assistant. We're keeping a dosier of
complaints here at ACE, so if you think there's
something we should be told about, write and
let us know.

A SOUND
QUESTION

| have just purchased a PC, and not being

IMpPress

el with the builtin speaker, | am

LETTERS

ng for a sound board. There seem to be
four on offer: the Roland, AdLib, Soundblaster
and SoundMaker Il. Could you tell me what dif-
ference there is between them and which one
i5s compatible with the most games.

It seems a shame that computer manufactur-
ers have concentrated on providing excellent
graphics and improving performance, and
have neglected the sound. Every computer
manufacturer | went to offered a whole range
of processors, hard disk drives and monitors,
but not one even mentioned anything about
their computers' sound capabilities. Not every-
one does word processing or the company
accounts all day - not even the accountants!
Game sound effects seem to be at the bottom
of list of most software houses as well.

I, and I'm sure many others would welcome
the day when sound wasn't just added as a

ADVANCED COMPUTER DNTERTAINGENT 1-5
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token effort. After all, sound could make or
break many games.

James Westcott
Woking
Surrey

It's all quite simple, really. Roland delivers that
is generally considered the highest guality
sound with its MT-32 and LAPC-1 boards.
They're effectively fully-blown MIDI systems, so
you can generate professional-guality music
with the right software and apparatus, as well
as play games. But be warned - they're VERY
expensive, The AdLib is slightly lower in sound
guality, but is substantially cheaper. Finally, the
Sound Blaster, which produces sound roughly
equivalent to the AdLib in quality, is the cheap-
est and is rapidly growing in popularity. As far
as compatibility concerned, you'll find that the
vast majority of software, particularly the US
stuff, supports all three formats. So it's just a
matter of personal choice and how much cash
you're willing to lay out, really. Crank it to the
max!

IT"S SONIC, GUY!

A few words about Sonic the Hedgehog.
Firstly, in your review of the game you called
the bad guy Dr Eggman when he is actually
called Dr Robotnik, and the sixth level is actual-
ly called Scrap Brain Zone and not Clockwork.

Alsa, there is a time limit of ten minutes
which may be a problem to those exploring a
new act but is plenty of time once you know
what you're doing. '

Apart from that | agree totally with the review
and it is an excellent game.

As | haven't played on the Famicom | realise |
may be talking c* *p here but from the screen-
shots | think that the Sonic graphics are better
than Super Mario 4. The backgrounds
especially look for superior in terms of detail
and imagination. There is, however, one
criticism. |, being a fantastic gamesplayer,
completed Sonic after two weeks of obtaining
the game (smug grin) and have seen the end-
game sequence. This isn’t the masterpiece |
was expecting. | don't want to spoil it for
others to say what it is, but with a game as
good as Sonic | would have thought that Sega
could have done much better. This seems to
be the case with a lot of games, computer and
console, these days, Do you in your infinite
wisdom agree with this?

Well, that's it for now. Keep up the great mag
and please send me £2000 for writing such a
brill letter.

Adrian Hopson
Broxbourne
Herts

Hmmmm... we're not sure we agree with you
about the Sonic/Mario graphics. While Sonic is
indeed more detailed, we reckon that Mario
beats it hands down in terms of imagination -

“ ADCANCID COMPLITER ENTERTAINBMENT

it's one of those things where yvou really have
to see the game in order to understand,
Remember, graphics aren't just about giving a
game a flashy face - really good graphics
actually work with the gameplay and serve to
provide the whole thing with an appropriate
atmosphere. MarioWorld does that more
effectively than any other game we've seen.

So there. And you're right about the Sonic end
sequence, Gamesplayers who lash out good
money for a game and then spend weeks
completing it are entitled to a decent reward
when they finally complete the game. We don't
like to rub it in, but you really ought to see
MarioWorld - now there's a game with a REAL
end sequence.

Populous I

ting to include these vital details:

Computer owned.

CONDITIONS OF APPLICATION

and back.

IN THE WORKS - LIVE!

YOUR CHANCE TO MEET BULLFROG AND
SEE THE AWESOME POPULOUS Il IN
DEVELOPMENT BEFORE YOUR VERY EYES!

ther magazines may offer you second best when it comes to showing you up-and-
coming games in development, but here at ACE we believe that only the best is
good enough for you. Before now, the closest you've come to seeing a game
being put together is seeing words and pictures on a page. Next month, however, you could
be lucky enough to see a game in development before your very eyes AND meet the people
behind the magic when we take In The Works into a new dimension. Six people will get the
chance to visit the offices of esteemed development team Bullfrog Productions (creators of
Populous, Flood and PowerMonger) as they put together their most eagerly-awaited title yet -

Mot only will you meet the Bullfrog team and see first-hand via live demonstrations how
Populous Il is being put together, you'll actually get a chance to put forward your own ideas for
the game! It may sound too good to be true, but you'll be designated special playtesters for
the day, and after experiencing the game, in progress and in action, the Bullfrog boys will
open their ears to listen to YOUR comments and suggestions. If any of your suggestions go
down well, the idea will not only be implernented in the finished game, but you will receive a
credit in the manual as a member of the game's design team! How's about that then? A
special report on the day will appear in the next issue of ACE,

If you'd like to take part in this once in a lifetime experience, you'll have to apply fast as only
six places are available. To get in on the action, write (DON'T PHONE] to us at ACE, not forget-
Your name, address, daytime telephone number and age (must be 15 or over).

Tell us if you've ever played the original Populous before.

Send your entries (postcards or back-of-sealed-envelopes only) to IN THE WORKS LIVE!, ACE,

Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. Remember, there are only six
places, so if you want to be in with a chance, so get that application in the post NOW!

Applicants must be aged 15 or over. You'll have to pay your own travel expenses to Guildford
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THE BASIC SYSTEM
contains:

Interface, Control Software,
Laser - Disc DRAGONS LAIR

THE POWER PACKAGE
contains: it

Interface, Contro! Software,

Laser - Disc DRAGONS LAIR,
Laser Disc Player
PIONEER CLD - 1500 (PAL)

or Laser Disc Player S
PIONEER CLD -/1450 (PAL + NTSC)

S

For PC - owners: Possibility of CD - Rom - Compatibility.

*available soon
[ ..\ .




6 GAME

" Order the Software - Corner - Movie - Magazin with
over 1000 Laser -Disc - Titles ( PAL ) for £1 (hy
first order of the LDG -System the enclosed
contents are free! ) or theSpecial - Catalogue with
40 000 NTSC - Titles english language. Catalogue

Price £9.

INEEIR CLD 1500

. THE MULTITALENT:

~usable besides for the games, as
. @ High- End - CD - Player ( Audio ), -

3 ‘@ Movie - machine ( better than

f ; _:._, Super VHS, excedes High -

ER

Deimitmn - TV ),Interactive

oTeacher by access to High - Tech -

Learnmg programmes, Guides etc.

PIONEER CLD-1500

THE

SENSATION OF
THE COMPUTER
PRESS AVAILABLE

*.....a recourceful small firm from
Germany is already further.’
POWER PLAY 6/91

Unbelievable! Not incredible
enough a multimedia device, which
also can pl g music CD’s and even
for GDT’u’ ames is one very well
equipped!
AMIGA - JOKER 5/91
‘We didn’t believe our eyes. Like a
cartoon film the "Dragons Lair" ran
on our Amiga - Monitor. A fluent
animation with a high quality
picture, which one usually equates
with gaming machines.’
PLAY TIME, MAY 91

s o FI.”'I'-:
W A R E

Augartenstrafie 6
- 6800 Mannheim 1

GERMANY

ORDER-HOTLINES: GERMANY 621 /40 23 87~ 4447 73244 36 32

TO BE PAID FOR ON DELIVERY / PLS ALLOW 2 WEEKS FOR DELIVERY
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here were great hopes for the Hubble
Space Telescope when it was
launched last year. In orbit high above
the Earth and beyond the obscuring
effects of our planet’s atmosphere,
scientists predicted that the Telescope would
radically change our view of Space, and that
astronomers would be able to see interstellar
objects in more detail and clarity than ever

However, nobody was expecting the
Telescope's most recent discovery. Last month,
fine tuning of the Telescope's lensing system

In a major exclusive, ACE reports on shock
discoveries by the Hubble Space Telescope

revealed a planet orbiting Alpha Centaurii, the
Sun's closest stellar neighbour. The planet,
named Alpha Centaurii Gamma or ACe-Gamma,
bears many similarities to Earth, Geologists
believe that the planet's many continents were

once part of a single land mass, but owing to vol-

canic activity and shelf-plate drift they have
become separated by vast seas.

But this was just the start. Using advanced
image-enhancement software the astronomers
achieved even greater photographic resolution,
and then they made their greatest discovery yet:
aliens. Each of the planet's continents is populat-

ed by a species of being, each very different
from the inhabitants of the neighbouring
continents yet still strangely similar,

Further study revealed something very peculiar:
the ACe-Gammas (or just Gamers as they came
to be known) are obsessed with computer
games, and spend nearly all of their waking
hours playing them. Rather than enjoying a
variety of games, each species on each
continent plays just one type. So while the beings
on one continent may play platform games,
those on the neighbouring continent play flight
sims.




rent

ADVENTURE GAMER

This enormous skull houses a massively pow-
erful brain, which makes the Adventure
Gamer approximately sixty times more intel-
ligent than Albert Einstein.

Over the millennia the ayes have slowly
migrated from being side by side to their
current position. The bottom eye is devoted
to watching the keyboard and keeping a
track of the frantic typing, while the top eye
maintains a watch over the monitor screen.

The hands are highly specialised to the act
of high-speed two-fingered typing. The fore-
fingers of each hand are long and slender,
while the rest of the hand is severely
shrivelled to prevent any mis-keying. Being
capable of typing speeds of over 260 words,
this Gamer would be the over-worked secre-
tary’s ideal assistant!

ﬁ._

Although their computer gaming technology is
on par with Earth's, they are completely primitive
in every other technological sphere. They have
no cars, boats or ‘planes, so there is no contact
between the continents. One alien did invent a
wheel, but used it to create a floppy disc rather
than a revolution in transport.

Xenologists believe that the different species
have all evolved from just one mandike creature
that existed at the time the continents were
Joined. Fans of one game type congregated
together, and when the land mass split apart,
the gameplaying groups separated too. Over
the eons the Gamers have radically evolved to
suit themselves best to the games they enjoy,
resulting in the bizarre mutations observed.

In this exclusive report, ACE reveals the
secrets of four of the strange creatures on the
Planet of the Gamers...

Generations of Adventure
Gamers sitting transfixed in
front of monitors have resulted
in the legs becoming little more
than than an after-thought.

ADVENTURE GAMER

Field Notes

This hermetike creature leads an unbelievably
ponderous and slow-moving life, Its sole purpose
is to play text adventures, an activity facilitated
by the highly-evalved brain, eyes and hands. All
non-cerebral activity is kept to a minimum, result-
ing in severely under-developed arms and legs,
and primitive internal organs.

Feeding
Due to its tiny mouth and its under-evolved diges-
tive tract, the Adventure Gamer's food has to
pulped down into a liguid paste. The process
goes something like this:

You enter the kitchen. You see: some green
vegetables and a red blender,

TAKE GREEN VEGETABLES

You take the green vegetables.

FEATURE

The spine is bent
almost at right angles,
so that a computer key-
board can be rested on

EXAMINE RED BLEMNDER

This is a device for pulping food. There is a
slot on top where food can be entered and a
small on/off button.

PUT GREEN VEGETABLES IN RED BLENDER

The green vegetables are inside the red
blender.

PRESS BUTTON

Which button?

PRESS SMALL BUTTON

The vegetables spin round and turn into a con-
sumable paste.

SUCK PASTE

| don't understand ‘SUCK',

EAT PASTE

You eat the nutritious paste.

Mating
Reproduction is something that only happens

ADVANCED COMPUTER EMTERTAINMENT H
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once in an Adventure Gamer's life, and then only
if it's very lucky. Should two Adventure Gamers
of the opposite sex happen to stumble across
each other, then they perform a sexual act
known as ‘A Meeting Of Minds’ - the Gamers
press their foreheads together and pass
Solutions.,

Field Notes

This is perhaps the loneliest and saddest of all
the creatures on ACe-Gamma. During a game the
RPG Gamer has the strange ability to alter its
body shape and assume the form of the
character it's currently playing. Even more
astounding, this cloning is mental as well as
physical. Thus if an RPG Gamer is playing an old
wizard, it will grow a pointy hat, a beard and talk
words of wisdom in an arcane language. (A bit
like Steve)

However, between games the RPG Gamer has
little character of its own. Its flabby, doughike
body looks like that of every ather RPG Gamer,
with no distinguishing features. The babyish face
and vacant expression convey no sense of any

intelligence behind its dull eyes. The creature can
only ever be said to be truly alive when playing a
game.

Feeding
The RPG Gamer will eat whatever food it finds,
Having strong preferences or dislikes imply
some form of character, and as noted above,
when not playing this creature has none,
Mating
It's very rare for two RPG Gamers to meet, and
even when they do they usually ignore each
other. It is fortunate, then, that the RPG Gamer
has the ability to reproduce asexually.
Fertilisation is down purely to luck. Should a
Gamer form a male character immediately after
being a female one {or vice versa) then there is a
small chance of conception during the brief tran-
sition period. The Gamer grows larger and
flabbier, until enough body matter is developed
for a second fully-grown Gamer to 'bud off',

SHOOT-EM-UP GAMER

Field Notes
This Gamer is renowned for its incredible swings
in mood. During a game it is cool, calm and com- Mating’
pletely collected, but on defeat the creature
becomes an inconsolable ball of rage, lashing :
out at the monitor and screaming abuse atthe  high levels, which can only be reduced by
screen. This is all due to the bizarre nature of its ~ Passionate acts of reproduction.
adrenal glands.

These oversized organs generate huge
amounts of adrenalin during play, which is

keen on plant tips and flame-grilled scraps.

alter the pigmentation of the skin across its
back, much like a chameleon changes skin

sible and refurn to another game. Particularly

Following a lengthy gaming session the Gamer's
adrenalin levels occasionally reach intolerably

To find a mate, the Shoot'Em-Up Gamer can

RPG GAMER

Since all the top RPGs are controlled by
icons, the RPG Gamer has evolved unique
hands. On one hand the majority of the
fingers have joined to form a glove that
firmly grips a mouse, with elongated fore-
and middle-fingers for pressing the mouse
buttons. On the other hand a rough thick
webbing has grown between the fingers, so
that the splayed hand forms a flat mouse
mate.

Xenologists believe this Gamer closely
resembles the ancient creature that all
Gamers evolved from. RPG Gamers all look
very similar, with rather bland if paunchy
features,

The Flight-Sim Gamer combines many of the
physiological features of both the Adventure and
Shoot"Em-Up Gamers. It's most unigue features
are the bone and cartilage growths from the
head and neck, which resemble a World War One
flying helmet and scarf. These appear to serve
no purpose other than making it easier for the
GGamer to ‘get into' its pilot's roll. Some scientists
believe these may act as an attractive feature to
possible mates.

tempurarily stored in sacs gr{:wing from the colour. The creature uses this ablllt}’ to leS-pIE}" Fendinl
thing's back. Between games these adrenalin its current hi-score. The higher the score, the With playing sessions taking several days, it's dif
reserves have to be depleted, which can only be ~ More attractive the creature becomes to a possi  ficult for the Flight-Sim Gamer to find time out for
done in the outbursts described above. As you  Dle mate. _ ) a proper meal. Thus a huge ‘In-Game Fueling’ ser-
might guess, the Shoot-Em-Up Gamer has a trag-  The reproductive act itself cannot really be vice industry has built up around them. Giant
ically short lifetime due to rapid burn out. dealt with in-depth in a youth magazine such as  food tankers pull alongside the concentrating
The Platform Gamer (not shown) shares many ~ ACE. Suffice to say it involves lowering shields,  Gamer, and drop a food shoot down to the crea
of the physiological features of the Shoot'EmUp  USINg a joystick and bizarre power-ups. ture’s mouth. The Gamer then sucks up a light

Gamer, but its adrenal glands are far less nutrient soup.

productive, making it a more placid if slightly FLIGHT-SIM GAMER Mating

jumpy creature. Field Notes Sorry, but again we can't reveal too much here.
Feeding Strangely, for creatures that have never Scientists believe the creature's reproductive act

The Shoot"Em-Up Gamer is a voracious sloblike  developed any form of powered flight, flight sims  shares many similarities with that of humans,
eater. In between games it feeds on junk food so  are very popular, with this species of Gamer beginning with the male lowering its under-
that it can get eating over with as quickly as pos-  being one of the largest in number, carriage and... Well, you can guess the rest.

n ALNENCID DOMPUTER EHTERTABMMERT
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SHOOT-'EM-UP GAMER

The Shoot-'Em-Up Gamer has
little time for intellectual
thought. The shrunken brain is
little more than a switching cen-
tre for all the eye-to-joystick
nerve impulses.

An oversized mouth and lungs
and toughened vocal cords
have evolved due to the
excessive shouting and
screaming of abuse that always
occurs when this Gamer loses its
last life. Its vocal power is such
that creatures up to 26km away
have been seen to flinch in shock
at the noise. (See ‘Field notes".)

By altering its skin
pigmentation, the Shoot-"Em-Up
Gamer is able to display its
latest hi-score, which is used
as a means to attract mates

(See ‘Mating'.)

[

The Shoot-"Em-Up gamers ara
somewhat larger than those of
its ancestors; all the batter for
hearing those stereo sound FX.

This Gamer has many eyes, each allocated to watching a

certain part of the monitor screen. No incoming missile or alien goes
unmissed by its razor-sharp vision. The aye socket has grown to form a
raised boney ridge that prevents any outside distractions affecting play.

The large eye is used to scan the main on-screen
action, while the four smaller ones below keep
a track of all the dials and gauges in the cockpit
display.

FLIGHT-SIM GAMER

"hﬁ

The bizarre growths on the skull and
neck are an attempt by this creature to
simulate the appearance of a real flying
helmet and scarf.

FERTURE

Thesa large swollen sacs are used to store
the huge amounts of adrenalin produced
during play. which is discharged between
games by such acts as raucous shouting and
screaming, kicking of the monitor screen
and occasionally frantic mating. (See 'Field
notes’ and ‘Mating’.)

Again, the creature’s arms are rather
shrivelled, but the hands have undergone
incredible amounts of adaption.

The fingers of one hand have spread out
almaost a right angles to form a strong
locking grip on the base of a joystick. The
thumb of the same hand is large and muscu-
lar, and can rapidly pummel a fire button.

The thumb and forefinger of the other
hand have become joined at the tip to form
a variable-diameter sphincter that permits a
vice-like hold on the shaft of the joystick.
The other fingers are shrunken and useless.

Meither hand has any sweat glands, so
there is no chance of the stick slipping in the

The arms and hands share many of the
Shoot-'Em-Up Gamer's features. However,
since flight sims usually use proportional
joysticks, the Flight-5im Gamer has evolved
very precise and subtle control over the

stick, as opposed to the Shoot-"Em-Up
Gamers violent jerks.

The withered legs are bent up so that the
feet are raised above the keyboard. The
toes of the feet have grown to become like
fingers, and these are used to press the
myriad keyboard controls typical of flight
sims.

ADNENTED COMPLUTER ENTERTAIMMENT B



FEATURE

ARE YOU BRI
KNOWLEDG/

ou may have seen some allegedly tough,
Ytrici-:*,r or perhaps even “rock hard”

guizzes. But this, dear reader, is the
toughest. A veritable Magnusson of games ques-
tions. A plethora of puzziers, Those with anything
but a complete knowledge of their chosen
subject need not apply. Whatever your ability,
however, you should at very least find enough
guandries presented to keep you arguing in the
pub/bus/canteen for many an hour,

There is, of course, a software prize for the
first reader who gets all the questions correct
and mails their answers to ACE Quiz, Priory
Court, 30-32 Farringdon Lane, London EC1R
3AU, so please remember to specify which
machine you own.

GENERAL GAMING QUESTIONS

1) What is the name of Mario's brother?

2) What car is featured in Turbo OutRun?

3) How many islands are there in Rainbow
Islands?

4) What was the follow-up to Sim City called?
5) What game by LucasFilm has the 5h0rtest
title?

6] Which has the longest?

7) How many batteries does a GameBoy need?
8) What does CDTV stand for?

9) Name the chap who co-wrote Elite with David
Braben.

10) How many bits are there in an Acorn
Archimedes?

11) What classic Golf game was written by the
Carver brothers?

12) Which German programmer converted Star
Wars and Hard Drivin forDomark?

13) How many Back To The Future games have
appeared on 16-hit?

14) Which Clive Barker movie was adapted
twice by Ocean?

15) What color hair do Lemmings have?

16) Who programmed 3D Ant Attack?

17) Who is programming Sim Ant?

18) What game from Cinemaware featured lots
of ants?

19) What was the follow up to Dun Darach
called?

20) Which software house produced Super
Pipeline?

21) What was the name of the roller-skating
game from F.T.L?

22) Which UK software house specialised in
graphic adventures like Espionage Island and

Here are ten people selected, with no particular commeon thread except they have all played an

important part in the industry. Can you name them?

T ——————————

Urban Upstart?
23) V Name the star of Andrew Braybrook's Da
Out game.

24) Name the first arcade adventure to have
over 100 locations.

25) Who used to edit Micronet’s Computer and
Video Games Adventure Helpline?

26) Name Bubble Bus' biggest hit.

27) Name the author of Adventureland.

28) What was the name of the game that Geoff
Brown, now head of US Gold programmed?

29) Name the hero of Fantasy Games' Pyramid
and Doomsday Castle,

30) Name the author of Android 2, Cyclone and
TLL,

31) Name Gremilin's Zaxxon clone.

32) Name the flop game with the extra-memory
expansion pack for the Spectrum which
effectively ended Mikro-Gen's games production
business.

33) Who wrote Castle Adventure and Planet of
Doom on the BBC for Acornsoft?

34) What did Acornsoft call their Missile
Command clone?

35) And their Defender clone?

36) And their Panic clone?

37) And their Scramble clone?

H- ADWANCED COMPUTTR ENTEATAINGENT




38) Name the coin-op to first use a trackball
control method.
39) What was the first ever four-player arcade

brook's Day

 to have game?
40) What colour were the two ducks in
nputer and Dynamite Du?
41] Name the two lkari Warriors.
42) What was the name of the bad guy in Tir Na
nd. Nog?
that Geoff 43) What was the first ever LucasFilm Game?
med? 44) What was the first ever game to have a
' Pyramid black hero?
45) Name four Bond games, in order of appear-
welone and ance.
46) Name the land-based follow-up to Carrier
Command,
Tamemory 47) What was Archer Maclean’s first game?
ch 48) What colour is Tony Crowther's hair?
production f:rm Mame the game he wrote about a recepticle
tea.
 Planet of 50) Who does 80's C64 music maestro Rob
. Hubbard now work for?
sile 51) Name the drum synthesiser that Bullfrog
produced.
52) Name two Spurs players who have
endorsed computer games.

53) Who programmed Ghostbusters, Pitfall and

Little Computer People?

54) Bob Dinnerman wrote which classic Amiga
flight sim?

55) Who published the Bitmap Brothers' first
game?

56) What was it called?

57) Who designed Kick Off?

58) Which portly Grandslam character said *You
can't park here!"?

59) How many The Hunt For Red October
games have their been?

60) Who was supposed to be doing a
Nightmare On Elm Street game, but never did?
61) What Infogrames game saw you trying to
rescue hostages?

62) What did FOFT stand for?

63) What does FAST stand for?

64) Who wrote the original Gunship?

65) What is the name of the only game Jeff
Minter wrote for Hewson?

66) What is the name of the company which has
risen out of Hewson's ashes?

67) Name Matthew Smith's last game, which
was never released.

68) Which game’s title was incorrectly

-translated over a faxlink, leading to a hysterical

historical name mix up?

TAIN’'S MOST
A BLE GAMER?

69) How many lines of invaders first appear on
the screen in Space Invaders?

70) What's the new game from Michael
“*Powerdrome" Powell called?

71) Name the game that Thing on a Spring
music maestro Rob Hubbard programmed
before turning his hand to tunesmithing.

72) Who was Whispering Horace?

73) How many Beam Software titles starred
their own Horace?

74) How many games has Tony Crowther had
on the market?

75) Odd one out and why? Cutiepoo, Dynamic
Debugger, Reach for the Moon, Psyclapse,
International 3D Tennis and Bandersnatch.

76) Name the unifying factor between:
Bombuzal, Fernadez Must Die and a View to a
Kilf,

77) What width is the Motorola 68030 data bus?

78) Who programmed the coin op Gyrus, and
what do they call themselves these days?

79) What was Continental Circus supposed to
be called?

B0) Name the follow up to Sweeny Toddler.

I

1) What two Arnie films have been featured on ACE covers?

2) What is the lowest ACE rating ever given, and what was the game?
3) What was the game to receive it?

4) Who edited ACE before Jim Douglas?

5) Who used to write ACE's Page 117

ADVAMCED COMPUTER ENTIRTAINMENT H



SO CUTE... IT'LL MAKI
| YOU PUKE!!

Something very bizarre has happened in the fairy village... the
inhabitants have changed from chummy chappies into fluffy
fiends! It's so bad they've even gone and kidnapped the
beloved'Mom" of our angelic fairy heroes, Tam and Rit.

Now she lies captured in the top of the

Maboots Tower where she can only
- be saved by whopping anything
( " cuddly on the head with
their magic rods.

So cute... it'll make you puke?

- FIND OUT IN
SEPTEMBER.
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FERTURE

Accurate modelling is vital. Using city plans, the animator can enter the co-ordinates of the various buildings straight into the modelling software by simply pointing and dicking with the mouse-
Iike carsar, it's a time-consuming and samewhat tedious job - just right for the trainees!

ACE visits Digital Pictures and discover the tricks of
the computer graphics trade.

BE‘iE".'E it or not, there's a picturesque little  commissioned by Sidp Flt abe used in a

Spanish town nestling in the heart of tourism commercial to ||Iu rate he attractive
Londan. Mo really, there is... after a fash-  nature of the town and tne ‘ rmundsng
ﬁ ion. It's the creation of Digital Pictures, the com-  countryside. \
mercial computer graphics company responsible The animation starts with t#ll'ﬁ wr:\:[-f Ijgl \
tor the wirtual Barcelona featured last month. above the hills and plains surrbundibg Polade

i

ALE wisited their West London headquarters to Siero. The viewer swoops dowh, through a layer

.,Jir)g tas‘i\ timé.

L
tlm nixltly - mdoa‘ Jarket building and coach
S"atin shelter and, e‘n Out into the countryside

e S0 HOW'S rr DONE?
The thirty-second animation is the result of five
W&Eka.ll'ITEI"I.SE work by Digital Picture animators

nnd out how they produce these stunning anima-  of fine cirrus cloud, and-figs low over the. mggec 3.’3 Pwﬁsava gynd Alec Knox. Their most recent

tions, countryside. The-animation then guts &;;a view
above aong highway leaging to V. A
OUT IN THE COUNTRY dénse forest stretefies awﬂf.-' intt tance,
One of Digital Pictures most recent projectsis a  the furthest trees growing fiazy owlng tﬁl a thin
- comguter-generated flight around Pola de Siero,  cov@ring of morning mist. Another ¢ aﬁ,!d nowW
a small town in northern Spain. The animation, the viewer is in Pola de Siero itself, f ing Past

\ 4

ﬁmject wi tﬁe Barcelona simulation featured in
last monthy's |53-ue

The first' tage in & project such as this is to
talk to the ¢ |Ent5 ind find out precisely what
they want from the\animation. In this case Stop
Films request % tha\fne flight though the town

\ '\ '.,'.:.._, ANCED COMPUTER ENTERTARPMENT 1?
\




FEATURE

{Right) Animater Jan Pinkava examings a rendered scane on his
Siliesn Graphics 4D20 workstation. Jan has a variety of control
devices st his disposal. As you'd expect thers's the traditional
ouse and keyboard, but note those banks of dials, each of
which can be software customised to control various aspects of
the current application (i.e. three dials can be set to adjust the
K, ¥ and Z axes of & scena).

[Balow) The sottware allows the city to be viewed fram just
about any angle. lan inputs the camera's flklghtpath around
the buildings by just setting a few key points along it reute.
The program then uses a process called ‘splining’ to caloulate 4
smooth path betweon these paints. Jan can watch the current

flightpath in wireframe and make any adjustments ary.
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allow the viewer to clearly see the newly-built
indoor market and the strange-ooking coach sta-
tion.

Mext comes the task of collecting sufficient
data on the town and its buildings to accurately
model it. This data can take the form of city
plans, architectural lay-outs and occasionally
modelling data already on disc (although the
latter is unfortunately a rare occurrence).
Reference photographs are also taken so that
the colouring and texturing of the final images
matches reality as closely as possible.

Then all this information has to be fed into
Digital Picture’s custom-written DigiPix software

running on Silicon Graphics 4D20 workstations.
As you'd guess, this can be a long and farly
tedious process - just right for the office juniors!

The animators then start planning how the
animation will look, plotting camera flightpaths
through the city and testing them. This is carried
out using the ancientlooking wireframe 3D - the
4D20s, powerful though they are, can't generale
the complex objects in solid 3D AND animate
them in real time. Which is, of course, pretty vital
if the animator is going to be able to do his job
properly.

Once the animators {and the chents) are
satisfied with the look of the wireframe
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FEATIRE

animation, it's time for the acid test: rendering,
where the animation code is turned into fully-
detailed TV quality images. The time it takes to
render each frame of animation (and remember,
you need at least twenty frames per second for
smooth animation) depends on the complexity of
the scene. Each object has a wealth of data
related to it, detailing such things as its surface

texturing and reflectivity. A rendering time of thir-

ty minutes per frame is typical.

(Below) With all the data
input into the Digifix
software, city building can
begin. Initially the city is gen-
erated in wireframa 3D [simi-
lar ta the graphics seen in ald
arcade games e Star Wars
and Tempest). Although not
particularly pretty. these
primitive images can be
manipulated in real ime.
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images and completing the final film.
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AND THAT'S IT?
Yep, that's it. All done. It's a beautiful piece of

work, and the ‘naturalness’ of some of the
scenes is breathtaking. It's just a pity that the
majority of us will never see it. But if you're on
holiday in Benidorm and you happen to catch
the commercial, remember: what you're seeing
is not real.

Orisit...?

B soancin COMPUTER ENTIRTAINMENT
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THE NEXT MILLENIOM )

It is the end of the 31st Century. Nearly one
thousand years ago man colonised the moon, and
from there created a range of human mutations which
were left to develop other planets. At the same time,
life on earth was destroyed by a cataclysmic climatic
change.

Now the mutant races are at war with each other,
and man has returned to Earth, rebuilt civilisation,
and forgotten about past adventures.

Deep in Earth City, plans have been made to
explore space again. The race has started to develop
Earth's resources, to research new technology, to build
for future adventures.

You must control the training, research, resources,
production and stores of Earth City in a complex
strategic battle to maximise the planet's supplies. You
must construct and pilot the hi-tech space shuttles
and ships needed for mankind to venture out into the
furthest reaches of the war-torn solar system.

, Operation DPUIETD‘E has begun.

Copyright © 1991 IAN BIRD
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This month brings SEGA
back into the limelight,
with it’s new ‘holograph-
ic’ system generating
floating 3D images, plus a
new dedicated unit that
brings a new meaning to
‘motion simulator’ and
the pick of the latest
releases, brought to you
by the man with loose
change, John Cook.

ver the years, each coin-op company nhas

developed its own unique reputation for a
narticular style of game. Atari produce main-
stream, but occasionally wildly off beam games.
irem go for well polished shoot-'em-ups, Toaplan
just throw billions of sprite at the screen and tell
you to get on with it And Sega, the Big Daddy of
them all? | guess the whole of the industry looks
towards Sega for, above all, technical innova-
tion.

In the mid-eighties, Sega addressed itself to
the problem of Sprite Scaling and Manipulation.
This produced games like OutRun, Afterburner,
Thunderblade and Power Drift - and further devel-
opment has produced games like Line of Fire
and now Rail Chase that would have been
thought impossible a few years back.

Mot content with domination of this part of the
industry, however, Sega are constantly looking
forward, trying to move the concept of video
games into the 21st Century. In Japan this con-
cept is planned to produce dedicated Simulation

Centres, linking up video and motion

ﬁ_‘ ), bases, the R360 being the logical

A ;I/ extension of Sega's long develop-
' ment commitment in that area.
L,:. The company are also known
to be dabbling in various
Virtual Reality technolo-
gies.
But it was with a big fanfare
recently, they shocked the
video game pundits by

‘Magical Bench Seat’ to
give a traditional roller-

Rail Chase - high speed sprite scaling. and this time the jerky
action is deliberate!
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Konami's Vendetts: “The Dead End city was being controlled
by Faust and the slime balls of his Dead-End gang.. However
the Cobras, a group of the four of the toughast guys in the
city, joined together to put a stop to the Dead End Gang's
vl ways.,”

announcing a new Holographic video game Sys-
temn - and what's more, it was a system that was
affordable by the average arcade owner. We
waited with baited breath, and Time Traveller
was launch upon the world last week.

The good news is that it's great - a wonderfully
novel display that projects the figures into spacg
5o you feel that you are almost playing with real
animated people. The bad news, by my dichio-
nary definition, it's not a real hologram.

The technology used by this system takes a
video image from an ordinary monitor (fed by a
laser disc in this instance) and uses a parabolic
mirror to project this screen onto a platform, 50
the image appears in mid-air. Now, if this was
Neighbours, it would look rather odd - but if you
use chromakey technology to matte out the
background of any footage, the effect really is

A R e R e s
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One side effect of the new technalogy
in Sega’s ‘holographic' system is that
I’ wery difficult to photograph, but
the real-lite effect is undeniably

341 inc hes"‘hrgh:l

ding right in front of the
] ' cha:.mg,mim

" % decent gare |n5|

4 5 rt.h'Er'; successhul indeed, even in
ﬂtpnwrtm economic climate,

Time Travelleris-a style of gamé Ao ug

Ms - 0fg :ijhIST!Lal‘Ed
e 10l T & Wild West Lawma
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'Enturl_.r in
1y teyH renegade s

laserdisc and you are presented with set deci-
sion points in the action where your must move
left/right, duck/jump or
fire your trusty six-
shooter. Unlike
Dragon's

Lair, all the

Sequences

are filmed L
using live action actors and fabby special
effects. Believe me, this looks good. To add to
the variety, according to Sega Europe's MD Vic
Leslie, the 20 or so scenes that can potentially
make up a game are drawn from over 60
sequences stored on the disc - so it's unlikely

that you'll ever play two games that will be exact-

ly the same.
Undoubtedly, the game plays well, with a neat
buy-in feature of Time Reversal that plays a

scene backwards if you got killed, so you can try

it again - and the data is sensibly stored on the
disc so there are no long blackouts between
scenes.

Have a go if you see one - you'll enjoy the expe-

rience... but | wish that they hadn't called it a
hologram...

PILE UP!
Sega releases tend to come all at once - so
while Time Traveller was being shown for the
first ime, so was a whole host of new Sega
titles, the best of which was Rail Chase
' ne is decidedly influenced by the Mine
a‘-hn. in Indiana Jones and the Temple
m-yuu or you nlm a mate sitting

' penetratﬁd the Hﬂ' of
, _.ldw:. and pil-

"'}‘-r

n moves aL‘r ; aﬁd vibrates
r 0 M—f%ﬂ'ﬂ[&ihﬂv
ng hrunra# This i8:a real
_
- Uesh being made up almost
ﬁ es fowards you fas

you've got a bad
case of piles......

Some of the off-the-shelf technology concealed within Sega‘'s
‘holographic’ cabinet: . a Sony 12~ laserdise player and NTSC
calour TV




WIN A DJ SYSTEM!
N o\

THIS BRILLIANT SYSTEM INCLUDES 2 TECHNICS
DECKS. MIXER. CD PLAYER, CASSETTE DECK,
MICROPHONE AND EVEN MORE! SO CALL NOW!

0898 404636
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UL R YWIN A RADIO GONTRO
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Calls cost 34p (cheap rate) and 45p (at all other times) per minute incl UAT Forwmners list send ‘QAE fo: Pc:pulux

INDY HEAT
ARGADE
MAI:IIINE'

INDY HEAT IS THEMOST 7~
RADICAL DRIVING GAME - -l
AROUND AS 3 PEOPLE CAN - :
PLAY AT THE SAME TIME!

GIHGUTTS TO CHOOSE {
FROM, THERE'S ALWAYS A |
NEW CHALLENGE! BUT THE * "=
BEST THING ABOUT THIS
MACHINE IS THAT WE ARE
GIVING IT AWAY! SO PUT
YOURSELF IN THE DRIVING
SEAT AND CALL NOW!

0898 404633
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'Le‘fs face it,’ Virgin supremo Nick
Alexander told the assembled ACE vis-
itors, ‘back in 1983 when we started,
you had to be pretty stupid not to make lots of
These were brave words from Nick, because
at least one of those present (the octogenarian
Steve Cooke) had vivid memories of 1983 and
Virgin's Owzat - a legendary cricket title that,
when you chose to change the team members,

Radide was up and running in what appesred to
weruion, and & damned fine playabie litthe

It s oo, sabil Ot an PC, Amiga, and 5T, this follower
it harizontal platform scroller school is as playsbie as

with biarrs, cobowrful, and well-animated nastises and
particulardy odd power-ups!

10t In the open, Ronnie conbtends with alrborne beast-
droppings.—.

d you to ‘EDIT LINE 140", And that was
y the best bit about it. Turkeys of that ilk
cast a sickly green hue over Virgin's image and,
in those good old, bad old days, even Yirgin
themselves had to admit that most of their titles
were a load of old gobblers.

What, however, would happen if right now you
. warped back to the early 80's, found Cooke

hunched over Owzat, trying to work out where

the ball was, whether the game had started and

which team was playing, and told him What Was
To Come. What would you have said? And what
response would you have got?

You: Er... Steve...

Cooke (for it is he): F*%5 %ffl

You: Ahem... | come from the future.

Cooke: Far out, man. (Examines ‘cigarette’)
Either Owzat is getting to me or this is ‘strong
stuff'...

You: And I'm telling you that three
hundred games companies are
going to go bust in 1984...
Cooke: Virgin will be the first to go.
I'll tell you that for nothing...

. You: Er, actually they're going to
get their act together...

il Cooke: Tell us (snigger) another!
%= You: They will then release a string
of hits, from the superlatively vintage

Dan Dare through legendary titles
like Sitkworm to the stunning

. Supremacy...

® Cooke: Guffaw!

You: They will champion topleague
e proggies like Wonderland and
Infocom. They will launch Europe's

b first official Japanese 16-bit

& console...

Cooke: 16-bit? 16-bit what??

| You: They will buy Mastertronic and
i J Dawid E ates Floor 13 and the latest
Virgin interface technolegy: David's finger s monitored by a
Polhemus. magnetic resonancs locator linked to a double in-

lire MAND gate, allowing him to control the game simply by
wiggling his finger. The unit is to be released in April 1992,

{lefr) Bohind this innocent facade lurks a vast labyrinth of
games mayhem. Programmers rushing up and down spiral
staircases clutching carry-outs, bombshell receptionists breath-
ing inio high-tech phones, Megadrives blasting out Terminator
soundtracks, Game Boy's squeaking. Master Systems beeping,
and outside in the back yard the ACE conference visitors stuff-
Ing themselves with fruit and sandwiches. .

ADVANOND DOMESTEN TRTTRE AMMINT !5



control one of the largest areas of computer
entertainment, and they'll end up one of Britain's
top software houses, finally being wooed,
kissed, courted, and captured for £36 million by
Sega...

With this last retort, you fade from the scene,
leaving the withered old hack speechless. With a
deep sigh, he removes the Owzat cassette and
attempts to load a copy of Wacky Waiters...
Meanwhile, back in 1991, Nick Alexander has
departed, leaving the ACE readers gathered in
the conference room at Virgin's West London
headquarters. During the next five hours, they
were caught up in a whirlwind of meticulously
planned Virgin presentations; they met legendary
developers, ranging from Virgin's own Andrew
Wright to the redoubtable Archer ‘IK+' Maclean;
they saw some of the country's first CDTV
dedicated software actually up and running; they
were among the first punters in Europe to see
Terminator on the Megadrive; and they were
able to try out for themselves a range of superb
software on console and computer,

And YOU could have been there... if only
you'd applied! Meanwhile, you can cast
your envious eyes over these pages and
see what you've been missing...

One of the information
scronns from the asnesore
Shauttle. Practically avery
conferenoe attendes want-
wd & crack at this, though
several readers wers
narvous about tha
inavitable high price that
accompanies this level of
sophistication and detail

Hi 5 Tum nrl_J

The Shuttle prepares Tor take-off. The level of detail in this
simulation of MASA’s Space Shuttie is so high that one
developer has claimed you could actually fly the rial thing
after training on Virgin's sllicon system. The program enables
you to fly missions ranging from scientific research to Star
Wars offensives, as well as test flights and satellite recovery.
Due out later this year for the PC (£44.95), 5T [£39.89) and
Amiga (£39.99).

BB o o anEEE CERESUTTER BT AMMAENT

Arun Summars certainly
wolced the majorily
opinion as he wazed lyrical
wwar Simmy White's
whirtwing Snooker.
However, action tithes liks
Terminator and Rodling
Ronnie didnt make such a
good impression... “I'm
keanar on strategy.’
sxplained Arun, who alse
admitied & strong
attraction to Reabms_.

Ahal Time for grub! The Virgin caterers did us proud = but the
real star of the lunch break was & sneak preview of an

American Game Boy version of Prince of Persia - absolutely
stonkingly stunning, guynor, and & must-must-have as soon as
the carts arrive...

s"w lah- 'ﬂ w m.-ill
Unfortunately we were unable to bring you
screenshots of Terminator on the Megadrive
{tremendous sound and musical effects) or the clas-
sic Marble Madness on the Sega Master System. MM
goes down really well on the B-bit format, but
Terminator is likely to be the star for ACE 16-bit con-
noisseurs. The opening sequence, for example, is
practically indistinguishable from the film and the
game features several digitised out-takes from the
celluloid version. Gameplay is pretty traditional but
there's lots of it and the speed, sound, and vigorous
opposition make this one lock like a very promising
Megadrive blast-em-up.

it's Bugged!
Jimmy White's Whirlwind Snooker, we have to
report, is seriously bugged. Only seconds after relin-
quishing the mouse, flies begin to zip across the dis-
play, settling occasionally and even trotting up the
screen before taking off again. Even worsa, when
left to themselves, the reds begin to display
disturbingly disrespectful tendencies, sticking their
tongues out at the player and behaving in a general-
Iy unacceptable fashion.
Bugs like this, it has to be sald, elevate Jimmy
White's Whirlwind Snooker from that status of
superlative game to that of all-
time classic. They're the hallmarks
of programmeridesigner Archer
‘IK+' Maclean, who delights in
putting quirky finishing touches
to his games. Take those flies, for
example, which look extraordinar-
ily convincing as they jitter about
the screen during idle moments.
They're very easy to do, really.’
says Archer modestly, ‘all they do
is move in random 90 degree arcs,
freezing occasionally and
sometimes moving vertically up
the screen.’
The rest of the game is
superb - see the review elsewhere

in this issue. And watch out for Wick Armoid maintained a steadfast slience through mudl

of the conference. inducing desp nervousness bn Virgin

EREh Ers sta, wihe thought he might have bean an undsrcover

agent for Nintendo. Over lunch, howsver, e admitted ©
Disgraceful behaviour on Archer's baize, baing potted by Ammy White (#ven though “'m nat
Judging by the pasition of the cus ball, normally kesn on arcads stuft’) and very impreised by 1
punishment by pocketing is called for $FX on COTV Excallbur,
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nugh much
in Virgln
dercorver
simittod to
m et

wzsed by the

Mo nansere about Liam
Dystant - this led got full
miarks for taking & very
active rols |p the
proceadings. offering some
sharp abservations on

Paul Mellarich stsggered
it the conference having
survived & car journey from

ed to take an cutspoken
rode in the conference, dar-

Ireg wehich ha confessed o
belrog particularly
impressed with Amry
White's Whirfwind Srooker
- burt then so was everyons
wlve. As one of two
gadrive owners, Paul
d hirmself isaving the

the relevant detalls. If anyone
can't attend, they'll be shortlisted for future
conferences and another selection will be made
for someond to take their place. Please note that
although we can sometinmes arrange for lifts from
rallway stations, etc, it is your responsibility to
provide your own transport to and from the
conference location.

Forthcoming conferences planned include The
ditmap Brothers at Renegade (in London), Core (in
Durnyl, Sierra (near Reading), and Ocean (in
Manchestar).

Get your applhcation in NOW to:

ACE Conferences

30-32 Fartingdon Lane

Lendan

ECIA 3AU

ACE

Leitester, snd then procesed-

Virgin ara making no bones about Realms: it's designed to ba
Pawermongerbasher. Programmed by Graltgold, it uses
fractal-style graphics to create the familiar isometric display as
yOu use monay, power, and military strategy to consolidate
your swn realm befors extending a blood-stalned handihake
to your neighbours. Realms was universally popular with ACE
conference attendess and sven the loyal
PopulousiPowermonger fans amongst them were impressed by
the sxtended gameplay options. Due owt in Octobar for Amiga,
5T (both £29.99) and PC (£34.99)

(right) The man whao put it all together: Virgin conferences
director David Rishop, whoie meticulous planiing gave every-
body a day to remember... and a fow goodies to take away as
wall. Dur thanks to David and his team for all their help in
making this ane of the most anjoyable conferences 1o dats...

Floor 1§ generates a brooding
atmosphers with s
monochrome graphics,
designed by the talented Carl
Cropley who did the superb
ples for EA's Hound of
Shadows. Virgin claim Floor
13 iz based on actual svonis:
developed by P51, who wrote
Conflict, it puts you in charge
of a mysterious organksation in a Dockiands atfice block. Your
task [ to use any means at your disposal (they include
ewerything from murder to infiltration) to protect the govern-
mant from political damage..without ever being fownd out.
Owrt in late Dctober for PC, ST, and Amiga ot £29.99 (PC £34.99)

Spirit of Excalibur on the COTV looks pretty
similar to the standard Amiga version, bt
just wait till you hear the speech!

{left] Steve Clarke, boss of Virgin's new
madla division, demonstrates the advantages
of COTV and compict dish software

T

{left) One of the trememndous
features of Shuttie is that the
instrument panels are scourately
reproduced in the simulation -
and the switches actually work!

{below) Realms uses fractal-style
maps and scaling, resulting in an
effect similar to the displays in
Midwinter. Five terrains are fea-
tured in the game, together with
up to 16 compute ayers, thirty
cities, enhanced artificial intelli-
gence, and averything from nat-
ural disssters to straight-ferward
military confrontation.
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z DEVELOPERS AT WORK

HARD HATS MUST BE WORN
IN THIS SECTION

Yes, you must be
careful to wear
protective goggles
before turning the
page and entering
this month’s In The
Works. You never
know when you could
get hit by a fast-flying
piece of exclusive, or
caught in a dangerous
shower of sharp
development information.
And make sure you wear only
loose clothing, because
everything about In The Works this
month is so HOT!

As usual we've been sticking our nose where
it's not wanted to bring YOU the most exclusive, incisive and interesting
information on the most blistering up-and-coming games, including in-depth
interviews with the people who matter and close-up analysis of the game
actually AS it is being written! Better start unbuttoning that shirt (and your
trousers too, if you're of a particularly weak disposition)...

40 (0705 ESPRIT TURBO CHALLENGE 2 42 B OF THE STON m

g hottest racing game of last year is ason Kingsley, the author of Murder and S Gold's latest CapCom coin-op
back, with better everything! Hey, and Blade Warrior tries his hand at Elite-style conversion marries the cutesy

we're not kidding either. Jim Douglas has space-age combat-trading-strategy-action gameplay of Rainbow Islands with the

seen it, Just wait until you clock the stuff that adventure in the latest from Empire. We've got unmatchable programming pedigree of top
Magnetic Fields is cramming into the summer's  all the gen, 50 just flick those little pages right on  developers Tiertex. David Upchurch talks to the
miost eagerty-awaited sequel. It will blow up to the number 42... boyz in the hood to find out what's going down,
your mind! bro. Yo.

RKBENCH
EM ~BILl

i P b e o
LL_L L B 0 P
s

(EYBOARI
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ast November, Lotus Esprit Turbo
Lﬂna.'renge found itself the reviewers'

darling. It was a peculiar situation that amid
50 many heavyweight driving sims and coin-op
conversions, a sprite-driven arcade game with a
surprisingly basic premise (no shooting or
barging or polygons or spies) was adored $o unk
versally by critics and paying customers alike

The secret, clearly, was Lotus' partaking of
that Kick-Off-esque property, the Larf Factor,
There was no mincing around selecting which
tyre compound is best. No engine overheat to
worry about. No pulling into the pits for an oil
change. Just staying on the road and going as
fast as possible and winning.

The game held together so well and felt so nat-
ural to play, you could be forgiven for thinking
that it was a one-off hit. A bit of a software star
that just happened to come together in the right
way at the right time, whose sequel would
almost certainly fall flat. s

But Gremlin are confident that they've hit on
the magic formula again, and predict an even
better-rounded product with Lotus 2.

FALSE START?

The Lotus follow-up was never a certainty.
Although the first title was such a hit, both
Gremlin and Magnetic Fields were concerned
that the sequel might be constrained too tightly
by Lotus' demands that their cars weren't shown
being blown up or smashed. A perfectly

Mo matter how busy or #mply the road, Lotus 2 promises a constant update rate
of twenty-five frames per second, Steeper hills and pewistier turns necessitate far

meore driving skill and less all-out speed,

4“ EDWANCED COMPUTER ENTERTAINMENT

Sucking the very marrow from the driving genre,
GREMLIN prepare to release another stick-shift
sensation. With the barrel of originality thoroughly
scraped, what new apples can developers Magnetic

Fields promise?

understandable request from Lotus could be
seen to curb the blockbuster exciternent which
any sequel needs. In the early stages, Gremiin
were tempted to produce a nonicensed semi
sequel with all the high-octane smashes and
crashes.

In the end, however, it was decided that the
Lotus name was vital and new angles should be
explored in order to spice up the formula.

WHATEVER THE WEATHER

As any driver will tell you, Mother Nature proves
to be an opponent every bit as formidable as the
cars you're racing against. Each stage of Lotus 2
features a different driving environment and, far
from being simply a different graphics sefup,
each environment poses a bunch of carcontrol
problems for the driver.

On snowy sections, the steering becomes light,
almost like driving in a skid-pan, and the drivers’
vision is hampered by falling snow and rain.
Examine the track-breakdown for more detail.

L AYER i
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“The basic aim of the eight levels," says Shaun
Southern, chief programmer, "is to create a
different atmasphere on each stage. The extra
effects such as hightning, overiaid snow and ram,
sparks on the tunnel walls, smoking wheels, elt,
should do the trick.”

A criticism of the first game was that hitting a
road-side object would virtually put you out of the
race. “This time, we've improved the playability
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50 that when you hit a sign or another car,
you're not keft stuck at the side of the track.
Instead, you're thrown back onto the road and
into play as soon as possible. This way we've
been able to be quite tight on the times for each
kevel, making for a more exciting race.”

The speed of the game matches the first,

when added toge
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Fairly hiily-

mh poasnce ovar r @ in
ivers. Huhhl ] “iﬂ'lﬂ‘d

pﬂdﬂmuw:hmrd.
2. The City

the main strip
tunnels, ers will face of
ather lanes, They' il have the
wrong 1ane for pxtra-brave @

and blasting through
coming traffic in the
gption to use
wartaking moves-

wrill slow down

ction in the sand.
car a5 he loses tra s
::dprllﬁl‘m road and the absence of read 19

makes it difficult to stay on COMrSE.

Snow
:mm- slippiness with plen
hills. Drivers are kept on their

makes viewin the road up @ b
Mv;;““ :n this stage are 1o be expecte

ther, comprise & whopping

as a bunch v
. sm:.::::l by @ Mag, showing

head extremely tricky.

although is uniikely to beat it. “We're looking at
twenty-five frames per second on average”,

YES, MASTER

The two-player option worked so well in the first
game, the team had their work cut out for them
when trying to produce an improvement.

FRAUGE D

Hitting roadside obsta-
clas i considerably
less frustrating than in
Lotus 2, since you're
positionsd back onto
the track immedistely.

Players can now link up two machines, Amiga
and ST. By selecting a slave machine, and a
master, three players can race against each
other, one playing with a full screen, and the oth-
ers in two-player mode on the other machine

THE CARS

Both the Lotus Esprit and the Elan are raced dur-
ing the game, on alternate stages. “Esprits have
far better straightline acceleration,” says Shaun,
“although the Elan has better handling, so can
get through the corners guicker”,

White overtakes red! Red floors
tha gas and makes a desparate
challenge, and... overtakes whits!
The two-player mode is made an
wven tighter contest thanks to the
tuning of the track-repositioning.
No mora lead-from-the-start no
contest scenarios here!
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Ever wanted to play a
game like Elite, but where
you could do whatever
you liked? Empire and
Jason Kingsley have got
the solution - and we've

got the details.

hat Jason Kingsley is, by all accounts,

a bit of a geezer. He was responsible

for the innovative arcade adventure

Blade Warrior for Image Works {which

is only now, after several delays,
seeing the light of day) and put together the
rather nifty whodunnit Murder for US Gold. Now
he's back with a vengeance once more, this time
with a game that's a little bit like Elite - except it
isn't,

Eve Of The Storm's scenario is as complex
and elaborate as the game itself promises to be.
The whole thing revolves around the planet
Jupiter (the largest planet in the solar system and
known as a gas giant due to its particularly
volatile and stormy composition).

Well, you know that big red spot that Jupiter's
got? Right, well that's called the Eye of the
Storm, you see? The idea is that in the future life
has been found inside the red planet’s eye, and
under interplanetary law the area is designated a
freefor-all zone for scavengers, mercenaries and
whoever else is interested in exploiting the
region. You play one such merc, a maverick
scientist who has come to the eye in his
spaceship with an eye on making a fast buck,
and, as an overall goal, achieving control of the
eye,

"The idea for Eye of the Storm comes from a
whole variety things, scii movies and the like. |
particularly like the whole Star Trek idea of
venturing into space and discovering new things.
And | suppose it's also got something to do with
my imagination when it comes to strange
creatures and monsters.

So far as the game itself is concerned, |
wanted to create something that | could play,
and would be able to come back to six months
later.

“The idea was to make something that was
different every time you played it, and that's why
| wanted to steer right away from games like
Elite which have a very linear game design. Eye
of the Storm is more like a web of different ideas
and elements which are all networked together,

R, o PR LT L U Lo e Rl B LR

EYE

50 you can play the game any way you like.
There is combat, but you don't have to fight.
There is trading, but you don't have to trade. |
think games like Elite can get very boring and
repetitive - buy something here, have a dogfight,
sell it somewhere else - and that's just the sort of
thing we've tried to avoid.”

lsn't designing a game with a more surreal
structure a more torturous affair than the familiar
method? “Well, yes and no,"” says Kingsley
surprisingly. “It's actually easier in some ways
because it requires less work to make it

F THE
STORM

different. Mo, let me put that another way.
Because it's networked, you don't have to
consciously tie stuff together because the player
can just go wherever he wants."

The game itself is played, on the surface at
least, in the traditional Elite-style, from the
cockpit of your craft as you fly around Jupiter's
gaseous atmosphere, fighting with other mercs
{who are there after the same ends as your ownl
running missions and, as an interesting touch,
exploring and surveying as much of the area as
possible, seeking out new life forms for cash
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nsciBERESS IUE real and “free-range” in L"E'Si e, there are some
There's also a thing called a Songspinner, more familiar, linear elements, such as the

Which is a giant rock that starts to rotate when missions that crop up from time to time. *You've

you shoot it. As you shoot it more and more got these people called patrons, who are kind of

times it spins faster and faster unfil it starts to the interplanetary barons,” explains Jason,

fum, making a noise like whalesong. This sound "They're tremendously wealthy, and float

atfracts a whale, who comes along and gives around the eye in these giant dirigibles. There

¥ou & message. There's plenty of aesthetic stuff  are eight patrons, each with different

100, Ske af the plants have real lifecycles, and personalities, and each has eight missions to

¥ou can actually watch them swelling and give you." The only problem is, because the

ripening.” patrons are so fabulously rich, they don't actually

__\_,_

need anyThirugEdnﬂE and so the only reason they
give you missions is so they can have a laugh
watching you risk your neck. Serious players
may not like to think themselves as throwaway
entertainment for galactic fat cats, but the cash
bounties on offer for the missions are so large
it's often worth taking the risks involved.

To increase their entertainment, the patrons
are likely to set the player up with false missions
- for example, you could get sent to a certain
sector on the pretence of collecting something,
only to find a flotilla of enemy ships waiting for
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them. To survive such double-crossing tactics,
players must be on their toes at all times.

Talking of enemy ships, they come in the form
of Hunters, high-speed fighters that for the most
part roam around the eye looking for something
to shoot at. Four hunters in particular, however,
aren't to be taken so lightly. They're
professionals, out in the pursuit of pretty much
the same goals as you, but mercilessly ruthless
in the way they achieve them.

Because they're so nasty, there's a large cash
bounty to be had for killing one, although the
mare sensible player will want to earn more over
a long period by picking up small bonuses for
individual dogfights. "One feature that I'm quite
pleased with,” says Jason, “is that you are able
to see exactly what any of the four main hunters
is doing using special remote cameras. You can
select inset views that basically shows you what
the selected hunter is seeing from his craft.

It's useful for keeping tabs on them, particular
ly if you want to stay out of their way, and if you
do get into a fight with one and he goes out of
your sight, you can use the view to see what he's
up to.”

If all this sounds a bit hectic and bloody,
players can choose a more sedate way of
earning a few bob, as Jason explains, ‘Because
the eye of Jupiter is an uncharted area, there is

|, FASHINATING

Eye of the Storm employs all sorts of clever cutting-edge technical tricks
and techniques, the hottest of which is Gourad shading - the

TRADE PRICE DAY TODAY!

Despite Jason's insistence that Eye of the Storm isn't like Elite,
there is one aspect about which there can be no dispute - trading.
But while It's there, Jason's keen to point out that it's a far cry
from the “repetitive” sort that occurred In Elite. “You can trade
with either the hunters or the patrons. There are two ways of
trading - you either buy something from one person, then sell it
to someone else at a profit, or go looking for stuff to salvage for

free, and sell that.”

=There are five types of rare mineral in the eye that most of

{{Above and laft)

Fizh! Some of the
hizarre croatures found
in the gaseous
atmosphere of Mars.

the trading is based around, and you can also trade alien artifacts
and fish(!). The problem is that the more expensive minerals are

protected - one kind, for Instance, is protected by the Great Eye of
Terror, which paralyses anything it sets its gaze upon. If it looks at
you, you're dead in space until it looks away. The same applies for
any of the hunters that may come looking. You can also go miner-

{abowe) This is a stargate. By fiying through
I, you can go to 8 differont place, You can
actually define where your suit port will b,

through seme serlously comples flddiing.

al mining. by blasting away at rocks, some of which contain

diamonds.”

all kinds of undiscovered wildliife about. You can
earm money just by seeing new forms of life,
because everything you do is recorded. If you
find something for the first time, you get a
certain amount of money, but if you see
something for the second time, or another
hunter has seen it before you, you get less
because it's already been discovered.” The
forms of life are many and varied, including
sharks, jellyfish and dragonflies, and the type of
life you're likely to find changes as you move up
and down through the different levels of the
eye's gaseous atmosphere.

(Balow) Two spadeships an an
action-packed strafing run.
¥ou can enter combat soenar-
ios if you wish, or take the
cowands way and simply
oxplore ard trade.

rnew burrword among hip programming types. 5o what

|  exactly is it. “Gourad shading is the next step on from light-
| source shading,” Jason explains. "Basically what it does is
smooth out the hard edges in polygon shapes using colours.
| Where you have two polygons meeting along a sharp edge,
Gourad uses colour graduation to make the join fess sharp.
It's a very new technique, and combined with Bezier
| curved polygons, we've been able to produce some very
interesting shapes indeed. We're only using Gourad shading
| for the organic objects in the game though - all the mechani-
cal objects like spaceships are supposed to have sharp edges

after all.”
mMmm. fashinating.

AMOED COMPUTER ERTIRTAINWHEN

In order to preserve that “still playable in six
maonths® quality that he's been searching for, he
and programmer AJ) Perrott (of Starglider 2
fame) have endeavoured to make the playing
area as large as possible, “In geographical
terms, it's somewhere between ten thousand and
sixteen thousand miles square. In the game, that
translates into, let's see.., if you had the fastest
ship in the game, travelling at top speed, it would
take you around six to eight minutes to travel
from your base in the centre of the eye to the
very edge. In fact it's impossible to travel that far
in one go, because you wouldn't have enough
fuel. You'd either have to position special fuel
pods along the way, or use one of the special
teleport gates.”

While Jason has been working on the design of
Eye of the Storm for over 18 months now (Tve
always wanted to do a 3D game", he saysi, cot
ing has only been in progress for the last ten.
Currently he and AJ are trying to figure out what
abjects in the game will be indestructible. Once
that's done, it's down to a marathon session of
bug-testing which, for the most part, will consest
of sitting back and watching the game to make
sure everything behaves exactly as it should.
The release date for PC, ST and Amiga versions
is set for September - watch out for the full ACE
review around that tme.
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he Eyes have it. Or, to be more precise,
Tthe Blue Dragon's Eyes have it. Magical

powers, that is. An ancient legend in the
Book of lllumination prophesies that should the
people of Alurea ever be under threat, the Blue
Dragon’'s Eyes will appear to save them.

But you can't trust fables. One grey day, a
monstrous Warlord invaded Alurea and put the
King and Queen to the sword. It was only thanks
to the courage of loyal courtiers that their twin
baby sons escaped death,

Fifteen years passed, and the twins grew
hungry for revenge. Strapping on swords and
putting their best platform-hopping feet forward,
the two teen-warriors set out on a guest though
six levels of arcade action to find the Eyes and
save their Kingdom from evil's slavery...

CAPCOM KINGS

Tiertex are no strangers to CapCom
conversions, being responsible for the recent UN
Squadron and Mercs. This current project is
being programmed by Andy, with Wayne on -
graphics and John writing the music and sound
FX. (For security reasons their surnames must
remain Top S ecret!) Work started back in
January using the PDS development system, but
mid-way though the project Tiertex switched to
the newer, more-powerful SMASM systerm.

What is it that they like about Mega Twins? “It's
got plenty of colourful sprites, fast action and it's
great with two players. The wide range of varied
levels keep you interested because you want to
see what's next.” Indeed. As well as the tradition-
al cross-country monster bashing and platform
jumping antics, the Mega Twins have to negofiate
underwater caverns and even fly through nasty-
infested aerospace at one point (thanks to a
magical flying capl).

Although Mega Twins is Andy’s first 16-bit
arcade conversion (he previously wrote
Defenders of the Earth on the Spectrum), it looks
like the work of a seasoned pro. Many ST
scrolling games have drab, repetitive backdrops
because they're built from graphic blocks stored
in memory in several pre-scrolled positions. This
means memory is rapidly eaten up, restricting
the number of different graphic blocks that can
be stored.

Mega Twins' backgrounds, on the other hand,
scroll smoaothly and are packed with variety and
colour. Very impressive. How did was the effect
achieved? Andy doesn't want to give too much
away, but states, “The scrolling in Mega Twins
uses no prerotation but takes up a lot of screen

“ ADVANTED COMPUTER ENTERTARMENT

US GOLD hopes that Mega Twins will be the Rainbow
Islands of 1991. ACE visits Manchester-based Tiertex

to see how CapCom'’s cutesy coin-op is converting...

Don't panic! This is one of the intro screens. Normally the

action never gets this bad - fortunately! The sprites range from
tiny (8 x 8 pixels) to huge (128 x 104 pixels). Many of the lsrg-

e, more complen mesnies are built from several sprites.

COIN-OP COMPARISON

These screenshots are from the ariginal coin-
op. Apart from the cbvious - and unavoidable
- decrease in colour, Tiertex has done &
marvellous job of porting the detailed
graphics across to the Amiga and Atari 5T.

Lowel Five. At first he sits on & cloud at the top of the
serean and sends wave after wave of peanut men to attasc
you, befors jumping down to finksh you off himsel.

PLAYER
B Fesx | Ilmoh 7 DB Pounds
glded i wha IEIRSs | oE

PLAYER 2

B Fess 7 103 Poonds

Ihe yesaper @ e SRS DirSugas BF oy

P e S RS el SRR e

i FaRd FAVERPE 0S5 R

Can the Twins save the Kingdom? Their fate is in your jand
& friend's) hands...



(abowe) On Level Three you don a special winged cap for some
aertad escapades through a cloud-filled sky. Things look a little
erowded - perhaps it'd be wise o use 3 smart-bombish Magic
Bomb to clear the air.

[Right) The first level sees you making your way though the
woods. Those blue guys may be cube, but they're just a deadly
as the ugllest monster. A single jab from your magic sword
will see them off.

(sat right] Don't clam wp! This gisnt shell guards the entrance
to poime underwater caves. To progress you'll have to slice "n®
dice the cute little Hermit Crab first. Don't get too sentimental
= tha crabs dewsn't glve a second thought about doing the same
o o

NO COMMODORE COP OUTS

ood as the 5T version is looking, Amiga Mega Twins promises to be even better! The Amiga’s blitter
and hardware scrolling capabilities will be fully used for a faster game, and the Amiga's wider
palette will also be implemented to give subtler colouring to the graphics. Memory permitting, cer-
tain background features - like the giant waterfall - will be animated.
Tiertex toyed with the idea of including the arcade machine's parallax, but eventually decided against
It. The reasons are simple: parallax would mean using the Amiga’s ‘dual-playfield mode’, which only
allows backgrounds in 8 colours. Tiertex felt the decrease in colour would spoil the look of the game.

memary. It the most difficult bit of the game to
write. It's a massive piece of very complex code,
and took me a month and a half to develop.”

SCREEN TO SCREEN
50 how do you go about porting a complex coin-
op ke Mega Twins across to the home
machines. Did CapCom help much? “As develop-
&rs," says Tiertex's spokeswoman, Rachel
Farrow, “We don't really have that much contact
with them. it's usually US Gold who deal with
them, At first, we were given a video of the
game being played through, but later we were
supphed with the actual arcade ROM board, so
we could get the fee! of the game correct as
well as the graphics.”

The arcade machine's graphics were digitised
Straight from the screen, then ported across to

Carefully does it - you're approaching the end of the sixth and final level, where you finally confro

VR R
& -

the teva-sanded d .

an Amiga running DPaint 3 for remapping in 16
golours and general touching up. The
backgrounds are split up and stored as 480 16
% 16 piel blocks. Although the sprites and the
backgrounds use the same 16 colours, raster
sphitting will be used to generate a different
eolour palette for the score panels.

 THE FUTURE?
‘Mega Twins is well on schedule for its August
" tompletion date, and should hit the shelves in

* September. But as arcade machines get more

This 5T shot is & fine sxampla of the highly-detailed backgrounds. Thanks to Andy's WIMIMMMHMM
compromises in speed or smoothness to achieve this - the 5T game scrolls the backdrops in two phiel increments every two of
three frames {depending on how much action there is on screen).

and more complex and become more like funfair
rides than games, what do Tiertex think is the
future for coinop conversions? Rachel's answer
is unsurprising, “We think the future's very good,
though with some arcade machines it's only pos-
sible to get a gist of what the original is like
because of hardware limitations.”

Fortunately Mega Twins is the sort of game

that doesn’t wow ‘em in the arcades but converts
well to the home machines. And Tiertex is very
happy with their work so far; "Mega Twins is very
faithful to the arcade original, incorporating near-
Iy all of the graphics and playability.” But a
Rainbow [slands for our times? We shall see,
readers, we shall see...

® David Upchurch
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ACE always awards seals of approval for outstanding
saftware performance. If a game really breaks the
boundaries in sound, graphics, or originality you'll see the
appropriate ACE Award flash on the review. Unless it's truly
dire - in which case it'll get the ACE Turkey award, Software
houses: you have been warned!

ACE only awards thiz one to
ok games of outstanding
guality. A 200+ game is a
classic title, recommended
without hesitation.

Originality counts for a lot
these days, and any games
that have it deserve a special
mention. This ACE award is
reserved specifically for these
rare games.

Coisré Design's Thunderhawh promises to lure arcade
fans into the polygon flight genre. And by golly, we
think they've cracked it. See page 52

Jimmy White's Whirfwind Snooker from Virgin.
Anything but, if you will, a load of baills,
See page 38

HIGH FIDELITY

ACE's reviews, you should find, differ from those in other
magazines. And frankly we're pleased. It's not an
intentionally contrary stance, but we do rather pride

One of the first things to grab
youi in 8 game is it graphics.
Games that redefine the state-
of-the-art get this seal of
approval from ACE.

ourselves in spotting those niggling little flaws which make
games less enjoyable for you. While other titles may well be
happy to promise later levels full of excitement, we'll only

tell you what we've seen for ourselves. Hopefully, the result
is an altogether more coherent, reliable and believable read.

Sound is the 'forgotten’
aspect of games - but can
make or break them. ACE
only awards this one to
brilliant use of audio in a
game.

The PIC — Predicted Interest
Curve
- is the most sophisticated
reviewing tool around.

The curve is divided into six
sections, indicating the player's

S adrenalin level after one minute,

one hour, one day, one week, one
month, and one year. And this

MEGADRIVE

AR
e L

The packaging and presention are mediocre, but after a

Erw minutes the depth of gameplay really Bites
Unforfunately & repetitive challenge means it's downhill
fram there on..

@ Twelve disks to
swap!

® No colour on
some stages

# No joystick or
mouse control
option

can tell you a lot'more about a
game than just the interest
levels...

The minute, hour, and day
ratings can tell you a lot too. If
there's a dip here, followed by a
rise, you've got a game that may
take a bit of getting into.
Alternatively, the graphics may
put you off for a while until the
gameplay starts to grip. Check
out the PIC comment for more
details.

We won't rate a game unless it
represents what you'll find on the
shelves. If a game's not finished, we
won't rate it. Instead we give it an
ACE Preplay verdict panel that tells
you how we think it's shaping up. In
most cases, a full review of the
finished game will follow in a later
issue.

Computer and Console pages 52-78

52
56
58
50
51

62
64
67
68
69
72
74
75
76
77

THUNDERHAWK Core Design
CASTLES Electronic Arts
WHIRLWIND SNOOKER Virgin
CENTURION Electronic Arts
ALIEN STORM Megadrive
MAUPITI ISLAND Lankhor
SLIDERS Falace

BEAST BUSTERS Activision
ELF Ocean

WILD WHEELS Ocean
R-TYPE N Activision

PSYCHIC WORLD Game Gear
G-LOC Game Gear
CHOPLIFTER Game Boy
HATRIS Game Boy
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SCREERATEST

Just in time to catch the
combat-sim-without-the-
sim wave before it
becomes a cliché, CORE
DESIGN proudly present

their whirlybird actioner

ey're sick of boring flight sims, are Core.

And they feel that the buying public are the
same. So Thunderhawk's mission is to fly
straight into the metaphorical, if you will, ‘Kill
zone' of gameplay without all that pre-flight
nonsense that everyone finds such a drag. And
while it's wrong to assume that there's some
worldwide backlash against detail, it's true that
the statistic brigade have already been more
than admirably catered for. And so, while
Microprose et al deal out the heavyweight sims,
Core are endeavouring to pull that lucrative pool
of arcade fans into the genre more gently. Well,
that's the plan.

And it appears to have worked extremely well,
There is, of course, a great difference between
depth and unnecessary complexity. Stripped of
virtually all irritating drawbacks Thunderhawk
scores action-packed hits in all areas. For a

start, everything is controlled through the mouse.

Everything from weapons selection through
helicopter control to target tracking. Only when
flicking through the externalcamera views of the
action need the player's fingers ever encounter
the keyboard.

Far from being a nightmare memorytest of
clicks and nonclicks, the system holds up
extremely well, making it tricky for all but the
most dismal pilot to perform all those hilarious
flying into the ground stunts when they were sim-
ply trying to select their next target,

The game is broken down into a series of cam-
paigns, each featuring the hybrid chopper

B2 scancEn COMPUTER ENTERTAMMENT

(Above and above left and right) Missions sre most commaonly
flown under the cover of darkness, but burzing targets in an
arure blue ocean |5 a worthwhile visual treat,

[Top) The precision and ergonomic excellence of the flight con
trols allow for some dead tricky flying. Witness a relative
novice pilot's nutmeg-the-oll-rig display. Packed with lovely
touchas, Thunderhawk is & joy to bahold.

{Left) External views of the helicopter are uieful for working
out exactly where your targets are, especially when they're
immediately below you. It's also so easy to hover the choppsf,
that even when cycling around with the mobile camera, the
player can be confident that no ground-related harm will coms
ta hbm.



g the terrain like pros thanks

sance film of the next mission's

'..-}:I‘:'I‘{l
EXTT

Water-borne targets boast heavy air-defences, which prove to
be tougher than any anti-aircraft fire. They come in fast and
won't lat up until sithar thay - or you - are done for.

gunship in a pivotal role, working at the enemy
defences allowing ground troops to do their
work. In the first campaign, for example, a
defecting Soviet physicist must be assured safe
passage from deep behind enemy lines. The
campaigns are further sectiocnalised into
objectives. In the safety of his headquarters, the
mysterious alied controller Jack will talk you
through your next mission, highlighting key
targets which should be destroyed to ensure
SUCCESS.

Before taking to the skies, the pilot of the
chopper must select the most appropriate
arsenal for the missien. An automatc detault wil
select a decent selections of usable tools Tor the
|ob, but selt-confident flyboys can stock up on
flashier kit to suit their personal preferences.

o et anmN T S
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Essentially, the player is continually presented
with a list of targets to destroy, some
information on the defences in the area and the
benefits of a successful mission. Depending on
whether you're feeling like a top-dog killing
machine or simply want to get the job over and
done with, you can elect to try and clean the
entire combat zone or hit only your specified tar-
gets before escaping. The rule of thumb is that
by working a bit harder on each mission, destroy
ing as many ground troops and defences as pos-
sible, your forces will be in for an easier time on
the next mession

Even in the most ferocious fire-fights, the
handling of the helicopter works intuitively. Some

{Abowe) Realistic objects shift with impressive spead, and
refrashingly litthe fuss, Core claim their routines are the
fastest around, and we find ourislves in no position to arguwe.

(Right) The personalized intro names the player as the rough-
a5t most toughest 5.0,k who svery flew a whirtybird.

serious thought has gone into the control
method, making it probably one of the friendliest
and most flexible user interfaces around. (See
the "You're In Control'' panel)

That the game packs more combat into five
minutes than many manage to muster up in half
an hour while still maintaining a degree of realism
and purpose can only be a testament to Core's
design ability.

The sectionalisation of the game works particu-
larhy well; providing short, punchy game
sequences, and since flying through dead air
gpace is kept to an absolute minimum (having
completed your main objective, turning tail and
heading for home will trigger an automatic back
to-base situation) Thunderhawk plays like a set of
good short stories, Mot so much a Tom Clancy,
more an Action Man novella.

aallocd

VIEW TO A KIL

Aside from external helicopter vi

view your chopper from a fixed dé
any elevation) and the zoom infout t1

can opt to view the action from el

e player
an in-

weapon camera or from the p.o.v. of the
currently selected target.

Presentation and ergonomics are
throughout, and all the words about ghought
being put into how the game is playgqd, working
from the user back, putting the fun fack into g
flight games which sounded so hear it-all-before a
couple of months ago have been prgved to be
justified.

WO TIT I

tendad
d explodes, while
pecially dramatic
helicdpter's t
ing in at the target
static snow.

r rounds

@ Jim Douglas
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t exhilarating
rget rushes into

e latter results in
ts at night, with

fore the screen

{Above) Tha introduction
soquence telis the film-nol
tale of a top spy
commander informing the
Prasident that they've
found the right man for
the job. A man tough
snaugh to fly solo misskns
into the world's flashpoint
troublespats, A man wha
would not flinch in the
face of & hundred incoming
Mavericks, A man with
FPOLF TS

Destroying targets with inappropriate weapon: can be strange
ly satisfying, whather it's dropping an unnecessarily lange
suplosive charge on a residentisl house or by taking on a tank
with a machine gun. Real Wings of the Apache stuff



THEY DESTROYED EVERYTHING HE HAD
ALL THAT HE LOVED
EVERYTHING THAT HE WAS

e

ATARI ST
™ & © 1990 UNIVERSAL CBM AMIGA
SRS i
LICENSED BY MERCHANDISING . AMSTRAD
CORPORATION OF AMERICA. INC COMMODORE

OCEAN SOFTWARE LIMITED . 6 CENTRAL STREET . MANCHESTER M2 SNS . TEL: 061 832 6633 . FAX: 061 834 0650




Qsﬂes takes several existing gameplay

enres and combines them with a healthy
dollop of historical authenticity to provide a game
packed with punch, promise, and pitfalls in
roughly equal portions. The punch and the
promise give the game a very high initial impact -
leading you to believe that it is every bit as good
as other magazines have cracked it up fo be.

After about five hours play, however, distinct
reservations emerge, and after ten to fifteen
hours you're as acutely aware of the program's
deficiencies as you are of its good points. Let's
not be too harsh here: Castles IS a very nice
original package and a serious contender for
your cash, but the hype has rather overlooked
the weaknesses. Here's the rur-down, so you can
make up your mind for yourself.

There are three game scenarios, involing the
construction of one, three, or eight castles as
part of your efforts to subdue the Welsh
chieftains. Using reference material provided
{and your own imagination) you design your own
castle and then hire labour to build it, along with
military (soldiers and archers) to defend it.

Your castle consists of walls connected by tow-
ers (square or round) and broken by gateways.
There are seven classes of labourer and the bulk
of the gameplay consists of optimising your
labour mix and its application to each element of
your site, This is a complex business if you want
to do it well, because (a) the requirements of,
say, a wall will vary during construction (more
diggers required during the early stages, for
example) and (b) the game does not tell you how

First, design your castle, placing construction elemants on the
map. Take care to select suitable terrain - don't, for example,
put & hesvy tower on top of a marsh! H you makes a mistake
mmmm«mmlwmnmmhwt
wasts time building anything you're not 100% sure of).

many of each labour class are assigned to an
element.

During construction, your site will come under
attack. You are warned of an attack either imme-
diately the enemy is sighted or sometimes by a
messenger screen reporting movements of
enemy forces. Although some attempt is made
to generate excitement through reports of major
offensives, in practise the opposition starts weak
and climbs a steady curve, pitching its strongest
force at you at the end. For this reason, and
since there is minimal strategy involved,
defeating the opposition is a lot easier than it
ought to be.

THORNY DILEMMAS
There's also a Dictator-style side to the game,

INTERPLAY/EA grant you

planning permission for a
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Your castle is now in the sarly stages of construction. Right
now, we've got teams working on the north wall. Towers take
langest to bulld and should be tackled first, so that they can
give support to the walls alongside. Walls may collapse If adjs
cent elements are not tall encugh to support them.

which complicates what would otherwise be a
pretty simple challenge. First, you must balance
your finances, which are based on taxation, and
avoid bankruptcy. The latter can lose you the
game (at least in the single castle scenariol,
since your soldiers desert and the enemy can
then, in the early stages, completely destroy
your site.

As well as manipulating public opinion via
taxes, you must also respond in a multiple choice
manner to dilemmas presented to you by
messengers. These dilemmas demand that you
take action or pass judgement in disputes invol
ing either the nobles or the Church. The choices
tend to fall into the same pattern: either you
please no-one with a compromise or you please
one of the two parties and anger the other. Stick

e svgen
oy g gedert than some of the B-meg MOonTters we'w
e accuitoemed 1o, The game supports CGA up to 256-colour
WEA, AdLib, Raland, and Sourdiblaster. Gameplay on anything
less tham a 286 s agankingly slovw and & fast machine in
recormemsendod, particuiarly for thi aight costle campaign

mediaeval det'd. des. res.

lNaxes
Mililary §
Food

Dplions

complete w/outstanding

country views, 25 beds,

4 rcptns, + oubliette...

The MAIN viswpaint shows the current castle in isometric 30
format. 1t's usetul for getting a close-up view of work in
progress, particularly for sesing which slements are using up
scatfaiding (the availability of which can be a limiting factor
during construction)
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to the latter and you can't go far wrong.
information screens, usually with some static

see the screenshots for details - showing your
workers scurrying antike about their business.

COUNTING THE NIGGLES

awhie. So what goes wrong? First, the
documentation is very poor to the point where

you can actually redirect labour crews on
existing site elements using the DESIGN option,
which gives you an overhead view of the site.
This is necessary because, using the isometric

wiew, it is sometimes impossible - or at least

others that stand in front of them. The program

but it doesn’t always help.

The documentation also fails to support the
interesting aspects of castle construction as
implemented in the program. For example, the
code is obviously allocating different labour
classes to different elements at different times,
but neither the program nor the documentation

mation about what's going on would have made
& big difference.

in later stages of castle building, you have no
way of telling the difference between an almost
fnished section on which work has stopped for
Some reason and a finished one, other than by

it woukd be nice, particularly when you've just

reported on in either a different screen format
[8.8: @ Master Mason's report) or, even better,
orescreen with arrows and boxes reporting on
each element.

There are numerous other niggles, ranging
from the fact that even the Treasury can't give
you & iofal expense sum for your current
‘comemitments (you have to add it up yourself),

All this is presented using straightforward text

lustration, or by one of two views of your site -

All this makes for very absorbing gameplay - for

parts of the game are almost unplayable without
some unsupported lateral thinking. For example,

extremely difficult - to click on areas obscured by

provides a flip viewpoint function to facilitate this

Updates you on this score. More on-screen infor-

glicking on it with the mouse for a labour report.

restored 3 SAVEd pame, to have all the elements

A
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through a failure to indicate
which current site element is
selected (useful when you have
two wall sections side by side
in an identical state of
construction), to the program's
annoying habit of interrupting
you at any time - even in mid-adjustment of
labour values, for example - with another
mMessenger or announcement.

These problems — and others like them — are
particularly frustrating because there's not
technical reason why they couldn't have been
sgived before release. Take the interruption
problem above, for example: far better would
have been a flashing trumpet or scout icon on
the screen, which you could click on as soon as
you'd finished your current task, invoking the
messenger screen - or suffer the conseguences
of ignoring it. A similar design failure means you
have to be careful to pause the game whenever
you leave the terminal, even for short periods. If
you forget, messages {which do not wait for an
ENTER key to scrofl off screen) will have come
and gone, leaving you with a screen of multiple
choice options and no idea what's going on.

When you finish a game, you get a very brief
analysis of your career - far too brief, in fact. It
wiould be nice to have had some form of
performance analysis on your labour allocations,
for example. As it is, you feel a bit let-down after
spending so long constructing, conciliating, and
kicking ass.

On the positive side, Castles is genuinely differ-
ent. You get a feeling of authenticity and a task
that constantly requires attention, spiced with
numerous little added dilemmas. On the minus
side, anyone with a decent brain is going to find
the one and three castle campaigns rather easy
(the eight castle campaign is as much one of
added patience as it is one of added skilll. In the
end, the absorbing gameplay is slowly eroded by
niggling shortcomings and the frustrating feeling
that just a few extra ounces of game design
would have resulted in a real heavyweight title.

@ Steve Cooke

AP SRRS R SCREENTEST

[Main Pic Left) Yay! We've nearly finished
this castle. At this stage, you can eupect a
large attack by the natives bafore recalving
a final congratulatory seraen, which assess-
1 your reign and reports on your standing
wwith the various soclal facthoms.

{bnset Below) Help! We're under sttack.
Your labour teams have evacuated the site
and the program glves you a chance to
place military units in position before the
snemy arrives. Once the opposition is in
range, your infantry units will move
towards them and fight, while you direct
individual units towards individual targets,
Archers remain where they were
positioned, so careful placing is essential to
mop up any survivers after the infantry
assault. If the enemy breaks through, they
wrill atternpt to destroy your castle and - if
you're in the sarly stages of building - they
may well send you right back to stage ona.
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Tha DESIGN scrasn shows you an overhead view
of the site and can also be used later in the
game to direct labour teams without having to
scroll around using the large scale lsometric
wiew
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Every so often you'll be “vislied' be &
messenger. The news (either good or bad) is
then followed by a multiple-choice responss
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You can also view combat in the MAIN modes - more attractive,
but rather more difficult 1o control your troops
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{Balow Right Inset] Whether you
want to impress your mates or just
get in a kit of practice, the Trick
Shot Editor is for you. Hare, you
can set up any shot you like, plac-
img balls anywhere. Shot set-ups
can be saved out to disk so you
can refive those show-off
moments time and time again.

Snooker loopy nuts are
we... and it’s all thanks
to VIRGIN and Archer
Maclean.

And it's hardly surprising, given the quality of
the latest game from veteran programimer
Archer Maclean. From the violent excesses of
the brilliant Dropzone, International Karate and 1ts
even harder sequel I+ to the hushed
atmosphere of the matchroom and the famous
green baize? Hardly a predictable move, but the
end result is, nevertheless, a winner - and
Archer's most remarkable game to date.

Cue games have of course been around as
long as people have been able to program - plot
a few coloured shapes, bung in a few angle-of-
deflection algorithms and away you go. Even the
idea of taking the genre into the third dimension
is nothing new, thanks to Nick Pelling’s 30 Pool
of two years ago. One vital feature that's been
missing from all these past efforts, however, is
any element of realism. No game has ever
recreated what it's really like to play Snooker.
Until now.
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[Right) Mo two break-offs are
ever the same, becausa the pack
of reds is assembled with minute
differences in the gaps between
balls each time - as this desa-up
shows. Thus, as in the real thing,
you can never be quite sure how
a break B going to go until
you've played It.

Jimmy White's Whirlwind Snooker uses an
approach similar to the aforementioned 3D Pool -
the idea is that you view the game on screen
from the same angle that you would view the real
thing, so shots are really lined up from behind
the cue ball rather than floating over a planview
table like you're having some kind of out-ofthe-
body experience. The table can be rotated
through various axes and viewed from adjustable
proximity, so you can see what's going on from
virtually every angle conceivable - the
computerised equivalent of walking around the
table and leaning in to get a better idea of angles
and distances before playing a shot.

More than anything, the trick with Snooker
games has always been simulating ball
movement accurately, so that the game plays as
it should, without balls careening off at inexplica-
ble angles or suddenly running out of momentum
for no apparent reason, In JWWS everything is
spot on, and those who play the real thing
regularly will be most impressed, as they see
that they make the same mistakes on screen as
they do on a real table. As in the real game, ama-
teur players are likely to get mighty miffed until
they learn how thick or thin to hit a ball in order
for it go at the right angle, but once you've
picked up the nack there's nothing guite as safis-
fying {and tense) as break-building.
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[Above) A special computerised targetting fine Is availabbe ot
aill times, and often invaluable for when playing long or tridey
shiovts - show-offs will prefer to lsave it off, though. in its mors
sdvanced form, the line also shows how the cue ball will
bounce off cushions - particularly valuabls when trying to gat
out of snookers of “double” a Ball into the opposite pockel
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[Right bnset) H you need to swerve the cus-ball over & short distance (to go around a ball betwesn you and your target for I
Instance], you nesd a Massay shot. For non-snocker buffs, this is whare the cue is ralsed almost vertically and the cue ball is il - |
struck at an acute angle. In IWWS, the view of such a shot |s recrested sccurately, so the higher you “tilt the table™, the more

%
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ey will be applied. Warning: this shot is strictly for the pros.

(Balow Inset) When a shot is played, special "camerss” can be put into operation to track the action around the table. The cue
ball, target ball or both can be lecked onto and followed, so things never happen out of sight. This mode s also quite handy for 5
Impressing your mates - we've yet to find anyone whose eyes haven't been sent a-goggling by its high-spoed shananigans.
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(Abowve Main Ficture] A lot of thought has gone into JWWS's icon contral - the control panel can sven be viewed in twe differsnt ways so that It
reerver gets i the way of the action. Spin, screw, swarvs and power are all just a mouse click away, and before long you find yourself sstting up
shats instinctively, without even having to think about it. Full marks for implementation here, as the less time you have 1o spend fiddling with
troublesome icons, the more grey matter you can devote to the shot in hand

While a two-player game is obviously the most
fun, a variety of computer opponents are provid-
ed for solo people to play. They are Tom (easy),
Dick (good), Harry (harder) and Jimmy (White, the
champion). As you progress, you can hone your
game, incorporating more sophisticated tactics
like positional play (you're lost at serious level
without it). Swerve, stun, screw and every type
of spin imaginable are all possible, and wital for
such dirty tricks as snookering your opponent.

The end result of such a comprehensive and
realistic approach to recreating snooker is

ATARIST
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(Above] Varlous plan views are available, giving 8 more com-
Pista view of the table. H's inadwisable to play shots from
here i fing angles are difficult to judge, but it's often handy
tur sewing, for example. how far a target ball is away from a
packet and theretore what kind of shot is requirsd.

iBabow) You should sways remembar to chalk your cue before
iplaying a shot. 1t only takes a mouss click, but ke the real
Hhineg it's all too easy 1o forget and playing with a “dry” cus
Ean result in some awtul dunky mis-cues and foul shots,

without doubt the most authentic and playable
sports simulation ever seen on a home
computer. It looks the same, plays the same and
it's virtually impossible to find something you can
do on a real table that you can't do here (short of
tearing the cloth). The only omission would seem
to be the absense of rest shots - no matter how
awkwardly a shot is positioned, it's always reach:
able with a standard cue. That minor niggle
aside, Jimmy White's Whirlwind Snooker is the
ultimate sports simulation to date - and unless
some bright spark devises a way to beam a holo-
graphic image of a snooker table from the ST
into your front room, it's going to stay that while
for quite some time.

@ Gary Whitta

That everyone in the ACE office has been fighting te play Snocker
in teitament to its phenomensl sppeal, And because it has all the

guadities of the real thing (whibs being mibitantially cheager and

taking up much less space), it's unlikely to lowe s sppeal for

bt s time
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CENTU

Friends! Romans!
Megadrive owners!
Lend ELECTRONIC ARTS
your ears...

”okmg back through the annals of world his-
ory, it's not difficult to find that, in their hey-
day, the Romans really knew how to put
themselves about a bit. In their time the boot
boys in leather skirts stoved in more than a few
heads and stamped their authority throughout
Europe. Electronic Arts' simulation of those
great and gory days first appeared on the FC
late last year, with an Amiga version following
shortly after - now Megadrive owners, so far
stuck with a diet of shoot-'em-ups and platform
games, are in on the act.

Centurion is ever-so-slightly similar in its basic
approach to strategy to that crusty Cinemaware
classic Defender of the Crown - which, upon fur-
ther investigation, is hardly surprising as the
author of both games is one and the same,
Kellyn Beck

You're cast as an aspiring young Centurion,
with a duty to defend his homeland and at the

Babooom Taste electric death, allen scum! Boofcake Gordon
kicks xenomorph butt while the android Scooter lnoks on in
Allen Storm.

Attack of the killer trashcans. Gordon and Karla's weapans
have a limited energy supply, which must be topped up by
collecting the bonus icons. if & weapon runs dry, they'ra
reduced to hitting the aliens with the butt of the gun,
Scooter's electric whip has infinite anengy, so he's alright.

B aovnmcsn comarLTER BN TERTAIRMENT
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The First Roman Army faces off against an angry barbarian
force for control of a territory. Since the numbers look about
svan, this one will all be down to tactics.

same time spread the Roman empire as far
afield as possible by capturing foreign provinces.
Things kick off in Rome (you know, that place all
roads lead to), with a single legion of soldiers
under your command and a city full of already
disgruntled citizens to deal with.

The fact is, getting your gloved mitts on other
provinces ain't easy. The people that live around
Italy may not be as technologically advanced as
you, but they don't take kindly to’the Romans
marching into their territory and assuming
control. To win a province over, you've either got

This time it's really really personal - courtesy of those
slimey xenomorphs at SEGA

A;aiieee! Aliens are overrunning the Earth!
ot the nice sort of aliens either, not like
the ones with the spindly arms at the end of
Close Encounters. Mo, these ones are really hor-
rible, with big, slavering mouths full of razor-
sharp teeth, leathery scales and big claws. And
they're not here to be our mates either. Instead
they're spending their time rounding up innocent
humans, eating their houses and generally taking
over the planet.

Between them and planetary denomination
stand three awesome shadowy figures. The
ultimate warriors. The Earth's last line of
defence. Or something.

Their names are Gordon (super-butch male),
Karla (wellendowed flamethrower woman) and
Scooter (C-3P0 lockalike with an electric
bullwhip). Together they must complete eight
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Chariot Racing Is a good way to make & fast budk - providing
you've got the skill to get scross the finish line first. It°s posh
bia to brile your opponents to give you a better chance, but
don't be too sure of yourself.

to schmooze them into a friendly alliance or, if

they're not going to listen to reason or you just
feel belligerent, blitz them on the battlefield and
seize the reigns of power.

Friendly alliances are relatively easy to
organise - providing the other party is willing to
listen. Problem is, most of the time they're not -
50 violence is often the only alternative. When the
two armies face off, a variety of classic Roman
battle strategies are available to you and making
the right choice, based on the size and
characteristics of the opposing forces, is vital,

missions, blasting the alien filth back to the
galactic hellhole they crawled out of. And a good
thing too!

Alien Storm, converted from the Sega coinop,
is a one or two player kicking-in exfravaganza
that's best described as Golden Axe with guns
and extra bits. The heroles) stroll along from left
to right and as they go are accosted by all
manner of alien hordes. Combat is simple
enough - just hammer away at the fire button to
deal out whatever death you're equipped with
until the alien shrivels up and dies. The trick is
doing it without letting said aliens get close
enough to use their own particular special talents
against you. Each type of alien has its preferred
method of attack, ranging from mindless bashi
to jumping on top of you and sucking your face,

When you've battled through to the end of a
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1 {Above] The main map of Europe is where all the main strategy takes place, From hers you select territories to invade, and dheck
- on the progress of other armies and flests,

1 [Bbove left] Aome. city of the the iving. a paradise on Earth. Many of your most important decizions are made from hers -
organising games, basilding your armies and flests and generally keeping watch ower your progress.

If you emerge from the melee victorious, the

t province is yours to command - but you'll have to
d work hard to keep it that way, fighting more
battles to quell resistance forces and organising
games to keep the populace happy. You'd be

3 well advised not to squeeze them too hard for
b taxes, or you'll find yourself with a rebel uprising
the right on your doorstep.

n As the game progresses, so does your rank
ng and level of power. More men come under your

command and you have access to ships to
spread your empire still further. You may even

stregt, corridor or whatever there's some

human rescuing to be done. Enter a rather inter-
esting (and very fast paced) Beast Busters style
sub-section played in first-person perspective as
you torch everything in sight through your
Weapon's roving crosshairs. In addition to the
aligns swarming about and leaping at you, there
are ierestoring medipacks to blast (a neat fea
tre is the game of ping-pong that often

gevelops in two-player mode as you and your
mate battle it out for the bonuses - the prize
Boes fo the last person to shoot the icon as it

3
e
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UF. gh to get the hang of thirgs and the difficulty curve
I L rhed gt oo tough too tast. Only probslem
oAt i completed. you're
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e i hal, though
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get a shot at seducing Cleopatra and becoming
Emperor of Rome. Hot stuff.

Strategy fans looking for something
challenging but not too Tefalheady will lap this
up - it's an especially attractive proposition for
Megadrive owners, who until now have only been
using their brains to send electrical impulses to
their joypad fingers. All said and done, it's a nice
introduction to strategy, and hopefully not the
last game of this type we see on the ‘Drive.

@ Gary Whitta

falls down the screen) and you can also blow the
hell out of the background, just for a laugh. What
seems strange, however, is that the human
hostages that run across the screen to safety
can't be shot, It might have been better to leave
them wulnerable, & la Operation Thunderbolt, so
the player must be careful where he shoots,
Anyway, once that's all over with, there's anoth-
er short sub-section where the players run at high
speed across the landscape, shooting everything
in their way, and then it's back to the familiar
action on the next, tougher mission. And that's
about your lot, The ubiguitous end-ofevel nasties
are out in force, and the designers have done
their best to make them as bizarre and as
gruesome as possible - although since the game
has such a camp air about it {innocent dustbins
and oil drums come alive as mutant snails and
attack you), it's difficult to take any of it seriously.

1 ) - x
The Beast Busters-eique sub-sections often turn into player-
versus-player tennis games as the partners fight over who gets
the most power-ups.

MEGADRIVE

OUT NOwWY

Ferhaps that's why it's much more fun in two-
player mode, because you can have a laugh with
your partner while you blow away all and sundry,
particularly in the gunsight section.

What disappoints most is that the heroes'
weapons really aren't that good and, while some
of the action set-pieces and smart bombs are
quite impressive, the guns themselves are a bit
pathetic and don't have the kind of awesome
wasting power that would have given this game
some real fun. Marks for effort - and fans of the
coin-op and Golden Axe will be happy enough -
but at the end of the day, I'm afraid, this one
misses its target.

® Gary Whitta

Thanks to Shekhana Consoles (081 889 9412) for the loan of
this review cartridge.

A typical end-of-level guardian sccosts Elvis-lookalike Gordon
and busty Karla. This one shoots electric bolts from its head
and tail. Get in close and shoot like crazy!

araneED eonerunes enroranmmt B
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Maupiti

h, you can't beat a good whodunnit. Come

e weekend, what could be better than
grabbing a few tinnies and crashing down i
front of the box with Lieutenant Columbo
(“There's just one thing | don’t understand’}
Inspector Morse (“Shut up, Lewis" or, that old
stalwart, Chief Inspector Wexford ("It wuz a
croiyme of paar-shunn!™). As far as games are
concerned, however, the detective genre has
never really become much more than just a quiet
backwater, with only the occasional offering (nor-
mially, for some reason, from across the
channel) popping up from time to time.

Things are looking up, however, with
Delphine's Cruise For A Corpse looking set to
revitalise the genre when it surfaces later this
summer, and in the meantime we've got another
continental effort to keep budding Spenders on
their toes. Maupiti Island is set on an isolated
tropical caribbean paradise where you, vacation-
ing detective Jerome Lange, have been stranded
by a malevolent cyclone. During your stay on the
island a young girl, Marie, is kidnapped and you
agree to head up an investigation to find her.
Pretty shaky stuff of course, but no worse than
your average TV ‘tec setup.

(Absowe) The pier, where your boat is anchored.

[Above top] Keep your wits about you in the swamp.

B2 oakcED COMPUTER EMTERTAIRMENT

In typical French style, all your detection work
is done in what is supposedly the most
convenient way possible, so no matter how com-
plex the plot gets, all you ever have to do is
make a couple of mouse clicks to do whatever
you want. Everything is menu and graphic-
controlled - you're presented with a first-person
view of your surroundings, with the menus
comprising the various actions (take, talk, ask,
push, etc) at the top of the screen. You pick up
clues by looking for interesting objects (most
locations have them, you just have to look very
carefully), and questioning the right people.
Nobody on Maupiti wants to talk much, but what
they do say, when collated, can often create new
leads and suspicions. You can follow suspects
around the island, listen in on conversations and
even beat people up to get answers out of them.

Despite the fact that Maupiti is no small game

Is LANKHOR's
gallic whodunnit
worth further
investigation?
Hercule ACE

finds out...

Everything Is controlled vis pull-down menus, as this shot of
your starting location, your cabin aboard & lusury boat, showe
Before you leave, look in the cabinet for some usaful items.

{there are plenty of characters and locations, it
somehow gives the impression of being very i
ited, and somehow claustrophobic. While much
is made of the complex plot, the majority of play
ers are likely to get fed up before they get far
enough for a discovery to spur them on, and
only the most determined are going to persist
There's plenty of potential in the whodunnit genre
as old classics like Murder On The Mississippi
and Vera Cruz have shown over the years. This,
however, doesn't go anywhere near realising it. §
you're really itching for a 'teccy game,
something tells me you'd do much better to wat
for Cruise For A Corpse. So do that instead.

@ Gary Whitz
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The prefty graphics and sound soon Braw yoas in, B unless you
have the patience of & saint and the methvation o mabch, i
unlikely to get engrosied. so that poor old P mever reallly mead-
s giddy heights. Strakght to the back of the shell with this ore

AMIGA '




'Emargenq'ﬂew: lullﬂin 07 53.... Mtenﬁon all
Starfighter pilots....The evil Bydo Empire is out for reven-
ge.... Stronger, faster and more dangerous than befo-
re....the attack waves have started....a remodeled “R-9”
Starfighter is armed and ready for you....proceed to the

battlefront immediately....the nightmare has returned....




searnanast [EEIEEN

Hey, man. Hit the white room. Futuresports

are back in style. Core Design's Retro and

. EA's CyberFight are both being revved up for

| release soon, and rumours abound concerning
the signing of the official Rollerball licence. While

‘ we wait for these to turn up however, we at least

|

have Sliders to keep us going - although if this is
an accurate representation of how the future is
going to turn out, we might as well turn it in now.
Sliders is played over a series of 12 4-way
scrolling isometric chequered playfields. Each
player takes control of a freefloating sphere that
slides around the landscape after a little puck,
which also slides around the object. The idea is
to score goals by getting the puck to pass over
the opponent's score zone, which also acts as
the starting point for each player. Now, each
sphere comes equipped with a little compass
thing that always points in the direction of the
puck to help you find it, and once it's found you
can use magnetic power to attract the puck and
fix it onto your sphere. When locked on you can
then fire the puck in any direction you choose,
hopefully sending it sliding over the score zone.
Extra gameplay elements are provided by land-
scape features that crop up as you make your

I o B srvancin coOMPUTER ENTERTAINMENT

way through the playfields - there are magnetic
arrows which force you in various directions,
steep hills, narrow catwalks and a variety of
different surfaces that slow you down, speed you
up and send you bouncing around. And that's
about your lot, really. Thankfully, the game's
front end is very userfriendly, allowing you to
change just about every game parameter (speed
of the spheres, inertia, friction, shot power et all
- a vital addition, as the game is frustrating to the
point of wanting to put your foot through the
monitor screen with the default settings.

The crying shame about Sliders is that,
because it's basically a good idea, it had tremen-
dous potential to be playable - and that makes it
all the more frustrating. There's nothing more
annoying than playing a game that's oh-so-nearly
excellent but has been wasted by sloppy
execution. There are brief moments, particularly
in the split-screen two-player mode, when the
game really is fun, but the whole thing is lost
because of a few frustrating elements. For a
start it's incredibly difficult to score a goal,
because half the time you have to guess where
the goal is, and when it's on screen it's even
more difficult to actually get the puck to touch

Is PALACE’s latest slippery when wet or just wet?

The prablem with Sliders is that even when the player is right next to the goal, predicting where
hit and miss affair. Although there's plenty of seape for Fiddling arcund with the gravity, friction and ball contral, it won't eep

you playing for that long.

the score zone. The only way to make scoring
pasier is to turn the Throw Power right down so
you can get close, then just trundle it over, but
this slows down the rest of the game because
you then can't throw the puck at a reasonable
distance across the field. Surely a more sensible
alternative would have been to relate the shot
power to how long the fire button is depressed?
Another frustrating flaw is the over-use of land-
scape features, particularly the slow-down tiles
and magnetic arrows. All the do is interfere with
the game itself, and thus they detract from the
overall effect rather than adding to it. Remember
guys, sometimes less is more. At the end of the
day it's a funny old game, and Sliders is a game
that could have been excellent but instead isn't.

And that's the biggest shame of all, really.
@ Gary Whitts
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ritially rather tricky to get into, soems fiun dosa devalop oree
yourwe gat the basic hang of things - o It o ping &
hurnan cpponent. Fiom that paint on, wor, things rever real

the ball will go is & wery mudh



1 £ N

CO0OO0D

REASONS
T 0O USE

YOUR

IMAGINATION

LLASSIC
INFOCOD M
INTERACTIUDE
FICTION IS
BACK-AT AN
IRRESISTIBLE
PRICE

HURILABLE ON
PC, AMIGA & ST
£9.99

INFOCOM

MISTERTROVAC

FOR FURTHER INFORMATIAON
PLERSE CONTACT:
CUSTOMER SERUICES
UIRGIN MASTERTRONIC LTD
16 PORTLAND ROAD
LONDON w11 2 LA
&L 0 er-327T BOT0




oo [SSUE 35 + AUGUST 1991 i £2.50

WHIRLWIND
SNOOKER

Is Archer
Maclean’s
- 3D Snooker

* Simulation
The Most
Realistic

Sports
Game Of
All Time’

.~ ® CRUISE FOR A CORPSE @ JIMMY

~ WHITE'S WHIRLWIND SNOOKER ®
"~ MAUPITI ISLAND ® BATTLE CHESS 2 @
. SWAP @ THUNDERJAWS |

S, PACKED ISSUE

IS - Part TwO Of Our Exclusive WIP
e :m{gfuﬁlﬁ&%%ﬂm - What the stars T:antl 55:-}1 r?d
SCRATCH CARD? | REVEALING SECRETS - Of Lucasfills OUCRL & idg
SEE ABOVE o TAKE TO THE SKIES - With Our F-15 |l Play
o WIN! - A Mountain Bike | |_‘ | ‘5 ‘; m 0
il
| | _“___-_“_._._-_._-_“_._.__I 9 '|?'?!iﬂl;l.§i,zigg|;i|:.3|,;‘




cain-ﬂp cabinets with guns mounted on them
aren’t a new concept. They go back to the
turn of the last century, when our arcade-going
ancestors piled their money into 'shooting
arcade cabinets and blasted at moving targets
with guns that shot ball bearings. Nowadays the
guns ‘shoot' light and the targets are presented
on a video screen, but basically the concept is
the same,

It was Taito who really revitalised the guns-on-
machines craze a few years ago, when their Uzi-
mounted cabinet Operation Wolf took the arcade
warld by storm. By the time the sequel
Operation Thunderbolt arrived, every coinop
manufacturer in existence had leaped onto the
bandwagon, and now arcades are packed with
machines sporting one, two and even three
{count 'em} guns!

One such game is Beast Busters, more memo-
rable than most because instead of blasting mili-
tary targets, the players must destroy an army of
brown-rouseringly horrific zombies, who are
whoopin' it up around a shopping centre in true
Day of the Dead fashion. All manner of horrors
ae in there, from zombie dogs to shocking zom:
bie shoppers, and there are big zombie
guardians lurking at the end of every zombie
level. 50 it's blast, blast and damn and blast to
keep your energy from being sucked up by the
2ombie scum.

Activision's Amiga conversion certainly man-
ages to capture the looks and action of the origi-
nal machine. It's got virtually all the levels and
the simutaneous two-player action, but | found it
all rather dull,

The main problem is that when it comes down
to it, playing with a mouse is awkward. In the
arcades, having a black placcy Uzi chattering
- away by your cheek as you blow the beanies out

PRESS
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These brain-desd Zombiss just keep on truckin’. Just whan you
hink you've got rid of all the Undead on the fevel, this big red
Baulsge vehice pulls up and drops the side-hatch to reveal this
formation team of feariess killers.

SCREENTEST BEARSARER

(Right) Taking a leaf
from lason (Friday
the 13th) Voorhees'
book, these end-of-
level Zombles are
wearing the latest
in afterlife fashion -
fee-hockey masks.

PRESS !

BUTTON

(Balow) “We're on a
GRE-WaY SEPress
wlevator to Hell,
Goin' dooooown!”

PRESS !

BUTTON
there that love games like Operation Thunderbolt
and Line of Fire, and are waiting for this with bait-
ed nostrils. If you are one such bod, you'll be
pleased to hear that the graphics are very close
to the arcade original, the sound is quite a laugh
- gspecially the ultra-camp zombie death whimper
- and the action is fast and furious enough to
maintain a reasonable challenge.”

But to me it's fundamentally all to similar to the
of the baddies is quite fun. Rolling your mouse ﬂ.ther games in this genre, except that there are
around the table, pointing the rather jittery sight different things to blast. Call me a Dﬂ-fficed
at targets and pummelling the mouse button just hunch_back if you will, but I.'ve _had my fill of cur-
doesn't fesl the same. sor-driven blasters, and this simply doesn't offer

Making things worse is that there's no inertia enough variety or new ideas to get my gaming
on the cursor, so you have to be very accurate  8lands pulsating.
with your mouse movement, stopping and start-
ing as you whizz it around the screen, rather
than moving smoothly. To be honest, you'd be
doing virtually the same thing if you challenged
yourself to knock out a page on a DTP package
in five minutes!

I'm sure that there's an army of people out

@ Jlulian Rignall

AMIGA,

PRESS | Beant Buyrtery looks. good and plays better, but these point 0 fire
whast- i are getlng mose Ehan tle paind, dnc thars's Aol
BUTTON rmuch bvere that you haven't seen before in some or other

AMIGA

A robust conwersion of the -;tn m-uunl-r." cain-
o vihdch featuires good gra
Horuswer, the cantrul msthad r..m.-i.ndl,.
I ardd those whed' ve already
[ typas ol gamed in thesr o

thst the unorigenal gemeplay bec 1r|1-1, dull
wary gy,

RELEASE DETAILS
Tha Undead attack in all manner of ways. Some lungs in close . s ;

and fire at you point-blank, others totter down the corridor, c OUT NO
swaying from side to side to avold your bullets. There are also ATARI S q OUT K
swarms of evil-minded owls ta contend with,
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SCREENTEST MARBAGRE

hat's this? A game from Ocean that's NOT

a coin-op or film licence? Surely Wild
Wheels is not - Heaven forbid! - an original game?
Well, yes, it is, and the good news is that it isn't
half bad.

Wild Wheels can best be described as 3D Kick
Off with cars. Two teams of five high-speed high-
ly-armoured roadsters compete for the right to
shunt a giant steel ball around an arena. Points
are awarded by scoring goals (surprisel) and
keeping the ball in the opposition’s half of the
arena. From time to time bonuses and power-ups
mysteriously appear on the arena floor and can
be collected by simply driving over them.

TWENTY THOUSAND LEAGUES?

The aim is to work your way up from the bottom-
rung Alpha League through Beta, Gamma, Delta
and so on to become League Champions. If's
brutally tough; lose one match and you're out.
Fortunately there’s a SAVE option so frustration
at not being able to get beyond a particularly
tough set of matches is kept to a minimum.

The in-game action is viewed from a ‘camera’
floating just above the car, looking towards the
opposition's end, and mixes solid-3D polygons
for the pitch and shrinking/enlarging sprites for
the competing cars. This is all well and good and
it looks very pretty, but it can be hard working
out where the ball's gone.

Arrows indicating the ball's position help, but
you'll still discover that during play you spend
more time looking at the overhead scanner than
watching the 3D action. Winning often seems
more down to luck than any skill on the players
part.

ADDED INTEREST
Programmers Red Rat have obviously realised
that the basic premise, while entertaining
enough, lacks depth, so they've introduced
several features to try and help sustain player
interest. There are three difficulty levels and two
control methods; Arcade and Frofessional.

In Arcade mode the car moves in the direction
the player pushes the joystick, while in

WHE ELS

Go for a spin with OCEAN's car-based future sport

M.m- m-m-m-m-mul-tlbulh At random times Inﬂw g-lm: the
giant ball splits into four identical spheres. Only oha is the
“true’ ball - the rest explode after a short while. Take care you
don't get caught in the blast!

= H-Mmh-ﬁecls :

WEHICLE: R HE
| PMNTE—M

ch your points are : (|
u“d ta buy a new car. The more expensive models have Il.ldl
husury fittings as front-mounted metal jaws and missile slots,

BB ovancin coMPUTIN EXTERTAIRENT

Professional mode the player pushes up/down to
accelerate/decelerate and left and right to rotate
the car. The idea is that beginners start in
Arcade mode and ‘graduate’ to Professional, but
| found Professional the better control method
right from the start.

After a game the points scored are converted
inta cash which can be used to equip the team
with & new cars. Although the cheaper models
only vary in minor ways such as how well their
tyres grip or how quickly they accelerate, some
of the more expensive models are fitted with
unique add-ons like giant metal jaws or missile
tubes. The higher-powered vehicles
require special licences or flame-retar-
dant suit before you're allowed to buy
them, which can only be earned by run-
ning over the bonus tiles mentioned
earlier,

Thus, player interest is sustained by
bath the urge to find out what the vartk
ous unigue features of the more expen-
sive vehicles do and by the need to
‘eamn’ certain items before these cars
can be used. And while these help,
they still don't compensate for the lack
of real skill or subtlety needed to

succeed.
& David Upchurch

Tha points k.
warned from a
goal vary
depanding on
whhich ‘zone’ you
shoot from. The
closer 1o the goal
mouth you get
tha more points
you win.

o i Wihools

The plan view of
the arena to the

game |ooking ot
this ta work ot
wiere the Hall e
action is.

You can bulld your team from any
combination of these five car types:

STRIKER - This is the car you control. The
guality of its playing is up to you!

KILLER - Actively seeks out the opposition’s
Striker and tries to ram it to oblivien.

BLOCKER - Tries to protect your car by
putting itself between the Striker and the
opposition’s Killers.

FETCHER - attempts to herd the ball
towards the Striker.

GUARDS . patrols the goal mouth and tries
to block any shots.
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| the
all
Eane OCEAN takes us on a magical mystery tour
i the Flnating platforms carried by hardworking flies act not only
g ot handy elevators, bul alie as vital stepping stones from one
ot ! 1 platform to another. Jumps have to be judged carafully
ol the t's only fair to say that, while Ocean chooses though, as Cornalius can be killed if he falls too far.
to dabble in ariginal software only very rarely,

when it does, the fruits of its endeavours are
o usually very tasty indeed. From the 'Good Old oK
—— Days' of Head Over Heels and Match Day to the
S, mare recent F-29 Retaliator and Battle

Command, Ocean's original products have often
g proved themselves to be considerably more
roe appealing than many of the firm's licensed
ol wares. Keen to continue this trend, Ocean is

promising a higher proportion of original games
in its future fine-ups - and if they're all of the
same high quality of EIf, that can't be a bad
thng,

The game casts you as a brave little EIf called
Comelius, whose girlfriend Elisa has been
abducted by Mecrilous the Mot Very Nice.
Getting her back invalves elfing your way
through eight levels of Tolkeinesque fantasy
world, starting out in the forest near Comelius'
5 homeland and ending in the castle of Necrilous
himself, where Elisa is slowly being lowered into
avat of boiling liquid. Boo! Hiss!

What all this translates to is six levels of multi
direchional scrolling platform action with some
hefty shoot'em-up overtones. It's a little like Rick
Dangerous meets Ghosts 'n’ Goblins meets Lord
Of The Rings. There's an unmistakably strong
Dungeans 'n’ Dragons feel to the whole
atventure, spiced with a small amount of
humour. The result, as you hack, slay and leap
your way through the densely-nhabited
kndscapes, works well, with the pungent
atmosphere doing a lot to add to the overall
effect.

Each of the six levels is like a giant maze
imap-makers will surely stain their pants over
this ane) comprising all manner of platforms,
laddars and dangerous energy-sapping
denizens. To protect himself against the latter,
Comnelius has some primitive magic power

The must usahud piece of squipment you can buy is the fiying
mahing, With it you can motor around the landscape at high
Apiid without having to bother about platforms or ladders.

H's ot an savy bo garme (6 get inte stenight o, bt s jou've
e e A e S e TR - gt the knasch it°s tun fun fun. The sight levels sre tough enough
Inside the shop. The display at the top shows how many of to kewp even seasonmd ety interosted for quite & whibe, bat it
each herb you have in your possession. The spells are below, shouldn 't take much more than around & month of solid play to
t only those you can afford are highlighted - the rest are orack

erossed out. :

allowing him to fire lethal orbs of energy, and a
variety of special powers are available from the
local shoppe, should you be lucky enough to find
it. Here, magic spells can be purchased in
exchange for herbs and animals that Cornelius
collects along his travels. The most prized and
expensive transform Cornelius into a Hero (as
indicated by him wearing a flashy pair of shades)
wha is impervious to the shots fired by enermies,
and a Wolf who can fall any height without
horting himself.

At the end of each level there's a guardian that
needs slaying. Each one, when killed
relinguishes a green crystal that are used to
gain access to Necrilous' chamber on the final
level. Getting there, however, is by no means
easy. Each level presents its own unigue
problems, and so new strategies and playing
styles need to be developed to overcome them.
The common thread, however - platform dexter
ty and nasty-bashing - hangs together well and
remains appealing throughout. It may not be
everyone's cup of tea, but it's a quality romp, ;
and one that will keep variety-starved platform . !
fans busy into the small hburs, no sweat. : _TALK
@ Gary Whitta L

BERIBRE

OUT NOW
OuUT NOW

{Above)] Certain characters that pog ug dur-
ing the game can be interacted with via this
interface - many have useful advice to give,
H you ask the right guestlons.

{Above top) Battling in hero mode through
bevel slx: snow workd, With those sunglass-
o5 on, you can't be hurt by enemy shots,

Left) In wolf mode, Cornelius can Tall any

distance without hurting himself - but he'll
still need to be wary of those deadly spiles.
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ust what is going on? On the one hand you

have Sonic the Hedgehog and Alien Storm
setting new graphic standards , and on the other
you have Wardner Special and now Marvel Land
proudly parading sprites that look more suited to
a 064 game circa 1986. Perhaps the Japanese
find these retro-style graphics cute and unusual,
Who knows? Strange people, the Japanese...

However, whatever your nationality, there's one
thing everyone agrees that a game should have
to make it special, and that's addictiveness. So
let's give credit where it's due and admit it:

Marvel Land has this magic ingredient in
obscenely large buckets.

No plot surprises. It's yer usual old rubbish
aoout four helpless fairies who have been
kidnapped by the wicked Wolf Lord. The

whanous dog has placed one of the fairies in
each of the four areas of Marvel Land, and it's up
to you as the bravest ickle pixie to trek through
the several level's making up each area and
rescue them,

The gameplay harks back to the Good OF
Manic Miner days, with lots of bottomless gaps,
deadly lava, crumbling ledges, levitating lifts,
maoving platforms and - of course - wandering
meanies. However, as a concession to these p-M
[postMario) times, the pixie can bop the baddies
into next week by jumping on their heads.

Bonuses and power-ups can be discovered by

- Cracking open golden chests. Most effective is
| the ‘tlone’ power-up, which causes a bunch of

MARVEL
LAND

Marvels will never cease! NAMCO prove that you can
make a silk purse from a sow'’s ear

CORSOLE SCREENTEST

-.-:--I e

{Above) The clones can be used o a lassoo around certain
blacks, allowing the pivie to swing up to unheard of helghts.
{Top) Some levels ses the pias riding a rollercoaster. Look out
for gates that'll knock you off and to the ground far below!

pinie-alikes to string out behind the main sprite
as he runs along and jumps about. Tapping fire
causes them to swing around the main pixie in a
big circle, clobbering anything in range. But
every hit causes one of the clones to disappear,
so they have to be used wisely.

At the zone's end, the pixie must battle one of
the Wolf Lord's henchmen. Rather than being a
epic slug-t-out, the two foes play "stone/paper/
scissor’ - but with a twist, If the pixie wins then
the player has to hit fire to strike the baddy
befare he ducks, If the pixie loses then the
player has to defend against attack by pulling
back on the joypad. Combat continues until the
pixie or the baddy is smashed into submission,

Perhaps it's a touch of nostalgia for Marvel
Land's ‘old style' gameplay, but this is by far the
best game ['ve played this month. It's easy to
pick up, easy to control and easy to like. There
are enough surprises and novelties to keep inter-
est going, and a password system means that
you can cut past the boring bits. Hell, 'm even
starting to like the graphics...

& David Upchurch

Thanks to Shekhana Consoles (081 B89 9412) for
the loan of this review cartridge.

mnﬁmﬂnhllilﬂ't- tho rl‘.‘ri\“qcm- 0
sink wiwn you land on them so hop on pronto.
MEGADRIVE

T AT

[

ut pliay
in A week at

BlTlaaB Tl laall o BT
Tha dlash of the titans| The monster's scissors baat the pixzie's
paper, 5o defend against the monster's attack.

Complete a pone
M and it's onto the
bonus level. Glant
carnival floats
drift by and stars
fall from the sky.
. Catch the stars
bators they hit
the ground for
loads of points!
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At last, real shoot-"'em-up action hits the Famicom -
but just how Super is IREM’s souped-up conversion of

its own coin-op classic?

wwh! the majority of us might find it diffi
cult to take pity on those who are fortu-
nate enough to own Super Famicoms, there has,
ever since the maching's appearance, been a
gaping void in their gamesplaying lives. They
may be well serviced with platform games
{Super Mario World), beat'em-ups (Final Fight)
and racing games (F-Zero), but apart from the
lacklustre Gradius I, Famicom owners have
been on a stale-bread-and-luke-warm-water diet
as far as shoot'em-ups are concernad - at least
until now. And what better way to bring some
real action to Nintendo's 16-bit wonder than with

a turbocharged version of the bast coin-op shoot-

‘erm-up of recent times?

Actually, what you're getting with Super R-Type
is R-Type Il with knobs on. Quite a lot of knobs in
fact, and shiny brass ones at that. It's nice to
see that rem's designers have gone to the effort

4
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UPER
=-TYPE

of bolting on a few extra bits and bobs, rather
than just going through the motions of porting
over the coinop, even if not all of the new addi-
tions hit their target.

The majority of the game's seven levels are in
fact straight out of R-Type N, but there are a cou
ple of original worlds - the first one you play, for
example, has you blasting through a deadly
space minefield. In addition, there are a couple
of excellent new power-ups - one that fires a
wave of high-energy orbs, and a rather natty
cluster bomb that acts like missiles, but
explodes violently after a few seconds’ flight, tak-
ing everything caught in the explosion with it.
They're great. A new twist has been added to the
Super Beam weapon too - if it's held for too long
without firing, it overheats and reverts back to
the regular Beam and has to be powered-up
again. A nice touch, that,

One of the more agreeable new options is a
skill level selector that can be set to Kids, Easy,
Normal or Hard. The latter level is a real sod, as
it not only gets very stingy in the way it doles out
power-ups, but it increases the intelligence of the
aliens greatly, so they fire not only at your cur-
rent position, but also at where they anticipate
you're going to be in a second or so's time. Very
nasty. There's also a rather nice intro sequence
that shows the R9 fighter being prepped for

{.nhmr-]‘l‘u-unnguuhh-hﬂtrbam”:ﬂmmummlrmwmm
the stages. Lose a life and you'll be left seriously short of firepower,

SUPER FAMICOM

o LT g wonk .":-n."hkr;.-

seloctabie skill levels o a ot to sdd to the ganse's lasting appeal,
althaugh it car be tempting to wslect Kids level and crulse
tiroargh the whole game without foo much troulibe Arwd af
courss, onoe you've finkhed it which, admittedly on Hard level s
going ta take a wiile) you might s well use the cartridge a3 a
e T

"""“ SUPER FAMICOM
390 Beautifully designed and colouned back-
§ ]
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drops and aliens make Super R-Type a

joy to look at, but that sprite flicker can

annoy at times. The sound s & whnmer
I too, comprising a bevwy of suwcellent FX

and some very enjoyable tunes. All in
all, thiz iz one you won't have to try
before-pou buy.

RELEASE DETAILS

SUPER FAMICOM  £50.00 OUT NOW (lmport)

im’

combat and blasting off towards the Bydo
empire. Completely useless of course, but very
nice all the same.

On the minus front, there are a couple of litte
niggles. For some reason (probably the program-
mers wanted to prove they know how to use the
Famicom’s background-scaling technology), the
screen fades out and back in again before the
confrontation with the end-ofdevel baddy, and the
result looks rather cheap and fragmented. Also,
when the going gets tough, the sprites start flick-
ering and slowing down - not much, but enough
to detract slightly from the action. This, however,
is a small price to pay for the amazing pyrotech-
nics that are on show here, and the game hasa
tremendous feeling of chunkiness and weight, 50
that when the Beam weapon blows something up
for example, the visual and aural effect really
packs a punch, unlike the rather fimsy ‘indoor
firework' explosions that 16-bit gamers so often
have to put up with.

Hooray then for the first really good shoot'em
up on the Famicom. It's got everything you could
want and more, and comes as a godsend at a
time when frustrated Famicom owners were just
about to go over the edge through shoot-'em-up
deprivation. Go for it!

@ Gary Whitta

{Laft] Despite its static appeal, Super A-Type is anything but impressive when on the
move. The parallax is jerky and ugly and the sprites flicker like there's no tomarrow.
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(Left) He's
back! The
Gigerinspired
baddy from
the end of the
original“s firt
level makes &

return guest
appearance,
burt this tims
wilth a thick
armoured
carapace to
protect isalf.
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ACTIVISION comes up
trumps with its conver-
sion of the sequel to
Irem’s modern arcade
classic

WWat‘s going on? Don't tell me that we're
forgetting our roots. With the occasional
exception of games like SWIV, which succeed
not by doing anything new, but by sheer bril
liance of execution, the poor old arcade blaster
has been floundering a bit of late. What makes it
worse is that this hideous phenomenon seems to
be less because of gamers opting for 'deeper’
games, and more due to the sheer lack of inspk
ration and originality that is spreading like a can-
cer through the shoot-'em-up genre.

At least the disease has not yet reached
America or Japan, as last year's crop of coinop
oiferings was as fit and healthy as ever, in partic-
ular Irem's top-notch sequel to the game that
shook the shoot-'em-up world and spawned more
tlones than Raiders Of The Lost Ark - the sensa-
tional R-Type. Making the sensible decision not
to fool around too much with the original game-
play, R-Type Ifs designers opted instead to build
around the existing framework, adding nastier
nasties, designing more torturous landscapes
and generally souping the whole thing up into a
much meaner, turbocharged GTE version.

For a while, it looked as though problems at
Activision might scupper its conversion of R-Type
IIbefore it was even released, but thanks to
French firm The Disc Company stepping in to
save the day, all we've had to put up with is a
shight delay. But has the wait been worth it?

There's certainly plenty to get you slavering
gven before you tear off the cellophane. It's been

R-TYPE li

Mind your backs - aliens coming through! it might be a dever
move to flip the Force round onto your rear for this section.

converted by Arc Developments, which has a
long and prestigious track record, including pris-
tine jobs on Forgotten Worlds and Crack Down.
And once the action gets started it becomes
apparent that - at least in this case - pedigree
counts for a lot, as the boys have played a blin-
der in bringing the sequel to the small screen.
The storyline (such as it is) goes thus - years
after getting a right old pounding from you in the
original R-Type, the evil Bydo Empire has been
licking its wounds and re-arming its forces in
preparation for another attempt to spread its vil-
lanous tentacles throughout the galaxy, With a
number of peaceful planets already in its grasp,
you've been recalled to once again leap into your
trusty R9 fighter and hit the Bydo where it hurts
before they seize control of the universe. Gosh.
For the most part, the gameplay remains the
same and fans of the original with have no prob-
lems at all getting back into the saddle. Six (as
opposed the original's eight) horizontally-scrolling
levels await you, as you battle from left to right
through the alien hordes towards the mother
alien that awaits at the end of each world. Hardly
unfamilar stuff of course, but like SWIV it's excel

Lose a life here and you'll find progress without power-ups
very tough, what with superstrength jellyfish and homing
missiles attacking you.

lence of execution and not originality that
impresses. However, things do start to get
slightly dodgy when you begin to realise just how
similar the game is to its classic daddy. The bolt-
on weapons and power-pods are the same, as
are many of the aliens and even some of the
level designs create a remarkable feeling of déja
v. A nice touch is the new R9's beam weapon,
As before, holding down the fire button powers
up your laser into a tremendous bolt of plasma i
energy that tears through anything in its path. :
But if you dare to hang on and hold the button
down still longer, the beam turns into a Super
Beam which, when fired, spreads out across the
screen in little blobs, knackering EVERYTHING.

While the age-old line 'fans of the original will
be impressed’ seems to get dragged out of the
cupboard every time a sequel is reviewed, in this
case, quite the opposite is true. If you bought
the original, you might feel a teensy bit cheated
to see that this isn't radically different - at least
not enough to justify a £25 outlay, If, however,
you're coming into it ‘clean’, or are enough of an
R-Type fanatic to not care, R-Type I comes unre-
servedly recommended as the best 16-bit shoot-
'emup since SWIV. And that can't be half bad.

@ Gary Whitta

ATARI | AMICA

Q e U

Because rt's ruach harder than the omginal, younger or less-saperi-
anced garsars may have a hard time settlng in. Once you've got
the bit between youwr teeth hawsver, it great fun all the way - at
Izast until you complete the thing. Loty of fun while it lasts, bt
it's guestionalile as 1o hivw long that will be. The 5T's less-flashy
enecution takes some of the edgs off the fun

WCE AATING AMIGA
azo The graphics don't have quite the same
_

‘clean’ coin-op look that the original
conmvwersion had, but all the same Arc
Developments has done an admirable
job of sguesszing In all those pretty pix-
els. The music is suitable spacey, and &
fine job has besn done of getting the
coin-op's feel aoross. Good stuff,

ATARI 5T

ST owmars are in for an experience con-
sicherably less Impressive from a technl
cal point of view. Gone are the flashy
backdrops, replaced by a so-so starfield,
and the music, as performed by the 5T

ol i Qi tinnier sound chip, lacks the atmosphere
of the Amiga veriion.

RELEASE DETAILS

AMIGA 25.99 OuT NOW
ATARI 5T ! OUT NOW
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lumns, blessed with the exciting challenge

f lining up lots of similarly coloured blocks,
is now available for the Game Gear. Clearly
pitched at Tetris fans, this variant on the theme
i5 either a novel twist teaching the player
different prioritising abilities or glorified 2D Snap
- depending on wha you listen to.

A narrow strip down the centre of the screen is
gradually filled by falling bars. Instead of rotating
the bars to make building-block complete lines,
the player must cycle through the order of the
blocks, endeavouring to place similar colours
next to each other. A line of three or more

Personally, | have a big problem with Columns,
Perhaps it's too much Tetris, or some cerebral
deficiency, but | find it impossible to plan ahead
when trying to align colours as opposed to
shapes. The result is that instead of building
shapes and leaving holes for particular shaped
blocks, | end up simply trying to dispose of the
colours - whether diagonal, horizontal of vertical - current block as swiftly as possible; hardly a wn
will disappear, scoring points. Causing previous- ning strategy.
ly separate blocks to fall down and form new Also, | find it nigh-on impossible to accurately
lines incur extra knock-on points. predict the results of knock-on effects, since the

For novelty's sake a bunch of extra graphics colours all tend to fall down and knock out each
have been included, enabling the player to opt to  other in particularly unexpected ways.
try to line up similar fruit/dice/jewels/etc. The It should be clear, however, that many people
size of the screen, however, and the nature of find Columns particularly satisfying, and there’s
the graphics means that most of these (especial-  no doubt that in normal big-block mode the
ly the dice, which are virtually indistinguishable graphics are large and clear enough to make it
from one another) simply make the game more an ideal Tube journey's worth of fun, if not much
difficult in the same way that all games are more  more.
difficult if you squint or put jam on the screen.

RELEASE DETAILS

GAMEGEAR £19. QUT NOWW

@ Jim Douglas

PSYCH

ecile’s been kidnapped by some nasty crea-

tures - Her sister Lucia needs your help to
save her’ Who could refuse such a welkworded
and imaginative cry for help? Not me, that's for

sure.

So what do we have here then? A side-
scrolling arcade adventure with precious little to
recommend it, apart perhaps for its novelty-bag
feel.

“ A ANCED COOMPUTER ENTIRTAINMENT

GAMEGEAR
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The Psychic World is, to be sure, a funny old
place. It's full of pixies and fairies and funny
beasties. The 'nasty creatures' description is
actually very accurate, since they're possibly the
least appealing collection of bug-eyed
miscreants I've seen in quite some time. Neither
scarey or interesting, they're quite surprisingly
aggravating as they mince around the screen on
their little platforms, following their silly attack
patterns and sapping your energy.

Dealing with the creatures is simple enough,
the majority absorbing a single shot before conk-
ing out. There are, of course, the obligatory end-
of-stage monsters such as the big triffid which
spurts deadly poison all over the screen and
tries to trip you up with its roots. Big thrill.

Progress further into the game is rewarded by (growing) crowd.
new-ook locations and encounters with wider Hardly the best Gamegear title available.
selections of foolish monsters. ® Jim Doughss

GAMEGEAR OUT NOW

Psychic World has about as much character &8
a shop dummy. It's got all the elements you'd
expect to make a decent game but it has

absolutely nothing to make it stand out from the:



A veritable plethora of
new Game Gear releases
this month, three from
Virgin and a rather
excellent shoot-'‘em-up

from Japan

GAMEGEAR

RELEASE DETAILS

GAMEGEAR £29.99 OUT NOW (Import)

| tonsii: EASRRRESEL

HALLEY
WARS

lley Wars, currently only available on import in the UK, deserves mention at this early stage
simply because it's probably the best shoot-out the Game Gear has to offer. Carefully
designed to show off the machine’s sprite handling abilities, Halley Wars offers a swift leaming-
curve of play and plenty of variety.

In the cockpit of the rebel forces' most advanced fighter, the player must fly up the screen,
dispatching alien ships and ground installations with his ever-expandable arsenal of weapons.,

Power-ups are mined from asteroids drifting around the space lanes. Shoot down the asteroids
and collect the speed-ups,/laser enhancements. Protective force fields and drone pods which fly
around behind you can also be earned.

The alien attack waves are simple enough to form recognisable patterns to begin with. A smart
piece of design, since losing a ship will result in the loss of your last power-up and when you return
to the game. The asteroids at the start of each tricky stage are rich in weapons, so even
Continuing with no extras in the later stages doesn't become pointless.

Inevitably, the long-term appeal will wane once completed, but Halley Wars still provides enough
mindless entertainment for the price,

# Jim Douglas

Thanks to Shekhana Consoles (081 889 9412) for loan of this review cartridge.

i the Big Book of Tall Orders, converting G-
‘MLoc onto a hand-held system scores

- extremely highly. Unsurprisingly, the Game

- Gear version bears few similarities to the coin-

What was basically a graphic-novelty game.
- That being the case, GLoc is forced to bat on

al could hardly be said to boast anything but
 the slightest depth.

 The player views the war-torn futureworld

ugh first person perspective out of the

it of his state-ofthe-art jet fighter as

jets, tanks and warships attack.

i selected which area of the map the
wishes to fight in, he is briefed as to his
{shoot 10 planes, Destroy 5 tanks, efc)

and it's off into the blue yonder to do some
good.

After getting to grips with the controls
(particularly easy, except it's a shame that
pulling back on the joypad pushes the plane's
nose down) it won't be long before the radar
starts blinking, warning of enemy forces in the
area. If they turn out to be planes, they'll
sweep, occasionally behind the player's
aircraft and launch a missile attack. Locking
on with his own missiles and bullets, the G-Loc
warrior can return fire, successfully downing
enemy planes in satisfying bursts of flame.

Warships and tanks are somewhat less chal-
lenging, behaving more like sitting ducks than
their reakife equivalents. These too can he dis-
patched using missiles or bullets.

And indeed, all of the combat and the flying Partectly aweag wd
is decent enough, and entertaining for a few : i
hours, but let's be honest, it's all been seen so
many, many times before. And unfortunately
the graphics for the ground, instead of being
super-detailed and skillful, are rubbishy triangu-
lar planes of tedium.

Only G-Loc fanatics need apply.

® Jim Douglas
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THE HUNT FOR RED
OCTOBER

‘%{i Jrhen Tom Clancy's naval techno-thriller
'™ was topping the best-seller lists back in
the mideighties, nobody seemed all that
bothered about the computer game potential -
strong though it was, book licences just aren't
'sexy’ in the minds of licence-dealers. As soon as
the film appeared, however, it was a different
story. Grandslam was quick to dredge up its orig-
inal licence and hurry out a lacklustre arcade
game to cash in on the movie's record-breaking
success, and now it's surfaced on the GameBoy.
As renegade sub commander Marko Ramius,
your mission to steal the silent supersub Red
October and defect with it to the West is
represented by a series of shoot'em-up-style
scrolling levels - it's remarkably similar o
Grandslam's game, in fact. Steering the sub

GAMERTY
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GAMEBOY

OUT NOW (Import)
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A clutch of new titles for Nintendo’s miniature mar-
vel reach these shores this month on import. ACE

takes a look at six of the best...

[Latt) The Red Detobar
trapped In a torturous
underground cavem - on
the positive side that icon
below you will repair all
damage to the hull. Ga for
et

[Right] Things are hotting
up near the surfacs, with

an enemy torpedo
rooming towards you.
Tima to activate that cavi-
tation drive.

through the torturous underwater caverns in
tough enough, and things are complicated by the
assortment of Russian navy craft lincluding chop-
pers, subs and missile boats) that are out to sink
you.

Weaponry comes in the form of straight-firing
torpedoes and the more sophisticated homing
missiles, which must be collected as you
progress. A novel touch is the Cavitation Drive
feature - if things get too hot, the sub can be put
on silent drive for a few moments, rendering it
invisible to enemy ships and torpedoes. There's
also an interesting two-player feature, where the
second player commands the Russian fieet and
tries to sink the October.

it's all very simple stuff, and if you enjoyed the
book or movie, you're likely to be left with a bad
taste in your mouth, as such a basic arcade
game simply doesn't do justice to the weighty
subject matter - Heaven knows what Clancy him-
self thinks. Enjoyable stuff all the same, and diffi-
cult enough to keep even the most seasoned
GameBoy hacks on their toes.

@ Gary Whitta

PAC MAN

\E} ' yellow guts is back! Yes, the Pac Man
% comeback tour continues - this time on
Gameboy! Only last month the cutesy consumer
was caught hiking through PacLand on the Lynx,
and this month Namco delve even further into
the Pac back-catalogue with this conversion of
the timeless original.

You're probably well aware of the complex - ha
- plot, but for gaming newcomers or those with
the memory span of a goldfish, here it is: guide
Pac Man around a maze, eating the dots littering

OUT NOW (Import)

the pathways while avoiding four nasty Ghosts.
Pac Man isn't defenceless - by eating special
Power Pills that reside in the far corners of the
maze our plucky yellow (well, light grey here)
blob of a hero can turn the tables on his etherea
pursuers and lunch on them for a big bonus.
The game can be played in one of two ways;
gither fullkmaze view, or quarter-maze scrolling
view. Both methods have problems: the former's
small graphics make it hard to tell between deat:
ly and eatable Ghosts, while the latter's restricted
window make it hard to plan route strategies (the:
more serious of the two faults).



Probably the most exciting thing about this
blast from the past is the two-player link-up
option. Players compete head to head in a num:
ber of ‘rounds’ and any Ghaosts eaten by one
player appear in the other player's maze! It's a
smashing twist and injects new life into an old
theme.

Overall Pac Man (the name derives from
‘pacy’, which means ‘eat’ in Japanese) has
converted well to Mintenda's handheld. All the
ghostevading playing tricks you learnt as a rook-
i nipper still work, and none of Pac Man's
tharm has diminished over the years. While
some may regret the lack of mazes (there's just
the one on offer), most will find this a more than
Wweicome addition to their software library.

@ David Upchurch

HATRIS

ou can't keep a good game
designer down. Alexey
Pajitnov, the designer of Tetris,
i5 back! And, in partnership with
Wadimir Pokhilko, he's written yet another
cunning arcade-puzzier.

Like all good puzzle games, the basic concept
15 deceptively simple. Pairs of different hats fall
gown six ‘lanes’, By moving the pair left or right
and swapping the tumbling hats’ position, the

fLeft and abowe]) Oh, Pac Man... why did you ewer have to go away? But whe cares,
becauss now you're back, and on my favourite handheld too. Supsrb|

GAMEBRDY

OUT NOW (Import)

GAMEBOY £29.99

player has to try and stack hats of same type.
Stack five hats together and they disappear. The
longer you survive, the faster the hats fall. If a
stack reaches a line at the top of the screen
then the game's over.

Score a 'Hatris’ by completing two stacks at
the same time and the player earns a fireball,
which can be fired down a lane to destroy the
top hat. Even better, saving up three fireballs
rewards the player with a helmet, which crushes
all the hats in one lane.

Like Tetris, two players can play head to head
where completing a stack causes the

AR SRR RE SCREENTEST

(Loft) Tha Hatris option screen takes the form of this state-of-
the-art (by Russian standards) tranmy.

(Left below)| Okay, okay, so Matris dossn't look like much, but
then neither did Tetris!!

opponent's ‘game over’' line to fall slightly. As the
game progresses the playing areas get tighter
and tighter until eventually one player is forced
to lose!

While Hatris isn't as immediately 'pick up'-able
as Tetris or as heart-poundingly fast paced, it
doesn't take that long to get a handle on how the
game works, and it's just as engrossing and
addictive as its illustrious forebear. If you want to
get ahead, get Hatris!

& David Upchurch

CHOPLIFTER 1I

an Gorlin's classic
Choplifter first
appeared via Broderbund in
1983, and is still a
fondly-remembered
favourite today. Now
there's no need to drag
your dusty old 64 and all
B the ugly wiring out of the
cupboard in order to
enjoy it - now all you have
to do is pop this cart into
your slot,

Converting such an old
classic to the 'Boy is a
hefty task to ask of
anyone - but the job has
been handled admirably,
with only the inevitable
differences in graphic
scale caused by the
physical size of the
screen causing gameplay differences. You're
cast as a crack helicopter rescue pilot whose job
is to extract survivors from a series of wartorn
horizontally-scrolling warzones - it's a little like
Defender, really”

While tanks and fixed artillery take potshots at
you, you've got to avoid the fire and land in the
correct places to pick up the frantic sunivors
(sitting still on the ground and waiting for them to
get on board can get pretty hairy at times), then
ferry them back to base. A level is completed
when the required amount of survivors are evac-
uated successfully.

To add action to the proceedings, you're

cuing in Choplifter II. Every
bit as good as the dassic
original,..

ADVANCED COMPUTIR ENTERTAINMENT n
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armed with a cannon and a limited number of
bombs and seeker missiles to drop on ground
enemies. To make things more difficult, you've

also got top be careful of storm clouds and flying

birds, both of which can down your chopper.
Although Choplifter looks and feels
considerably mare claustrophobic than its eight-

year-old dad, it's still 2 damn fine play, with plenty

of variety (later levels take you out to sea and
into underground caverns). Toughness-wise, it
sits just on the fine line between addiction and
frustration, but like all the best games never
crosses over it. Two big thumbs up for sheer fun
value,

@ Gary Whitta

BUBBLE BOBBLE

ub and Bob are back! Unfortunately, this

latest incarnation of Taito's cutesy two-
player classic is nothing to foam at the mouth
about - unless it's in frustration. Bubble Bobble
did the rounds on computer about three years
back courtesy of Firebird, and with considerable
success on all versions. Here, however, it's a
whole different kettle of bananas.

The lack of a twoplayer option (one of the onigr

nal's best features and a disastrous omission
here) has led to a change in storyline, With Bub
sick in bed, his brother Bob has to venture into
the cave of monsters and recover the Moon
Water, which will make him feel better.

This involves bubbling your way through 99
monsterdnfested levels. The basic gameplay
remains the same - jump about the platforms,
trap the monsters inside the bubbles, then burst

m ADNVAMCED COMPLTER ENTERTAINMENT
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4 (Lett) Yet more
armmunition for
those who would
lilke to ban danger
ous dog breeds, as
lovable Minnie is
threatenad by a
huge hound.
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(Far left) Hurry ug,
Mickey! Hit the

the bubbles to turn them into yummy fruit. When
they're all gone, you can progress. Special
bubbles and bonus icons pop up along the way to
provide variety.

The biggest problem with BB is that the
converters, anxious to keep the cutesy graphics
recognisable, have done everything to scale
which means you can't see the whole play area at
once any more - you have to scroll around it. This
can lead to frequent disasters and Game Overs
which aren't the player's fault because you can't
see where the monsters are, Bad idea.

Also, the levels have been completely
redesigned to go along with this new display
format, and to top it all it doesn't even feel much
like the original. Fans of the original may well be
pleased (the original music has survived intact),
but for everyone else, it's a bit of a duffer really.

& Gary Whitta

GAMEBOY

{Abowe) Plenty of Sk b R ing sh

nigans in Bubble
Bobble. Find a safe spot, as Bub has done here, and you can
just trap the nasties as they float past you.

{Left) More unfaithiul arcade-style action. Gates at the bottom
of the screen act like wraparounds - fall through one and you
re-appear at the top of the screen

starred blocks for
oodies of bonus
points and stacks of
surprises!

PPp§ X=01 P=00 o000

MICKEY’S DANGEROUS
CHASE

B f you can't beat ‘em, join 'em. With Mario

| having toppled Mickey as the most instantly
recognisable character in US society, Mickey's
obviously trying to regain some street cred in fis
own platform caper.

The plot is typical Disney, i.e. nonwviolent and
more than a little wet. Mickey has bought a lovely
big prezzy for his beloved Minnie (Hip-hip-
hooray!), but Big Bad Pete has swiped it (Boo!
Hiss!). Taking on the role of either Mickey or
Minnie, the player has to chase the villain through
five levels of action, each split into three stages.

The first two stages are platform based, with
Mickey racing over a horizontally-scrolling
landscape, jumping across platforms and
avoiding the mouse-disliking wildlife {nof ‘mouse-
hating’ - nobody in Disney's lovey-dovey world
ever ‘hates’ anything). Mickey can dispatch the
almost-nasties by picking up any nearby crate
and lobbing it at them. Some special crates aiso
contain various point and health bonuses.

The final stage cranks the game's pace up a
notch as Mickey careers around the screen whil
driving a variety of high-speed vehicles or
hanging from some balloons. The aim here is
basically to scream from one end of the level to
the other avoiding trouble and grabbing goodies.

It's all very ‘nice’, though the graphics are a bit
drab compared to the gorgeous sprites and
backdrops seen in Duck Tales. |t's a bit of a
paradox that while the game tasks are simple,
the difficulty setting is a little high. This is a pity,
because otherwise Mickey would be the perfect
game for a younger player.

@ David Upchurch

Thanks to Shekhana Conscles (081 B89 9412) for the
ioan of the cartridges reviewed here.
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Let's make no bones
aboutit. Graftgold's
REALMS looks like being
the game to topple
lowerMonger as the
greatest strategy game on
home computers... it's
going to be a stunner!”
L&VG. Released in
Autumn on 1IBM PC,
Amiga and Atari S5T.

REAEMS

orruption, Guild of
lieves and Fish
[asstc adventures
nhanced to run under
Wonderland’s new
Magnetic Windows system
wailable on IBM PC,
\miga, Atari ST and
\rchimedes.
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The smash hit coin op hacks
and slashes its way onto the
“Best 16 bit
com op conversion” - 1991
Golden Joystick Awards.
Available on IBM PC,

small screen.

Amiga, Atari ST, Cead,
Spectrum and Amstrad.

Puzzles, conundrums,
potions, a caterpillar,
mushrooms and a very
mad hatter for your IBM
PC, Amiga, Atari ST and
Archimedes.

Ronny’s the coolest dude
in town. Help him skate
through nine levels of
bizarre creatures, superb

animation and weird
power-ups. Released in
Autumn on IBM PC,

Amlga Atari ST and Céd4.

Play the past of Biffa, Buster
or Johnny in this romp
through Fulchester. Not for
sale to minors. Available on
Amiga, Atari ST, Cé4,
Spectrum and Amstrad.
Coming soon on the IBM PC,

Battle vour way through
tour of the biggest selling

games of all time - Double
Dragon Il, Shinobi, Ninja
Warriors and Dynamite
Dux. Available on Amiga,
Atari ST, Cod, Spectrum
and Amstrad.

SDINUUKER ANI

NVIEIN

The most authentic Space
simulation ever. Released in
the autumn on 1BM PC,
Amiga and Atari ST.

A rich blend of fighting,
fantasy and strategy set in
Arthurian Britain
Available on IBM PC,
Amiga and Atari ST.

“...the ultimate in strategy
games. A classic” CU Amiga.
Available on IBM PC,
Amiga, Atari ST and Ce4
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ADVENTURES, ARCADE, ARCADE ADVENTURES, BEAT
‘EM UPS, COIN-OP CONVERSIONS, COMPILATIONS,

FRP, PLATFORM, RPG, SHOOT ‘EM UPS, SIMULATION,

STRATEGY. WHATEVER YOUR TASTE,
THERE IS A VIRGIN GAME FOR YOU..

GAMES




Wot a bumper bundle this

month! There's the con-

clusion to the Space
Quest IV guide, the Gods

quest continues, there's

the first trip to Monkey E
Island, Super Mario World

™
|

in full, more Prince of

a

2 4

Persia hacks and... a 33

. y

Super Mario World secret room found in ¥
-

nd after all my hard work, too! There was a bit of a problem with last month’s guide around . = g

Al'u'lan'r:: World - there were no arrows showing you which of the locations the tips were referring Megad rive Strider.

tol Soooo sorry! This month we're reprinting all last week's tips (all present and correct this o -

time) along with the rest of the undercover areas. Curiouser and curiouser... Y

w"gntmr-vuap-uurpﬂ-hml.ntmmuml-mm-lw-nqmﬂ-rmmu-nmna.-d:l-ﬂuuuh A real pain, this one! The trick is to get the capa and fiy over b i

aff, You should find a platform floating in the sky. Fun along it and drop off the end to find four blacks containing extra the bursssws. Once past them, swoop down under the end .

lives and a secret axit, wﬂmﬂlmm&drﬂmﬂ,uﬂﬂumd B

thae screen. Continus flying right to Tind a second gate. Spo .-

One of the green pipes in the ceiling
leads to a secret room. Inside you

hould fird four yell biocks form-
ing some steps and an ampty shell
trapped under some more blocks. Spin
onto the Blodks and get the shell. Gat
the shell and throw it straight up into
the air #o that it hits the top block in
the steps. & vire will grow, which you
can climb to reach a key snd keyhole
leading to the green pod room level.

Right at the end of the level, just
bafore the end gate, there's o key and
a keyhole on a pipe platform kigh in
tha sky. If you're chever you can grab
a cape and fly across the level to
reach them, but it's sasier to find the
green pod room first, then come back
here and run up the newly-formad
wall.
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Bit of an sdmission to make here - we don't quite |

You'll have no doubt found tha pod that makes the exit door Pratty sasy. Just get understand how we did this one. If you keep

appesr, BUT! if you hit the yellow biock right abowe the newly- the cape and Ty wnmmdmyﬁmmﬂ-

tormed door, & vine will grow that'll take you to a teleporta- undar the and gate take you to the next bocation on the left and one

tion stas.. after you've fought a fearsome ghost. to find & second m’:;.umhﬂp.hhm_ '
gate.
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IN THE WOODS...

You should have no troulls
making your way te the yellow
exit door. but i you run on a bit
turther left you'll find a second
exit.

Just past the half-way
point you'll find a
valley with a blue
pipa on a platform
fioating just above it,
Using a cape to help
slow your fall, jump
anto the platform
and go down the blue
pipe to find a key
T,

Mo help Bere, Just use your
ayes..,

As you swim near to the end of
the level, you should soe a yal-
low block at the bottom left of
the screen. To the left of this is
a strange-looking wall, Just run
stradght into it to find & key
room.,

On your travels you'll find an area dotted with lots of haphaz-
ardly-placed yellow blocks. Eventually you'll came to twa
American footballers. Just past these, ga down the green pipe
to find a secret key room.,

UNDER THE MOUNTAIN...

On your travels
you should come
across & pod on
top of a huge pile
of yallow blocks,
Pick it up and carry
it left onto solid
ground, then pop
It, Run left and go
down the shaft

INSIDE THE ROCK DRAGON'S MOUTH...

should I;ln.u a kay
and & kayhole.

You've got to have been to the red pod room to find the secret
enit. If you have it's very easy, so I'll leave you to work it out.

Speed s essential here. On the second
stage of the lavel, go right and run you should be in an

down the tunnel of coiins to the last area where the parts SECRET ISLAND
docr, Enter to find a pod. Plck it up of the floor try to
and carry it right as far as possible. crush you. Run to the
Then, jump up through the floor and right-hand edge of
continus Fight. You should find a yel- the first such area
low block and a door. Drop the pod you come to. Jump
and hit the block. Guide the cain trail up off thd top of the
tp off the top the soreen so that they scraen and move beft,
form some steps, Now hit the pod (this You should find your.
will turn the coins to blocks), Climb up self om an off-screen
the steps to find a key room. Bear in platform. Run left to
mind that you have to be small Mario find & key room.

1o gt Ini
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STAR ISLAND

( Throw a block into
enter the gresn the air to knock the

= pipe at the end . bomiber off the
- of tha level, . cloud, Now comman-
- vatim along tha deer the cloud and
pEsIaQEway af iy it upwards to
::Hmmm‘ find a key room.,
sereen to

ol
|||-|‘"1'II ’
._._.l..lnn_".'.'; (Tl |

Half-way along the i
lavel you should I
1o to the far find a grey rock
- right of the platform.
- scresn, and Underneath s & key
-: spin ba smash room. if you've
- dewn through found the green and
discover a kay should have no
s,

problems hers.

And how do you get to the teleport star at the centre of the island? Sorry, not going to tell
you. We can't spall sverything, can we? But here's a hint: it's got something to do with a

caps, a pod and a yellow blodk... Solve it, and you can taks a trip to Secret Land, ol
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The Secret Of
Monkey Island

ucasfim seem to do no wrong with their
lgraphic adventures, and this latest in the

series 15 a fine example of their craft. Here's
John Bolt of Angus in Scotland with the first part
of the complete solution...

GETTING STARTED

Look at the nearby poster, then walk right and
enter the Scumm Bar. Once inside, talk to the
fat pirate beside the door and then to the pirate
in black at the table, namely about the Governor
and LeChuck. Go to the next room and start a
conversation about wanting to be a pirate with
the importantdooking pirates. Find out more
about the three trials and then bid them

farewell,

Wait until the cook leaves the kitchen and has
gone to the first room, then sneak into the
kitchen. Put the joint of meat in the pot o' stew,
then remove the stewed meat. Take the pot
under the table that the meat was on.

Open the door to the dock and a gull will fy
down and start eating some fish. Walk to the
right of the bird, then step on the plank the
bird's resting on. Repeat this process until the
Yo grab the fish while the bird is in mid-flight.
Once you have the meat, fish and pot, leave the
\illage and access the map of the island.

Travel to the clearing and enter the circus
tent. Wait until you interrupt the Fetuccini Bros
sguabbles, then when asked to perform their
enciting feat, ask how much it's worth, Agree to
the offer of 478 pieces of eight and when
asked if you have a safety helmet, say yes and
show them the pot. Perform the stunt and stag-
ger back to town.

Go to the citizen of Melee and buy the map. If
you want you can also get two pieces of eight
and some minutes from the pirates nearby. Visit
the jail and check out the odious prisoner, then
g0 to the store and buy the sword, the showvel
and the breath mints. Examine the vaice from
the alley and feel free to insult the Sheriff, Go
back to the jail and start a conversation with the
prisoner, after toning down his breath with the
mints. Visit the voodoo lady, making sure to get
the rubber chicken on the table. You are now
ready to face your trials. .

TRIAL 1: MASTERY OF THE SWORD

(o to the house in the south-east. When

stopped by the Troll, ask about the toll and give
him the fish (actually a red herring). Once at the
house, read the sign and knock on the door,
Pratest that you do have “what it takes” until
Captain Smirk does agree to train you. Pay him
the thirty pieces of eight.

After you've been trained, wait on one of the
roads until a pirate crosses your path and pro-
woke a fight. You'll almost certainly lose the first
few fights, but you'll remember the good abuse
for later! Always use any new insults until some-
e uses the correct counter-insult - these are
necessary to win the battle with the Sword
Master. Once you've defeated at least three
people you're ready to fight the Master.
 Enter the forest and search for a location with

7 5ign beside an unbridged ravine. Pull the sign

l’l‘lel1

and a secret bridge appears. Go across and
challenge the Sword Master {for it is shel to a
fight. Although she uses different insults you
should by now have correct retorts for each,

When you win, take the T-shirt and leave. If you
are beaten, do not return to the forest again
(unless you're particularly masochistic), as once
you've discovered the secret house you can to it
on the map (it's the point of light inside the for-
est, away from any tracks).

TRIAL 2: TREASURE HUNTING

Re-enter the forest and consult the map. The
dance steps correspond to directions in the for-
est, with back meaning backwards into the
screen. At one paint you should encounter a
plant with bright yvellow flowers - remove one of
its petals for later use. Once you have found the
treasure site, read the plague and marker, then
dig up the marked ground. Collect the “treasura”
and return to the Scumm Inn to brag of your suc-
CBss.

TRIAL 3: THIEVERY

Go the Governor's mansion, and use the yellow
petal with the meat. Feed the dogs the drugged
meat and enter the house. Filfer the Ming vase
and enter the door beside the entrance. After the
lengthy scene that ensues, return to the jail and
trade Otis the gopher repellent for his carrot
cake. Open the cake and find the file. Return to
the mansion and leap through the wall once
maore and rejoin the fray. When apprehended by
the Sheriff, claim that the idol was given to you
by the Governor.

Thrill the Gowvernor with your eloguence then
leave the mansion, remembering to take the
vase as you leave-Use this opportunity to insult
Fester, as everything you say results in you
being dropped in the sea, along with the idal.
Hang around (after all, Guybrush claims to be
able to hold his breath for ten minutes) until hope
of salvation comes (and goes), then pick up the
idol and make good your escape.

That's all for now. More fun with the scurvy
knaves next month!

Space Quest IV

he madness continues in this, the second
Thai‘f of ACE's complete solution to Sierra's

funtastic graphic adventure. Once again,
warm thanks to Dave Driesen from Antwerp in
Belgium for all his hard gaming, Remember -
the term ‘clicking’ means clicking with the hand
cursor unless otherwise stated.

PART 3: SPACE QUEST 1 - THE
SARIEN ENCOUNTER

You appear next to the Droids-R-Us shop at
Ulence Flats. Go south and enter the bar, Walk
up to the monochrome guys at the bar, Once
you are thrown outside, get your revenge by
vandalising the nearby sand bikes. Do this by
clicking on the bikes, After the animation
sequence you'll find yourself at Tiny's Used
Spacecraft shop.

IMPORTANT NOTE: If at any time you hear a
whining sound approaching, stand still until a
bike flashes by, and when it does, click the
walk cursor anywhere on the screen.

Go east and enter the bar again. Walk up to
the bartender and take the book of matches
from the left corner of the bar. Now, go back to
your time pod and click on it. Type in the co-
ardinates that were on the display the very first
time you entered the timepod (i.e. at the super-
computer's landing bay).

PART 4: SPACE QUEST 12 - VOHAUL'S
REVENGE 2

After arriving at the supercomputer, walk all the
way east and click the jar of blob cursor on the
door lock. After passing it, call up the inventory
screen and click the book of matches cursor
on the cigar, Click [OK] to get back into the
game. Now that you can see the laser beams,
click on the device in the eastern wall and enter
the numbers 160, 30 and 110 to get all the
lasers vertical. Click [X] to leave the keypad
and walk through the lasers.

(You'll find the next bit easier to understand if
you refer to the map.)

Walk all the way north and take the last turn
left, Now take the first left turn you come to
and save the game. In the middle of the screen
you should see a pillar. Wait a while and walk
around it (i.e walk north at the left side of the
pillar). Then walk off the screen to the right -
you should find yourself at the first screen.

Take the other way out of the left side of the
screen (the path in the middle left of the
screen) and follow it all the way west. When you
arrive in the strange room inside the supercom-
puter, click on the door. Now enter this set of
numbers: 696 584 7669, The door should
open.

ADVANCED COMPUTER ENTERTAINMENT B3
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Enter the programming room and you will find
an jcor-driven user interface. First you must turn
off the guard droid system by putting the droid
icon in the toilet and then format the system by
putting the brain in the toilet. lcons are selected
by clicking on them. Don't put the SQIV icon in
the toilet or you'll return to DOS. Instead follow
the directions on the map to find your kidnapped
S0,

Eventually you should come across Vohaul him-
self. Fight him (it's pretty easy, but stay away
from the edges just to be on the safe side).
Dnce you've defeated him click on the ladder
going down. When Roger returns, select the
3.5" floppy from your inventory and click its icon
on the disc drive next to the beam. Load up the
program on the disc and the one from the
beam. Select [Roger Jr] and push [beam down-
load] to complete the game!

Gods

feel so stoopid! You may remember that last
|mﬂnﬂ1l asked you how to get the gems on

Waorld 3. Well, Christopher Bromilow from
Skelmersdale and David Appleford from Milton
Keynes reveal that you simply get to where the
Stone Gargoyles are, then go left and then when
you get to the third platform jump into space.
With luck you should land on the moving plat-
form. Then jump onto the platform with the
gems above it. As if by magic the ledge will dis-
appear and the gems will drop down,

Your quest continues here, with the guide to
Level 2 of the Bitmap Bros' wondrous arcade
adventure. Mo more ado, let's get on with it...

LEVEL 2

{As last month, ‘throw a switch’ means pull it
down or push it up - depending on its current
position - while ‘toggle a switch’ means pull it
down and then push it back up again.)

IN THE SHOP
Stay with the throwing stars and fireballs, and
use your cash to up their power,
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WORLD 1
Make sure you push the pressure pad to the

right of the start position. Go left and down a Iit-

tie. Kill the monsters firing at you across the
gap, then jump across to pick up a gold key.
Continue going down, then right.

You should find yourself near a door and a
shield guarded by some spikes. A thief will
appear, Don't kill him - let him get the shield
then drop the key to attract him. Kill the thief,
pick up the key and use the shield to get
through the spikes, Throw the door switch. An
out-of-reach key and a thief will appear. Position
yourself in front of the door, then - just before
the thief touches you - enter.

You'll be transported to a new room. Grab
everything and drop down the shaft. At the bot-
tom, take advantage of your shield by pressing
the nearby pressure pad and killing any local
bad guys. Drop all your items, then go right to

where the thief was. Wait for him to get the key.

Go and pick up your previously dropped items
then return. The thief will approach you. Kill him
and get the key.

The rest of the level's pretty straightforward.
You've just got to find the ice gem, water gem
and fire gem and take them individually to the
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gem room (in that order) so that you can reach
the World key. The ice gem is in the room at the
top of a ladder by a treasure chest. The other
two gems are found by kiling baddies.

But there's a quicker way to get the World key.
Take the ice gem to the gem room so that the
key platform drops a little. Then toggle the door
switch a couple of times to drop the teleport
gem - this takes you to a bonus room. if you
complete it properly you'll find a jump potion
which you can use to jump up to the World key.
Simple, when you know how.

WORLD 2

Jump onto the ladders you first come across o
climb to a ledge with a chalice on it. DON'T fal
off - if the drop doesn't kill you the spikes at the
bottom will. Throw the switch, then climb down
the ladder and drop off the bottorn. Go down
the ladder to your right to collect a key.

Go back up the ladder and go right. You
should come across three switches above two
trapdoors. Throw the switch above the left trap
door and then the switch above the right trap-
door. Drop down the now opened right trapdoor
to find another chalice.

Make your way back up and go right. You
should come across a golden teleport key.
Return left and go down the pit of switches and
trapdoors. At the bottom go through the door o8
your right to be teleported to the door to the
ship room. Pick up the third and last chalice and
go through the door to enter the ship room.
Pick up the two keys and drop all your chalices
before leaving.

Go left and down the ladder. Kill the monster
on the platform to your right - a teleport crysta
should appear, Use it to reach the treasure
room. Mow make your way to the World door..,

IN THE SHOP
Buy as many spears as possible.

WORLD 3

Having got the door key, throw the switch to el
right of the door, then the switch to the left,
then the switch to the right again - this should
reveal a secret corridor, (Incidentally, has any-




gy.

or

1l
ne

Ap-

J0r

nd
rto

and
£s

Br
tal

e =

il ol o 3 o

Tl !
T O P O
L i vins

J-r..-h.- 4!.41. H’...-IL .r.n. J...F.n...d!..la_a_r ¥

R
p "?l""'_l:"‘"l_r" T

one found a way to open this door?)

Down the corridor are four doors, Enter the
second one you come to to find a skull, Take
this to the room behind the last door to be
rewarded with a piece of mosaic and a bottle of
herbs. Take the herbs to the third room to find
another mosaic fragment and a globe. Take the
globe to the first room to get the third and final
mosaic piece. Your reward for your restoration
wark is a teleport to a new dungeon area.

Go left, killing all the monsters as you go.
Eventually some will drop a key. Go back right
and throw the first switch on the level - a plat-
form will appear letting you reach a secret
chamber containing another key. Go back down
then left to open a passage down to another
secref room. Throw the switch in this room.

Go up and left to find some trapdoors and
switches making steps to an upper platform. As
you jump up the steps, toggle all the switches
you come across. Get the candlestick at the
top-right and the key at the top-left of this area,
then drop through the trapdoor in the upper
platform. Go back right to the treasure room.

Return left and go down. Get the cross at the
far left {just past the spikes). The rest of this
level is fairly straight-forward (though goodness
knows where the treasure key is). Remember to
take the cross to the chapel for a big crystal
reward. This will come in very handy against...

THE DRAGON

Drop the crystal to the left of the screen and
stand between it and the dragon. The monster
will aim its fire at the crystal leaving you free to
blast away, just crouching now and again to
avoid the fireballs from its tail.

So far, so tough, but your quest is only half
over. Get ready for Level 3 - next month!
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Strider

ot really a cheat this, but an interest-
ng little featurette none-the-less. Did

you know that there's a secret room
an the second level? Mope? Well, neither
did |, but here to show use how to find
it is O, Wyman of Edgware in
Middiesex.

Know the beginning of the level,
with the wolves and the giant
rabot gorilla? Well, once past
these perils you should find your-
self riding on some rotating plat-
forms and under attack bu guards
and what not. Mormally you exit this
section by jumping up a small slop-
ing passageway to climb above
ground (where you'll meet the phantom
fighter).

Instead of doing this, jump into the stone
wall just below where the passageway staris
(as shown in the diagram). You should get stuck in
the rocks and forced info the secret room, Ooh, scary. Kill the
phantom fighter then go right to continue.

{Actually, | have an admission to make: after many goes | couldn't get into this sup-
posed secret room. But then I'm not the World's best Strider player - although | do try!
Perhaps you'll have more luck? If yvou do find it, please write in.)

Prince Of Persia

ome time ago we printed a PC cheat to this, allowing you to kill any enemy swordsmen at the
Stap of a button. Well, it appears that this is just half the story. Both Dan Flett from Australia and
Roddy MacLeary from Fife, Scotland have written in with lots of extra secrets.
As befare, load the game from DOS by typing 'PRINCE MEGAHIT'. Then press the following keys
during play for the required effects:

Kills any swordsmen instantly. WARNING! Don't use on skeletons.
View screen above.

View screen below.

View screen to the left.

View screen to the right,

SHIFT-T Extra damage point.

SHIFTA  Flips screen.

SHIFTL Advance one level.

SHIFTW Makes you light as a feather (no damage falling off ledges).
SHIFTB Blacks out non-animated objects (very usefull).

=X EFCX
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FROGGEF

By Peter Molyneux out of Bullfrog

t does sound like a bit of a wind-up, long ago Bulfrog actually wrote its own version

doesn't it? Frogger by Bullfrog? To be hon-  of the classic coin-op. “When doing

| d | thei est it wasn't Molyneux's first choice. When  PowerMonger, we were worried that the player

| eveliopers revamp their first approached with the idea, he instantly  might get bored while waiting for the game to

! chose Ultimate's classic Knight Lore. Then load,” Peter explains. “So we wrote Bullfrogger,

| own favourite classics? deciding that wasn't such a good idea, he spent  which was basically a slightly tarted-up version of
a day in deep contemplation before deciding | the original Frogger that you could play while

How would today's

want to do that caterpillar one. You know, waiting. We got it finished and playable and
] ACE asks that very : Centipede.” Then, while explaining why his everything."
Centipede would be so good, he threw in one However, it was at that point Bullfrog realised
= . = final twist as the Frogger brainwave hit him. And  that were they to release such a game, even
qUEStID“ in the first of that was that. within another game, the chaps at Sega would be
Fortunately, it all fits in rather nicely, and quite arious to talk to them, using words like
- an occasional series. there's more behind it than the rather tenuous ‘copyright’, 'solicitor’ and ‘twenty years hard
[ similarity between the two names. Not only is it labour', and so it was shelved. Now the game's
. genuinely one of Pete’s old faves, but not too got a new lease of life - at least hypothetically -

| thanks to Molyneux's New Originals treatment.

= ) “I think one of the reasons | chose Frogger is
because it's an old classics that was very
popular in the early days, but never got
updated,” explains Peter, "Asteroids became
Blasteroids, Breakout became Arkanoid, but
nothing ever came of Frogger. Which | think is a
shame because Frogger was the first ever game
to have a cute character - something that's been
very popular recently. The other thing | liked was
that it had a downto-earth theme. While all the
other games had space mutants, here you had 3
frog trying to cross a road and a river.”

Peter believes that Frogger has plenty of poten
tial for enhancement using today's more sophist-
cated technologies and gameplay philosophies.
"Purely from a technical point of view, there are
all sorts of things you could do. The graphics
would cbviously be very important, and with the
right use of colour and animation you could
create a really nice wet and slippery feel that
would be just right for Frogger. Yes, plenty of
This ks how Peter Molyneur's 1991 verskon of Frogger would look, in this artist's impression by Bullfrog's graphics wizard Paul moisiness.”

-/f’f!l‘.ﬁ
S S.

| BicLaughlin, Notice how Mr Frog in his new 312-colour incarnation is a much cuter character than the original - an important Acr:urdlng to Pete. the most useful app"caﬁm

paint in Peter's book. The infamous road, however, |5 as dangerous as |1 ever was, and now comes with extra features - note : i
| the manhele man. of any enhanced graphics would be to bring the
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50 how long are the levels going to be then?
“Oh, there'd be just one... of infinite length,~
says Peter. You WHAT?! “The problem with

- games with a definite end Is that when you've

completed it. you don't want to play again. So
in this game there wouldn't be an end as such -
ﬂﬁiﬂlﬁﬁdﬂ]ﬂhhgﬂuhﬂpﬂ-
sible. Every three screens or so you'd have a

~ tontinue point that would allow you to restart
 from there it you die.

“The way it works is like the little holes you

~ have to jump into at the end of a normal

Frogger screen. You have, say, five tunnels or

~ litlypads, but only some of them will be contin-
- ue points. There'll be a little clue as to what

ones they are just before you get there, like

two eyes inside the right tunnels that blink just
~ for a moment. i you jump into the right

tunnel, you're given a password.
“This password would actually contain the

; Information that the program uses to set up a

level, because the entire landscape will be gen-

~ erated, not stored. So every time you start a

new game, you play on a new, randomiy-
generated landscape. But If you type in a pass-

- word, the program interprets the information

and recreates the old game from that informa-

- Hon, so you can continue from where you left

- aif. if you had ten-letter passwords, you could

easily generate around 196,000 levels.”

LOVE STORY

be good If you could have

WAITER, THERE'S A FLY
IN MY GAME

Several flies in fact, as Peter explains. “As
Frogger goes along, he works up an appetite
for flies. Every so often flles buzz across the
screen, and if one nears Frogger, he automati-
cally shoots his tongue out and eats it. But
the more flies Frogger eats, the fatter and
heavier ha gets, so when he lands on an
object that's floating on water it starts to
sink and he has to jump off again quickly.
This effect wouldn't last very long though,
and after a while he'd shrink back to normal
size by using a bit of froggy flatulence. This
would also give him an extra burst of speed
as the flatulence propels him along.” Ahem.

The fabled Bullfrogger, originally written as a game to pass
the time while PowerMonger loaded, it's now gathering cust
In Bullfrog's offices - which a crying shame as it's actually
very playable.

‘_".J- .
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central character to life and give him more char-
acter than the original's inanimate green blab. “In
cutesy arcade game's it's important to establish
a player/character bond. If a player is going to
spend more than ten minutes playing a game, he
has to care about his character. I'm not suggest-
ing that people ever really think about how much
they like Mario or Sonic, but it's subliminal and
it's important.”

S0 how do you create a character you can
care about? “The most important quality is the
way the character reacts with your commands
and to the environment,” says Peter. “The ways
he responds to things creates the biggest bond.
Sonic does this well - if you leave the controls
alone for a few seconds he taps his feet and
looks at the screen, and if he's on a small

R O

More Builfrogger action, this time with Froggy himssl in dire
paril. This long-exposure shot gives an Idea of how fast the
traffic motors along. It also looks as though Froggy Is about to
get squished into the tarmac. Anslibeeees!

platform, he'll balance on one foot, teetering. It
all helps create a more interesting character.”

‘For Frogger, this type of treatment would
work particularly well. Running the game at a fifti
eth of a second, you could produce some
dazzling frogdeaping animation. If he jumps on a
log, he'd scamper around as the log rolls under
him. If he jumps on an alligator, his eyes would
bulge with fright. If a lorry zoomed past him, he'd
do a Woooaah! gesture. This would all be tied in
to different sound effects. Remember, it's the
not the size of the sprite that determines its
character, but the animation. That's something
that the development of the peaple in Populous Il
is teaching us."

The most controversial changes are in the
game's design. "The game wouldn't be just a sin-
gle static screen, but an on-going, vertically-
scrolling level. This would help keep the player
involved, as the game's less fragmented. I'd
keep the gameplay varied by adding new
terrains for Frogger to cross. There'd be a back
garden area, for instance, where you'd have
dogs, cats, birds and dangerous plants to avoid,
and a sewer area, with even bigger alligators.

“One of the advantages of this new scrolling
format is that you can give the enemies more
detailed movements rather than just moving
from side to side in a straight line. They'd move
in fixed movement patterns so that with practice
the player would learn their habits and play to
avoid them. Random movement patterns don't
work, because then it's more down to luck than
judgement."

“A change of pace every now and again is
essential, like in the Mario games, because peo-
ple get bored with doing the same thing all the
time. Frogger could jump into a pond and
instead of jumping, he would swim. Underwater
you'd have real froggy momentum, so Frogger
would push himself along in little bursts. In this
section the enemies would come down the
screen towards you instead of from the side, and
there'd only be a limited amount of air, so
Frogger would have to catch oxygen bubbles in
the water to top up his supply.”

Peter's more than aware of the dangers of
updating an old classic. “It's very important that
you don't destroy the feel and spirit of the
original. The trick is to enhance the game while
keeping the original qualities intact. Hence, the
basic idea remains the same - it's still all done
from a plan view, and the little frog's got to work
his way up the screen, avoiding danger. That's
another thing | like about Frogger - it's a passive
arcade game. You don't kill anything or go

looking for trouble. You just have to avoid
things.” Aaaah.
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desigrier of seminal titles such as Balance of Power and Balance of the Planst i just one of tha ster
turnd ot the ACE Conference in September - tickets cost £65, but YOU could strike lucky and get a
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 CONTENTS

92  ACE Charts

Have you ever wondered which games get the highest review marks
across ALL UK magazines? Have you ever wondered whether the games
that sell the most are the games with the best reviews, or the biggest
ads? Have you ever wished you could have a definitive list of games that
all UK reviewers say you've GOT to have? Now's your chance: the ACE
Charts collate information from every UK games magazine and tell you
exactly which games are scoring what...AND how they're selling.

96 Hardware Buyer's Guide
! Our definitive tech listings and buyer's guide. Updated every month to
keep you up-to-date on the hardware options in the high street. Check
out the power, the programs, and the potential of each machine before
you buy..

117 The ACE Prize Crossword

A pound for ACE should tie things up nicely (4). And a prize possibility if
you crack our monthly puzzier.

100 Shopwatch

Where have all the techies gone? Long time pa..a..ss..i..ng!

100 ACE Back Issues

The technological equivalent of the Dead Sea Scrolls: chart the mile-
stones of gaming history across the pages of the world's leading enter-
tainment technology magazine.

103 Direct Line

Amiga, PC, ST, Megadrive, Game Boy, Lynx, and Super Famicom own-
ers get the latest instalment of the ACE machine-specific chat columns.

:_~-m Hot off the Shelf

These pretty boxes in your local dealer are giving you the eye. Which
one should you take home for dinner? Check out our updated list of
rave-rated games that are still strutting their stuff on the shelves...

119 Public Domain
¢ Pat Winstanley assesses the latest PD gaming possibilities.

121 The ACE Diary

The month ahead: games release dates and a whole lot more...

22 The Blitter End

Win a free ticket to the greatest UK games conference ever!

™

ACE has brought you over 40 issues,
all packed with infa an games tech-
nalogy. Hf you're missing any back
issues - such as this one, which gave
you exclusive coverage of the first
PC based VR system - than tels-
phone 0858 410510 for availability
and ordar detalls or check out p101.

ADVANCED COMPUTER ENTERTAINMENT D]




E ach month, we collect all the available UK games magazines, and check ' [

out the review marks for each game. Then we simply work out the aver-
age mark that every game receives - the figure in the right hand column (out of
100 The higher the mark, the batter the reviews. AND you can win a prize
every month - see the opposite page.
One thing's for certain: Mirrorsoft must be chuffed over the success of

Xenon I's budget re-release . And Microprose's Sorcerors Get AH The Girls is
striking evidence that text'n‘graphics adventures are still alive and kicking,

Chuck Yeager Air Combat  Electronic Arts

Martian Dreams Origin
Sorcerers Get... Microprose
Heart of China Dynamix
Logical Rainbow Arts

German-based Rainbow Arts stops the
Yanks from making a clean sweep of the
PC top five. It's also nice to see a change
from the PC's usual diet of flight sims and
traditional strategy - only Chuck Yeager,
which is well worth the number one slot,
and a good mix of gaming styles making up
the rest of the chart.

he success of Castles on the PC just goes to show how important first
T impressions are in the software business. When the program was
laurched, journos were knocked sideways (ACE included) by the ongingl sce-
narko and authentic strategy. This led to a great deal of pre-release cnwraﬁe in
magazines that has obviously given the title very strong support at launch.
Unfortunately, it only goes to show (see our review on page 56} how mislead
ing first impressions can be. The good news, however, is that EA have promised
a vastly more polished product when the game hits the Amiga,

Meanwhile, Kick Off 2 continues to astonish by re-entering the charts at
number 4. It's rather daunting to note, however, that KO2 is just one of no less
than 14 re-entries in the ST top 20 chart {85 opposed to 7 in the Amiga), which
could be taken as evidence of a dearth of quality new releases for the Atari.

IBM PC
Castles Electronic Arts  £34.99
Lemmings Psygnosis £34.99
Colossus Chess X CDS £24.99
Fun School Il (5-7)  Europress Software £9.99
Links SSI/US Goid £39.99
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Xenon 2: Megablast Mirror Image
Hunter Activision
North and South Action 16

3D Construction Kit Domark

Manchester United Europe  Krisalis
Third budget title to top the Amiga chart:
evidently no-one’s forgotten the impact
Xenon 2 made first time round.

=
Xenon 2: Megablast Mirror Image
Lemmings Psygnosis
Flood Star Performers
RBI 2 Domark
Toki Ocean

Lemmings hangs on but Xenon 2 collects
its sacond number one this month with one
of the highest scores ever on the ST.

Manchester United Europe Krisalis £25.99

F15 Strike Eagle I Microprose £29.99
PGA Tour Golf Electronic Arts  £25.99
Monkey Island Lucasfilm/US Gold £29.99
Lemmings Psygnosis £24.99

Flames of Freedom Rainbird £29.99
Manchester United Europe Krisalis £25.99
Armour Geddon Psygnosis  £25.99
Kick Off 2 Anco £24.99
Teenage MH Turtles Mirrorsoft  £24.99




THE STOCKMARKET W|N A F RIZE-
In addition to our gamaes charts, we also have a bit of fun with the figures each month If you can predict the entries in 30-32 Farringdon Lane
when we produce the ACE Stockmarket. This s the list of the companies whose games next month's ACE charts [NOT in London
are getting tha highest review marks at the moment. Any software house that gets to the Gallup charts), you can win a EC1R 3AL
the top of this Roll Of Honour has a right to crack open a bottle of champagne... froe game for your machine. Tise st ciavatl fodadait for dnch
Having collated all the games reviewed in the latest issues of computer magazines, Here's how... chart taken out of the hat wins. &
we calculate the average mark that each publisher received for every one of its games pe o prize. i you get more than ane entry
on each format. We print only the top 25 TEP ONE correct, you'll be entered n further
companies wach month. In fact, we keep , Find a postcard - of wrilé your @0ty draws for each category, thus
tabs on all of them, but you don't want to How HOT were last month's on the back of an envelope. Enter ncreasing your chances of winning a
read through a list of over 100 names in games? rﬁil? ﬂr;mﬁ 3ﬂﬂhﬂfﬂﬂ:!59. l: daytime prize. And don't forget to inchide the
Despite some very high individual scores (soe telephone nusmber i# you have one, Round Mumbert
o mmmr' iy comeer | the AGE charts), the Software Index, which is the the machine you own, your age, and : .
enter ngs e sverage of all marks recelved, 15 at its lowsst rat- the Round Number [n the box e - ] |
name is marked with an asterisk. This Ing for 18 months. How can this be? Well, unfar- betloww] " e I
manth, we welcome budget labels Respray |  unately, slongside all the dazzling siuf! listed STEP TWO o pi must be received by
and Star Performers, strai in at number these pages, there have been some budget Pl N
one, and Hi-Soft, better h::n forits lan | Sthiiees out onreview over the last manth Examine this month's charts. Then, @ No ermployees of EMAP, or of
B e S which havs pulled the figurs down (one game usng your knowledge of the games any comgany invalved in the pro-
guages received the stunning average of 9.5 out of 100), scena, try to predict which games ~duction, distribuition, or saie of
il Watch the inclex next month for (we hope) & wil come top of the ACE charts next ACE Magazine are eligible for
Finally, we take care that the informa- A A A month, Finally, enter on your post oy ¥t !
tion here is genuinely useful. To that end, card: [ ] mnmﬂw |
we don't count companies which hawve only Software Index: 70.59 @ the top game for the [BM PC Proot of posting niot held a5 }
received a single solitary review. @ the top game for the Amiga proof of delvery, "
@ the top game for the ST & We cannof undertake 0 delver |
PUBLISHER SCORE Action 16 80.88 YOU DON'T HAVE TO ENTER A ‘Specific software tities as prizes,
*Star Performer 96.25 Activision 80.57 SUGGESTION FOR EVERY but rest assured that we wi
5 . : MACHINE! Eut remember that your - rnake every effort to ensure that
Pwm 93 GBH 80 chances of winning may increase i the games get the adrenaiin
9293 Infogrames 80 you do pumping!
Microprose 91 Core Design 79.67 fm Tm“ e
QiF Can also 1I"5' to e ICT whic
Kl'lilﬁl 34;42 I.DEA 79 company will be at the top of next THIS IS
84 Hmra}' 78 month's Stockmarket ksting (see this | mp ﬂ'
Mirror Image 8353 Electronic Arts 77.67 IH'HE:JN I-:Her mqﬁ:i;ﬁ..[name ¥ | ot 19 wieesSusen
825 Demonware 715 ,_.umpwl-” . i Grimes mmw -nh:
Dynamix 82.08 Ocean 76.79 STEP FOUR | and Erik de Loos of The
*Hi-Soft 81.75  Millennium 75.25 Post the card (WITH a stampl) to us ; Hmldmﬁ;:ns_jl:ﬂm I
Gremlin 81.73 Rainbow Arts 74.06 to arrive not later than the closing | Lemmings . ;
Beathers 815 Hit Squad 732.8 date for this round (22nd August). | qualifying u-s:u M:v;r';
““’P roth - i The address is: | pinpointed Earth for
ACE Stockmarket . G, A ...

AMIGA, ATARI & PC SOFTWARE DIAL-A-TIP CHEAT-LINE
The Tipster

TIPSTER IS5 THE NO. 1 SELLING HORSE RACING PROGRAM
AND CONTINUE TO OUT-PERFORM NOT ONLY ALL OTHER
PROGRAMS BUT ALSO THE BOOKIES. USING DATA FROM
THE RACING POST, D.MIRROR OR ANY NEWSPAPER. THIS
PROGRAM WILL SELECT THE BEST HORSES AND OFFER
BETTING ADVICE.

The Punter

for cheats, tips, pokes and
secrets on all computer and
console games, ring now on

0898-10-1234

LET YOUR COMPUTER TRY TO MAKE SENSE OF THE From Ireland Dial |
Al‘[;l{{l R;LEALP; POOLS. THIS SOFTWARE CAN BE USED FOR
ANY POO COUPON. THE BRITISH LEAGUES ARE
INCLUDED FOR NEXT SEASON. - 030 00 21 244
The DOE S Updated weekly,

THE DOGS USES DATA FROM THE RACING POST AND MOST i i »
ﬁE'SPAPERS TO RATE GREYHOUND RACES OVER FLAT L've cumputer HEIP*'"E-

HURDLES. THIS PROGRAM IS VERY EASY TO USE. AN
IDEAL GIFT FOR THE MAN WHO HAS EVERYTHING. 0898-338-933

League Manager PRIZES FOR BEST CHEATS, TIPS, ETC.

THIS PROGRAM ENABLES YOU TO MANAGE UP TO 14

E-Eﬂ& 11:':' 5 LEAGUES ON ONE DISK. IDEAL FOR SCHOOLS IN FER No
ANY SPORT INCLUDING: FOOTBALL, GOLF, SNOOKER,
DARTS, BILLIARDS, POOL etc.

. Interactive Phone Games
THIS NEW anaqgmrBugTrosBJEeaﬁmm FROM CASH PR IZES
MULTIPLE BETS, YANKEE, PATENTS etc. A GRAPH DISPLAYS

YOUR DAILY BETTING PATTERNM. THIS CAN BE USED TO
EN NOW ON LINE

INCREASE YOUR CHANCES OF WINNING.

L3495 cach, or any 2 for £49,95 0898-442777

SMIDMOUTH SOFFWARI

Send to: PO Box 54, Southwest Manchester M15 4LY

SCHURCH 81 Send L9.95
SHPOLTTH fora DEMO Proprietor: Jagqueline Wrighi

DISK Please ask permission of the person who pays the bill, calls charged at

\ % '
DEVON EX 10 S1Y 34p per min ‘Cheap Rate’ 45p per min at all other times,

IELEPHONE: 0395 577884




24 HRS

Batiar Maths (1216) ...
Dengsaw Decovery Kl

Mags math |4-8)

Maths mania [B-17)

Maih Talk

Mickeys Aunaeay Zoo
Croagvemd makds

Makang Mo

05 2 Turbo
05 3 Turbo

Amiga 4 player Adaphar
Amiga 500 Dus! Carver
Disk Claarerg Kil

Box 10 Bulk disks . .
Branged Sany (Box 10}
Amiga + 5T Dwives ...
Manigr Lead s
LC200 Colour -« Mono +
LC 200 24 Mono Printes

Emi Canl,mul.hml
Compn Pra Exira 8000..... .
A0 Lochable Disk Disk ...
80 Liockabde Disk Bax_....

LT 200 24 Colowr Prirtar...
ALL PRODUCTS AHE SU!-I!!.‘.'I' 10 .I.".I'AI_ADH:.I'I'\' Al.l. PRICES SUBJECT TO C.H.EHGE WITHOUT PRIOR

Povwer Drive 3.5 ﬂad-:qm-ﬁ-’hmgl

pnnur

Aagis v 100 Profest 4.2 {1mbj &7 AN . 8.7. AN
A-Max [Mac Emulmion 10009 Aooowmendsd.............. A0 = )
DwwPac 11 i 1459
Cagecakc 7 AAT & SOUND LR
e B S AMODS A58
e T8 CanDe... .26 90
Lattios C VA, 16459 Dehus Paint 111 2686
Mdwyis Blaacons Tygang. . 1999 Deluss Video 111 1650
FProteat 4.4 .. #8  Faewision . ::x
Gupertiksa Personal 2 ... 21 58 Mastersound 1259
Protor Paint 11 2608
GRAPHICS & VIDED Crusrtst KT
Mg Vicdoo Tt B2.TS  Studio Magk 16.00
Cracii Tearl Scroller ... 2080 Accouniand Vi _18.08
OPmnt 117 (Pal 1mib) 5750 Dwwpac 5T V2.0 .168.08
Plasal Taiga 20,00 First Words Pl 2388
OFLums Video 111 [Pl mt) 8775 Fiest Siroat Publishe ... ... : 16.99
Phaton Paini [Pall 1250 Hsoh Basic ... SE00 00 rntmeThaDuﬂU NBI 1699
Photon Painl 1% (Pai 1mby.21.80  Hasoh © -34.00 | Last Minga 11..... 1654
Projessional Drme 2 K-daia .. ol me&anﬂ ..... 269
[1mb) 158.50 H-graph 2. 20.00 | Lost Painol ... 1699
P Wises Plus 17790 Kompewad 1 16,78 | Mlaan Swreses * 1699
Sciupt I0XALIPA e, 11200 Kspmad 2 4190 | Wi 20 Jase
Trig- A-Tron 2458 K-Word 2 290
Turt Sabear 750 Lahoe C. 104 90 o A TS e S L e e | P—
TV Show 2 Z (Pal Tmbi_ .. ST 00 Malsho! P 3 20 4m.:umm ] 799 Fury Tals v i ] 400 P &7 Thundersal T 7.99
TV Tt Prea (Pal) 08 50 Prodats S50 1y rcume Barger ™ 599 Farasy Word Duzy .. 80 6§09 Ppaetioms 788 788
Video Frama Grabbear Preda a2 BRE0 | i % T 858 PT Ael Managst 11 Eap K209 1280 Pletum . s 1509
[T T 88.78  Purchase Lodge: 300 | ki Haads : Té8 Fostal Samumbon Tea 708 Chssst bor tha Time fied . 6.5 £
video Colour Upgrage 16.25 Saled Laage M0l ATE2 . LR 1695 Full Matal Pana .5 588 FF Fonda 955 .. 558
Wl e FHB0 Swificalt 2990 | Awesorme * . S48 Ghostbusin 2 1.96 780 Fich Dangatous . .
SR APPLICATION Timasworks 0TS e Gas... . (R - 40 Crawiy.... . (L] £89  Fooksl Ranger :“- .
AR O 2D 578 WORDPROCESSORS | Saiance of BB G b Syl osnsoger o g™
Detann Mussc RS Ry . 18005 | ewtarin § {Pamc) l“ ! :: ml:uhlﬂ"-l:ll IE-: 1;90 Sega Masher M ' AT 1R
Muséc X (UK Viorsion]. ... B4.50  Kindwonds 2 3498 wﬂ — '422 i obl Pl Tk - 899 Sien Senace 1 ST
Master Sourd Digitizer ... 34,00  Panpal o k2 B‘DWN;F'CS' 79 .. 799 Highway Paral 2 B89 .. A58 Smderd” 1888 .. 1659
Futyrs Sound Digiizer ... 7700 Prolest L B4 88 wmlﬂ 498 .. 488 Houdol Pe Shados,.. 799 T8 Him City TREE 10
Mickmasier Inietace Prowre 3. < B9B2 | By Cloughs Foothal... 558 800 Holywood Coliescson ... 10.99 88  Bpy Vs Spy 489 it
15 porta) 31,50 Scribble Platine .. 4188 | Puck Fogen © .. X 1§80 Indanapobs 5007 .. - VB89 Sy Ve Spy 1Y 489 :“
Mich Laad 300 Teanscrpl 3288 | Copave” ... 1699 1808 miwsiaion... S48, 00 Spy Ve Soy 1N AN o
Wordpariact. 16481 | Castain Biood wd 499 Int 30 Terwis 700 748 &wupg“ . _I:: .::
BUSINESS & EDUCATION  Utracaed Pis .. g ] T30 798 Judge Cepad o R e s e
TTS0  Vina |nlacsion Prot 3496 | Chambers of Shaoin .:ﬁ :: ks Aarp ;: e e e
Fun School 2 over Hajsach] K Copy L R e rt AT HRE. .o S00 989 Tema Machine 050 5.09
£1280 VIDED s, i ey B HE BEe TN H88 1008
Pokot Fssders: ) Boars 3290 Crecit Teud Soober.... 3080 | e e Ll hee T g0 Kick O (1 Mgl S 1A EE  Tourrament Gl 1699 ]
SpaiBook 4-5 o Tefoach) 1850 Deluos Vides 3 B I Ditnishs Homa Racing _..7 58 . 709 Laser Squed... A g B8 Topoia Cabos * LR 1689
bt Pl SEO0  Digl View God THRBD e — ] T80  Leaderbomd £ 99 B.98 Tookin Lk ) 4,98
Hoeme ACoounis POTS  Framileatba B85 | Doutie Deagen THE ... T8 LUneolFim' ... 16,08 B Tonwear of bl L e+
Hewres Offcw Kot TS0 Goold Dk Type Video. 3498 | Dragon Speit ... a5 4 %) Lords O The Rising Sun 1180 v1.08 }'mu-uﬂ'm'M ‘:: I::
Kindwords 2.0 1B Hitachi Camara & 18w . 19687 | Oragons Breath B 955 Menscs Ly ] igd T:“JMFM i o
Flesceamimandind 3499 Wam Hendine Foms 2 5497 | Orsklen NREE L PO Nt AR ‘;n Mﬂ' it 109
Mavis Boacor Typeg Tulor19 75 Migen Ganock e [ g I 1898 Nomha Sauth - .59 ried * T T
'm.:ﬁf_.'"“. pT,Tdu"nmr :;:i Epe * VBB 1588 Openstion Negtuns L98 AB0  Wrath of the Damon ... 16.99 1690
Micrs GCSE English The Divecer Tos KR ZTEa
(Emch) 19,25 Titks Faga 13 B (1]
Microta: Werd Processos 1828 TV Taxt Peolessionsl B2 EUMIMG VERY SOON!!! Eﬂ.LL FOR LATEST DETAILS
Mombase Dolabass 1025  Video Tlar - e
Pan Pl [Pal 18] D00 Vidh Amiga PAL Digaiser . B 00 | 1 Meg Crcki... ... L ot T
Prodata e BADE ViHCIWOME T ey e PR TI2209  Mawy Sass T
Aovias Shoe H Hmm‘um - e
. 1608  Pdaior 2 e
MICROSMART MEGADEALS! |Eesshg 1798 Pobocop Pand .. 7m
TR hE BN i
Gpaco Aoe L MM cho 4888 m"’“ﬁﬁ.m. ﬁ:-:’ Ehm:ﬂ-w ];g
Dagots Laer 3 suan | Derteran tl 100 Biw Troa 5 16 59
Dragon Masis b Warvior ... 1800 16 5
A MChoias 6.9 B .. L1868 Siewl - 1699
Kk, O 2 MO0 | Brmrhahers oo 1690  Supss Cars 2 (Giremin| ::ﬁ
Dihinm Prodichors |Upgrade backup cock, cabaal sign | Ehisl W kit ?ﬂ:"" 8.5
Srupwrbiies Parscoal I Upgrada b Ciook/ca ol Disk 739  The Punishar .
Supapian |Lipgrade backus, clack, ind caen 4000 | Dohs Aemaiyia ... 1299 Tou Goss Wikh 1T
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Back 3 1 e = v b+
Answe Back Sonor wuu... |E¥ e 1908
Batinr Spaiing (§-14] ] 1o Ioul 13
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. JUSTIN
GB ROUTE

Calculate Route,

Times, Fuel Uses

A

HOTICE E 80E

- oyl

AMOS ..t
Aughartitz, .. 999 . 0.88
BAT".. 7499 1999
Bach To The

Futura 2., ... 16899 1690
Balamcs Power 18,94 .18.98
Baiman The

Movia ............ 1398 16.99
Bartle Command18 851699
Batlle Of Britain19.99.19. 99
Battie Chess._.. 16.99 .16.99
Batile Mastar... 16509 16.99
Billy tha Kid"...16.868 16.99
Blade Wasrior* 16,95 1069
Biood Moray .. 16.098 1660
Bloodwych Data

Disk ..3.89 ...0.08
Bomibar L2189 .5
Boxing Manapert3.9913.99
BS5 Jane Sey-
mour............16.98 .16.98
Carrier Com'd 1489 1480
Cavadar” 16549 1899
Chaos. Striked
|Back SR
(Chuck Yeager* 16.68 18.99
Chase HO ... 13,88 1699
Colorado G168 1689
(Combo Racer..13.99 1298
Corparation ... 16,98 .16.58
Commando ... 1396 13,98
Commando War16.8516.68
(Confict Europet6.89 1659
Codanets Begues!

[1emby] ... ER—- -
E.'-l:nuuaﬁt ﬂnmainl

(R, [ r—-. ]
Congueror..... . 16.98 16.608
Coninental

Circus............. 1399 13.99
Crackdown ... 13.09 13.98
Crazy Cans 2 ..11.98 .14 88
Damocies ... 13.8813.08
Dan Dare 3......13.00 1399
Dark Contury ... 16,99 18,99
Days Of Thider 18.59 .79.99
Dwgas Elte... 1798 .-
Dick Tracy™ ... 16.88 16.68
Dragons Lair ..~ ......26.89
Dragons Lairimb- .26 59
Darkicen 21,98 2198
Edlilion Ona® ... 16.98 16.68
Elita .. 14,99 14,88
Emiyn Huges...13.88 .13.88
Escaps From Robot
Monsiens ... 1399 .13.989
F18 Coimbal

Piot ..o V800 1688
F1@ Siealh Fleri9 9919.99
F20 Aslalisior 16.09 1699
Falcon ... 16.68 16099
Fantavision . 2099
Falcon Miggian

Disk LAAEE 1309
Falcon Misaaon

Disk 2 ........ 13,96 1399
Final Batfila® - e 16,58
Fire: And Brirm -

stone ... 1686 16.88
Fire & Fosrget 2° 16.98
Flight Sim 2., 26808 26,89
Fight of the

Itfudar_.., L16.90 16,99
FH Disk 7 or 11 13.98.13.99
Fi Disk Ewrgpr1 3.8 .13.99
Fit Disk Jagan 1399 13.99

Foolball Dir'tor 212.8012.99
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Have you ordered from us ‘before?
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Please send this to Microsmart, 127 High Street,
Mewport Pagnell, Milton Keynes.
MK16 BSE
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Frall Manager 2

Gt phi... 1299 1299
Fioture Wars . 1690 1609
Ghostousters 21859 16.99
(Ghost & Gobling 139913 55
Ghouls & Gh'is 1080 1600
Grand National. - ... 1388
Grand Prioc Girowit- ... 16.99
Gravity_........... 16.00 1680
Graming 2° ... 13,96 13,590
Hoavy Metal .. 13.98 1689
Hiksiae 16,90 1600
Hoursds O

Shadow _.........16.99 16,99
Imperium ... 1889 16.98
Impassamole, 1399 13906
Indy J. Actan 1399 1389
Indy Jones Adv1B.09 1699
indy Jones Hind

| Bk 589 .599
Indgroepior.........- ... 16.88
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THE ULTIMATE COLLECTION|

MNIC ROSMYART MAlL DRDE=ER
0908 564369 or the shop - 0480 73331
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banhuntar NY

Hant book........0.58 8
htanhunter 5 F 2189 .-
Manias: Mansicn1 5,006
hiatrix Marder 13,59 118
Mizraprose Socc14.064R
W1 Tank Plag® 21 88 2
Midwintar_........5.99 108
Midnight Resist 398 168
Mira Oftice Com18.98 _-
Mire Offica
Graphics.......... 16.98 .-
Mini Ofica Sp'd18.99_-
Murndar® ... 76981
Mew Zoa Slory 13.98 1
Might Bread® .. 1398 .1
Mitra” .. L1EE
Haorth & Sum 0.
Oparation TBoR13.991
Operation Har'* 1699181
Cpoeration Wil 12.99 148
Paper Boy ... 1299 12
Pipernania.......13.90.
Pirades............ 1598 1
Playwr Manapsr! 2.88.1
Plotting®........... 1380 1
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MI©CRROSMIART MANL

THE NATIONS TOP
PERIPHERAL SUPPLIER

ODORDER

o JOYSTICKS RADICAL RAM MICE MuUSIC
12.99
1990 1/2 MEG UPGRADE NAKSHA MOUSE Turn your
1698 ﬂuickij:g?g;uninr PLUSiAﬂEaragu SnT?lealth Amiﬂa into
: The best on miga a Wega
7% Quickshot 2 Turbo the Market £24.99 Sound
16,50 £9.99 Blasting
I;::: Comp Pro 5000 Goal With clock.....£24.99 System
i £9.99 50 WATT 3
g Comp Pro 5000 Extra Way Speakers Power
01860 £12.99 . Supply, cables, Headphon -
'ﬂﬁl:: Star Probe Without clock£21.99 es & full instructions
£ iges £10.99 MICROSMART MEGA DEALS e D:L"f £49.99
16. i i Space Acg "\ inc. upgrade and clock 56 idi Interface .............
1699 Quickjoy Jetfighter o oo Mega PC Mouse Pack ||~ £18.99
£18.99 iz haatas g Br Halo Art Package 9-25 Convertor, o |5 ............. :
; : Topstar u.?'ﬁ?f '3"3 :; Pad, Holder, Suparb Quality + Value at Ers_u'"a tereo
.00 £19.99 s : £24.99 Rewind, Fast Forward &
1690 Mega Bass Switch .......
16,98 .....ONLY £14.99
;i::g AECESSOF"ES HAHDWAHE Call for details on
the new Roland
;ﬂ::: DISK BOXES Synth Amiga kit with
g 3.5 WD i i £5.99 e Sampling &
1590 S U, £8.99 KLy~ GAMEBOY PACK ooy
12, H FHONES *
:1: ﬁ 5.25 50 CEP ................................... £6.99 h:?rtrn-ér: £69.99 sound types w?i?} percussion &
: ::gg 1UU CEP ................................. EQ.QE sampled sounds.
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HARD SELL

nce again, a rather truncated Hard Self this manth, Still, it should
hapefuily provide an at-a-glance comparison between computer
and consale. 5till wondering what to go for in the great 'Console or

Computer? debate? Well, if you can afford one of each, our money's on the
Amiga and Megadrive. But if you only go for one, get an Amiga. It's an
excellent all-round performer that gives the best VFM,

ATARI STE

Models: Atari 5205TE; 10405TE;
Mega 5Ts

Package: 520 and 1040 have key-
board with built-in disk drive; Mega
versions have separate keyboard.
Keep eyes peeled for current soft-
ware bundles,

Memory: 5205TE 512K; 10405TE
TMb; Mega 5T 1, 2 or 4Mb, All
machines can be expanded internally
to 4Mb.

Processor: B-MHz Motorola 68000
Recommended Retail Price:
S20STE £299; 10405TE £399
Contact: Atari PR (0753) 33344

IN BRIEF

Hard days for the machine that
arguably started the avalanche to
16-bit computers. The STE boasts
capabilities almost on par with its
arch-rival the Amiga, but the
Commodore machine seems to be
the one most people want these
days. As shame, because this is still a
great general purpose home
machine for games, small business
and productivity, and thanks to its
MID port is still the number one
ihnit:e for MIDI musicians.,

GRAPHICS

Resolution: Low-res 320 x 200;
medium res 640 x 200; high-res 640 x
400

Palette: 4096

Colours: Black and white in high-
res; 4 colours in medium-res; 16 in
loww-ras,

TV: Yes.

Monitor Output: RGE,

Monitor Supplied: No.

Monitor Options: Atari monitors
5M124 high-res mono; SC1442 med
res colour.

Sprites: No.

Speed: Fast

NB High resolution display fs only
available on monochrame monitor;
medium and low res displays only
available on colour monitors or TV

SOUND

Speaker Quality: Depends on mon-
itor.

MIDE: Yes

Stereo Output: Yes

9‘5 ADVANCED COMPUTER ENTERTAIMMENT

Performance: Three B-hit PCM
stereo sound channels.

HARDWARE

Disk Format: 3.5 inch - 720K
Disk Price: Around £1.50

Disk Performance: Fast, reliable,
Keyboard: 96 keys including 10
functions keys. Has a cheap feel
which can be improved with third
party spring kits,
Joystick/Mouse: Two joystick ports
are standard; two-button mouse is
supplied with machine.

SOFTWARE

Existing Software Base: Excellent,
The budget market provides a rela-
tively cheap way of building up an
impressive collection of software
classics.

Current Releases: None of the
major software houses ignore the 5T
so it is well served with plenty of
good software.

Games: Across the board.
Graphics: Good with some excel-
lent software to manipulate them,
Music: Excellent. Plenty of sound
samplers, editors and MIDI software
make this the musician’s choice.
Prospects: Very good, but the
Amiga is currently the favourite with
software houses in the UK and the
chances of a sudden boom of inter-
est in the 5T Stateside look very slim.
Software Loading: No problems at
all. The STE's drive is fast and friend-
ly to the ear. Be warned that some
companies still release games on two
or more single-sided discs (a hang on
from the old days when the ST had
single-sided drives) which can mean
unnecessary and annoying bouts of
disc swapping.

BUYLINES

Best Buy Price: As RRP

Second Hand Availability: Very
cammon and quite cheap. Beware
very old, single sided ST machines.
Maintenance: One year's guaran-
tee. Return to dealer if faulty

COMMODORE AMIGA

Models: Amiga AS00; AT500;
A2000; A3000
Package: AS500 has keyboard and

built-in drive with separate PSU;
A1500 and A2000 have separate key-
board with built-in (fan assisted)
P5U. A3DOO is a very powerful
machine indeed.

Memory: ASD0 S12K; A1500 &
AZ000 1Mb; A3000 2Mb.

Processor: 500/1500/2000 7.15
MHZ Motorola 68000; AZ000 16 or
25MHz Motorola 68030,
Recommended Retail Price: AS00
ENA; Screen Gems £399.99; Flight of
Fantasy Pack £399.99; Class Of The
90s pack £579.99 {(all packs inc AS00);
A1500 from £999; A2000 from
£1199(for 1Mb+20Mb hard disk);
A3000 from £3160(for 2Mb+40Mb
hard disk). (All prices inc VAT).
Contact: Commodore (0628) 770088

IN BRIEF

A stunning specification with custom
chips to rival almost everything
around, the Amiga is the first choice
for the most exigent of games play-
ers and video professionals. After an
initially shaky start the machine con-
tinues to sell extremely well and has
overtaken the 5T in the UK, though
the latter machine still has a slightly
larger installed base. The A1500 is
near-identical spec-wise to the
AZ2000, but cheaper. The A3000 is a
top-end workstation substitute;
includes Workbench 2, featuring
enhanced icons, file handling, and
security features plus Amiga Vision, a
multi-media programming tool.
A3000 also comes in three configura-
tions, ranging from a 16MHz/40Mb
hard disk to a 25MHz/100Mb disc.

GRAPHICS

Resolution: From 320 x 200 to 640
x 400 (more possible in software)
Palette: 4096

Colours: 2, 4, B, 16, 32, 64 or 4096
TV: With modulator.

Monitor Output: SCART + compos-
ite video in monochrome,

Monitor Supplied: No

Monitor Options: C1084 £349.99
Sprites: 16 in hardware + unlimited
BOBS from soft/hardware.

Speed: Very fast with good soft-
ware,

SOUND

Speaker Quality: Depends on mon-
iter.

MIDE: Mo. Third party interfaces
available.

Stereo Output: 2 phono
connectars,

Performance: Among the best
around. Custom hardware squeezes
9 octaves of 8-bit digital sound into
the four channels.

HARDWARE

Disk Format: 3.5inch - B37K; A3000
40/100Mbyte hard disk formatted.
Disk Price: Around £1,50.

Disk Performance: Noisy and slug-
gish. Third party software is available
to improve matters.

Keyboard: 94 keys. 10 function
keys and separate cursor cluster.
Joystick/Mouse: Two-button

mouse supplied as standard,

Interfaces: Two Joystick/mouse;
stereo audio; external disk drive(s);
R5232 serial; Centranics parallel
printer; SCART RGBNideo; composite
monochrome video; expansion bus
{internal on A1500 & A2000; 32-bit
on A3000); dock/memory expansion
on A500 only; internal PC expansion
on A1500, A2000 and A3000,

SOFTWARE

Existing Software Base: Similar to
the 5T.

Current Releases: Everyone's doing
them.

Games: Something for everyone.
Graphics: Quality and range is
unsurpassed.

Music: Needs better support for
MIDI. Internal sound software s well
supported thanks to IFF standards.
Prospects: Excellent.

Software Loading: Noisy but usu-
ally reliable. Plagued by viruses,

BUYLINES

Best Buy Price: Old Amiga 1000s
can be picked up cheaply enough
but these lacked the extra graphics
modes of later models. Try to find a
good value pack.

Second Hand Availability:
Becomning common. Best buys are
late Amiga 500s with Kickstart 1.2,
Maintenance: One years guaran-
tee. Return faulty machines to deal-
ers.

Model: IBM's PC was the first PC to
be accepted in large quantities (not
the first PC) and remains the stan-
dard by which all others are judged.
There are hundreds of clones and
variations including offerings from
Amstrad, Atari and Commodore. In
general, with PCs you pay for speed
and better graphics standards. The
extra money is worth it if you can
afford it.

Package: Depends on the manufac-
turer although most are supplied
with monitors, They can even be
bought in kit form at no extra saving
Memory: Usually 512K or 640K, Can
be anything from 64K to 1Mb+.
Always go for a 640K model.
Processor: Intel BOB&/BOBE in base
machine is sometimes replaces with
the faster NEC V20/30. More expen-
sive machines are based on Intel's
much faster 286, 3865X, 386 and
even the latest 486.

Recommended Retail Price: Can
be picked up for as little as £299 for
a “no frills" machine. With top-of-
the-range 486 based clones - and the
official IBM versions - the sky’s the
limit. Look for a good EGA or VGA
model for between £750 and £1200.

IN BRIEF

Superb value if you want the ulti-
mate all-rounder, the PC still betrays
its business origins. Almost every
major software house now port their
tities to the PC but these remain lim-
ited by the constraints of the basic




(most common) machines — which
means they tend to be limited in
sound and graphics. Definitely NOT
first cholce if entertainment is your
preferred use for computers, or if
you cannot afford the better EGA or
VGA models (which are really essen-
tial for good games playing).

GRAPHICS

The first PCs weren't fitted with
graphics as standard but most clones
incorporate the necessary hardware
and come with a monitor, There are
three main standards: CGA - a nasty
but all to common colour display,
EGA about the lowest colour display
worth considering, VGA - an
Amiga/ST beating display; and
Hercules monochrome, EGA or VGA
which are usually only fitted as stan-
dard to more expensive machines
{Amstrad's PC2086 is one exception).
Resclution: CGA 320 x 200; EGA
640 x 350; Hercules 720 x 384; VGA
800 x 600.

Palette: CGA 8 (in two fixed sets);
EGA 64; VGA 256

Colours: CGA 4; EGA 16; VGA 64;
Hercules 2

Monitor ODutput: TTL RGE/RGE|
(CGA); analogue RGE (E/VGA)
Monitor Options: Vast. Many
monitors are dedicated to just one
of two modes — some have amber,
green or white monochrome dis-
plays - check before buying.
Sprites: Mone

Speed: From very slow - 8088 - to
very fast - B0486

SOUND

Speaker Quality: Built-in sound is
very poor. Third-party add-on sound
boards such Roland (£380) and Ad-
Lib (£150) - which is fast becoming a
standard - provide synthesiser-guali-
ty sound through an amplifier.
MIDL: Third part interfaces avail-
able.

Stereo Output: With boards, yes.
Performance: Mot the ideal
machine for the musically bent - an
Atari 5T offers more for MIDI, the
Amiga more for software sound
purists,

HARDWARE

Disk Format: 5.25in -180/360K/
1.2Mb; 3.5in 720K/1.44Mb

Disk Price: 60p — £3.00

ATARI LYNX

Package: Lynx, Pay extra for periph-
erals and inclusive California Games.
Processor: 16-MHz 6502

Console Memaory: 64K

Disk Performance: Average.
Most PC owners also buy hard disks.
A large amount of PC applications
software refuses to work unless you
have a hard disk,

Keyboard: Almost as many

v

Amiga, the Lynx is an amazing hand-
held, After a shaky start, the Lynx is
doing fine and - if the rumours are
to be believed - is starting to take
off in the States. It most obvious
competitor, the Gamegear, lacks the
Lynx's frills, but makes up for it with

Monitor Output: Mo

Monitor Supplied: Yes - 3.5° back-
lit colour LED

Monitor Options: None

Sprites: Special graphics hardware
effectively treats ALL screen objects
as sprites!

Speed: Fast

SOUND

Speaker Quality: Very good

MIDI: No

Stereo Output: Yes

Performance: Four-channel, five
octave stereo sound has to be heard
to be believed.

HARDWARE

Joystick: Eight-way joypad.
Ports: Cartridge port; multi-player
port; miniature stereo headphone
jack.

SOFTWARE

Price: £30-35.

Cartridge Memory: BMb
Existing Software Base: Very
small.

Current Releases: Californfa Games
is a great 'freebie’.

Prospects: Uncertain but several
new titles in the pipeline.

BUYLINES

Best Buy Price: As RRP

Second Hand Availability: Very
few

Maintenance: One year's guaran-
tee.

STAR RATINGS
Graphics: % 4%
Sound: o & i
Expansion: #
Overall: w&& &

NINTENDO GAMEBOY

Package: Main unit with Tetris
game.

Processor: 1-MHz customised B-bit
ZB0A.

Console Memory: BK
Recommended Retail Price:
£69.99.

Contact: Deighton PR (071-836)
2973

IN BRIEF

Nintendo were the first company to
produce a dedicated handheld con-
sole and now it seems everyone
wants to get in on the act. On reflec-
tion even the Game Boy was a long
time coming since the technology
employed by the display is starting
to look dated. Not to be dismissed
simply because of mono graphics -
this machine has some superb titles
and games making use of the two-
player link-up option are tremen-
dous fun {especially the superb free-
bie Tetris).

pink pages

SOUND

Speaker Quality: Depends on
headphones.

Stereo Output: Yes
Performance: Plays a lot better
than it looks.

HARDWARE

Joystick: Built-in B-way joypad.
Ports: Headphone socket;dual-
machine interface.
SOFTWARE

Price: £20-25,

Cartridge Memory: 64K
Existing Software Base: The best
for any handheld,

Current Releases: Increasing
Prospects: Excellent

BUYLINES

Best Buy Price: As RRP

Second Hand Avail.: Some compa-
nies (e.g. Console Quest) do ‘em.
Maintenance: One year's warranty

STAR RATINGS
Graphics: ###
Sound: e
Expansion: & &
Overall: & &% &

NINTENDO SUPER

FAMICOM

Package: Consale unit, controller
unit and Super Mario Warld.
Processor: 3.58 MHz 65CB16.
Console Memory: Not known
Recommended Retail Price: N/A
{Japan price = £100)

Contact: Local dealers

IN BERIEF

With the weight of all-powerful
Nintendo behind it, the Famicom
can hardly fail. Although not hugely
superior to the Sega Megadrive
technically, it's the games that
impress - notably the bundled Mario
World (which will no doubt help
sales no end) and F-Zero. That said,
there are some real duffers amongst
the gems {Big Run, anyone?), but it's
still early days yet. The Super
Famicom's enormous games poten-
tial has barely been scratched.

GRAPHICS

Resolution: 512 x 512..
Palette: 32,768

Colours: 256

TV: Yes

Monitor Output: Yes
Menitor Supplied: No
Monitor Options: RGB, SCART
Sprites: 128,

Speed: Remarkable

SOUND

Speaker Quality: Depends on
TVimonitor

Recommended Retail Price: smaller unit size and TV adaptor. GRAPHICS MIDI: No
£79.99 (£99.99 with peripherals; Resolution: 20 x 18 characters. Stereo Output: Yes
£129.99 with peripherals and game). GRAPHICS Colours: 4 grey shades, Performance: 8 Channel custom 16-
Contact: Atari PR (071-388) 9871 Resolution: 160 x 102 Monitor Supplied: Yes - LCD dis- bit PCM/digital.
Palette: 4096 play is lit by ambient light.
IN BRIEF Colours: 16 Sprites: 40 8 x 8 pixel blocks.. HARDWARE
Designed by the man behind the TV: No Speed: Fast for what it is. Joystick: Supplied.

ADVANCED COMPUTER ENTERTAINMENT 9T
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Ports: One big expansion port.
SOFTWARE

Price: £40-50.

Cartridge Memory: 16 Mb..
Existing Software Base: Small.
Current Releases: Lots, and plenty
maore planned.

Prospects: How can it fail? Back
arders were in the millions before it
was launched.

the colour handheids. But times -
and, more importantly, prices - have
changed. The Lynx, a technically
superior machine with some fine
games available for it. has had its
price slashed and - if US sources are
correct - is enjoying a sudden
upswing in support from American
consumers. In the Gamegear's favour
are the clout of mighty 5ega and the

potential 1o turn the unitinto a
portable TV via a cheap adaptor
{around £50 is current estimate). But
at the moment, it's anybody's game.

BUYLINES

Best Buy Price: Grey import,
Second Hand Availability: None as
yet.

Maintenance: Take care- grey GRAPHICS

imports are rarely under warranty, Resolution: 160 x 146
Palette: 4096

STAR RATINGS Colours: 16

Graphics: d s i TV: No.

Sound: %k dw Monitor Output: No.

Monitor Supplied: Yes - 3.2" back-
lit colour LCD.

Monitor Options: None.

Sprites: Not known.

Expansion: sdks
Overall: # & & &%

SEGA GAMEGEAR [
SOUND
Package: Gamegear unit. Speaker Quality: Good.
Processor: 3.58-MHz Z80A MIDI: No
Console Memory: 8K RAM/16K Stereo Output: Yes
Video RAM. Performance: Three-channel P5G
Recommended Retail Price: sound channels + noise channel,
£99.99
Contact: Sega (071-727) 8070 HARDWARE
Joystick: Eight-way joypad.

IN BRIEF

Opinion used to be that the
Gamegear was going to be the
handsdown winner in the battle of

Ports: Cartridge port; multi-player
port; miniature stereo headphone
jack; TV tuner port.

SOFTWARE

Price: Around £20-25

Cartridge Memory: Not known,
Existing Software Base: 5mall,
Current Releases: Few as yet, but
lots in the pipeline,

Prospects: Very good.

BUYLINES

Best Buy Price: As RRP.

second Hand Availability: None as
yet.

Maintenance: One year's guaranteg

STAR RATINGS
Graphics; % W
Sound: %
Expansion: #r&# &
Overall; ## %%

SEGA MEGADRIVE

Package: Console unit, controller,
and Mickey Mouse or Moonwalker
game.

Processor: 8-MHz 68000 + Z80B
Console Memory: 74K main, 64K
video.

Recommended Retail Price:
£149.99,

Contact: Virgin Mastertronic (071-
727) BO7Q

IN BRIEF

Excellent example of the new 16-bit
console technologies, The first
decent 16-bit console to receive offi-
cial support in the UK.

GRAPHICS

Resolution: 320 x 224

Palette: 512

Colours: 64

TV: Yes

Menitor: No

Sprites: 80

Speed: Very fast

SOUND

Speaker Quality: N/A

MIDI: No

Stereo Output: Yes
Performance: 12 channel sterec
sound is produced by a custom FM
chip and sounds fantastic.

HARDWARE

Joystick: Dedicated controller sup-
plied.

SOFTWARE

Price: £30-50 (typically £35).
Cartridge Memory: Not known.
Existing Software Base: Good
Current Releases: Lots.
Prospects: \ery good.

BUYLINES

Best Buy Price: As RRP

Second Hand Avail.: S5ome compa-
nies (e.g. Console Quest) do ‘em.
Maintenance: One year on UK
machines.

STAR RATINGS
Graphics: #&edw
Sound: & & & % &
Expansion: &
Overall: # & dww
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e lfgfng“P““d'“ ' > If you dnn't see what you want - :ull us <
. s
PE Rl P HE RA Ls Orderdirect to: Viztrade Co. Ltd., Priority _
House, Maltings Park, Burgess Hill, West =
Sussex, RH159PQ 8
RS - e RS .
Kroft Systems Inc | am paying for them by cheque |:| Access D Visa D
N AR e T .
%huriderlslliclr. Egg_g Cardbe. L-i-—l—u J—[—I—l——l BID EI:I:'j
rackbal sl i
o p—————— - e N BE L
op ersion wit nl::'r edal . it BB, :
Programmable Gomes Card [4 77- ?ﬁMnIII .....534.33 Products required: =
Prog. Games Card MCA Version [4.77- 35MH2] ............ £64.99
Ad-Lib Music Card ... — R E
Ad-Lib Gold Cord [Expec\‘ed 5&p1&mber] e BCALL N -
Snundbhsler\"l 6 ':.-.l"'MS Crirar e __E l 4?.“ jos :pl.l:-.:-?r;nn cradi card| - 3
Soundblaster V1.6 MCA Version e E229.99 Address:
EdundMPC ) [ ""'--'--------------------------------------------E:ALL :<=rdﬁlﬂdunmq_:‘m:,dﬂﬂ1.
EnuuMauseDl.K K = Postcode:
CD-Rom Drives** E'hrhp; CMSG Cgm iB‘fE an.q 00 = 3 coage:
fachi CDR-1 ?GDE v £399,00 Icanuse HD disks[ | Tel.No
Al trademarks acknowled, T cii)
registered ged a3 the prﬂperﬂy of H'JE.'IF owners, Select yourdisk size: 5.25[] 3.50 0
Call for full details and availability on Amiga, Mac, ST and C64D

&5 RING TELESALES ON (0444) 239999 or FAX (0444) 24899%




pink pages

see that Domark have hijacked

this year's buzz word 'virtual' and
cobbled it onto their new compila-
tion of Incentive Freescape games
"Virtual Worlds'; I'm surprised that
they didn't rename 3D Construction
Set as ‘Reality Development Toaol' or
something while they were at it.
Mind you, I'm not knocking it - it's a
very impressive package and is one
of the few ‘big’ titles to be released-
during this long hot summer. As
such, | hope it does very well,

There are many retailers currently
facing something of a dilemma
regarding software. There have been
very few 'biggies’ released this sum-
mer and so sales at retail level are
somewhat depressed as hardware is
almost as difficult to shift as the
proverbial chewing gum on the
trousers. The dilemma is whether or
not to stock imported console soft-
ware, America and Japan are some
months ahead of this country
regarding new releases and so there
is a fairly buoyant demand (facilitat-
ed by sa many of the monthly maga-
zines reviewing imported software)
for these "unofficial' titles. Up until
now, individual retailers have decid-
ed themselves whether or not to
stock these titles but a new sinister

Software seller

Dirk Longhorn

trembles at the
approach of secret

Nintendo agents,
and wonders

where all the wire-
heads have gone...

card has recently come into play:
Nintendo are visiting retailers and
examining their stocks, if they see
imparts they are dropping very

unsubtle hints that the retailer’s sup-

ply of 'official' software is being put
into jeopardy by his continuing to
stock these ‘grey' imports.

At this time of year that would
probably be neither here nor there,
but we all have to have an eye on
Christmas and the prospect of
December without an official supply
is worrying. 5o what should retailers
do? Stop stocking these titles and
turn customers away to rivals or
mail-order merchants? Or brave it
out and say 'bugger off, you bullies,
you can't intimidate me'? | wish |

SHOP WATCH

knew - perhaps the solution is to
have an ‘under-the-counter” sup-
ply....

'Hawve you got any more Game Boy
titles other than the ones on your
shelf?

'‘How do you mean, sirt"

‘Well, Boris sent me. ..

‘Right you are sir, know what you
mean, step this way..."

WHERE HAVE ALL THE TECHIES
GONE?
Six years ago, the typical customer
who came into our shop would want
one of the following:
a) an improbable lead to connect an
exotic printer {which we had never
heard of) to a computer;
b} to see a selection of esoteric pro-
gramming books;
) utilities;
d) help with the current program
they were writing {(many an hour |'ve
sat with a budding programmer
helping to sort out his variables);
€) to see the latest games that had
been released;
f) to find out why their Commodore
64 games load on their friend's com-
puter but not on theirs...

Nowadays the (e) group have, like
so many grey squirrels, virtually

swamped the athers and the role of
the computer shop in society is
changing rapidly. Whereas it used to
be the local meeting place for all the
wire-heads, it is now much like a
record shop with programming
teams® latest masterpieces having as
much impact (and, unfortunately,
much the same shelf-life) as the cur-
rent hit parade favourites.

But, one of the great unanswered
- unasked even - questions of our
time is "Where have all the wire-
heads gone?. What happened to all
the people | used to DiMension
arrays for? The ones who had trou-
ble with their floating points?

Have they all gone on to become
ace programmers, or have they
‘grown up' and lost interest? Whao
knows?

Finally, Dixons are very firmly
embracing the new generation of
consoles, aren't they? Their new cat-
alogue has the first fourffive pages
devoted just to consoles and their
computers (indeed the cover of the
‘mag' shows four players crowded
around a Nintenda having a four
player game of....Super Mario
Brothers! Oh well, who can compete
against that?

@ Dirk Longhorn

mdia coverage. New Osmo CD-ROM version fea-
tured in issue 36.

* FLARE TECHNOLOGY, trio of talented
Cambridge-based games hardware engineers.
Their custom-designed Flare One micro formed

e —

2 ———

BACK ISSUES

ack issues are available
for all issues from ACE
4 inclusive {except ACE
11) at the giveaway

& price of £2,50 each in

I the UK and £3.50 each
for overseas. These

| prices include post and
{ packaging (surface
mail). Overseas read-

| ers wanting airmail
delivery should
enquire as to the cost
at the address below,

listing the issues required,
To order, clearly list the required issue numbers
and send them, along with your full name and
address and a cheque or postal order for the full
payment made payable to ACE magazine, to: ACE
Back Issues, PO Box 500, Leicester LE99 GAA,

« ASAT (AVIONICS SITUATIONAL AWARENESS
TRAINER), combat flight simulator for the LS Air
Force by Perceptronics. Uses Falcon software by
Spectrum HolobyteMirrorsoft. Features include:
networking for multi-player action, tactile feed-
back and fingertip weapon selection. [ACE14]

* BATMAN DIGITAL JUSTICE is the world's first
interactive hypercomic by Pepe Moreno. “Digital
is the art medium of the future.* [ACE30]

= BATTLETECH, "the world’s first complete com-

100 2ovaNCED COMPUTER ENTERTAINMENT

Here's a checklist of top-
ics covered in some of our
older issues - for a com-
plete list of available
issues, telephone 0858
410510 for more
information...

puter simulation for play”, featuring multi-player
cockpits equipped with 40Mhz 16 million colour
graphics processors, stereo spatial sound and life-
like controls as you command 315t century Mechs.
[acCE28]

« CD-l (Compact Disc Interactive) is destined to
become the entertainment and education medi-
um of the 90'. [ACE%21/22/24/32/33/35). Check
out Issue 30 for multi-media principles (hyperme-
dia in particular) and issue 24 for a preview of the
Philips CD-| system.

* CDTV. Commodore’s attempt to bring multi-
media to the mass-market. An Amiga with built-in
CD-ROM drive and CD-audio capability,
redesigned to look like a VCR. [ACE34]

* COSMIC OSMO, the world's first hypergame -
courtesy of Cyan Software/Activision. Check out
issue 23 for the first review, issue 24 for a feature
on hypergames, and issue 30 for general hyper-

the basis of the Konix console. [ACE11]

« FLUITSU FM TOWNS, a 32-bit 16 million colour
computer with built-in CO-ROM drive. If you
bought ACE 31 you could have won onel [ACE27]
* HYPERGAMIES like Cosmic Osmo and Batman
Digital Justice are paving the way for CD- enter-
tainment. [ACE24/30]

* INTERACTIVE VIDEO TAPE, an alternative to
CD-1. [ACE26)

« KONIX CONSOLE, a powerful British consale
with revolutionary bullt-in joystick controller
which could change into a steering wheel, motor-
bike handle or aeroplane yoke, Ultimately failed
due to a lack of marketing money. Rumours sug-
gest a new buyer is interested. [ACE18/25]

* LIGHTSPEED SPRITES, three researchers from
Carneqgie Mellon University, USA have developed
an algorithm enabling them to generate graphical
simulations of objects seen travelling at 99% of
the speed of light. [ACE34]

* MEDIA LAB, Boston-based research institute
with one simple brief - invent the future. People
at this Massachusetts Institute of Technology (MIT)
facility are working on computer generated holo-
grams, interactive computer newspapers and vir-
tual reality man-machine interfaces. [ACE9]

* NEO-GED, the arcade-based games console
from SNK in Japan, with storage capacity for
64Mb games cartridges and 1C card capability.
|ACE32/34)

+« RENDERMAN, the unique 3D graphics systam
by Pixar which creates polygons with photorealis-
tic detail. [ACE3S]
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4] If you're an Amiga or ST owner
you can’t afford to miss this!
Just look at these prices!

Amiga ST Amiga ST

GODS 1699 1699 MEGATRAVELLER 2099 20.99
BT.TFE I 16.99 1699 PRINCE OF PERSIA 1699 16.99
BRAT 1699 1699 SWIV 1699 16.99
JAMES POND 1699 1699 F-15 STRIKE EAGLE 2099 2099
ELVIRA 2099 2099 SWITCHBLADEIT 1699 1699
NARC 1699 1699 HEROQUEST 1699 1699
NAM 2099 2099 STORMBALL 1699 1699
TURRICAN II 1699 1699 ARMOUR-GEDDON 1699 16.99
TOTALRECALL 1699 1699 CHUCK ROCK 1699 1699
ROBOCOP I 1699 1699 SPEEDBALLII 1699 1699
LEMMINGS 16.99 16.99 SECRET OF
BILLY THEKID 16.99 16.99 MONKEY ISLAND 1699 16.99
FLAMES OF GAUNTLET Il 1699 169
FREEDOM 2099 2099 MIG-29 2299 29

NB. This list is just a small selection. We have a full catalogue
available.

Please send your order together with a cheque or postal order

{idrgeuding £1.00 p&p if ordering less than 2 items) to the following
address:

SMG Software, Red Court,
66 Mill Lane, Herne, Kent, CTﬁ TDP.

Tel. (0227) 374761 Fax. (0227) 740487

UNIVERSAL SOFTWARE

"WE ARE SIMPLY THE CHEAPEST AROUND"
SEGA MEGADRIVE + TEL : 0480 63648 or AMIGA "CARTOON
PSU + JOYPAD 62012 CLASSICS" PACK (1
(PALOR SCART) WE ARE OPEN 7 Mega Upgrade)
s DAYS A WEEK £339.99
Please note : All machines carry a one year guarantee and prices inc PAP and VAT All
orders are sent with involces (receipts) for proof of purchase
MEGADRIVE Inc Game ...._......... E£118.99 SUPER FAMICOM Inc 1 Game,............. £230.99
MEGADRIVE (UK} Inc Workd Cup SE1M80 SUPER FAMICOM Inc 2 Games ..., 260,09
SEGA GAME GEAR (UK) ... £8499 GAMEBOY |LK) inc Takris . £56.99
COTV = Lemmings .. ; E504.98  ATARILYMX “Bare bones Pack’.... .. EB498
KEC-GED + JD'fSTlI:H‘-v L:Mi._ £32T00 SEGA MASTER SYSTEM INC GAME.. .. £46.99
ACCESSORIES
Pro 2 Joypad Rapid Fire.......................£10,99 Pro 1 Joystick............coee LE15.89
Japanese Convertor ... JE10.88 8 Bit Convertor it s e B0
Arcade Power Stick B 00 3in T JoysBeK ... SO B
Lyra Cig lighter adagtor .. B899 Lynx Kit Case ., : w1288
Lyror Pouch ..o v EBSE  Lynx Sumisor + Scraich shield..............B5.48
Power Supply Unit fof L;.-n: e E10.98  Gomlynx Cable for Lynos... o DE.48
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Please make cheques

PO’s to Universal Software, 3 Fairfields Cresant,
St.lves, Huntingdon, Cambs. PE17 4QH

ARCADE GAMER

Trading World Shopping Centre
131 Broadway, Bexleyheath Kent DA6 7HE
*SHOP : Tel 081-298-0226
Open Mon - Sat 9.30-5.30pm

VIDEOQ GAME SPECIALIST
In store demonstrations
"YOU'VE PLAYED THE TOYS
NOW PLAY THE REAL THING"

POWERCADE

Home Arcade Machine
Runs Arcade Games (PCB's)

Only £307 includes delivery.

PCB's from £50.00. We buy and sell PCB's.

We obtain almost any PCB to order.

Selection of PCB's in stock:

e T I R T e e it ;
Mustang (LIPL). ...
P*aT (JEIBCO) ...
Bk ] e N e SO S o M e
Robo Cop (Data East) ............ ;
B Elraon (RIBEON . o v T re b i T
Salamander (Konami).......ccccoovvrvmennns
Side Arms (Capcom) .......
THUNCRNCIOES. (KDMBIMEY .i.c.iiiiinsenisamess i st s os s s
Turtles (Konami) .................. :
Vulean Vanture (Konami)

We also stock :

"SEGA 16 BIT MEGA DRIVE *

*SEGA MASTER SYSTEM®

*SEGA GAME GEAR®

*MINTENDO SUPER FAMICOM®

"NINTENDO ENTERTAINMENT SYSTEM®

Plus games and accessories for above machines

*WINTENDO GAME BOY]
'PC ENGINE

"PC ENGINE CD RQ
*ATARI LY

‘SNK NEO GEQ

Mail Order welcome : fast delivery

Perzonal callers : even faster delivery

Whether you are buying
or selling - look no
further than the Pink

pages.
For further information on

advertising call Tina Zanelli on
071-251-6222 Ext 2483

STOP PRESS...STOP

PRESS...STOP PRESS |
The October issue of ACE will beft
on sale at the ECES at Earls |
Court 2 (6-8 September)
Look out for us at the
Emap Images stand!
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SEGA MEGADRIVE

=

I f Sega was a man, he would be walking around at
the moment gleefully rubbing his palms together
and beaming a fat, smug, self-satisfied grin. Rather like
the person everyone thought was class weed suddenly
turning into a hero and publicly biffing the school bully
on the nose,

You see, at the June CES Show in Chicago Sega
managed to upstage Nintendao's launch of their Super
Famicom with a wealth of very impressive fitles and a
host of new third-party licensees. People were sur-
prised. So were Nintendo, who were expecting their
relenthess war machines to roll on unchallenged,

Adding an extra push to the Sega offensive is the
fact that Megadrnve ownership in the States recently
scorched past the 1,000,000 mark, and is still nsing
fast! Why? Well, there's a lull in the marketplace - impa-
tient Mintendo owners who are getting bored with their
E-bit NES and want to experience 16-bit gameplay are
being seduced into taking a stroll down Megadrive Road
by the fact that Megadrives now cost only £90.00 (with
Altered Beast and another free game of youor choice)
and that they can buy it now, rather than waiting until
October for the Super NES!

id you watch Neighbours last month when Paul

Robinson's micro was invaded by ane of those
nasty computer viruses, What can you do if your PC
catches a dose of digital disaster? As Josh isn't avait
able to cure such prablems in reaHife, those very nice
pecple at SAS international have stepped in with an
alternative solution,

The latest version of Dr Alan Solomon's Ant-Virus
Toolut apparently tackles over 650 viruses and their
vanants. | never knew there were this many strains of
potential pain, a frightening thought isn't it?

“Severe viruses work covertly, typically by swapping
around very small elements of data files so the unpro-
tected user remains unaware of the mfection for a long
perind of time," reveals Dr Soloman. By the time a virus
1§ discovered, few people are likely to have back-ups
goang back far encugh to restore completely clean data
fes.

AntiVirus Toolkit costs between £59 and £275. The
more expensive price is primarily for business types
wha want the piece of mind provided by manthiy

- Upgrades, newsletters and fax alerts. If you feel a hitle

On the software front, there's loads of new stuff in
the pipeline, Oodies, it would be true to say. Want a
quick run-down? Oh, all right. ..

First off, there's Berfin Wall (Kaneko) and Turbo
QOutrum IDG's very promising conversion of the classic
race game sequell, From Ballistic there's Test Drive
imore high-speed marque malarkey), Onsfaught (crud
comversion of the cruddy flop Amiga game), Mike Ditka
Power Football [Amenican style, that is) and Turrican
(multidirectionally scrolling arcade adventurecum-shoot
'am up starring a robat).

Electronic Arts are releasing Road Rash imotorbikes,
violence and high-speed action), lce Hockey (ice, vio-
lence and high-speed action), Star Flight (none of the
abowve), Earl Weaver Baseball (yawn-oramal and Rings
of Power (RPG fun ‘n' laffs, if you like RPG fun 'n’ laffs
which personally | don't) and they're also doing
Psygnosis’ Kiling Game Show and Shadow of the Beast
{they look just like the Amiga versions, but hopefully
wan't play the same}.

New development house, Dreamworks have Jesse
“The Body” Ventura Wrestling Superstars (order that
after closmg time!l and Trampaoling Terror (sounds like
toss, but it's guite a hoot, and Tengen are [ining up a
veritable goodie-bag of gonad-grabbing conversions
including Pitfighter, Ramparts, Ms PacMan, Paperbay,
Pacmania and Roadblasters.

Flying the fiag for Britain are Mirrorsoft, who are cur-
rently working on Speedball i (dead impressive) and
Battle Master (dead dull). Sega have a pile of stuff,
including Toe Jam and Earf (a “breath of fresh air video
game” that's about as challenging as bursting out of a
wet paper bag)

5o it's all happening on the Megadrive front!

JULIAN RIGNALL

unprotected, call S&S International on (0442 B7 7877,
Remember, pirated software i5 the easiest way fo
infect vour software collection. Play it safe and stay
clear of dodgy backstreet dealers.
Despite enormous seccess in America and Japan,

" baseball has never reafly taken off over here. A lack of

popularity hasn't stopped Electronic Arts launching
another baseball game endorsed by Earl Weaver. What's
new, then?

For starters, this sporty simulation comes with vari-
ous camera views of the onfield contest, large fully ani-
mated characters and a ‘physics model that recreates
realtime baseball'.

The impatient programmers at Electronic Arts have
also included a guick-start feature to get you into play
within thirty seconds. Prospective players shouldn't get
too carried away by VGA visions of arcade action, the
emphasis in this sequel flows more towards the strate-
gy side of things.

Oh, | nearly forgot. Tom Selleck, alias TV private eye
Magnum, is starring in a new baseball movie to be
released next year.

Cowabunga is out, Have a Cow is today's current
catchphrase. Yep, America's latest cult cartoon charac-
ters are currently being shown on satelite television,
printed on T-sharts and signing chart-busting rap songs.
The Simpsons are set to hit the poor PC...

A leading Canadian software development outfit has
been commissioned to write not one but two games
based around this year's replacement for those teenage
turtle thingies. Konami asked DSl developers of Test
Drive and 40 Boxing, to get cracking on an onginal
arcade adventure title called Bart Simpsons’ House of
Weirdness and a conversion of the newly released
Simpsons' coinop,

In the arcade release, players have the choice of

pink pages

DIRECT
LINE

To YOUR micro...

Monthly machine specific
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the seven most popular
machines, written from a
personal viewpoint by
other users...

contralling Homer, Marge, Lisa or Bart in a mission o
rescue baby Maggie who has been kidnapped by crooks
in pursuit of a stolen diamond. Using household gad-
gets like a vacuum cleaner, skipping rope and skate
board, the family fend off the thieves and save Maggie.
The Simpson's arcade game is packed with humour and
big bright colourful graphics. Pop along to the local
coin-operated wideo game emporium for a sneak pre-
view of what's coming to your machine,

With the clout of being possibly the world's largest
producer of entertainment software, Konami has enlist
ed the help of Simpsons creator, Matt Groening, in
bringing Bart's cult character and pernicious personality
to life.

House of Weirdness begins as Homer grounds Bart
to his room until be is ‘ready to act like & human being’
There's litthe chance of that, eh readers! To escape his
tfragic confinerment, Bart tries to find a way out through
the hallway, closet door and bedroom window. He must
enter each of these routes to find some essential stuff
that transforms him into the radical ‘Bartman: Avenger
of Evil'. Only then will Bart be prepared for the base-
ment, backyard and the ‘coalest item in the eniverse’

“Bart simpson has quickly become an entertaming
character and a symbol of rebellion and radical humour
for both children and adults,” says Konami's Brian
Dimick, Both titles should be available in time for Xmas.

Warthog is winging rts way back! Flushed by their
success with the reformed re-releases of older games,
Dynamix and Sierra On-Line have devised an upgrade of
their ALQ flight simulator. Tank Kilker Enhanced is avaik
able to registered owners of the original game and
comes with improved graphics and animation, new flight
madelling for added realism, and better support of
sound cards and flight yokes..

+ Rik Haynes
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o you need an alkin-one broadcast studio with

digital effects, dual frame buffers, charactes
generator and 30D animation? Have you got 53,995 to
spend on such a device? Answer yes to both these
guestions and you should be thinking about purchasing
the criticalty-acclaimed Video Toaster from Amiga graph
ics specialists, NewTek Incorporated.

Being situated in the sleepy midwest state of
Kansas hasn't prevented NewTek™'s engineers from
devising one hot piece of gadgetry. No wonder the
Video Toaster took them over four years to develop.

The New ‘York Times says Video Toaster is the equiv-
alent of a 560,000 TV studio and USA Today believes it
makes an Amiga act just like a Hollywood production
studio. High praise indeed, but what does this wonder
widget actually do? For a start you can create animated
videos in full broadcast resolution and 16.8 million
colours. Video Toaster pumps out fades, digital trails
and tumbles like there's no tomarrow. Yeah, that's a lot
of wision in anybody's language.

NewTek's LightWave 30 Animation software helps

-
IR
1

==

uly's Olympia British Music Fair {or international
J Music Fair as it is now known in an attempt to
broaden the range of exhibitors) Is usually the launching
point for loads of new music software.

This year, though, there was hardly a computer ta be
seen; major distributors like Evendode Soundworks and
Zone failed to appear, and the remaining exhibitors
showing loads of updates but very litthe in the way of
new product.

Good news came from distributors MCMXCIX, whose
entrydevel 5T sequencer Trax has now been ported to
the PC, Amiga and Mac,still costing only £59+VAT,
Encore, the powerful Mac notation program, has been
ported to the ST and PC: it can record in real- time or
step-time, transcribe MIDI files, and support 64 staves
with 4 voices per staff. Cost is £369+VAT,

New from Opcade is Track Chart, for all formats, a
studio management program providing the engineer
with on-screen mix information which can be locked to
SMPTE. Printed track sheets can include information
such as song titles, track names,

you produce special visual effects including flying logos
and fog. Plus, there are many more sophisticated
graphics tricks such as ‘fast photorealistic rendering
with adjustable anti-aliasing’, 'particle systems with var-
able motion blur' and ‘realtime scene preview with JOE
shuttle control'. | don't know what this stuff does, but
they certainly sound impressive,

You can phone MewTek on (0101-913-354-11446),
Tell them ACE sent you and they might say, ‘Gee, | love
that magazine',

Konami and Mirrorsoft are about to unleash a stock
car sim endorsed by a big cheese on the NASCAR rac-
ing circuit. Winston Cup Champion Bill Elliott helped
design the ‘ultimate driving experience’ complete with
authentic pit stops, duels for pole position and 200mph
spin-outs. All this reminds me of Mindscape's Days of
Thunder - not a very good omen,

The trouble with stock car racing is that it's all pretty
baring until a crash happens. Konami has tried to mject
excitement into their release through the implementa-
tion of a first person perspechive view of the track and
builtin car editor. Here you adapt your beast by adjust
ing gear ratio, spoiler angle, tire stagger and transmis-
sions for the hairpin turns of Sears Point or the high
banked ovals of Daytona and Talladega. if you really get
into the gamme, there's a Gameboy version for players
who want to fine-tune their stock car skills on the way to
work every morming.

To make you feel green with envy, Konami in America
has just run a briliant competition to meet Bill Eliott,
witness the 1952 Daytona 500 and win a sporty Ford
Thunderbird Super Coupe. The finalists are due to play
the NES adaption of Bill Eliott's NASCAR Challenge |ater
this year - where they'll compete to capture the flag as
well as the Ford. Now that's what | call a prizel How

comments, start times, track groups and virtual tracks,
and while playing Track Chart can trigger user-defined
MIDI messages, Cost is £139+VAT,

Sound Technology's C-Lab display featured music edis
" cation programs Aura and Midia, together with the long:
awaited cut-tdown version of the Notator sequencer/
music transcription package,

Motator Alpha was The most striking praduct of the
Shaw, though, had to be Philip Rees’ G2 MIDI controller,
This plywood-bodied, polymercoated MIDI controller
looks like nothing so much as Mr. Spock's Vulcan harp.
With s velocity-sensitive piezo pickup plates mounted
where the strings of a guitar would be, the G2 has
twelve button on the neck, which can be programmed
to produce any nate from a "strummed"” plate. A knob
on the end of the neck and the LCD on the body aliow
you to store forty “necks” of chords, giving a total of
480 chords. A thirteenth button on the neck calfs up
new programs, and a pressure-sensitive plate on the
body allows you to introduce performance effects such
as pitchbend.

In conjunction with an ST running a sequencer pack-
age, the G2 would form a powerful programming sys:
temn; it will be available from around October at just
over £400.

Mot seen at the IMS, but launched a few weeks earlier
at the trade-only APRS (Association of Professional
Recording Studios) Show, was the K-AT from Friendchip,
to be distributed in this

country by Q-Logic, the inventors of the MIDI Metro
visual timing display. The K-AT is a remote controlles
designed for software sequencer users; it plugs into the
Joystick port of the ST, and is supported by desk acces
sory software which lets you assign any of the 14 avait
able control functions to any ST key, so you could

about something similar in the UK?

Disaster struck Kevin Bulmer, creator of Terminator
2 for Dcean, when thieves broke into his house while he
was on holiday last month. These tiresome troublermak:
ers ransacked the place and stole Bulmer's Amiga-
based development kit, including a hard drive full of pro-
gramming routines which are useless to anybody but
poor Kevin. Luckily this unfortunate situation hasn't
affected the release of the game. Good job really, con-
sidering the movie is breaking box-office records in
America and is due fo open over here later this month,

Mo typing is required in King's Quest V so fantasy
RPG lovers can concentrate all their precious thoughts
and refiexes on exploring gloomy dark forests and vast
mountains in search of the royal family of Daventry. For
the past year, Sierra On-Line has employed some of the
very best programmers and designers in the USA.
Games like King's Quest ¥ are proving the prudence of
this recruitment scheme. .

Desktop pilots after some plane facts shoukd look no
further than The Official Lucasfilm Games Air Combat
Strategy Book, Phew, what a mouthfull Authors Rusel
DeMaria and George Fontaine have plenty of hot hints to
Battiehawhks 1942 and Their Finest Hour: The Battle of
Britain. Even the Secret Weapons of the Luftwatfe have
been dissected for your playing pleasure.

Without repeating any information already found in
the manuals, DeMaria and Fontaine provide new insights
into the historic air missions and the people wha flew
them.

The air strategy guide teaches you the special flying
manoeuvres used by pilots in battle, explaining in step-
by-step detail how to fly your plane through the tricky
acrobatic moves of the skilled combat pilot,

* Gary WebbACE

for instance select sequencer controls for
Record/Play/Stop,/Punch-In without being anywhere
near the computer. Cost will be around £65.

Also on the way from Friend-Chip are Mini-Ma's, a 124n
15-out MIDI patchbay; and SM'X 900, an expandable
version built up from 8-out units. The function of 2 MIDI
patchbay is to allow vou to route different MIDI con
trallers - a sequencer, drum machine, keyboard or MIDI
drum pad perhaps - to a number of MIDI sound mod-
ubes. They're invaluable in a large setup, but tend to be
expensive and fiddly to use. The Friendchip products,
though, are MIDFcontrofled using Super Ma's, an 5T
software accessory which uses a series of pro-
grammable gird screen displays which can be called up
from your sequencer program, re-routing your equip-
ment as you play! Prices have yet to be confirmed,

Another good bit of ST music news is the retumn of
Hybrid Arts after a period in the distribution wilderness,
SMPTE Track, GenEdit and HA's other MIDI software
packages have fmallybeen picked up by Digital Music,
Mew versions in the pipeline include Edit Track Gold
VE.0 and SMPTE Track Gald V6.0 for the

ST, at £129 and £395 respectively (with an upgrade
path offer from Edit Track Il and SMPTETrackll): and the
latest version of the generic patch editor GenEdit, at
£179 for the 5T.

Drgital Music's most interesting new launch is an
unusual product from Scorpion Systems; “sYhil" isn't a
sequencer or algorithmic composer as such, but a real-
time MIDI program for improvised performances. Taking
simple melodies from a MID| controlier, sYbil can turn
them into multitimbral chords, comples meladies,or
even program change commands. The package is avail
able at £99

BCHRIS JENKINS



PREMIER MAIL ORDER

We are on stand No 124 at the 16 Bit Computer Show. Titles marked
Please send chegque/PO/Access/Visa No. and expiry date to ;

*are not yel available and will be sent on day of release.

Dept ACO7, Trybridge Litd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. S513 1B].

Please state make and model of computer when ordering. P&EP inc. UK on orders over £5.00. Less than £5,.00 and Eunrope add £1.00

per item. Elsewhere please add £2.00 per ttem for Airmail. These offers are available Mail order only.. Telephone orders: mon-Fri

Yam-7pm. Saturday am-4 frm. Fax orders :

GAME AMIGA
147 30 Snookar * !
30 Pool.... R . - R - -
30 Construction Kit ..., 26,99 32.99
*EHagUDgrﬁua AN SRt
Hegl...pgradewuh r:k:u:h 26,99
.ﬁ.1'*TanhH|IIH'1 -'v'ln-g'l " -2 08
Aflerburner ............. 8588, . ... .. .699
Afncan Raiders..........., 5,99 65.99
Air Dusl® ....... 22.99........22.98
Assault on Alcatraz * [ 5 R 16.99
BEE Altack Sub ................ 16.99
AMOE 29.99
Amos 30 * (e 2489
Amas: Compler...............ccoceim o 19899
APB .., 6.99 6.939
N&ch"ﬂhct‘m 16.94 ., 16.99
Arkanoad 2 ..., 5.99 6.99
Armows - Geddon 699 ... 1699
BAT. .. : 26.99 19.88
Back 1l:| "he F ul..lra - 15 16.89 16.99
Bards Tale 3 16.98
Batman Caped Crusader. ... 699 .....699
Battle command .................. 16.99 16,99
Baithe of Britain ......... 19.99 19.948
Baastbustess w1689 1698
Bircts of Prey * ..o 2689 ... 26,90
BlueMax .............ccorcvevennn, 19,88, 19.99
Billy the Kid * 16895 15.99
Big Game Fishing * 16.89. 16.89
Blada Warrior * 16,99 16.99
Brat..... 16.99. 1689
Bugiokan o 8.69
40 Baxing * 16.99.......16.99
Castles * : et |- 19.99
CJs Elephant Aﬂﬂc-' 6,99 6.89
Continental Circus..................6.98 ... 6.88
Crazy Gars .......oomr 6,99 6.95
Crime Doesnt Pay * 1688, ... 16,98
Cavadar...._..... 16.99 16.99
Cadaver data D—qk 9.99... 9.58
Captive 16.99 16.98
Cenburion i 1699
Ghaos Strikes Back .. 599 16.99
Chasa HO 2. 16.99 16.88
Champions of Krynn {1Mag)....- ... 21.90
S FDCK . ... 299 12.99
Chisck Yeager B6.99........16.99
Cogename lceman (1Mg) .......-.............26.98
Calangeis Bequa-ﬂ {1Mg) -, N
Commando War * . 16.95.,.....16.98
Cangquest Cnmml |,1 h'lg,. 26.59
Comporation.. e BESL .. 000
Carparation Da A D 'ah 409 4.99
Crickel 1 Mag iy B
Cricket Captain.....................16.99 16.99
Craatures * 1989 .......19.98
Cruise for & Corpsa L1688 1698
Cybarcen 3., e, VEOE L 1800
Curse of Azure Elcnds 1 Mg)19.99 9.9a
Darkman * 18.99........16.88
Das.Bl:ﬂ: 19.88 .......19.89
Dedendar of Crowm _..................7.99, 7.00
Deutros * 80 6.68
Double Dragon ...................698 .99
Dialuxe Paint 39.98 .
‘Dmy Animation ..o 59.99
Dragens Lair 2 26.99
Drageon Wars 16.99
DOragans Lair (1Mag) OO % - -
Dragons Lair Time '-'u'a.rp 269‘3 -
40 Drtvan. .. SR |1 ] 16.99
D;H*.Tale-s. 16.08.....16.88
Diuster * L1698 16,98
Epic * L1888 . 19,90
Eliig 9.99
R 16.99 16.88
Enmiyn Hughes 13.98........13.09
Escape tom Colditz .. 16.99 19.98
Eya of tha Baholder {1 mug| - 19,68
Excadbur * . TR iRl | - - 16.99
F13 Strike E.m;]la E' : 2299, 2298
F16 Combat Pilot.. 16.89 16.98
F18 Sspakh Flgl'rlar A8.89. ....19.09
F20 Hetaliator L1689, 16,09
Ferar Formula 1 899......598
Final Fight * L1688 ... . 1699
First Samurai *. 16.99 16.99
Flhhtmrhal"'ruﬂar 19.99........19.89
e BBE . ......B.08
Fmrl:al Draclurz 1389801309

Ford 98 Rally enn 1689 1680
Fun School 357 ................ 1689 ... .1699
Fun School 3over 7 ........... 16.99 ......16.58
Furi School 3 under 5...........16.99 . 16.99
Fun School 2 {6-8) 1398 .. 13.98
Fun School 2 (over 8)...........13.808 ... 1359
Fun School 2 (under &) 13.99, 13.98
Future Wars ! 198 16.99
Gaunbet 3 * USRI [ . 1 - SO [ - : |
SO e TEBE L 1600
Goldan Axe... W 16,99 00 1889
Gunship 1498 14.99
Gunboat * FR s R, - 16.99
Harpoon {1 Meg) o 19.59
Hilchikers Guide RO 5 - R L - -
Hill Street Blues........., 10,94 16.99
Hollywood Collaction............ 1998 . 1999
Heroesquest ... : 16.99 16.99
Horror Zombies ... 1688 16,98
Huntar * A6.09 6.99
Hydra A6.89........16.98
|, SHSERE. 6.99 B.29
incty Jnr\es J'u am:uf m;h.- 19.88.......19.88
Interceptor e bl R 8,99
Indianapolis 500 ... .. ........-. ... 16,99
Int Soccer Challangea 16.99 16.99
It cama from the Desen Data - |
it Cama from the Desed (1 Meg) ............ 1499
it Came from the Desen Ant Heads 19.99
Jack Nichlaus Exira courses ... ._......... 9.99
Jick Michlaus Godf...............16.99 ... 16089
Jahangir Khan Squash L16.99......1689%
Jungle Baok...........oococoiee B.898 L 6.09
Jack Micklaus unlimited Galf 19.99
Judge Dredd, L1388 1309
Kick Of ............ 7.949 783
Kick O 2 namaais TR s 1288
Kick Off 2 (1 MF:_;. : - 14,99
Killing Clousd * 16.98........16.50
KO 2 Super League " PN - B - . R - - |
K.0.2 Final Whistle.................B.99 899
K.0.2 Giants of Europe * 7.899 7.899
K.0.2 Return of Europs * 7H9.....7588
K02 Winneng Tacties .........588_ ... 598
Knights of tha Sky * 19.99 19.98
Last Ninja 2 . 8.99.......688
Last Nimja3®.......................16.00 16,99
Leisure Sult Lary 2 19.99 26,99
Laather Goddess..................7T.89 .. -
Legend *......., 16.99 16.98
Lalgure Sult Larry 3 .............26.089 . . 26599
Life and Death 16.99........18.98
Licence to Kill ...................... 8,89 ... .B.88
Lombard Rally ........... 6.99 5.99
Loom 1898 5.99
Lord of the Rings ° URSCENE, . F: |
Lords of Chaos ..................... 16,98 16.99
Last Patrol ........... 16,99 16.99
Magnum 4 16.98.......16.99
Magentic Scraolks Coll * L1888 ... 1809
Man Litd Ewrope ... 16,99 16.99
Mastars Golf * 19.98........19.09
Mastarbdazer. ... 16981699
Mega Lo Mania * 16.99.......16.89
Marcs........ PR | 1 -« B, -
Megsa |ra'.-z=~llnr 1 19.99. 19.99
Mig 29..... L2280 ....2299
Monstar Pack 1 19.99 L1898
M1 Tank Plaloon... 18689 16.99
Miami Chase .. 6.99 6.59
Mid Wintaf 18881990
Mighwirnar 2 * K- - R K v |
" 1689 .......1699
NAM ..o 19.99 19.59
Navy Seals 16.89......16.98
Mightshifi TR - - L ]
Operation Stealth .. J16.99 19.99
Outrun . 8899, ....6898
PGA Towr Golf ..o snmnenaen 18008
Pirates 15.88.......15.88
Player Manager ... Ll24ag 12.99
PP Hammar * L16.88.......16.89
Plaboon ... 6,99 .6.99
Populous 2 * 19.99.........19.89
Platinum .. L1688, .. 1699
Paolice E|1.n=-=.1 .! 16.98 26.99
Powerdrome e B9 BAG
Powar Pack ... L1486 14.09
Powermonger Data DI‘L‘K | 9.99

Pool of Radiance

.89

19.99

1268 S976.

Populous .........c.ccoocrens
Populows Promised Larll::
Power Up....

Princa of F'ulahia s e

Powermonger .........
Prahistorik *

Pradator.........cocninien

Pradator 2.,
Projactyle
Puzznic

Chuattro Arcade ... W . 4

Cruattro Sports
Rallraan len;;.v:.-url =

Rainbow Islands................c..n

Red Siorm Rising
Red Baron *

Reach far the ":ih:uaﬁ
Raalms *

R-Type.

R-Typa2* ...
Robin Smiths 'i‘r*dcm
Robocop 3 ...

Rocket Ranger ...

Fiu:.l:n:uzma :

Hotatos

Rick Dangem-ﬁ 2
Rise of the Dragan
Rocky Horror Show *
Robocop 2.....

Saarch for the King R

Secrals of the Luttwake *

Secrel of Monkey Island........

Shadow Dancar

Shadow Sorceror ® ...

Shuttle *

Silent Sarvice ................
Silkworm

Sim Earth *

Skull and Cr nsshnr\eq
Space Ace

Speadball 2

S

Stratego *
Sirip Poker 2

Sirip Poker 2 + Data.......

St Filght ....ccusitiatin
Star Flight Hint Bk
Suparcars ...

Supercars 2

Supar Monaco GP
Supremacy
Super Hang On
Swiv

Swilchbdade 2 ...

Terminator 2 * :
Test Drive Compllation
Team Suuki 3
Team Yankee.........

Teenage Mutant Tur'la-f )

Test Drive 3 *

Thundarawk * ._.._.................

The Immartal (1 mag)
Taobn

Tok: PR
Toyota G {"In::’-l

Total Recall .,

Triad Vol 3 ...

Track Suit Mar‘-agslr 2 .

Turbo Chals ange

Turbo Chalenge 2 °............. 168

Turrican ...

Turrican 2

TV Sporns Baseball *

TV Sporls Footha i
UMS 2 (1 Meg)...........
iz,

Walker *

War Lnrds........m.. e

Wizball

Waoll Pack (1 Mag}.....

Wondariand ;
Wrath of the Demon
'a'-'lnnlllg Taam "
Wings ..o
Wiz Kid *. !
Xenomosph 2 °

Z-Out ...

Tel Ovders :
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E.A SPECIAL
OFFERS
ONLY
£8.99 EACH!

5T & Amiga
5T & Amiga
Amiga
Amiga
5T & Amiga
5T & Amiga

]11ILrl.l.|:|I:ur
Ferrari Formula 1
| Starflight

THIS MONTHS
EXTRA
SPECIAL OFFER
Indy Jones Ady
AMIGA
ONLY

£11.99

| SPECIAL OFFERS
AMIGA
£9.99 EACH!
Nigtshift
Gremlins 2

Sword of Sodan
Zak McKraken

JOYSTICKS

Quickjoy Jetfighter
10.99
Cheetah 125+
6.99
Comp Pro Extra
14.99
Quickjoy 2 Turbo
899
Quickshot 3 Turbo
8.99
Sega Control Stick
13.99

BLANK

DISKS

Unbranded

10X3.5" DSDD 5.99
20X3.5" DSDD 10.99
S0XA.5" DSDD 23.99
100X3.5" DSDD 44.99

Branded

3.5" DSDD
5.25" DSDD

{(each) 1.25
(each) 0.75

e ———
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PRICE PROMISE!! WE WILL BEAT ANY PRICE IN THIS MAGATINE THAT |5 CHEAPER THAN OURS BY £1 PRICE PROMISE!!
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EXCHANGE sERVICGE | | SEGA MEGADRIVE || [MEGA HIRE SERVICE
Foﬁvﬁg;? ........ oooe1s . B P'I\'lﬁ‘; ﬁ‘r Gé#ﬁ '-E' TU 217'00 - 5' CANVERDY CAMES. 53,50 bar weet
.............. £3 -£7 : F Gamaes .........85.00 per week
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. SEGA MEGADRIVE
L ‘@ | |SEGA GAME GEAR £99.95
PLUS ANY GAME UP TO £50.00 AL GAMECEAR GAMES, BAVE £5.00 10w oy [2105
: WORTH £240.00 NOWONLY £149.95 -» SUPER mchvamsz
SAVE £10.00 OFF USUAL RRP, - COLUMNS CRYSTAL
";gg ﬂ"gfﬂ OFFER. | le MEGA MEGADRIVE OFFER . @] [FENGO WONDERBOY
NLY £12 EACH SEGA MEGADRIVE +SONIC HEDGEHOG + MIOEY MOUSE + JOYPAD ¢+ TURBO JOTPAD NOC i ey S
SUPER FAMICOM # WORTH £285.00 NOW ONLY £185.00 5' ZAM GEAR GG SHINOBI
MINTERNDO SUPERFAMICOM....£225.00 = e
FAMCOM » ONE GAME ... £265.00 |  SEGAMEGADRIVEGAMES ooy i s | ERADRIVE MEOS S
FAMICOM + TWO GAMES ... £285.00 Abranams Bame Tank %d.05 Fard Drenn E a5 |_.:l'| BO mn“ “ wm m
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Ly 0 5 o] £35 5
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JAPAMESE CONVERTOR | £13.05 Bare Kruckl Kag £ 55 Super Basketbal £ 3¢ GHOSTBUSTERS  CYBERBALL
AV LEAD £ 795 Bonanza Bros Lakers Vs Gt £3405  Super Hang On £27 50) MICKEY MOUSE ARROW FLASH
!UREG IOYPAD £43.085 Budak an Lagi Banlo L1965 ST l!'ll gD P C3285 l:\-;th_. KOOI GAIN GROUND
PRO 1 JOYSTICK. ...............£18:95 | BuslerDougias Bauing Magica 5‘,',",.;,. : g | whrRusH MAGICAL HAT
STRIDER : oo £26.85 Minighi Resistance £e85 | HELLFIRE SHADOW DANCER
Mgt aeridl Magi L2895 L 8oy HURRICAN
:'.‘;';'j‘,',‘,'“ S3i50 | SUPERBASKETEALL DYNAMTE DUKE
ATARILYNX ..o £74.95 D [l e b
Mh‘[ l’;“ DFF DLl LI'S[N H!.EE OF Hn'] site Ango| 534 85 Wodrld Cup Socoer : 24 ::- ,a::iln::_; ":'.:nH:;_r-,: I :T&?EEGQ__F
E28.95 AND PAY ONLY £23.95, FOR t"h‘,:",':‘ e (i . ;' b e i o B SHADOW BLASTER  VALIUS I}
ANY ATARI LYMNX GAME Dnly whils ik kif ot et b i i
TO ORDER, PLEASE STATE TEMS YOU REQUIRE, TOGETHER WITH PAYMENT , MADE PAYABLE TO "MEGAMIX', OR PLACE YOUR ORDER ON
OUR CREDIT CARD HOTLINE 0732 351220. OVERSEAS ORDERS ADD £5. AlL PRICES ABOVE INCLUDE VAT, POSTAGE AND PACKAGING

MEGAMIX SOFTWARE (DEPTACE3) #6 ASHDEN WALK, TONBRIDGE, KENT, TN10O 3RL

All items include postage
G- I - S and are sent 1st Class
insured post. Please add
{Cumputers) Ltd" £6 for 2/3 day courier

Tel : (0268) 782949 for hardware.

Lynx Machine ;

Lynx Machine + PSU Lynx Softwara FROM

Lynx Machine + PSU+Cal Gama.109. 95 ATARIS20STE "Disco. Pack”

Lynx Cigar Cigarette Power Adap .CALL ATARIS20STE "Turbo Pack™ 318895
Lynx Kit Case ATARNOQ40STE "Family Cur.Pk™ .358.95
Lynx Carrying Pouch ROTEC RF880 Second ST

Lynx Sun Visar.... Drive + PSU

Lynx Power Supgly Unit

COMMODORE
Commadore AS00 Cartoon Classics Pack
Amiga AS00 “Screan Gams Pack®
Amiga AS00 "Screan Gams Pack + AS01"
Amiga A1500 + A108450 Monitor,
ROTEC RF880 Second Amiga Drive
Philips CMBB33 M2 Colour Moniforn ...........ccoeecvvseessesesrens
Latest Amiga Software Titles Available

SEGA

Sega Megadrive + 1 game
Sega Gama Gear

SONY BULK 3.5" OFFICE HOURS
DISKS MON-FRI10.00 -7.00PM

i SAT......9.30 - 7.00PM Tina Zanell:
' LATE NIGHT THURS
TILL weovceenre 8.30PM on

FPlease make chegques and postal orders payable to:

i | || 071-251-6222 Ext 2483

VISA Rayleigh, Lsn x. & "nfr ONE

N kAT CARD HOTLINE @ (0268) 782949
Stocks xl.ifj_;r!f [47) p't:ﬂlfnb:flfy




ATARI LYNX

tan may have won a PR coup
when Gazza was seen holding a
Lynx on the front page of The
Sun, but Sega is pulling cut all the stops
~ promoting their Gamegear colour hand
held console. Every time | switch on
~ Children’s TV - only for my kids of course
«I'm bombarded by yet another give
away competition, giving away the com-
~ petition. Even cricketer Graham Gooch
- prefers his free Gamegear to buying a
Ly and I've just seen children's
- favourite TV personabity Philip Schofietd
with one. Looks like Sega employs a pub-
ic redations agency with better contacts
if you ask me,

The hosses at Atari must be feeling
the squeeze because they recentiy print-
ad a Mine is Better Than Yours' sort of
brochure filled with statements such as
the ‘Gamegear is based on the old Sega
Master and shows it', ‘Gamegear has no
special features like scaling and rotathon’
and ‘Gamegear is imited to 64K car-

Mo matter what people say, size does
matter. Er, the size of your software base
that is! Sega is launching a new
Gamegear title every week or so. | think
it's about time Atari started to realise the
Lynx needs up-to-date conversions from
top people like Ocean and Konami if
they're going to win the colowr handhedd
wars. I'd rather play Terminator 2 than
Turbe Sub Know what | mean?

Thanks for the terrific response from
people out to grab some free publicity
for their Lynx-onientated etiorts. My heart
leapt with defight and surprise as | dis-
covered the large number of generous
souls helping other players with hints,
maps, cheats and reviews. Well done,
guys!

Judging by the mail Fve recenved over
the last couple of weeks, there are seem-
ingly loads of active Lynx users dotted all
around the country. | only wish we could
form some sort of official club like the
lucky Japanese video games players
have for thew consoles. Let's hope this
dream of togetherness could someday
become a reality. What do you say, Atan?

Without further delay, here’s a quick
run-down of the most active Lynx users
around.

Sorry, if I've missed you out.
Unfortunately, the mail has been effected
by a local postal dispute so rewrite those
ietters and send them into me at the

Atari Lynx Consaole User is the brand
mew, if an unimaginatively tiled, maga-
mne dedicated to our favourite handheld
slab of silicon. | haven't actually seen the
first 1ssue yet, but if you're interested
send 35p and a large SAE to: Lynx User,
11 Montgomery Drive, Spensers Wood,
Reading, Berkshire RGT 1B0.

Meanwhile, Andrew Reid is offering
players a free sample of his fanzine if you
send a first class stamp to 63 Croftway,
Selby, North Yorkshire YOB 90D, Don't
forget to include your return address,
thought

Last, but by no means least, Peter
Terry has a more commercial venture in
operation where he buys, sells and
exchanges Lynx carts. There's also a
monthly mag to keep his customers
happy. Does Peter ever find time to
sleep? For more details send an SAE to
32 Boma Road, Trentham, Stoke,
Staffordshire ST4 8BEB.

I'd love to hear from you If you've just
started a user group of have some tips
to share with ather players out there. Or
perhaps there's something bugging you
about the Lynx or video games in gener-
al? Either way, please write to me care of
Lynx Pink Pages, ACE, EMAF Images,
Priory Court, 30-32 Farringdon Lane,
London ECIR 3L, For those of you reak
hy into high-tech gadgetry Ml also include
our fax number (071 490 1094),

pink pages

ariginal Lynx game for one or two play-
&rs, You must rid the planet of alien
invaders who have taken over the skies
and seas. Turbo-Sub uses the sprite scal
ing features of the Lynx to great effect,
though some would say the gameplay is
a little too basic by today's standards,
This fast blast is out soon.

TAME THE GAME

Don't forget to defuse the ball in TOUR-
NAMENT CYBERBALL if you want to keep
those powerful running backs, agile wide
receivers and star quarterbacks alive.
Shart plays such as Flex Run, Goal Line
and LB Blitz are great against the run or
short yardage plays. While short passes
are hopeless when facing defensive line-
up's ike Safety Blitz and LB Drop. For
long formations go with a Prevent,
Comer Blitz or Flat Nickel. When playing
offensive passes there’s nothing better
than a good Thrust, dastardly Double
Cross or taking the Easy Money!

You can make your plane perform
really tight turns in WARBIRDS by switch
ing the engine off. When pursued by a
persistent enemy, dive into the clouds to
ditch them. Finally, and a rather obvious
one here, attack aircraft from behind.
Why should this be so air-pparent? Guns
are forwardining only in this game!

iridges while the Lynx can take eight : :
: T Maontana

iegatite games usual address [see below). The aforementioned Turbo-Sub is an * Tony
HEADPHONE v €938 MEGADRIVE TOP 10 PC COMPARE WITH
MORNVE AE ABOWE WITH EITHER 1, SN 3295 PRICES
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PHELIE ........... 15.95 GAMEBOY GAMES SUPER VOLLEYBALL .. 22.95 GAME GEAR ....ocoons B9.95 |DAYS)
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FLICKY [LIS& 2295 DRAGON SPIRT ......cccomrerenrsnnes 2295 @QAME GEAR + PSU + 1 TE%&?:EIB?:TM ERL TOARKBPM
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oo e e BOBBLE, SKATE ORDIE,  GAMOLA SPEED.........ccccoounnnn. 2495  \woRLD, SUPER GOLF. %
CENTURION (USA) .. ... 3755 WWF, RESCUE MISSION,  BARBUMBA .............c.cooovveeennn.. 24.95 WOODY-POP, e %
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Ay et GREMLINS 2, R-TYPE ol 9
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Mol andvertisements are perfectly proger

manitors over B30 advertlsements svery month, IL ensures
compliance with the rules In the stricl Gode of Advertising
Practice

50 when you question an advertiser, Uhey have Lo
answer Ly us
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Advertising Standards Authority
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WAXRIDE LTD.

Wembley Computer Centre, 542 High Road, Wembley, Middx. HAD 2AA

SOFTWARE HOTLINE 0#81-6803-9511 ru ||n|i INE 081-900-0235

HARDWARE Waxride stocks all software for the TBM
: PC Amiga Atarl Commodore Spectrum
Bt Ton HINTENDO GAMEBOY i Nintende Lynx Game Gear Gameboy
Ligh TS T ey Ete. Please call hotline for details.
Magnitying Gitass. ... . oL ]
huimingios: v 1099 A F!
Caryrs Cane i) s GAMEBOY GAMES
Ampitiar . 1298 WWF Suner Slare 28 GG
Battary Pack 2458 Alrey 18895
Ko = 1498 Bahnan 22.09
NINTENDO Saltla Bl ..., 28,85
Winlende Conirgl deck and Tue Pack TR.ES Boomas Ackwiniure. . 24,53
Zappar Gun 28.29 Amazng Penguin 22.99
Nes Advaniage i L 3069 | Burai Fighiar E‘mum 18,50
FYTHCM joystick . & 10,59 Blubbba Slhgie ; A 2499
LN jovstck 2 SN ] Buggs Burny ... i A i 28.50
ATARI LYNX Bowike e R
Consnig TH.GS Ead & Fad i Tk
Conacin PS4+ s ! oy | Cymd i
Aula Cigaretia  Light Adaptor 3 g.09 | Casismnia Ageniune 24 58
- Cosmotank 24 55
Lyna Pousch L] 4
AT Adaptar iR | [ LS o ey
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Suin Wisor Serean Guard .. _4..|': Oragens Lak aica
Light Phaser i) 28 99 .
Disutsls Cragon g}
Atarl KE Casa x N R 1495 O Mano 24,08
mﬂ GAME GEAR Exw
- Extra Bascs 00
Sepa Game Gear « 7 frée games. L 13859 Eish Dude 4G5
Gama Gaar » 1 |f$¢ ame ... . 12000 | FA Bacar 384
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Sega Mastor Syste I 58 23 harmy b : 2288
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MEGADRIVE Huni fior Red Ootobar 24 33
Saga Mesgacrioe with Workd Cup 80 Gama.. 148,89 Halng 2800
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Al accessones aealabie om L899 Hing of tha Zoo 1858
COTY Kung Fo Masser 1959
LREO. D0 Wlorross Maniass 24 00
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FEA P51 218 30 M Coiou e SRR | | N 24
Arrigs 500 Screan iens whh 3 Wi [ MM =TT ot ki g:g
Amiga 500 3tang | oI ey
Amiga Clags of he 80's ... 485,00 X :
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Powsr Racer BT 248 1M
Affiiga 2000 ... 1180.00 Cluix 1698
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Tel 091 5498807 For Latest

CARTRIDGE EXCHANGE SERVICES

We also stock a vast selection of used carts in our
swop-shop priced from £12 and exchanges from £3

HEﬂlWMRE HIRE CLUB

Why buy when you can hire from our vast selection
caris. We have over 130 MEGADRIVE titles, 150 on the

P.C. ENGINE and all FAMICOM & GAME GEAR carts
in multiples of six to ten so there Is little or no walt for
your selection and remember we were first on the scene
and will remain the UKs No 1 PREMIER HIRE CLUB.
LIFE MEMBERSHIP £5.00 and hires from £2.00 per

FOR MORE DETAILS SEND LARGE S. A. E.

§
7
i

HOTLINE - 001 540880

REDIT CARD

96 St Mary Street,
Southampton.
SO1 1PB

(0703) 330257
OPEN 10am - 10pm

NEW & AS NEW AMIGA & ST
GAMES & UTILITIES
HUNDREDS AT HALF LIST PRICE !

A FEW EXAMPLES OF OUR PRICES
Battle Command ..

sl RN N
TE fu w11 s PRy DA S ) o
Days oF Thunder oot
P16 Eombal Plok....c.onvin oo
75t R b N N s -
S5 T RIS NN [ gL o

...13.00 f
e 1450
12,00
...12.001
.13.00
....13.00
..13.00

All prices include VAT & delivery
Please phone for our full list
Limited quantities so order quickly

T —
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NCREDIT CARD HOTLINE

GAMEBOY

oo EEW

ebel torces are attackng the

Death Star, Jawas are stealing

your landspeedar and
Chewbacca needs a shave. What am |

soon, Gameboy owners will be able to

alHime favourite swashbuckling scifi
mowie,
“Star Wars is the perfect theme for

most exciting games available for
Gameboy."

combat and other great action
sequences, culminating in the attack
against Darth Vader's Death Star in a
rebel XWing starfighter.

tight for at least seven months before

you, bt | can’t wait to give it a go.
Everybody is kung fu fighting in

martial arts series should go into the
Bruce Lee record books of fun fisticuff

ple its aggressive addiction factor for

effort.

combination of fancy moves and more

shin kicks. Don't get mad, get bad.
Cowabunga dudes! Another hip hap-
pening sequel is making its way to the
Gameboy. Konami's Teenage Mutant
Ninja Turtles It features all thase sewer

Hrom the Simpsons, Terminator 2 and
MC Hammer?
Based around the original coin-op

talking about? Star Wars of course! And

join the fun thanks to Lucasfilm Games

and Ubesoft. This sneaky French firm has
managed to snap up the rights to devel
op and market a game based around my

Gamebay,” mdicates Ubisoft's Christine
Quemard, “The movie is just like one big
video game, Star 'Wars will be one of the

Gameplay will be similar in style to the
NES adaption from Lucasfibm Games and
NC Musical Industries, Both titles follow
the plot of the film, recreating the space

Trouble i5, we're going to have to sit

we't get @ chance to use the force and
kick some baddie butt. Don’t know about

Double Dragon Il from American gaming
powerhouse Acclaim Entertainment, Inc,
As beatemdo-death-em-ups go, this

frolics and power punching performance.
Take a trip to your local arcade to sam

yourself, | promise you won't regret the

Like the previous Double Dragon, Billy
end Jmmy Lee battle street thugs with a

conventional tactics like head butts and

and sidestreet locations kids have come
- folove. Question is, can the teenage tur-
Hles shill cut it against tough competition

arcade video game, the turtles try to
save April O'Neil from the slippery
scoundrels Shredder and Krang. Players
set the difficulty as they make turtle
tracks through six challenging levels and
bonus pizzacollecting stages. When tur-
ties break the law they're arested, but
players can rescue them once certain
points have been reached in the game,

Konami is expecting more great sales
with this neat release by targeting the 7-
11 year-old gamer. After all, nearty a mil-
fion copies of the first turtles title have
been sold so far. Need | continue?

After the joint-promotions with savoury
snackers Walkers and Smiths, it seems
Mintendo has got a taste for fast food
and so the company 15 preparing a media
blitz with burger masters McDonald's,

Aithough none of the details have sa
far emerged, | think it's a fair bet that
such a deal would include some sort of
Super Mario Bros lunchbox and cheap
toy figures from popular Nintendo
games, Thankfully, | doubt whether we'll
see a ‘Mano Burger' or Telda Shake' just
yet,

The high-speed full-contact play in
Blades of Steel puts Paul Newman's
Slapshot film firmly in the shade,

One of the first hockey titles for the
Gameboy, you can choose from eight dif-
ferent teams for practice, exhibition or
tournament play. There's no time for rest
as you pass, check, fight, shoot and,
yeah, slapshot your way to the final
match and overall victory.

Konami's Blades of Steel offers one or
two player options and will be available
from nesxt month.

TAME THE GAME

Wipe those PIPEDREAM problems away
with these perky passwords:

LEVEL 5: HAHA

LEVEL 9: GRIM

LEVEL 13: REAP

LEVEL 17: SEED

LEVEL 21: GROW

LEVEL 25: TALL

LEVEL 29: YALI g

In case you also own another video game
systemn, these codes work on all versions
of the game!

When the BATMAN title screen is dis-
played, push [Upper Right] and [Start] for
a sound test.

Conguer GARGOYLES QUEST with these
passcodes:

ZGBI-ABYP=four levels
EAGGTMS9=gight lives
KEBEE-6WBD=ten lives

H3D6-JHQQ puts you on the third level

Extend your time as a NINJA BOY by

simudtaneously holding down [Start], [A)
and [B] when you die.

* Masashl Kawakita

Sega Megadrive + Game ........
Magadrive Games

Bare Knuckle (S00N) .........c.oe.....

| Bonanza Brothers .................... 30,99 Dimension 4 (8000) .......c..coeee 43.99
Fantasia (So0n) ..........ccccooeeeenne Dodgeball {:mn]............... wnanes 53,98
FIENO i Final Fight ... .....30.49

| Hardball ........... F - Zero .. .- 3748
John Maddens ..............oceeeeeeins GmanmguaBnauhall :suun_h 43.99
Magical Hat .............ccoemeinnnns Super Ghouls ‘N’ Ghosts (soon) 44 89 |

| Marvel Land...........c.coic Super Maroword ... X
Raiden Trad ... ...37.99 UMMBMBN ......oiriirereenmmmsnmnnssnsssis 90,90
Saint Sword ... S F: ]

Sonic The Hﬂﬂnﬂhﬂﬂ e 34 88 PC Engline ... . 144,99

Star Control .. 3599 PC Engine GT Handh&sd .. 234.99

S-tridnrz?nﬂ PC Engine Games thml: ..aum

Streat Smart (soon) ................... 30,99

Wrestlo War ._........................... 30,69 Gameboy Deluxg ......................54.98
i Gameboy Games (latest) .......... 23.49

Meagadrive Joypad ..................... 12.99 Sega Gamegear .............c.. 99.99

| Megadrive Japanese Converter ..9.99 Sega Gamegear + Game......., 122.49
Megadrive Arcade Powersfick .., 28 Gamegear Games ..................... 23,40

* PHONE FOR THE LATEST RELEASES AND ALL OTHER TITLES =
PLEASE ADD£1,00 pep TO GAMES AND £6.00 TO CONSOLES FOR 1 CLASS RECORDED DELIVERY
ALL CONSOLES CARRAY A 12 MONTH GUARANTEE

ve World : 20 Moppin St. Sheffeld S1 40T (0742) nsavww ‘

T

and a CD

NAUGHTY
TRIVIA QUIZ
0839 03 03 28

FOOTBALLTRIVIA QUIZ
0839 02 03 27

Pease ask permason before you call



SUPER FAMICOM

--f"

vy

he race to get software

ready for the US release of

the Super Famicom (Super
NES, as itll be called) is continuing
apace, and things are beginning to
look very interesting.

The recent Chicago CES Show
gave a good indication of what was
coming out, but since much of the
product was at a very early stage -
many games had been in develop-
ment for literally a few weeks {caus-
ing some dozy berks to think that
they were all crap) - it generally
looked poor when compared to the
rows of spanking new, virtually fin-

ished games that were on display at

the Sega stand.
Still, there were some goiden gems
around, the most impressive of

which is Super Ghouls n' Ghosts. |
don’t know what planet last month's
writer of this column was from, but
the game isn't anything like the
arcade original - it's merely based
on it. The first level features great
mounds of earth which burst
Lpwards as you walk across the
ground, cages filled with goodies,
and newer, tougher baddies,
There's also a range of new
weapons with which you can
unieash major death and destruc-
tion. It's definitely the best Super
Famicom game yet seen, with
graphics and sound that'll blow you
away. Keep a watch out for it.
Another joystick-throbbingly good
title is Super R-Type. Again, it's not
a siraight arcade conversion, but is
based on the machine. The first
level is allnew, and features a back-
drop of beautiful planets and stars.
There is, of course, plenty of alien
scum to blow into the middle of
next week, and there's a variety of
new and familiar weapons with
which to do so. It looks a cracking
game, and is one that shoot 'em up
fans should get hold of when it's
released later on this month,
Cavernan Ninja is a very new
Data East coinop, and | was pretty
surprised to see what seemed like a

flawless copy on display at Data
East's stand. | looked underneath
the display, just in case they were
pulling a fast one and had a coinop
PCB lurking underneath, but lo and
behold there was a Super Famicom
with a Caveman Minja cartridge! It's
a really neat beat ‘em up in which
you guide a wacky cartoon-style
Caveman across a zany cartoon-
style backdrop, kicking the seven
shades of shinola out of ker-a-zee
cartoon-style baddies. In fact, the
only annoying thing about the game
i5 that it won't be available until
garly next year. Ah well.

Tradewest enter the Super
Famicom market with han
Yronman” Stewart’s Super Off-Road
Challenge, a faultless copy of the
Super Sprintinspired coin-op. The
game looks, sounds and plays per-
fectly, and apparently uses the
same code and the same player
systems as the original arcade
machine. Hot potato!
| also ke the look of Wrestiemania
Challenge. Starring the most
famous of those beefed-up ham
actors that play out utterly hilarious
WWF wrestling sketches on satellite
telly, this is could be the best
wrestling game yet. The early demo
I've seen sports some excellent

graphics - the on-screen wrestlers
really do look like the “real life” char
acters - | saw Hulk Hogan and the
Ultimate Warrior - and the animation
and sampled sound effects are both
superb. Judging by the immense
popularity of the sport, | think this
could be a massive seller!

But what I'm looking forward to
most of all are Electronic Arts trio
of sports games: John Madden's
Football, Laker's Vs Celtics and PGA
Tour Golf. | saw very, very early
demos (the John Madden's one was
about a week old and was finished
two hours before the show!) and
having spoken to the programmers,
| think all three could be amazing.

They'll basically be the same as
the Megadrive versions, but with
enhancements wherever the hard-
ware allows it. So expect zooming
following-the-ball 3D effects in PGA
Tour Golf, and even more detailed
graphics in John Madden's Footbail!
Yowzer!

Finally, if you're thinking of buying
a PAL Super Famicom, thoroughly
check it out and make sure you've
got a guarantee from the retailer.
Many PAL machines are unreliable,
and often overheat. If possible, buy
a SCART model.

JULIAN RIGNALL

STUDIO SOF T WARE

The BEST Choice For All Your Computer Needs

20 Oldfield Circus, Off Whitton Avenue West, Northolt,

Telephone : 081-575-1171
Opening times Mon-Sat 9.15 am -

Middlesex.

5.00 pm (ORDERS & ENQUIRES)
7.00 pm - 8.30 pm (ORDERS ONLY)

"This is just a small volume of the many thousands of games
that we have on offer for all the consoles available".
SUMMER SIZZLERS AUGUST / SEPTEMBER 1991 EXCLUSIVE!!
SEGA MEGADRIVE [gill‘ ..] .................... i We are now taking orders for the SEGA CD-ROM machine at a cool prize
art A e N S £130.00 or £300 (Flease note that ordering will take up to 3 weeks
JAPANESE ADAPTOR (Allows Jap games Dr11c| UK maching)........coceveinnnens £10.00 SEND NO MONEY NOW - CELL FOR DB‘E‘H.ILE }
] SEGA ARCADE STICK ... R I e £36.00 ALSD
1 T e e e e L -...£14.00 Buy either a Megadrive or Famicom and you will be entered into our
TOP 11 GAMES FOR MEGADRIVE mad price give-a-way. Prizemoney £500 smakers given away each
MRckey NID(se. | R SR S e N e £20.00 month
| Mndnug.ht Resistance s B e LR ey oo ek 1 £36.00 £1000 every six months (combination of the past & months)
=T T E R o) ol e E34.00 AND FINALLY FOR A CHRISTMAS CRACKER PAYOUT ........ L£5000
BIEGE S  T e £20.00 If you like being given money then buy one of these MEAN MACHINES.
e e A SN o D £34.00
| O 0 b s St R e | S £33.00 STOP PRESS....S5TOP PRESS....5TOP PRESS....STOP PRESS
RIS i R e et R £25.00 Any consoles bought between now and September will be sold at half of
| U MONEOREEE s e i £34.00 the original price.
‘ John Maddens American Football ... R S e R R B R £36.00
POAERIES o SRR e e i e D DR T E37.00
d SONCIHEIONOD. s £35.00 oW 39 .ENTER COMPE LTI
All you have to do is buy your machine from Studio
| SEGA GAME GEAR (Comes with two frée Games) ..o £140.00 Software, your details will be entered automatically
ALL SEGA GAME GEAR GAMES .......... gl S R £25.00 All winners willl be notified after the competition and
NESTENDCO GAMEBCNY. oo o e e i e £65.50 winners will be listed in our ad in next months Mean
_ Selianiaidle 2l S e £19.00 Machines.
| HARD CARRYING CASE (Carries Gameboy 84 GaME CaME).......coooeiraann, £14.00 Remember if you're not in you can't win
| TOP GAMEBOY GAMES - -
WWF Wrestling Mickey mousa 2 AN WE
! Gramlins 2 Hunt for Red October ACCESS D VISA LCOME
Super Mario Chasa HO All cheques made payable to :
F::::: jﬁhﬂpiﬂh‘lg;g G:MEBGY e e R e 824,00 STUDIO SOFTWARE COMPUTING
GAMEB Y AT S ... s s e tmraeeesosessesssseas LLE22.00 ALL GOODS DESPATCHED WITHIN 3 WORKING DAYS
|
L1l ‘




Do you know, |
hate writing the
intro to Hot Off
The Shelf. | mean
take this month,
for example. What
on Earth is there
to say about the
Merry Month of...
er... September?
Nothing, that's
what!

Surely you
know the score by
now: the top
games from the
last three months
sliced 'n' diced for
your delectation.
Oh, and there's a
smattering of clas-
sics too. Read on...

BATTLE CHESS 2

Electronic Arts @ Amiga £24.99 @
Atari ST £24.99 @ PC £29.99
Sequel-itis spreads from
Hollywood to the computer
industry! This time round the
fules are based on the Chinese
variant of Chess, which intro-
duces some new moves, has a
river bisecting the board (which
s0me pieces can't cross) and limits
1the King's movement to an

'Imperial Palace'. As before the
board is viewed in 3D, with all
the pieces "taking' each other in a
variety of amusing and well-ani-
mated ways. While a bit slow and
irritating running from floppies
due to all the disc swapping ; a
hard disc shows the game to be
far faster and more lethal than
normal Chess. A game that
should keep even the most jaded
Chess fan happy.

# ACE HAT!HG 895 ON IBM PC

BOULDERDASH
Victor Musical Industries @

Gameboy ¥3400 (Import)

Yet another steal from the
aging Co4's catalogue of great
games, Hey kids, remember
this? Guide cute and cuddly
Rockford around umpteen
(that's journo-speak for more
than can be counted on one
hand) mazes of boulders and
meanies in pursuit of diamonds.
But bear in mind that digging
around boulders can make
them tumble down on your
head! An arcade puzzle game
of the most addictive kind and
yet another game ideally suited
ta Nintenda's BEW handheld
waonder.

® ACE RATING 908 ON GAMEBOY

CHUCK YEAGER'S AIR

COMBAT
Electronic Arts @ Amiga £TEA @

Atari ST ETBA @ PC £29.99
The two previous Chuck Yeager
games were exemplary in every

19,

ELF

respect save one; there were no
guns! Fine for the Ban-The-
Bomb/Wear-Flowers-In-Your-
Hair brigade, but more than a
little disappointing for the rest
of us. This latest outing with the
grizzled old vet rectifies that
complaint... and much more
besides. Pilots can fly *planes
from either WW2, Korea or
Vietnam in a number of mis-
sions, Even more fun is the abili-
ty to pit, say, a Mustang from
WW2 against a Phantom from
Korea. High realism means this
isn't one for the pick up 'n’ play
brigade, but it's a fine purchase
for the sim fan looking for a
challenging and long-lasting
experience.

# ACE RATING 900 ON 1BM PC

F-14 TOMCAT

Activision @ Amiga ETBA @
Atari ST £TEBA @ PC £TBA

One can't help feeling that F-74
Tomcat is going to have some-
thing of an uphill struggle to be
noticed, what with the recent
release of a whole slew of top-
notch flight sims, such as US
Gold's Jetfighter Il and Chuck
Yeager's Air Combat. To be per-
fectly honest F-14 is inferior to
both these competing titles, but
it's still a high-quality product.
The biggest criticism is that it's
very hard to lose. Eject and let
the jet crash into the desert and
nine times out of ten Command
will return you to active duty
without even a ticking off.

+ ACE RATING B54 ON IBM PC

FLAMES OF FREEDOM:
MIDWINTER 2
Microprose @ Atari 5T £24.99 @

Amiga £24.99 @ IBM PC £TBA
Now this is a challenge; how do
you sum up a huge game like
FoF? The big thaw has set in,
and Midwinter is now Agora,
the island HQ of the Atlantic
Federation. You play one of
their crack agents with the task
of scuppering an impending
attack by the evil Saharan
Empire. The majority of the
game takes place in a massive
solid-3D world, with your spy
able to use any mode of trans-
port hefshe may come across,
everything from on-foot to heli-
copter. But this is no shoot-'em-
up. There's more than enough
strategy and subterfuge to keep
any non-arcade fan happy. A
major contender for game of
the year - already!

# ACE RATING 950 ON ATARI ST

4D SPORTS BOXING
Mindscape ® Amiga £24.99 @

Atari ST £24.99 @ PC £24.99
This violent clash between two
solid-polygon generated
pugilists is the best rendition of
the 'noble art’ yet seen on a
home computer. The use of
polygons allows the action to
be viewed from absolutely any
angle, and a video playback
option allows you to watch that
decisive upper-cut again and
again. Highly realistic, some
great polygonated expressions
of anguish on the fighter's
faces, a huge range of moves
and a lot of work to be put in if
you're to become World
Champ!

# ACE RATING 900 ON IBEM PC

GODS
Renegade ® Amiga £25.53 @

Atari ST £25.53 @ PC £TBA
Renegade crash onto the
game's scene with this, their
first release - and what a corker
it is too! Set in Ancient Greece,
the player controls a hunky war-
rior who must be guided
through four levels of plat-
forms, monsters and puzzles to
a face-off with Something Very
Nasty in the Underworld. Okay,
so Renegade win no prizes for
the written-by-computer plot
but the implementation is
something else - superb graph-
ics, intelligent aliens (and they
are smart, too!) and bags of
clever surprises and secret
bonuses to discover. It seems
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Tel : 0767 600984
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z Waiting ages for software’

3 Are you looking for Fast Friendly customar

|

Biggleswade

50 Holme Court Ave
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SG18 8PE
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AM  PC 5T
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PlEaze make cheques /

PO payable to Voyager Software. All prices inc VAT, UK add £1 for

P&F per software item EC add £2 Non EC add £3 Hardware add £5.

SATURN
SOFTWARE

Large selection of games
available for the Atari
ST and Amiga.

For details write to :
Saturn Software
3 Woodland House
Woodland Rd
London N11 1PN

! or phone 081-368-2701 !

that the Bitmaps can do no
wrong. Roll on Magic Pockets.
w ACE RATING 908 ON AMIGA

HEART OF CHINA
Dynamix/Sierra ® Amiga £TBA
® |[BEM PC £40.85

Set in the 1920s Asia, you play
‘Lucky’ Jake Masters, a down-
on-his-luck pilot who's started
turning to the bottle for solace.
Desperate for money you accept
the job of finding the kid-
napped daughter of a wealthy
businessman, a task that takes
you deep into the heart of revo-
lutionary China... It all adds up
to a rip-roaring adventure
through the East, featuring an
exciting plot, the ability to
switch between characters, apt
arcade seguences, some gor-
geous VGA graphics and highly
atmospheric soundtracks. Every
Dynamix release improves on
the last, and Heart of China is
no exception. An essential pur-
chase for your PC.

# ACE RATING 910 ON IEM PC

JETFIGHTER II

Velocity/US Gold @ Amiga £TBA
@& IBM PC £39.99

Designed by Bob Dinnerman (of
FIA-18 Interceptor fame), this is
arguably the best flight sim on
PC. Boasting a huge 125 mis-
sions and some state-of-the-art
3D, the accent is firmly on
playability rather than rigorous
technical accuracy. One of the
cleverest features is the
Adventure, in which you play a
deadly game of tactical Chess
with an enemy invasion force,
first flying an attack mission
then defending against the ene-
my's counter-attack, with the
aim of driving the enemy forces
back and eventually out of
America.

® ACE RATING 935 ON IBM PC

LEMMINGS

Psygnosis @ Atari 5T £24.99 @
Amiga £24.99 @ PC £24.99

In an age of ever-faster vector
graphics and smoother parallax
scrolls, Psygnosis was the last
company expected to release a
simple-looking game based on
the suicidal tendencies of some
cutesy little rodents. The object
of the game is beautifully
straightforward - you must
guide a certain number of ran-
domly-meandering lemmings to
safety from one end of a peril-
strewn level to the other.. You
can endow chosen lemmings

with a range of special abilities,
such as climb or dig, with which
you can get them past traps and
obstacles, Incredibly playable
and addictive, it's a game that
will hopefully encourage pro-
grammers to spend more time
on a game's gameplay

# ACE RATING 910 ON AMIGA

LOGICAL

Rainbow Arts ® Amiga £24.99 @
Atari 5T £24.99 @ IBM PC £24.99
will this game make you lose
your marbles? This latest addi-
tion to the ranks of arcade puz-
zlers presents the player with a
'board’ made up of gulleys and
rotatable dials. Marbles roll
down the gulleys and can be
slotted into one of four slots in
each dial. The aim is to explode
all the dials on the board by fill-
ing all four dial slots with mar-
bles of the same colour. It all
starts of easily enough, but later
levels feature complications and
restrictions far too bizarre to go
into in the small space available
here. Infuriatingly addictive.

# ACE RATING 895 ON ATARI 5T

MANCHESTER UNITED

EUROPE

Krisalis ® Amiga £25.99 @ Atari
ST £25.99 @ PC £29.99

With the original Manchester
United selling over 100,000
copies, | suppose a sequel was
inevitable. This time around you
can try and take 'the Boys' to
victory in the UEFA, European
and Cup Winner's Cups. The
game is viewed in side-on pseu-
do-3D, and while it's not the
fastest footy game around (the
classic Kick Off still holds that
title) it's without doubt the
prettiest, with a wide range of
animations for nearly all the
footy moves. Add the polished-
till-it-gleams front end and
some nice player manager ele-
ments, and you have a great all-
rounder for any fan of the
MNational Sport.

* ACE RATING 855 ON AMIGA

MARTIAN DREAMS
OriginfMindscape @ Amiga
ETBA @ PC £36.99

Game scenarios don't come
much weirder than this. By
means far too contorted to go
into here, the player is acciden-
tally shot through Space to
Mars inside a Jules Verne-
inspired Space Bullet. If this
wasn't strange enough, also
along for the ride are such con-




temporary luminaries as
Sigmund Freud and Nikola

POWERMONGER

unimpressive (although they do
get better on the later levels),
but when they move... The ani-
mation as you guide a young
Prince through umpteen levels
of platforms, pits, spikes and
swordsmen is quite excellent
and life-like. And the gameplay,
although it may sound unin-
spired, is as good as the graph-
ics. Some of the action has a
real Indy-style cliff-hanger
aspect to it. Miss this and you'll
be crying for weeks!

* ACE RATING 915 ON AMIGA

R-TYPE

IREM ® Gameboy £24.99
{Import)

In one fell swoop, this conver-
sion of the classic coin-op
snatches the crown of Top
Gameboy Shoot-'Em-Up from
Nemesis. All your old favourites
are here: The Force: beam
weapon power-up; Giger-esque
end-of-level aliens; frantic
actions; sweaty palm excite-
ment. How do the programmers
manage to pack so much into
such a small package? Only
IREM have the answer! If
there's one niggling fault it's
the warbling soundtrack, which
cuts out annoyingly everytime a

pink pages

sound effect is played.
# ACE RATING 820 ON GAMEBOY

SAVAGE EMPIRE
Origin/Mindscape @ PC £34.99

@ Amiga £TBA

Using the Witima VI interface,
Origin have taken a side-step
from the medieval world of
their previous games, and now
plunge you into a nightmare
scenario where you control a
party of characters mysteriously
transported to a dinosaur-
infested Lost World. A good
yarn well told and - hard to
believe | know - actually better
than Ultima VI,

* ACE RATING 955 ON IBM PC

THE SECRET OF MONKEY

ISLAND
Lucasfilm/US Gold @ Amiga

£25,99 @ Atari 5T £25.99 @ IBM
PC £25.99

Monkey Island is the latest in
the series of animated graphic
adventures pioneered by Sierra
but now proving a nice little
earner for Lucasfilm. You play
Guybrush Threepwood whose
ambition is to become a fully-
fledged pirate. This entails a
lengthy (30 hours is Lucasfilm's

7 DAY 24 HOUR CREDIT CARD HOTLINE (0342)31733%8
MOST GOODS READY FOR IMMEDIATE 15T CLASS DESPATCH

Postal orders & Cheques to:-

22 Dorman's Park Road
East Grinstead
West Sussex RH19 3E]|

. Electronic Arts @ Amiga £29.99
: Tesla! Once crash-landed on the @ Atari ST £29.99
4 Red Planet, the adventure really A new computer classic, with
begins, with vicious vegetables  the highest ACE rating ever. You
on the prowl, the surviversof a  play a warlord, exiled from your
previous Bullet expedition to homeland along with twenty
find and the ruins of a dead followers, who has just landed
civilisation to explore. Origin on the shores of 200 islands,
fans won't be disappointed and  ripe for conquering.
neither will anybody else. Unfortunately the current resi-
* ACE RATING 928 ON IBM PC dents are not quite so keen on
your enforced leadership, and
] T will do all they can to resist you.
:] i Using a similar viewpoint to
El;:p”::;'lm ® Gameboy £25 Populous, the landscape is here
Most readers will probably be puiygan-ba&efi Efnd i
L 5 ; : manipulated in just about any
more familiar with this game way you require. The excellent
Ppomania. All the action takes  “usls are supported by highiy
; 3 atmospheric sound. All control
placeona 10x7 grid. Usinga i by mouse, and couldn‘t be
. cursor you have to drop varying  gagier To play it is to worship it.
- el of piping onto the grid, An absolutely essential buy.
A with the aim of making a # ACE RATING 973 ON AMIGA
pipeline for 'flooz' to flow
down. Should the flooz leak
o before it has passed through a PRINCE OF PERSIA
4 set number of pipe sections Broderbund/Domark @ Amiga
& !‘.hen it's game over. Later levels  £24.99 @ Atari 5T £24.99 ® IBM
% introduce directional pipes (the  pc £24.99
flooz MUST flow a certain way) A game that could so easily go
and obstacles. Infuriatingly unnoticed and unloved by the
addicitive - it's the sort of game  shelf-scouring hordes looking
the Gameboy was designed for.  for the latest licence. The
* ACE RATING 910 ON GAMEBOY  graphics, when static, are fairly
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Adari/dmira
B Tas T
Litilities™
Accountant Plus V3.3 21599

Accountant V33 131.599
Awminga Home Office 11999
Arena Accounts 129.49
Fimancial Comtroller 33149
Lattice 'C'VE 174.99
Superbase Profiess, 17999
Ward -perfect 179.99

*Hardmware*
Atari 520 Turbe pack) 33495
Atan J‘ﬂlﬂ{]’-’ami!y crr LISE U5
Amigall Meg/5.Gems) 159,35
Consoles
Nintendo (N.E.S.)-
Mutant Set 59.99
Action Set £9.99

A e
Lr@imes (o

Atari Lynx 64.99
- All Games 23.99 -
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!'.!r'l'fmt'll‘;i f NFL !-'uprrlluw]
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Pilot Wings ! Super Mario World
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4 Y more &
s Game Gear
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G.T. Hondheld 20848 o s
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Sokobkan ' Head Busters / Pr!;l
Breaker [Baseball 91 Mevilish
+ IR MIHE

Legend Of Here Towma ¢ Chase
H.QUT § Motorader [T 1 Parmss!
Stars | Slatterhouse | Wonderboy [T
Young Master ! Zero 4 Champ

+ IANY O

Master Syst. 74.99
Megadrive 145.99
- Games @25.49 -

Arrow Flask " Bisisnd Ren
Bonanza Bros ! Crack Down
Dick Tracey { Forbidden City
Gadn Ground | [ B.Douglas
E-u.tlllg ! .Hid.m'gﬁr Restatance
MonsterLair (| Mickey Mowuse
Soni ¢ The Hedgehog

= Games @29.99 -
Hawrdball | | ames Poad | th-

Bowly | PGA Towr Golf
Sword Of Vermiillon

Gameboy 65.49
- All Games 16.49 -

Alleyaray { Amazing Spiderean
Bad Dwdes ! Balloon Kid / Chase
H.Q. 7 Days OF Thunder | Duck
Tales ! Golf [ Gremlins [T
Gargoyles Quest | King Of The
oo | Kuvivk { Qix [ K- ]"H;-r
Rad Grawity ! Remenge Of The
Gator ! Super Marioc World / Solar
Striker / Solaoman's Club / Tennis
World Cup

+ prakny move / @ccessories
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estimate) quest through a world
populated by scurvy knaves and
assorted cut-throats. Game
interaction is made easy-as-pie
by the simple point-'n'-click con-
trol. By turns both tense and
funny, the absorbing atmo-
sphere is only slightly marred by
the overuse of the ‘™' symbol.
+ ACE RATING 922 ON AMIGA

SONIC THE HEDGEHOG
Sega/Virgin @ Megadrive £34.99

Maaah, Sonic the Hedgehog. At
last a quality title for Sega's lit-
tle black beauty that really
shows what the machine can do
in the hands of the inspired. It
certainly makes up for the likes
of KaeGesKi and Midnight
Resistance. Believe me, you've
never seen a platform game
move this fast. And thankfully,
clever game design has ensured
that high speed doesn't mean
high unplayability. But better
than Mario? Well, perhaps not.
It lacks the Nintendo giants
depth and long-lasting chal-
lenge. But it's a cracking game,
none-the-less, and you'd be a
right fool to miss it. Can't wait
for Sonic 2!

+ ACE RATING 925 ON SEGA MD

STRIDER

Sega\firgin ® Megadrive £39.95
This coin-op conversion was
reviewed some time ago on
home computer. Thankfully, the
Megadrive incarnation is
supremely superior - if you did-
n't know better you'd swear
you were playing the arcade
machine. Strider Hiryu has to
jump and tumble through levels
of arcade-perfect action.
stunning for its graphics, sound
and gameplay, Strider is a must-
buy for any Megadrive owner.
# ACE RATING 919 ON SEGA MD

SUPER MARIOLAND
Nintendo @ Super Famicom (inc.

with grey-import console)
Could this be the best platform
game available? The game fol-
lows the seemingly never-end-
ing adventures of Mario, as he
jumps and joy-rides his way
through 99 sub-levels of plat-
form action. What makes the
game 5o special - apart from its
superlative graphics, stunning
sound FX and super-satisfying
control - is the never-ending
variety in the gameplay; it's not
all just running and jumping.
Complete this and you can con-

sider yourself a real games
Supremo,
# ACE RATING 910 ON FAMICOM

SPACE QUEST IV

Sierra On-Line @ Atari 5T £TBA
@® Amiga £TBA @ IBM PC £34.59
Top-Quality goofball space
adventure with lots of humour
and minimal dithering around.
Sierra have managed to com-
bine excellent graphics and a
bizarre-yet-comprehendable
time-travelling story line. Guide
Roger Wilco through a roller-
coaster adventure involving
absolutely no typing and some
excellent puzzle-design, Every
location contains a surprise! Not
too good if you own a slow PC,
and is virtually unworkable
from floppies. Otherwise, a
pretty essential purchase if you
can put up with the constant
Craziness.

# ACE RATING 880 ON 1BM PC

WING COMMANDER
Origin/Mindscape @ Amiga
£TBA @ PC £34.99

Another 3D space combat

game, but radically uses of stun-

ning ray-traced and digitised

graphics for the spaceships.
They rotate, shrink and grow
with amazing speed and fluidi-
ty. Animated scenes punctuate
the action and present the first
true cinematic experience on a
home computer. The multitude
of missions mean this isn't a
game of surface gloss. Sadly
only best appreciated on the
high speed PC.

# ACE RATING 949 ON 18M PC

WONDERLAND
Magnetic Scrolls @ Amiga

£29.99 @ Atari ST £29.99 @ PC
£34.99

The Scrolls, having stunned the
world with The Pawn way back
in 1987, return with a new clas-
sic. An adventure game based
on the famous novel Alice in
Wonderfand, the plot follows
the book enough to retain its
weird flavour but not so slavish-
ly as to make it solvable by sim-
ply knowing the story. The lav-
ish text, teeming with hundreds
of tough (but logical) puzzles, is
accompanied by a number of
stunning animated graphic
scenes. The future of adventure
games is here. An essential buy.
# ACE RATING 910 ON IBM PC
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Welcome to a new series of short
stories pai,fing homage to the many
varied stE\; es of game genre found
in our vibrant marketplace. Each
month we’ll be wowing you with
ripping edge of the seat stories in
the style of a particularly popular
game of the moment. This month
our Imagi;natinn was especially
gri y semi-cover game and
not boring flight sim Thunderhawk.
And so it is with no little pride that
we present...

BLOOD ON THE ROTOR
BLADES

By Jim Douglas and Gary Whitta

VOLTS

he r leather straps gnawed Into K.lingtd;hannﬂar‘s
wrists. Warm, thick blood ran into little puddies along
his forearms, But the centimetre-deep grooves qt:ug!d out
the abrasive restraints would pale into insignificance
Klangghammar experienced the searing 500,000 volts
that the Clay County Jail electric chair was about to deliver.

A man with & face fike the cold stone of the Eiger and
& heart to match, Ex-Colonel and top chog rm archy
K mar was about to meet his maker., lutely
séent to the last (this, in part was ensured by the black rub-
ber bit forced inte his mouth to prevent him biting through
his own tongue during electracution) Klangghammar dis-
passionately mulled over his capture, enforced addic-
tion and framing for a series of grizzly murders at the hands
of Central American drug overlord Manuel Costa Rica
Alberto Fandango.

Klangghammar had done questionabie things, and the
undoubtedly be a safer place without him,
fndesd, KIWM oould take it ke a man, but to die a

on his own home soil without the chance to
wring the truth - and the life - out of the greasy albino
s.0.b. was making him mest unhappy.,

orderly tightened the steel skull cap around his head, the
E:fl" lot knew these were to be his last maments on

's precious Earth. A distant electrical humming noise
wugrumnlg in volume and pitch somewhere behind him,
but he could not turn his head to see the generator from
which it was coming. What Klangghammar could see,
directly in front of him, was a young man standing behind a
plate glass window, his hand resting gently on a large leves-
switch mounted on the wall. In a few moments that bewer
would be thrown dowmeards, and Klan mar would
recéive th customary two jolts that the US penal system
resguires to send you to your maker, But Klangghammar
knewi that even here he must show no fear, and so he grit-
ted his teeth and stuck out his chest in one last gesture of
eternal defiance as the priest closed his bible and backed
away. Dignified 1o the last,

Iy, the man behind the giass seemed distracted.
His hand wavered on the switch and then moved away from
it. Over towards his desk. To.., the phone| He listened
hm:gmmwr, shaking his head and then nodding.
L mar feared his eardrums would burst as he
strained 1o the point of blackout to try and hear the words
:ﬂ‘mld. mm up me#‘hn;e and mﬂmfjd o
<ap : untled, an

‘mumbling under his Mltl'-.n?'re g'm'lyip?d the prisoner's
hands, feet and after wrestfing the skull cap free, helpad
Klangghammar to his feet. “You're out,” he said.

PROPOSITION

mh hour later and mllmrg‘h:l:lg";ir waihsitun.g g\ a:: air-

, ACross a peculia mt mahogany des
_M:m;gdq_rmlt&?::e wha ealled himsef jack Marshall
Showerad and inspecting his freshly bandaged wrists,
FKlangharmmar quietly listenad while Marshall talked

"You're a mned burnout, Klangghammar. Your
fvllmlukni ; ;ng but Edreasarlt r;!al:ling. rikirg & com-
manding officer? [nsubordination ing a wea in
the officers canteen? Murder 77! ﬁm% iy hand on
that you would have fried in a second.”

“But it wasn't,” Klangghammar cleverly observed.

“Right. And unlike you, | know how to follow orders.
And mine come from the top. The very top. We've got a big
mather of a problem and we need an expendable pry-
Jehopath to get us out of it,”

“F'm retired now,” said Klang mar, looking
- around the room in the arrogant, disinterested fashion that
_.hlhld!p?\lm‘spﬂ\‘ectmg. *| don't do your dirty work

. “FAne,” said Marshall coolly. “Then you can go back to
the chair,” He looked at his wateh, "If mwl'run'g[_ :g"c?ainh we
- can have you Bar-8-0Q'd by four.”
Klanggharmmar shifted uncomfortably in his chale, He

A3 the priest read Klangghammar his [ast rites and an

FICTION

didn’t like not having a choice. “What's the deal? he said
atter a long pause. Marshall took a folder from his n-Tray
E‘lrar'ked Top Secret and tossed i;a&rlms ﬁ;e diesk at

angghammar. i e Tl ito and
10&!?:“ the paigr?r:?d:g%mre ng:‘f\l;l m.is?qung the girl
in the black-and-white picture on top of the pile.

“Of course you know whao that is,” said Marshall, OF
course Klangghammar knew, Every red-bloaded man in the
country did,

*“That's Tania Jerem ith, President Jeremysmith’s
only daughter. And she's been kidnapped.” Klangghammar

ed up in disbelief as Marshall continued. *The Cla has
done some digging around and linked the kidmﬁ:inﬂ to an
international terrorst triad, consisting of a group of Middle
Eastern fanatics, the Russians ard some Columblan drug
deabers. OF course you know that Miss Tania s not only the
mtm gl_amnu;’_l_ml?del and mﬁl b#‘tmls also the

authority on high-energy in Westerm

waorkd. We believe the triad may want her to build them an
Etco-:!i: bomb filled with cocaine to drop on Washington

"The bastards,” muttered Klanghammar, Marshall nod-

ded, and then leaned forward across the desk, his face an
ircn mask of sincerity. “There's something else. The
President has developed a rare bone condition - it's fatal
unless he receives a marrow Injection within the next 24
hauwrs, Mot only 1s Tania his only living relative and therefore
the only person with compatible marrow, her special surgi-
cal training makes her the only person in the world capable
of completing such a complex operation. And with the US-
Soviet summit tomorrow, we need her back, Hardy.”

Klangghammar decided to play it cool. He'd played
nlen‘r{ af E-Dtﬂj in his time, and knew that he was playing
verbal poker with Marshall here, And even though he kriew
he had a losing hand, he was playing his cards close o his
chest. “What’s in it for me?™ he asked.

“We want you to fly in, bust some heads, rescue the
girl and bring her back safely. if you do all that in time and
the transplant operation is a sucoess, there may be a presi-
dential parden. You'll go free and your record will be wiped
clean. What do you H:F:J'u

Klangghammar t t it over for a few moments.
“Can | have a gunt™ he asked. Marshall nodded. "I'min.” he
said, They didn't shake hands.

TRANSPORT

The AH-64-2218-69-724125-X1 5-BLT-346 Supser
Thunderhawk Low-Level interdiction Stealth Combat
Helicagter sat darmant on the helipad, as Klangghammar
emer from the hangar dressed in his flight gear and car-
rying his laser-guided targetting vector helmet. He breathed
in the cald, sharp morning air and looked at the sleek, black
shape of the Thunderhawk. Billions of dollars and the west-
ern world's groatest military minds had gone into building
it, 50 it looked more like a shadow than a helicopter, even
up close. Radar couldn’t see it. Sonar couldn’s hear it. Mot
even the human eye could ever be sure if it was actually
there or not. The weapons it carried were enough 16 raze a
small thifd-world nation to the ground, and they had done
on several occasions during some of the USA's less-publicised
wars. This wirs a monster, 8 demon from every Russian’s
waorst pillow-biting nightmare, It was the ultimate combat
WEApOT.

"Good to be back," thought Klanghammar as he
walked across the tarmac towards the helicopter - at least
Fre thought he was walking towards it, it was always diffi-
cuit to tell because of the way the special mulitplexar cam-
ouflage hull bent the light around it. Klanghammar groped
his way around the halipad like a blind man for ten minutes
uritil hve ﬂnaII? faund the Thunderhawk by walking into the
tail rotor. He felt his way along the body of the machine
and climbed into the cockpit, Then he got his first surprise,
He was used to flying Hueys and A-10s in Nam, and was not
prepared for the hrt?nml ical marvel that faced him niow.
Instead of the usual complicated joystick controls, in front of
the chair was a single Amiga mouse, resting on a bolted-
down mousemat. Ever since the tiny software house from
Derby, England had demonstrated how it was possible to

control a helicopter & using a two-button mouse,
they had been standa:requpmt in all combat heli-
Copters.

"It takes a litthe getting used to,” said the voice from
beside him, Klanghammar turned to see Marshall standin
there, “But once you get used to it it's much easier than a
that cychic and collective balany. You can cycle thrawgh your
WEADIS l.u"::g the RETURN key,” he continued, pointing to
the customi Amiga 500 that formed the helicopters cen-
tral control console. “Remember you've only got 24 hours to
complete the mission, so synchronise your watch., And just in
case you had any ideas about jetting off to Cuba in this little
baby, the water in the drinking fountain that you used
before you changed contains a slow-acting poson, You'll be
dead in 24 hours unless you return here to have the anti-
dote administered. Arnd we'll only do it if the President’s
daughter is with you.,

“Christ!™ Klanghammer spat at him through gritted
teeth and lunged at him, but Marshall just backed away
laughing and shut the cockpit door. “i think you'd better
get a move on,” he said,

FIREFIGHT

OO oo syl s e o 8
angghammar t v, ging terrain, t
ch r flew south away from the cities, the skyscrapers

and civilisation into the untamed warzone that s central
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America, He figured that he had a good twenty minutes to
locate the terrorist base, woukd spend a further ten minutes
softening up the defences with FRAR missiles and the 60mm
chain gun before landing and rescuing Tania,

o figured Hrungﬁ?'hn?l were on him like buzzards
round a mrl‘.‘u. Ten, maybe fifteen hostile radar blips
worked their way towards the Thunderhawk. Some moving
faster than others, The quick omes were MiGs. The shower
1.:.&.56_ like more choppers.,

ey mibrmured Klan ammar as he performed
an mﬂg loop and flicked the Thunderhawk upside down
to face the first chopper, *...for them.*

Abdullah llyich Skanksi hadn't been out of the acade-
ray long. He could hit the cardboard ground targets and
could make aJ:rE‘l‘I:)l good attempt at downing big
helivm-filled dummy but a live target, let alone a
target as sli and as the airbone eel pre-
sented by I-Jlady Klangghammar in the Thund wWas
another matter entirely.

Skankski fumbled with his *Live™ switch, feeling a

|:-ecullar gig-go? excitement as he became aware of the
mpartance of his situation. Could he, a lowdy third-rate just-
out-of-training combat novice really be about to down the
lege Klangghammar, thus thwarting the West's plans
furu:dpeml'm corclusion to tomorrow's Soviet summit?
Could he, a cily yellow-toothed communist with ill fit-
ting owveralls no success with women put an end to the

r darﬁ;‘_ar!ar of the Americano’s most feared and

mired flying ace and womaniser?

As Skanksi prepared his twin cannons and tried a back-

up manoewvre of locking on with his Alr-to-Airs, the

underhawk barrel-rolled towards him out of the early
marning sun, delivering a salvo of heat-seeking rockets and
mikni gun fire, And in the rotor blades” swirl, the flash of the
cannon, the glint of sunlight on the cabin window, and in
the reflective lenses of his victorious combatant's Ray Ban
Ayiators, Skanksl belleved he saw in turn each Rider of the
Apocalypse, l'.IailyI Death,

Bangl is hioad like a demented gibbon and cryi
and wairlzﬂng ke the b]_iimmh ghrl's blouse that h.n:'ar;'g
Skanksi prepared for his white-hot lead and caudite, bone
cracking, hair bleaching death, it was all over in a second.

Righting the Thunderhawk and lighting another
Marlbora, Ki hammar calmly waited for the radar bi
of his victim to 3ru|:|pear fram screen. His then fell
on the three MiGs bearing down from the n in standard
arrow-head formation,

" &ny more for any more,” he asked with a smille.
The trio of MiGs conve and their multiple-G
artack run, fingers twi 'mfl| on their missile triggers and
singing the Russian national anthem, Klangghammar spent
a few moments calmly trying to tune into a radio sta-
tion, and after a few moments’ knob-twiddling, “Living in
Arnerica” by Jarmes Brown blasted over the g onic
surround-sound speakers. Kl ammar cranked it up to
the max and switched it to the external PA system,

Something was qmlng 1o Komrade Kotonel van
Boristovski, squadron leader of the elite Red Skorplon
Airbarne Tacuical B se Unit, the fastest and best air
force in the world - that s, of course, apart from the one-
man squadron that was the legendary Hardy
Klangghammar. Th he was singing the national
anthern as loudly and bravely as he could, he couldn't halp
tapping his feet and clicking his fi tor the mysterious
fus mndmmwuw it helmet, and seemed
to be coming from directly a From Klan 1

“Miet! Niet!" Screamed Boristovski and drowned out
the sound. He opened the throtthe further and screamed
acrogs the sky, he twio wingmen in tow. This time,
Klangghammar, you will not be so clever...

But he was. Klangghammar could now see the three
tiny MiGs about a mile off, thundering towards him out of
the sun. A deadly game of aerial chicken was about to
begin, and Klangghammar wasn't about to back down. His
mind cast back to when he was a small child, and would
play chicken against his friends with petrol tankers. He
akways used to win, and this wasn't any different. 5l
and with a malicious smile on his face, he cranked the throt-
tle to maximum power..,

Baristovski was starting to lose his cool, The
Thunderhawk was now acoelerating directly towards them
at an incredible 2000 knots, and was showing no signs of
turning. But Boristovik] had a been taught that the
Americans were cowards... surely Klangghammar would
swerve at the last minute?

Klangghammar, now just a few thousand feet
from the advanci MiGsIztIu-usgill'm;thurstafﬂu in
quin, mercurny-tipped hollow-points
turned are of the MiGs to a flamirg wreck that fell out of
the sky like a dead bird. Boristovski and his remaining wing-
mar, Ilndudbtnpumudon.s-url!yhawnmumatmz
last minute,.7

With just a hundred feet between Klanghammar and
the two MiGs, Boristovski bottled it like the borscht-gue-
zling yellowbetly he was, and tried to swerve to avoid the
inevitable collision. But the other MIG tried the same
maneouvre at the same time, and the two planes crashed
into each other and exploded in a ball of white flame.
Kiangghammar, etely calm, fiew through the fireball

the i Boristovski fall

and, t window, saw i falling,
screaming through the air befow him, his helmet melting
with the intense around his head. Their met for a
moment and Kla mmar extended his mm?e finger

and smiled in one farewell gesture.
Boristovski hit the ground and his evil litthe commupnist
body shattered in a second. His standard pilot's lssue pistol,
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{Continued from page 115}

Inaded rotnd Skywards.
As FriEr over the combal zone and sur-
won he had crealed, his almost super-

WW detecled a frantic whistling above the now
gentie hum of the Thunderhawk.

steanking infidel capialist peag,” ras

-rhing found af (ha other niﬂlaslug?:.:
“Your wesl be crushed undar the m boot of brave drug-
But wae weel not let you
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and his hand was frog.
Klangghammar tried to his of refief and
remained nerl, allowing the Iragis 1o get closer, wiftin siriking

Slopped by tha table and looked down at
: i arg o dead man, Amsricanos,”
sneered one of tham and produced from thi tray of instny-

his reck like a dry twig and stood up .
i Ohir in tha comer, this other Iragi had died from loss
 his face confortad Ino a grim death mask,

* Wi “had no lime jo waste. He ook sach of the
lragi's pistols and chambsered anound into sach,
Tima to kick some ass. Big tima.

As Klargghammer threw aoen the twin doors from the ior-
Iure room info tha terrorist com mialn cordar, two
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Mrumlmm“y and %an?m,m hadn'ta
B what was grabbed ol & young Sergaant.
'vm'lwhm%: on?"

*The Americanos,” Hissed the sergeant, & hint of terar in

his voica, Fand naticed fhere was a damp, dark patch
around the top of his trousers. "He ascapa™ Stunned,
F reloased the soddiar, and ha ran off down the corr-

dar after his mean. "So Kla;qm_n:mrnl:.‘ he said with a grin
that was barely deteclable. misst . For old times”
sake." Fandango refeased the buckls clip on his belt holster
and walked away down the comidor.

NINJITSU

A lurious firefight was anﬂﬂmwmm Wil 5lug-
fing it out across @ cormdor with twenty soldiers, who ware
constantly ing the walis around him with machine gun
fira. Klangghammar had originally been mtercepted by & garri-
son of litty soldiers, but thirty of them had already been
downed by ghammars crack markemanship and a
salaction of ninfitsu techniques. Mow he was holad in
behind this doorway, and thioe was nd way oul - more mean
would be arriving any minwe, and he was down fo his last
clip. mimar sant another burst of rifbe fire screarming
down the cormidor and anather four soldiers fall to the ground.
biood pu from their punctured bodkes. Theve was ancth-
et burst of fir tha anemy, and Klangghammar was
forced back into the docrway Tor cover.

BEARS

Hit fried) theis door, Locked. Mot @ven ona of K ar's
ftamous shouldes-barges, fram his days as-the Chlca;r: Bearg®
Cuarterback would open it, Knowing that he couldn't fight it
oul hene for much longer, he jammed the rifle barrgl into the

haka ”F:?wmmdmmm Tha hot l:zlléld T the

compled [ SWUNg open. FrIrTAr
tell inside as anothar vollay ol Dmm shﬂshpanﬁﬂmuﬂd

He was inside a cell. Tha window was barred, there was
rmu;ﬂu';rmmnwr:l;l dm'&taa‘::‘ Iﬂ‘lm‘mm

rs o fo ac thair odt, Wi siic-
g:a.&.r:limmﬂd?m:umlm whmura-ahﬂwd
in this cormid of the foom ,weeping and with her hands held
habryuyqrh?_haadasuiﬁmmﬁmmaﬂ,mﬁmﬁ‘ i
Recognising Insi@nily, EmHmaAr ran over o her a
tried 10 help her up, but she tought him off, kicking and

“Refail” he said. trying 1o cabm her down, "I'm hera to res-
cue you, The name's mmar Hardy Ki hanmmar,”
he said. He was ha had changed his namea all those

T e T O
3 ave eami ring, "Come on,”
Wi don't have hh:d'l?ujna.'

GOD

nia seemed io calm down and Kiangghasmmar managsd
o e fimat, M brushed har matted hair away from
har face and ted her face o look at her. God, she was beau-
tiful. Her face ke a pink 88k pillow with two big blue jems
embroidad Inte it. Her body was enough 1o drve any man o
nd home again. Even Kiangghammar was speechiess
for a few momemns, bafare the shoutin mﬂuaﬂumm
m{ﬂmmwmmdit. thraw Tania o the
whers she would ba sale, and diew back the bolt on his
Mg the soldiers pied Into the cell, Kiangghammar
rip and tore into the umnpecﬂ_ng:hrmm.m by ane
Thery fedl scresaming 9o the: floor until Klangghammar ran out of
ammo and drop (he rilta (o the foar. The: soldkers were still

3

advancing - soma tripped and fell on the bodies of their dead
comrades, but 4 dazsn of them had mads it through
safedy, and ware now only milliseconds away from turning

WMMM Tania into five hundred pounds of ground

EmmmrhatIM1m!wmwamw. He
knew that to in the towel |ust when ha was on the brink
of rescuing Tania and saving the free world from th power-
albbmg commies and thair powder-anifling ﬁ_ﬂymm wolsd
i et nol only his sountry dewn, but io et himsed down as
will, With a blood-cundling scream that the unforunate fas-
cigts would take 1o thelr graves, Klﬂf%ﬂmnwl’aptmﬂw
iy & sedins of compll-
silent nerve-pinchea that only & handiul of people oul-
gide of Japan wisra trained 1o do. ulanyhm'lathi!mr
soldiers panicked a

fire blindly, inadverenify kiling a further seven with
thalr own biliets. As the (ast few ran around in disarray,
mimar took a rifle trom ona of the comses and
ead thair innards arcund the coll, The [as1 body, blood
floading from his mouth, fell to the fioor as the echa of gunfire
guistanad, and then thare was silence agamn. rTmEr
coughed and tanned away the gunsmoka, then grabbed Tania
and pulied her up. "Let's get culta here”, he said. A rescue
len’! complels Unlase someons Save “Lers gel oulta hane”,
Klangghammar led Tania through the smoke-filled and
ing corridars, being careful fo step over the scores of
corpess which litared he Noors as lar as the eyve could 588 in
m directhon. There was no mistaking Klangghammar's

Aher somia mare saarehing, Kl mmar and Tanta
stumbiled oul info the and ad across the armac
1o find - to his amazement - the Thundernawi, fully repaired,
lmmwmmw 0 must have plannad to use

i on DC, Klangghammar as he
dragged the terified Tania atross the tarmac § ther
Thunderhawk, He iook @ siim back ramote control unit from
his pociket and hit @ button. “ignition”, he said Mg the unit's
tiny inbwilt microphone, and a second |ater the Thunderhawk's
rolors started to furn-siowly as the furbines firsd up with 5
hﬂmmIWmm_

sirens ware still sounding all around the camp, and
Klangghammar noticed that, from across the compaund, a
framh;;mumn%dm:wﬁrn runnlng!nwaﬁaﬂ:am. ol
maching-guns blazing. hammar caught & couple .
M:;J{!:"hac;?#mwhi meMm canfinuad sprini-
i mIpic spead - n't-won those saven
maddan ltrnnﬂml; , Bnd il was 1nmlha1rmmhadm
uldmaac.hhtmnhlm b5 pestol and plocked off & cou-

I of th distant enambas, then stopped by he side of ha

lieopter, which was now up o spesd and ready 1o 1ake off,

i
g
e
4
2
:
:
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“Ged In,” he said. Tania didn't need much persuading and
climbed into the passenger seal without & ward.
thqgmmmrmnmmmwm. a few
rore bullets in the process. As he apened the doar nt
in.ﬂmﬁmmﬂwnmﬁmgymmmmmm
1o wrastha hirm to the ground. Withoot &

Klangghammar just !ﬂml.é_'palboﬂ the
razor-sharp rotor blades to all wiorkl far hism.

Klarggha mdm.dnu wldig i budy':%qmﬂ
mmar 51T o 5
paused for a second 1o e and nnards from the

a5 two of three of them made a grab
tor the side of the hal It took off And howared above
them. Machine-gun fire noocheted harmlessly off

hull. Klangghammat was gelling lired of this, Ha hald down
e e e s oo S

3 the

ﬁgalwb“m ugh melted butter. There wasn't much
3 Kl ar had fired over a thousand rounds

in the lagt five seconds. He released the button and
tuirnaed this wesl "We're headed .* he sald
throwgh the cockps mile.
PIG
But 2 as the Thunderhawk flew over fhe compound Bar-
ﬂm-aanbunu.:lml  Klan hmrmﬁwm
fram bahind him and turmed 1o see in the back

saat, with his arm round Tanla's neck and a .45 autamatic
essed 1o her forhead. “Turn the chopper around, seseancr
%a%ﬂmw.' et lod i & stuck pig. “And no trii
of i gets 1" ammar had no cholce
abay. He pushed the mouse back around towards the
“Wian we get back, | ham going to have vy fur with
nice girly, and | ham 1o make you watch. How you
that, saeenor scum? snbaned F . He wags 50
thlMMtMM’InM”Wr
nwwmmmwm silanily. 3
Kl and fired thoe flare
own |r;mrm|£c: i
agy commea screamed in agany
iled by the disfress fare

hud}m?edlﬁswn.r( mar saw his chance and
wigkad Fa o hard in m.mmmmmmd
he side of the helicopter. They wars an ricd laat LD,
mmaaaarn ™ screamed F

as b plurm to tha ground, his groin still ablaze, From
the copber window, Klangghammar saw Fa , unforiy-
mmmm;:,lmmmpul:’”m | tanker, which
promptly .. "I guess thal's what call jus-
tice,” said ammar as. he targetiad tha tertorist
o an his HUD and locked on a AMRAAMSLAM mis-
8.

H

%Efiﬂ%

CRASH!

and Jack Marshall were standing of
Thundarhawk enjoying a Coke o, “How can | dver than
:::;:."smd'l'rh. o ayas

hammar slepped forwand and put his anms
around her. could marey me,” ha suggested. "Okay,” said
Tarsa, "but wa'll have to oake it got @ swimwear

those NASA guys work some bugs out of theis -
detection software.” With that they kissed,
ad and the Presidant in a chorus of "For a

Next Month:
Poltting and Passion in

Love on the Green Baize

Inspired by Nimemy White's Whirwind Snooker




Our monthly
prize word
puzzler, set by
the inimitable
MIPS

PUZZLE PRIZES

i you're the sender of the first
correct crossword solution out of
the hat, youw'll get a froe game for

your machine. We regret that we
cannot specify exact titles, but
we'll do sur utmost to ensure that
the prizes get your adranalin
pumping. Don't forget to specify
yaiue machine format!

CLUES
ACROSS

5 No charge to drop
from 'Swords of
Twilight' software
house (4,4)

=
llll
7 Kind of light wine

“ I I l
one swallowed (4)

8 Changes code - Ed's put it in (5)
9 Elite game Leo and Dino played together (7) HOW TO ENTER
10 Pa cures my new game from Virgin (9) it A S e & e

11 Being under twenty, she rules the game (4,5) oot b il
if you're the sender of the first

14 Rat torn to pieces in game (7) Chirract creasond sokstion out of
15 Computer helping to write comic routing (5) IR ST
17 Loathe Gremlin game (4) :u:l::::'t:l:n:r 91 Crossword,

i & Priory C
18 Everything shown by the runes I've cast (8) Morpaan
London
ECIA JAU

The deadline for entries is the first
CLUES DOWN e o i
15t is a Sunday, entries received on
1 Flintstone's first from Ubi Soft (4) R AR 50
2 Garme that's a bit of a cult I'm assured (6)
3 Brown dog! (6)
4 Look out - leaders got Ron to form software
house (8)
6 Be all-consuming! (3,2)
10 Clark Kent's transla-
tion of Ubermensch! (8)
11 Heighten general
awareness about
Domark subsidiary (6)
12 Duos rewriting after

ex developed game - Nf_
from Origin Systems (6) . . . .
13 Banishment from |—
O T
H
]h

Audiogenic (5)
16 A game of hazard
from Leisure Genius (4)

Make sure you don't E
miss next month's . . E
competition - it'll be
the last! To find out
why, and what will .m.E

replace it, don't miss {1
next month's issue!

ADVANCED comMeuTER ENTERTANMENT 11T



AUE MAGAZINE DHES SO0 T CONDONE
PIRACY! ANY ENTRIES WILL BE

FORWARDED 10 THF

FEDERATHIN Al AlNST
SOFTWARE THEFI

ACE

READERS' PAGES

FOR SALE

PC ENGINE + JOYSTICK

4 games. formation soccer,
slatterhousa, Ninja spint,
Gunhead £140 0233 627839

ATARI 5205TFM 4 months old
with over £1200 worth games
+ Mouse joystick andmouse
holder £400 Tel: 08907

71564,

ST AND PC games for sale or
swap. All originals, PO Box 76
29852J Heerjansdam, Holland

ATAR| S205TFM with £300
worth softare Inc Discovery
Pack, F19, Populous, Falcon.
VGC £300 ona Phone 081-
852-3575 evanings.

JAPANESE scart PC engine
with 5 player adaptor + three
joypads plus 8 games
includes Gunhead, F-Soccer
R-Type Bargain £250 Call
081-640-6346.

ATARI| 520 STFM Power Pack
Games plus many others.
Joystick quick sale £220 Tel
0784-242554,

AMSTRAD 464 Colour
maonitor voice synthesiser
three joysticks light pen, 100
games £300 Tal: 081-981-
9835

NEO GED Console with
magician Lord and Nam 1975.
Good condition Will accept
offers around £300 Tel: 0522-
546271 (Stuart)

AMSTRAD CPC464
Modulator joystick over 100
games inc Robocop Rainbow
Istand Mightbreed Worth £530
Sell for £180 ono (0602)
347918

ATARI 5T 1 MEG Drive
joystick £800 of software inc
Corporation, Powarmonger
KO2 Sell for £400 Tal: O705-
504765

AMSTRAD CPC464 Colour
monitor + disk drive over 25
games tape & disk £150 ono
Tel : Daniel 081-445-3723

SEGA MEGADRIVE Boxed
good as new two joypads & B
games £375 ono Tel: Daniel
081-445-3723 London

ACE MAGAZINES|oves 1 to
date Unigue opportunity inc
Binders Tel Cardiff 569115

Also PC Plus PC Today etc..

| 520STE 1 MB Memory 1 MB

external drive Mastersound 2
Syncro express 2 36 original
simcity BAT Baal efc.. £399
Call Lee 0222-843051

ATARI 5205T for sale 50
game mouse excellent

| condition Bargain £299 Tal:

071-358-8053

ATARI STFM 2 joysticks
mouse manuals £500 warth
games including Corporation
Op Wolf Manchester Utd Etc..
£2.60 Tel 07376645331

HELPLINE

HELF NEEDED for starting
Amiga energiser Club which
buys, selis and exchanges
your used original software
desperately needs games 1o
gel started. Will pay good
prices depending upon quality.
| Far rough value telephone

| (0789) 764039 for exact price
| send disks with telephone
number or SAE to : Amiga

: Energiser, Andrew Stanford

15 Fields Park Drive Alcester
Warwicks Also D Paint 2 only
£25

HELP desperately seeking
Wing Commander 5.25: 1BM
Will trade Red Baron Sim City
or others. Please contact
Kevin (0249) 445025 106
Queens Cres, Chippenham
Wilts EN14 ONP

HELP needed on Monkey
Island | can:t get inlo the
mansion write to Mattioli 28
Cranford Rd, Tonbridge. Kent
TN10 4UN

HELP given on many old and
new adventure games send
SAE for list Also CB4 with disk

| drive Geos many games and
| Action replay 6 2 yrs old

waorth over £500 only £120 1
am also looking 1o join a user
group for the Amiga Anyone?
Write to : Stephen Maughan,
Timberton House, The Mount,
Buckenham Tofts, Thetford,
Norfolk,

CAN ANYONE TELL me the
file structure of Deluxe paint 2
Picture files in IBM PC Also |
would like 1o contact any

| Pascal C or BDBE

pregrammers with view to

| forming Demo group Contact

Lesa Bochicchio 41 Pear Tree
Ave Copull Lancashire or

| phone 0257-793150

HELP coder wanted for up
and coming Amiga demo
group. Have GFX musicians
spreaders Ring 0282 815303
Mo lamers please.

"Console owners want the

latest news, game reviews

| tips cheats and bugs then you
need ‘Electric brain” - the

| fanzine for Hi Tech game
console owners. For a free
sampla copy send a large
SAE to ONN Lee 125 Amold
Rd Bestwood Estate
Mottingham We support most
major console - including
Meagadtnive Super Famicon

| Gameboy and PC Engine

{unlike other magfazines!!)

SWAP my LYMNX with PSU
and Calif Games for
Gamaboy plus Games (Herts)
0442-240031 Ask for Alex

| Have completed Wing
Commander Kings Quest 5
Space Quest $ Leisure Suit
Larry 2 and can offer help on
Super Off Hoad, Zenon 2

| Silent Sérvice 2 Red baron

and Tean Yankee. Phone
Anthony on 0246-434509
atter 5 weekdays and anytime
weekends,

| PLEASE help solutions to

Kings Quest 2 Zack
McKracken Larry (1-3) Deja
Vu | would be grateful if you
could help.

Want help with games? | have
cheats on disk Send SAE to

| 12 Dudley Rd Brighton E

Sussex

| HELP neaded on rainbow

Islands for finishing Lewvel 1
Passing the spider Hisham
Khalia, PO Box 5364 Minama
Bahrain, Arabian Guit

DESPERATELY trying to find
Lynx with a few games willing

| to swap Nintendo G110 worth

af games light gun two
joypads Nes advantage
joystick still boxed with
manuals worth £210 If
interested call or write 1o
Philip Cohen Address 3
Peerage Way Emerson Park
Hornchurch Essex Tel: 04024

| 42242

HELP WANTED on Zynaps
infinite lives for Amiga Also

| any help for HATE have got

loads of tips fore other
gasmes If anyone wants the.
Dave Moore 9 Edinburgh
Way, Dersingham Kings Lynn
PE31 61J

BIG IDIOT needs help in
Delphines Future Wars Full
solution would make ma very

| happy Write toC Angell 10
Laggary Park, Helensburgh,

Dunbartonshire, Scotland

ETUCK in a gama? Then |
may be able to help, With
over 100 cheats and so

| solutions for adventuures

Send £1 + SAE to Daniel

| Moore 133 Cambridge Drive

Ipswich IP2 SUN

| HELP NEEDED desperately |

| am forming a new crew for the |

Atari ST and we intend to
code games demos el in
68000 machine code. | would
apprectiate any halp in the
way of source code, damos
etc, or even tips and advive
Contacts Also reeally needed
Write now to Emmet
Fitzpatrick Corkearan

| Ballybay, Co Monaghan

Iredand

| SEVEN CITIES OF GOLD

(PC & AM} and other games
by D Puntel High reward Writa
M Koivula, Tiiranranta 7
01800 Klaukkala, Finland.

NEED TV Tuner for NEC GT

| PC Engine that will pick up TV |

stations in the UK Willing to

swap aither Columns,
Operation Wolf Outrun or R-
Type (All brand new in boxes
just bought fromJapan. Write
to Thomas Quinn at 76

| Goventry RD Market,

| Harborough Leictesreshire
| LE16 9BZ or Phone DB58-

[ 410233 (9-5) Badly need so
| please hurry.

ATARI LYNX Fanzine needs
writers artists Contact Lynx
user 11 Montgomery Rd,
Spencers Wood Reading RG7

GAMEBOY owners need

| games reviewing and rating
| want to know which are the

best games to buy Pleasze
also send me tips Send 50 in
stamps to Mark Brailstord, 29
Homdean Rd, Sheffield 55
Also urgently seeking tips for
IEM PC games.

HELP needad (again) | nesd
o get past the Beast in
Hitchhikers Guide to the
Galaxy. | can give help 1o
anyone stuck in Planetfall too
. Contact James Lyon, 18
barony Terrace Edinburgh

| 031-334-1713

NOTICE!
Unfortunately, due to
piracy groups using the
Penpals section, ACE
have been forced to
discontinue this part of
the Readers Page, We
apoelogise o genuine
advertisers for any
inconvenience.
Any suspicious enlries
will be forwarded to the
Federation of Free
Traders who will take
action against Pirates,

NOTICE!
DO YOU WANT TO BE

IN OUR READERS
PAGES?

YES?

I'HEN FILL IN THE
ENTRY FORM AND
STICK IT IN THE
POST!

TELFGHMI:

Pﬁhm}?hﬁmmﬂ

Eumpes Largest Stock of Video Games & Cartridges For —

INPEUYSTON
-'m NINTENDO

TSR
LYNX

The leading Video game specialists. Send for lists {state make of game|

. SEEA MEGA DRIVE
PC SUPER GHAFI

fn@

TELEGAMES, WIGSTON, LEICESTER, LEB 1TE. (0533-B80445)

Nk
Nee-0eo




pink pages

FREEBIES

More public domain play
power from Pat Winstanley -
and yet more unauthorised
versions of old favourites...

NYET

PC = £4.00 - Shareware

Fantasia Shareware (GAM-107)

Tetris addicts are in for a treat with this apparent clone
from Fantasia.

Just in case you've never seen Tetris the game
imvalves maniputating falling coloured shapes. Each piece
can be rotated and mowed left or right, the idea being to
position the shape so that when it reaches the bottom of
the well, the place it settles helps to create a solid line of
colour from one side to the other.

Sounds simple? It sn't. You have no choice of which
shapes will come or in what arder so some frantic manip-
ulations ensue while stacking unwanted (for the moment)
shapes out of the way.

If the stack of shapes reaches the top of the screen
you've lost. Each time you manage a coloured line, that
line is rermoved from the screen, allowing shapes above to
drop down: This often produces 2 completely different set
of gaps to be filled and and necessitates a rapid tactical
rethink.

Although not precisely ‘state of the art', the game is .

simple to play with a good choloe of keys. Left and right
are operated by 'J' & ‘L' while the the "K* key in between
rotates the shape. Tapping the spacebar accelerates the
fall of the shape. Colours aren’t too bad either (the KCS
{Amiga) PC Emulator displays eight) but although there is
a toggle for sound, | couldn't get a squeak out of the
game,

This i the sort of program which either grabs or it
doesn't, Personally | find it a little tedious but a friend s
utterly hooked. Either way it's not too expensive to give it
&ty

GAMES II

= £1.50 &50p post - PD
v.ny FD
When a PD disk arrives with simply a reference number
Itsworth jotting a note down on the label 1o say what

ACE FREEBIES WORNKS!

ACE knows this column actually results
in more sales for participating libraries -
at least one has had to be rescued from
under the deluge of extra mail. So why,
we wonder, do we have to put so much
effort into locating suitable software? If
you're running a library and want to
boost your business, phone Steve Cooke
~on 071 251 6222 for information about
editorial coverage in this section.

the game is about. My note for this disk was “Ol' Timers”

The disk consists of six programs including beautiful
{but presumably unlicensed) conversions of Space
Invaders, Missile Command, Qix and Galaxian together
with a couple of puzzle games. Each is.a good game in its
own right and as the disk as a whaole is superb value
{although it's a shame that It appears 1o have been put
together by software thieves - heaven knows what Atar
et al think of this sort of thing.)

Newcomers to computing will be able to find out
what the old hands are referring to when discussing
ancient history and those who lost their old favourites
through upgrading will find plenty of nostalgia.

POM POM
GUNNER

Amiga - £1.10 & 50p post - PD

Vally PD

Mindiess blasting seems to have gone out of fashion these
days with all the strategic elements which pepper recent
shoot-em-ups. With this in mind | was pleased to find this
disk in a bundle sent recently.

Set in the 2nd World War, you man an American Pom
Pom gun during a Japanese alr attack. As aircraft fly
across the screen in pseudo 30, the joystick controls your
gunsight and the fire button your trigger. And that's
about all there is to the game - but it ain"t half fun,

The backdrops and planes are digitised, Despite an
annoying flickering band at the bottom of the screen,
atmosphere is well maintained by both graphics and
sound. With such simplicity the temptation is to annihilate
anything that meoves - but that's not a totally good idea
as | discovered when | was ticked off for shooting two
friendly planes out of the sky

If you're looking for something not too easy but tak-
ing little in the way of thought power this is an excellent
contender.

FLOWER
POWER

Amiga (1Mb) - £3.50 - Licenseware

AMOS PD Library (LPD27)

Len Tucker's at it again with yet another highly imagina-
tive game. This one's really for kids but the adults whao
have seen it usually end up having a go too

Tha aim & to grow and pick flowers while avoiding
assorted nasties in the garden, Each level demands more
and more flowers 1o be grown as the minimum entry for
the local flower show.

As befits its adventure style, the gameplay sees you
contralling the gardener in his task with various jobs to
be tackled In order to nurture nature,

Digging a plot is followed by the planting of seeds.
But seeds need to be watered to grow, and the watering
can needs reguiar refills. if you become too distracted by

SHAMELESS PLUGS!

Software supplied by:

Vally PD - 091-587 1195 (Amiga), PO
Box 15, Peterlee, Co, Durham, SR8 1N2
Amiganuts United - 0703 785680
(Amiga) 169 Dale Valley Road
Hollybrook Southampton 501 6QX
Riverdene PDL - 0734 452416 (Amiga),
30a School Road, Tilehurst, Reading,
RG3 5AN

Adventurers PDL - 0785 44227 (ST) 32
Merrivale Road Rising Brook Stafford
5T17 9EB

Fantasia Shareware - 0761 221585
{PC/Mac) PO Box 1254 Compton Martin
Bristol BS18 6JX

‘the marauding garden pests and forget to water the
plants they will start to droop. Only when beautiful
blooms are evident may you pick the flowers and deposit
thiem in the collecting basket

Pests range from growling dogs to giant ladybirds,
and all of them will eat your seeds and young plants if
they are allowed close enough. There's no killing invahied
though - simply shake your fist and emit a Kung-Fu style
war cry 1o scare the beasties away.

Animation s simple but effective and the graphics
generally reflect the targeted child player. One touch
which always tickles me ks the way the gardener looks as
though he's doing a "Prince William* while operating the
watering can. The entire game Is joystick controlled and
frantic without being too anxious to kill you aff

MEGABALL

- £2.50-PD
ltmrl:luni (GAMS0EAM)
One of my ail time favourite games has to be Breakout
and Megaball is one of the best dones around. It's so
good that even creaking under pressure of work | had to
play for a whole afternoon - just to test it, you undeor-
stand.

Although gameplay is pretty standard = hit the ball
with your bat to take out all the bricks in the wall - the
features included in this version make for a whole new
scenario. All the old favourites are there of coursa -
bombs, glue, shrink, expand and so on, but you alsa have
icons which toggle tunes, turn your bat into a high pow
ered laser, take out solid bricks or slice through them like
butter. Invisible bricks cause chaos too.

With all this to contend with you tend to forget
about the ball altogether. Who cares where it is when you
have just made a double-elongated bat and can't move
sideways far enough to avoid the bomb now on its inex-
orable way towards you, Highly recommended for all ages
and reflexes.

Seg you next monthl
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HI JOHNJ'
COME AND LOOK. AT THIS...
'VE JUST GOT HOLD OF
3 GREAT GAMES.

Doﬂ‘rroumow -
(TS AGAINST THE LAW

TO HAVE THESE? -
i ™ 13 ""H‘ ”l‘, “ Ii;ji-””;j:l."l“”w’

WELL, | SAW THE
FA87T ADS, BUTI
PIPN'T REALLY THIN

-
-

-

"

— ANPD FAS.T
ARE OFFERING £1000
IF WE HELP.

hfao FAST.
GET HOLDOF A PEN,
(VE_GOT AN

ADDRESS FOR >

FOR INFORMATION
LEADING TO A
PROSECUTION
& CONVICTION

MHISCAMPAIGN SORGANISEDBY  AN'Y INFORMATION ON PIRACY SHOULD
E L S P A BE PASSED TO F.A.S.T. (THE FEDERATION
AGAINST SOFTWARE THEFT)

PIRACY
A= TELEPHONE071-497 8973 ISTHEFI

ET5 mav THE TABLE
ON THESE CROOKS,
I'VE GOT THE NUMBER FOR
FA ST. HERE
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ACE DIARY

AUGUST 1991

11-17th July
SOFTWARE RELEASES

GBH: Super Cars (ST, Amiga
£7.99). Re-released top-down

£1.99). Footballer of the Year
2 (5T, Amiga £7.99), Kid
Gloves (originally from
Millenium - ST, Amiga £7.99),
Cloud Kingdoms (also ex-
Millenium - 5T, Amiga £7.99).

Mindscape: Blue Max (ST
£30.99). Air combat in World
War |. Das Boot (5T £30.99).
Submarine simulation.

Mindcraft/Electronic Arts:
Keys to Maramon (Amiga
£25.99). 360/Electronic Arts:
Armour Alley (PC £29.99).
Interplay/Electronic Arts:
Battlechess 2 (Amiga £25.99).
Graphically-led chess game
where the pieces actually
materialise and fight one
another for possession of the
squares,

Ubi Soft: Fast Lane (PC
£29.99). Five racing games:
Stunt Car Racer, Hard Drivin,
Vite, Ferrari Formula One and
Chicago 90,

Empire: Space 7889 (PC
£29.99).

Sunday 11

Motor Racing: Hungarian Formula
One Grand Prix in Budapest - can
Migel Mansell make up some of the
deficit on Ayrton Senna?

Monday 12

Cricket: Final Day of the Fifth Test
between England and West Indies,
at The Oval. The grouse shoating
58a50N Opens.

Tuesday 13

Wednesday 14

Thursday 15

Friday 16

Birthday of Madonna, in 1958,
Saturday 17

Anniversary of the Proclamation of

First Saturday of the 199192
Barclays league season,

18-24th August
SOFTWARE RELEASES

Cinemaware: Double Double
Bill (Amiga £35.99). TV Sports
Football, TV Sporis Baseball,
Wings and Lords of the
Rising Sun, all in one pack-
age.

Mirror Image: Sinbad (ST,
Amiga, PC £9.99). Conflict
Europe (ST, Amiga, PC £9.99).

Image Works/Konami: Bill
Elliots* NASCAR Racing. (5T,
Amiga £35.99). Motor racing
game in Indy 500 style.

Electronic Arts: Powermon-
ger Clue Book (£7.50). Hints,
tips and tactics for
Powermonger addicts. EA
Hockey (Sega Megadrive
£39.99): lce hockey action
game. Battlechess (CD-TV,
price TBA).

Psygnosis: Amnios (ST, Amiga
£25.99). Pilot your craft
around several planets,
destroy anything that moves,
marvel at the graphics along
the way. Psygnosis Sizzlers:
Blood Money (Amiga £7.99,
PC £9.99).

Empire: Megatraveller 2 {PC
£30.64). Follow-up to
acclaimed strategy game
(though it hardly seems a
week since MT1 hit the
streets).

Sunday 18

1959: the first Mini, produced by
the British Motor Corporation, was
unveiled today.

Monday 19

Tuesday 20

Wednesday 21

Thursday 22

The new law allowing pubs to stay

open all day took effect on this day

in 1988. Cricket: test match,
England vs Sri Lanka, begins at
Lords",

Independence, Indonesia. Football:

Friday 23

Liberation Day, Romania.
Middlesex County Council
announced plans to open a new

tvpe of school, called ‘comprehen-

sive’, on this day in 1948,
Saturday 24

Athletics: World Championships
begin in Tokyo.

25-31st August

SOFTWARE RELEASES

Image Works: Xenon 2:
Megablast (CD-TV, price TBA).
The graphics, the scrolling,
and most importantly, the
music, all on Amiga CD.
Falcon (CD-TV, price TBA).
Flight sim with heavy empha-
sis on realistic controls.
Spectrum Holobyte: Flight of
the Intruder (Amiga £30.99).

Mindcraft/Electronic Arts:

Rules of Engagement (Amiga
£25.99).

Lankhor/Ubi Soft: Maupiti
Island (ST, Amiga £25.99).
Ubi Soft: lronford (PC £29.99).
Graphically-led mediaeval
saga. Winning Five (ST, Amiga
£25.99). Compilation compris-

£29.99). About the nearest
you can get to the real thing
on computer at the moment.

Activision: Beast Busters (ST,
Amiga £25.99). Defeat the
zombies investing the city
centre. F-14 Tamcat (PC
£35.99). Flight sim based on
plane featured in Top Gun.

Sunday 25

Motor Racing: Belgian Formula One

Grand Prix at Spa,

Monday 26

Bank Holiday England and Wales.
Tennis: US Open begins in New

York. Anniversary of first BBC trans-

mission of TV pictures using both
images and sound, in 1936.
Tuesday 27

Wednesday 28

Thursday 29

Friday 30

Saturday 31

Mational Day, Malaysia National
Day, Trinidad and Tobago.

1-7 September
SOFTWARE RELEASES

Domark: James Bond
Collection (ST, Amiga £29.99).
Compilation comprising
Licence to Kill, Live and Let
Die and Spy Who Loved Me.
Thunderjaws (ST, Amiga
£24.99, PC £29.99),
Underwater mayhem with
mutant sharks and the like in
Tengen coin-op conversion,
delayed from originally
scheduled July release.

Mindcraft/Electronic Arts:
Magic Candle 2 (PC £29.99).
Fantasy role-playing as you
explore the dreaded domain
of Gurtex. Zone Warrior (5T,
Amiga £25.99). Platform
game with five time-travel
scenarios and plenty of
mazes and puzzles en route.

Gremlin: Pegasus (ST, Amiga
£25.99). Airborne shoot ‘em
up on horseback (1).

Lankhor/Ubi Soft: Vroom
(£24.99). Racing game.

Ubi Soft: Music Master (5T,
Amiga, PC £34.99 - 5T and PC
with sound cartridge £44.99),
Tutorial and composer pack-
age.

Empire: Twilight 2000 (PC
£30.99). Tank simulation.
Deathbringer (ST, Amiga, PC
£30.99). Multi-screen arcade-
style game with you as Karn,
man with a sword and a mis-
sion to wreak havoc.

SEPTEMBER

Sunday 1

All Formats Computer Fair arrives
in Leeds, at the University Sports
Centre. Doars open 10.00am;
Contact number for organisers:
0225 868100, Athletics: Final
Day of World Championships in
Tokyo.

Monday 2

Tuesday 3

1967: Sweden switched from driv-
ing on the left, to driving on the
right hand side of the road. How?
Wednesday 4

Thursday 5

Friday 6

The UK industry's biggest exhibi-
tion, the Computer Entertainment
Show opens at Earl's Court 2,
London at 9.00am. Phone the
information hotline on (0839}
500820 for details.

Saturday 7

ECES continues, plus All Formats
fair in Victoria {info from the
organisers on, 0225 868100).
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W B o Ho! Our request for bogus game scenarios
0 last month had us rolling in the aisles for, well,

. at least five minutes. The winner, after consider-
able debate, has to be M. Furnival of Runcorn, whose
entry kept us chuckling the longest:

Mr Furnival's spec for Penultimate Braw! IlI™ intro-
duced the hideous possibility of virtual reality beatem-
ups, featuring two game modes: '... TOTAL WEAKLING -
lots of places to hide until those nasty men go away (or)
SLOBBERING MANIAC = nowhere to hide, but who
cares...you're there to eat human flesh!’

The game kicks off (literally) as you 'Don your head-
set...and watch in horror as a gang of roughnecks
break bottles over the head of your girl.

'Good luck” exhorts the blurb, '...and let's be careful
out there! Well done, MF, your game is on its way. And
an honourable mention to Nick Oidfield who managed to
come up with a scenario that punned on literally dozens
of well-known games.

#

And now for a mega compo because, as you'll find out
below, Blitter is departing ACE this month after four
years of (mostly) faithful service. He reckons you
deserve something a little bit special for putting up with
him, and here it is...

ACE is mounting the Advancing Computer
Entertainment conference at the ECES in Earls Court in
September (on the 5th and 6th, to be precise). At the
time of writing, this conference will give games enthusk
asts the unigue chance of meeting and hearing from
such luminaries as Chris 'Balance of Power’ Crawford,
Brian 'Beyond Zork' Moriarty, and a host of others. This
is a serious affair — perhaps the first professional com-
puter games design conference ever held in
Europe = and the entry price reflects this: £65 for
two days, eight speakers, lunch, and a panel ses-
sion,

If you think that's pricey, remember that equiva-
lent events cost at least £200 to enter and usually

your daytime or evening telephone number for contact,
just in case you win!

For many of you, especially those of you involved in
entertainment media, this conference is really too
important to miss. You can book a ticket by telephoning
Steve Cooke or Sarah Ewing on 071 251 6222 for
details. Attendance is strictly limited and interest is
already running very high, so get in touch soon if you
don't want to miss out.

*

And so farewell, after 48 issues. Blitter can exclusively
reveal that ACE was originally going to be called Blitter
{yes, it's true} but a last minute decision went for ACE
instead, with Blitter being reserved for the final page.

Early Blitters make pretty ironic reading — the first
reported how Durell Software's latest astrology program
had predicted that the company would get into financial
trouble. The company disappeared soon afterwards, In
the second issue, Stuart Bell and Wild Bill Stealey of
Microprose are seen cutting a celebratory cake togeth-
er - later they were cutting each other as Bell stormed
off to start Electronic Zoo. Then it was Telecomsoft and
Hewson going to court — now both of them are off the
case. Plus ca change...

...And the games....Blitter particularly enjoyed
Impact (the Arkanoid derivative), Plutos (an early ST two-
handed shoot'em'up), Bonecruncher from Superior,
Ultima V, Cosmic Osmo [while it lasted), Lurking Horror
(what other game has had rats 'chittering’ in it?), Beyond
Zork and, mare recently, Martian Dreams. Old readers
will always be welcome at the Sunnyside Home for
Retired Hacks, but watch out for that bedpan. ..

@ Blit Blit!

IN NEXT MONTH'S ISSUE

Next month we're launching the 5th Year
of ACE with news of some major

5 a red hot

much more. However, we recognise that for some
ACE readers this sort of cash is out of the ques-
tion, so Blitter is stepping in with a unigue chance
for five lucky chaps (or chappesses) to get in for a
duck. If you win, you'll be.rubbing shoulders with
some of the biggest names in showbusiness.

So here's your chance. Simply write down on a
postcard the name of the game you consider to be
the best designed program you've ever played,
and then tell us why you chose it. The five tickets
will go to the five entries that demonstrate to us
the keenest design sense — you don't have to be
literate, abel to spel, or even funny —
we just want five people who REAL-
LY think they know what makes a
good game, and who can tell us
what, in their opinion, that X-factor
is. Get to it! The address for entries
is:

ACE Blitter Good Bye Compo

Priory Court

30-32 Farringdon Lane

London

EC1R 3AU

...and the deadline for entries is
August 30th, You MUST also include

advances in magazine technology! We're
not giving anything away, but get next
month's ACE for the full story! Plus...

® The Gremlin conference: check out the cur-
rent games in development at the home of the
hottest racing sims around...

® Exclusive pre-ECES show reports...

@ ...And a host of surprises. Don't miss it!

Dear Newsagent,

You may not have noticed, but I'm a damn
slight quicker on the fire button than your
average Joe. My exalted gamesplaying status
demands nothing but the best, so please
reserve me a copy of the world's hottest com-
puter entertainment magazine: ACE.

PS ACE is out on the 8th of every month.
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