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AMSTRAD
£9.99 C £14.99D

SPECTRUM
£7.99 cC

foothall

qualities of tearn coach and add the
explosive talents of a star striking centre
forward and you've got Superstar Soccer -
B ] . an arlginal and innovative approach te the
!1 - 3 g y 8 game of football that's every bit as

A S T e S—— A Lineker, England’s premier striker. :
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It pla ys xl‘mf.' a dream...
but seems like a NIGHT MA Bf!

TRAPPED — in a 1970's arcade machine! Every escape route is blocked by a wall of bright
coloured bricks. Powerfully addictive, with 200k of digitized sound, IMPAET has 80 built in

screens plus 48 that you can design yourself — as hard, as simple, as much fun as you like
Hiaden on each screen are special tokens— catch them if you can. Use them to buy one of nine

powerful weapons, or keep them until the end of the screen to score a bonus
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Available now, price £14.95 for Amiga (512k min.) and Acari ST (requires 512k, mouse and colour monitor or TV)

JUST RELEASED for CBMé4, Spectrum and BBC (specifications vary)
Audiogenic Software Ltd., Winchester House, Canning Road, Wealdstone,

Harrow, Middlesex HA3 75). BN D > Tel: 01-861 1166



ENTERTAINMIEN

Editor: Oliver Frey
Assistant Editor: Nk 'Wid
Software Co-ordinator: Richard Eddy
Staft Writer: Robin Hogg
Editorial Assistant: Frances Mabie

r Cameron Pound, Michael
Parkinson (Assistant)
Contriburtors: Jon Bates, John Gilbert,
Robin Candy, Martin Coxhead, Mel
Croucher, Martyn Lester, Mark Rothwedl,
Aoh Steel, Robin Waterfield, John Woods

Editorial Director: Roger Kean
Production Cantroller: David Western

Gondon Druce,
Markie Kendrick, Wayna Allen
Processfilm : Jonathan Rignall

(SUPERVISOR). Marthaw Liffindell,
Mick Orchard

1/2 King Streef, Ludiow, Shropshire SY8
140 = 0584 5851

Advertisement Manager: Roger Bennelt
Sales Executive: Andreéw Smales
Assistant: Jacie Morris

= (0584) 4603 OR (0584) 5852

MAIL ORDER
Canol Kinsey

Denise Roberts
PO Box 20, Ludlow, Shropshire 5Y8 108

Typeset by the Tortoise Shell Press
Ludtiow. Colour origination by Scan
Studios  Wallace Aoad, Landon N
Printed i England by Carlisie Web
Offtset, Newtown Trading Estate, Carlisie
Cumbria CA2 7NA - a member of the BPCC
Group. Dastribution by COMRBE, Tavistock
Road, West Drayton, Middiesex.

COMPETITION RULES
The Editor's decishon i final in all matters

competitions
|uniess we've written to you stating that you
have won a price and i doesn't turn up, in
which case drop Frances Mable a lino at the
Peabonshi, o matir o Tt 0 By
relationship, no matter
who works for sither Mewsfield or any of the
companies affering prizes, may enter ons of
oar comipetitions,

Mo matesial may be raproduced in pan or in whole
withoul the written consent of the copyrignt
nodders. W cannot undertake 1o retum amything
sent irtn THE GAMES MACHINE — inclutsing writlen
and photographic material, ardvweane of sofhware
—uriless i |5 aCcompsanied by asiitably stamped.
addressed envelops. Unsolicited written of
photographic matena is welcome, and if used in
the meagarine is paid for at our current rates

(©Mewsfield Ltd. 1987
ON THE COVER

The cover illustration is a composite
made from an original

computer
mummwm
using Degas Elite. It was

DECEMBER 1987

THIS ISSUE . . .

VIOLENCE IN
SOFTWARE
Mel Croucher accuses tha

G PAGE 21

GRAPHIC MATTERS
Robin Candy paints with Degas
Elite (ST)

PAGE 90

NOT A PENNY MORE

An adventure story to get you in
the mood, spacially written for
THE GAMES MACHINE by
Robin Waterfield

PAGE 97

HEAVENS ABOVE
Getting into Satellite TV with Mel

Croucher
PAGE 107
LICENSED TO KILL

John Gilbert looks at licences,
how they get them, do them and
how they tum out

PAGE 112

THE ADVERTISING
GAME

There's more to games than
playing, as Ocean's Steve

Blower explains
PAGE 120

NEWS
What's been happening iatelg:
PAGE 8

READERPAGE

The first of THE GAME
MACHINE's readers’ letters
PAGE 13

PREVIEWS
Ocean's Christmas bundle, plus
all the important games for
tomorrow

PAGE 15

An incredible 38 pages of latest
games across the formats rated
- sorry, we couldn't fit all of them
in!

PAGE 29

Mobile chips take to the
silver screen with Martyn

GETTING
ADVENTUROUS

With Rob Steel and two from
Infocom among others
PAGE T9

FANTASY GAMES

John Woods rounds up some of

the best role-playing games, and

explains hpw the system works
PAGE 104

Jon Bates starts a series on the

‘tapeless music studio' by going

to the top — the Fairlight CMI
AGE 143

Mel's infinitely trivial quiz, and
details of next issua’'s contents
PAGE 146

WIN A SPORTS OUTFIT

Gremlin Graphics have a
massive collection of clothes
and equipment suitable for
Alternative World Games (which
you can win as well

PAGE 110

WIN YOGI BEAR SHIRT
'N’ SHORTS
Mo need to be bear - look
smarter than the average in
Piranha's natty boxer shorts
and T-shirts; and ther are copies
of the game too

PAGE 116

RE-SHADES

Re-run of the Micronet Shades
competition from last issue due
to the error made in the copy.
Two modems and free subs plus
frea time on Shades

PAGE 119

WIN A JOYSTICK

Courtesy of Britannia, we have
20 super new hand-held
joysticks to give away

PAGE 128

Issue Three of THE GAMES
MACHINE is on sale from 21
January — and thereafter each
month.

TGM TX DATE:12-875/148




House 10 Carver sireely

Gﬁl‘l“m m Sofrware Lrdis Alpha
" ghefficld S! 4Fs, Tel: (0742) 153423




EDITORIAL

t is rather strange to be writing an editorial for a Bi-
MONTHLY magazine devoted to computer entertainment;
computers and the games they play are so fast that the
‘publishing trade by comparison seems tortoise-like in

speed. Newsfield's other magazines are monthlies, and while
they too are slow compared to dailies in reacting to news and
reviews, the fact of producing a magazine that appears only
every two months brings home the fact of just how fast the

software world gallops on.

We have had a fair amount of trouble
fitting in all the games reviews we
wanted to. Given that our aim is to
cover ALL (wishful thinking) software
released on all formats, there is no
avoiding the fact that by the time this
bi-monthly issue appears on the
streets most monthlies will have
beaten us to it with a lot of the reviews.
Our notion in the circumstances has
been to shrug our shoulders and not
worry about being first, but instead to
concentrate on being best and most
detailed about what we live and write,

THE REVIEWS

We cover all the popular 8- and 16-bit
formats: Spectrum 48/128 and +3,
Amstrad CPC, Commodore 64/128,
Atari XL, XE and ST, Amiga, Amstrad
PCW, IBM PC compatibles and
games consoles. Of course games
reviews are the primary concemn, but
unlike other multi-user magazines,
THE GAMES MACHINE gives sepa-
rate ratings for the different formats,
because we don't believe a game is
always the same on every computer.
And you can be sure that NO game

version is rated UNTIL IT IS THE
FINISHED ARTICLE. First we review
the game — the idea, its playability, the
way the basic design is conceived —
then we review the machine-specific
implementation. This means that
whatever computer you own, THE
GAMES MACHINE reviews are
applicable to you in over 90% of
cases. It also means that when a
specific version isn't yet released, that
the other formats' review is your pre-
view, and this frees our extensive pre-
view section for games that really are
some way off completion.

AND THE REST

If you add to that all the other areas of
computer and electronic entertain-
ment THE GAMES MACHINE wants
to report about, like music applica-
tions and graphics utilities, desktop
publishing and modem-linked share-
ware, insights into the commercial
background of the industry and opin-
ions about its present and future, plus
entertainment related subjects like
role-playing games and techno
goodies, interactive video and satel-

“ .. whatever
puter you
own, THE
GAMES
MACHINE
reviews are
applicable to
you in over
90% of
cases ... "

lite TV, you will understand the limita-
tions of a magazine that only appears
every other month: Keeping up with it
all is less of a problem than finding
space for it all!

As luck would have it, response to
lssue One of THE GAMES MACHINE
has been so good that as from our
next appearance on 21 January in the
New Year we will be going monthly.
Mo doubt we shall still find it difficult to
cram everything in, but it will give us
more of a chance.

Your letters have encouraged us
{with just as much criticism as praise)
to prove it is possible to create a
magazine that is truly reflective of
what computer entertainment is
about: Interaction.

The software world exists because
of you, because of the software
houses and the magazines that act as
mirrors and voices of what is going
on. THE GAMES MACHINE aims to
reflect the coming of age of computer
entertainment through a practical, fair
and committed contribution.

Enough of speculation and
prophecy — THE GAMES MACHINE is
about enjoying computers, and if |
camy on much longer, my editorial
tearn and the art department will have
my chips for wasting important

07
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NEWS |

On 27 November they will be
there again, providing on-line aid
for this year's appeal. Micronet will
be taking eight computer
terminals to BBC Television
Centre — two of them actually in
the studio —and they hope to stage
live interviews with celebrities and
conduct on-line auctions of
computer products. Computer

MICRONET, together with PRESTEL and ITECs (Information
Technology Centres), exceeded all expectations last year by
raising £46,000 for the BBC Children In Need appeal.

users will be able to donate money
directly on-line, but by explaiting
the nationwide communications
network available through Prestel,
ITECs all over the UK will be
logged into Micronet enabling
members of the general public to
access on-line Children In Need.
Dig deep everybody!

For adventure gamesters
the event of the year takes
place on 28 November at
Sutton Central Library,
Sutton, Surrey.

The evant will have a similar
format to last year's show with
both seminars and hands-on

ADVENTURE 87

workshops. The event area has
been greatly Increased over last
year, and there wil be
presentations on the playing and
creation of both single-user and
multi-player computer basad
adventure games given by several
well-known authors. For more
information contact PRESTEL
81054, or Vernon Quaintance on
(01) 764 6556.

BELAY THOSE
ALIGN MENT BLUES

Failure to load is a common
cassette problem, but poor
loaders may be a thing of the

past for Commodore 64
owners.

LOAD-IT has produced a
datacorder which helps to

decrease the number of failed
loadings due to the cassette errors
which we have all coma to know
and love. The Load-it player/

Cut down on failed loads with the
new Load-It datacorder

8/148TGM TxX DATE:12-87

recorder is fitted with a built-in
head alignment knob and LED; if
you are having trouble loading a
piece of software into your
Commodore, fiddle with knob until
the LED indicator is at its peak —
then try again.

The program should now load
properly due to the playback head
being perfectly aligned for the
particular software you are
loading. THE GAMES MACHINE
tried out this machine in the office
(and are still doing so) and it
appears to work very well. All our
Commodore 64 tapa games have
loaded to date. For more
information, contact Load-Iit, 35
Stretton Road, Solihull,

Birmingham, W Midlands B30
2RX.

WAITCH
THIS SPACE

SEIKO have launched a

personal data system (The
RC4000) cunningly
disguised as a watch!

Information can be input into
this wrist terminal either manually
or via a computer and saved for
future use. The Seiko RC4000 is
compatible with most IBM PC
clones, Apple series 11, BBC-B,
Spectrum and Commodore 64/
128 computers, and you can
receive or transmit information

Manage data files on your wrist -
the Saiko RC4000 wrist computer

between watch and computer, Up
to 2K of data may be stored in the
watch splitinto five files (12 ifusing
8 computer) taking the form of
notes, price lists, phona numbers
train times and so on. This may be
called up on the LCD screan which
scrolls information in the form of
24-character pages, with the
watch holding up to 80 pages.

Alarms for up to one year ahead
can be set to remind the wearer of
forthcoming events such as
birthdays or anniversaries. Three
versions are available, gold-
coloured., metal case (£59.95),
black chrome case (£49.95) and a
pocket version with a black leather
case (£59.95).

And in case we forgot
mention the fact, the RC4000 also
talls the timea!

ALONG A

EUROMAX

EUROMAX, those joystick
giants with a branch in
Bridlington, have recently
produced the Micro-
Handler.

Compatible with all Atar
computers and Commodore 64/
128, this box of tricks includes a
microswitch stick, two integrated
paddles, adjustable auto-—fire,
large robust metal casing, rubber
suction feet and an extra long
connecting cable.

We tried the Micro—Handler with

Well suited to shoot-'em-ups:
the new Euromax Micro-Handler

Mirrorsoft's Mean Streak on the
Commodore 64 and Konami's
Memesis Il on the MSX2: The
stable metal casing with its suction
feet helps frantic antics no end, but
the fire buttons are stodgy. The
auto—fire proves useful, however
the paddie facility may be a little
outdated for modern software. But
it is well suited shoot-'em-up
games as it sits very solidly on tha
desk through wave after wave of
attacking aliens. The Micro-
Handler retails for £24.95 and is
available through THE GAMES
MACHINE mail order facility.




The Guild OFf Thieves
received the award for
GAME OF THE YEAR at the
British Micro Computing
Awards 1987, held during the
PCW Show.

MAGNETIC SCROLLS managing
director Anita Sinclair stated that
she was pleased that Guild got the
award rather than their first game
The Pawn. She believes it won the
award on its quality and depth of
gameplay rather than for the
technical achieverment of its
complex parser and impressive
graphics.

We realise this may hardly be
news by the time you read it but
THE GAMES MACHINE will grab
any excuse to print a picture of
Anita. Oh and look out for
Magnetic Scrolls’s third
adventure, Jinxter, which should
be available before Christmas.

Anita Sinclair - pleased that
Guild got the award

"

ROBTEK RELEASES

Robtek Ltd seem to be in for
a busy time before
Christmas with all their
promised new releases
hitting the shelves (including
Diablo for the Amiga,
reviewed in this issue).

The Di Buddy (Amiga £48.95)
graphic utility set allows you to
create, obtain, manipulate,
organise, display and print out
images. Di Buddy also includes a
touch-up facility, freeze frame,
poster maker, slide show and
scissors. Monitor Master (Atari
ST £49.95) allows the user to
change monitors at the press of a
button. Its function will be lost on
most owners, but for those lucky
enough to have a colour RGB and
a monochrome monitor, Monitor
Master makes it possible to switch
pbetween them without any cable

fiddling — a must for decreasing
wear and tear

Laser-Set (PC £149.95) is
claimed to be a professional desk
top publishing package providing
for typesetting that can be used
for books, manuals, brochures,
newsletters and many other
products. Working with most
existing  word processors,it
supports virtually all laser printers
on the market at present. Laser-
Set features automatic kerning,
true justification and hyphenation,
working in picas and points. THE
GAMES MACHINE will be
covering it in future DTP articles.

Another PC package is Artpak
(£99.95), a presentation graphics
program that provides new ways
to present ideas and designs,
especially enlivening various kinds
of charts, which may be drawn,
painted or constructed, all with

animation and background music.

DEVIL YOU SAY

Modem specialist
DATAPHONE LTD |has
recently launched a new
low-cost model called the
Demon 2.

its features include full
computer control, auto-dial from
the keyboard or directory and an
auto-answer facility. Demon 2 will
handie 1200/75 and 300/300 baud

rates as well as 12001200 half
duplex for bulk uploading. The
modem can be used with any
computer having a suitable
interface and software, and is
provided with a 25 pin D-socket
for connection to an RS232/423
port. Demon 2 will retail for less
than ©B0, and more information
may be obtained from Dataphone
Ltd, 22 Alfric Square, Woodston,
Peterborough, PE2 0JP.

ATARI SHORTFALL

At a time when Atari has
announced second quarter

The official line from the States
is that Atari had underestimated
demand, especially from the UK
and German markets, and

] although they have increased their

production capacity they have not
been able to respond in time to
meet the surge in demand. This is

bad news for Atari UK, where a £1
million TV advertising campaign
has already begun, aimed at
increasing Atari's share of the
popular home computer market
during the Christmas period.

To add to the problems of Atari's
national sales manager Paul
Welch, are grumblings from
distributors that the company only
allows retailers seven days to
return faulty stock, and with the
time taken in distribution,
unloading and checking, most
cannot return computers that are
‘dead on arrival’. Atari may now
consider raising the return period
to 30 days, which is what
Commodore offers.

CHEAP THRILLS

Micronet has recently
signed up leading budget
software houses CODE
MASTERS and FIREBIRD to
sell their products through
the on-line computi

service run by TELEMAP.

Both firms will be making their
entire range of titles available for
telesoftware as and when they are
released, prices could be reduced
by as much as 25% below the
normal recommended retail price
of £1.99. Code Masters managing
director David Darling said: 'As the
best selling software house in
Britain we're always striving to
look after our customers. Micronet

enables us to reach many of those

customers in a more effective
manner.’
Publisher of Firebird Silver

products, Chris Smith, added:
‘Budget software is an impulse
buy, and telesoftware is the ideal
environment forit.’

Meanwhile, Code Masters and the
Darlings have come in for some
trade press stick from Headlines
PR managing director Simon
Harvey for their recent spate of
‘corporate PR’ which has tended
to attack Mastertronmic In
Computer Trade Weekly (2
MNovember) Harvey stated that the
attack had made Code Masters
'look completely stupid’, and that
reasonable people should not
behave this way

STILL INVOLVED IN 16 BIT.

DARRYL STILL has resigned
from his job as production
Manager with Audiogenic
Software to help set up and
run a new exclusively 16-bit
software house.

The company, called GODAX
SOFTWARE, is a subsidiary of
Godax Developments which itself
has recently become part of the
growing Maynard International Ltd
empire. MIL, who own various
enterprises including Top Ten
Software, is run by Martin

Maynard, the man who formed
Audiogenic in its original form late
in the Saventies.

Still, who was originally with

Incentive Software before
spending two YEears with
Audiogenic, said of the new
venture: ‘| hope to establish a

reputation for a premium 16-bit
labal with high guality, original
software for the ST and Amiga with
possibly a provision for the
Archimedes.’ But he foresees that
it will probably be the New Year
before Godax Software makes an
impact on tha market.
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RAINBIRD
GETS

ZARCH

In our Zarch review (this
issue)] we state that
Superior Software have
no immediate plans for
conversion of the first
ever Acorn Archimedes
game to other machines.
Mow last minute news

reaches THE GAMES
MACHINE which changes
the picture.

RAINBIRD, a part of Tele-
comsoft, has gained the rights
to David Braben's shoot-"am-
up, and work has already
begun on Amiga and Atari ST
versions which should appear
in the New Year. The move is
not exactly a surprise: Bra-
ben's connection with Tele-
comsoft started when he co-
wrote Elite for the BBC which
was later sold to Telecomsoft
for Spectrum, Amstrad and
Commodore conversion, and
released through Firebird

OH JOY, A NEW STICK

KONIX have launched a new
joystick for the Apple/
Amstrad PC, the Sega and
the Nintendo.

A new auto-fire version of their
original Speed King is also set for
release. All the new sticks
will have the same
basic ergonomic
hand-

held design which resulted in the
original Speed King's popularity.
Retail price of the PC
compatible joystick
is £19.99, and
£12.98 for the
Sega and Nintendo
versions. The auto-
fire stick sells for
£12.99.

ATARI SHOW

Last year the first ever Atari
Christmas show packed
nearly 10,000 visitors into
London' Horticultural Hall.

PRIME MINISTER

A week is a long time in an interactive icon-driven
envirenment, where every action can have
llﬂt“'lpf‘{‘tl"‘d consequences

But with Sir Humphrey and Bernard behind vou,
how can you go wrong?

Only you can decide

Britain’s premier computer game!

This year the show returns,
bigger and better, at the Novotel,
Hammersmith from 20 to 22
Novemnber. Atari UK will be
present with all its latest machines
and systems, as well as a team of
experts to give advica.

VIRGIN BUY INTO

MASTERTRONIC

After several months of
circulating rumours that
budget software giants

Mastertronic might go
public comes surprise news
that Virgin Vision Ltd has
taken a 45% interest in
Mastertronic Group Ltd.

The buy in will be managed
through Virgin Publishing Ltd. To
date Virgin Games has not been
strongly represented in the 8-bit
budget sector (other than through
the Now Games compilations),
Virgin publishing manager Nick
Alexander said: ‘This is a very
exciting and substantial mowve for
us. We have been looking for a
budget market for some time and
have been very impressed with
Mastertronic's performance.’

The Virgin group is in an ideal
position to capitalise on its varied
market areas to develop a growing
interest in  cross-technology
media including CD ROM and
Interactive Video Disc. Put simply,
they will be looking to publish
product where books, music, film
and games software all combine

into one super home
entertainment package. The
merging of interesis  with
Mastertronic places Virgin

strongly in the mainstream of
games production to further this
development

Launched in July,
VOICEOVER, a new sound
system accessory, has

proved to be somewhat of a
hit within the teenage pop
music market.

The new product may be
plugged into a personal stereo, hi-
fi or music centre and allows users
to sing along with the tape playing

while their voice is played back via
headphones. Echo chamber
simulation can be switched in to
confuse the singer completely and
two sets of 'phones may be used
to allow friends to sing in harmony.,
Voiceover retails at £39.99 and
comes in a package the size of a
dual tape cassette box. Hopefully
by next issue we will have one of
these bop machines to review in
depth, stay tuned.

'I:I‘I'.-i :-]: "':

APOLOGY

Last issue, within the pages of
our War Without Tears featura,
we printed the price of the X5L
PHASER COMMAND light gun

Program by Oxford Digital Enterprises
Specirum, Commodore, Amsirad and BBC
Caaseile C14.98 D[Diak C15 85
IBM PC and compatibles, Amsirad PCW C24.85
Awviilable from W.H. Bmiths, Bools and
other leading stockists

Mosaic Pubhishing Led,
Gorley Firs, South Gorley, Hants SP6 2PS Tel: 0425 57077

as being E£25. It is in fact £49.
We apologise for any incon-
venience or confusion caused
and promise not to do it again
unless we absolutely can't help
it.

10/148TGM TX DATE: 12-87




Who's the most mischievous == T
Playboy in the entire
galaxy?....

7 You may not believe it but he’s a super-sharp counter espionage
agent with a big appetite for entertainment and there's nothing he enjoys more
than a full blown bruise-up! Now trouble is heading his way as you help Freddy
recover, after yet another crash-landing, to steal a space-craft to freedom. Take on
man-eating ants, reptiles, robots, mutants and genetic throw-backs with Dinamic's
latest wonderman — Freddy Hardest.

FFEL—¢ SPECTRUM £7.95 COMMODORE £8.95 AMSTRAD £8.95 MSX £8.95
' Imagine Software, 6 Central Street, Manchester M2 5NS, Tel: 061 834 3939, Telex: 669977



WIN A WINTER OLYMPIC HOLIDAY
WORTH MORE THAN £2000

WINTER OLYMPIAD’88

Winter Olympiad'88 is
undoubtedly the best winter sports
simulation to date. It features the
classic winter olympic events;

Ski Slalom, Giant Slalom, Two man -
bob, Ski-Jump, Biathalon and Speed
Skating. These have been depicted
in a way not seen on any home
computer before. The result is a
phenomenally realistic and
. spell-binding game.

. Available on the following formats:
U CBMé4, BBC/ELECTRON,
ATARI £9.95
SPECTRUM, AMSTRAD,
Cl6/+4 £7.95
DISK - BBC £14.95
MASTER COMPACT £14.95
ATARI 8 BIT £14.95
ST.£19.95 AMIGA£19.95
IBM £19.95

ADDISON INDUSTRIALESTATE - BLAYDON - TYNE & WEAR - NE2! 4TE- TEL: 091 414461 |
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ATARI MISINFORMATION

Dear Games Maching

Congratulations on producing a well
balanced computer entertainment
magazing, | am seriously considering
replacing Computer & Video Games with
your publication because of your more
mature (on the whaole!) attitude. |
particularly liked the articles by Mel
Croucher, I'd wondered what had
happened to the former Automata boss —
a definite plus for your magarine.

The reviews of films using computers
as a theme was knowledgeable and
fascinating — it jogged my memory of
films |'d seen and completely forgotten
about. A couple of points though — HAL in
20071 | was under the impression the
letter transposition was completely
intentional, and Trom was not
‘unsatisfying’, it was brilliant!

Simon Goodwin was misinformed (The
Due! — Atari v Commodore, Issue One) if
he thought Space War was invented by
Nolan Bushnell and the key to Atari's
meteoric rise — Pong was the game he
created and was the first true arcade
machine. Also: Jack Tramiel resigned
from Commodore; you stated that when
Atari were creating their VS, GEM was
bought from IBM — but GEM had been
developed by Digital Research and the
deal was done with them, IBM have never
owned GEM at any time; and Intel is not
owned by IBM as stated in your
expianation of 16-bit technology - IBM
may use their chips but Intel s totally
independent of them. If not, do you think
they would let clones use the same
chips?

Paul Hanson (Atari ST owner),
Hampstead, London

Simon has been rather busy leading up
to Christmas, but no doubt soon
enough he will respond to your points!
We think Mel is a plus point too, in fact
‘plus * is one of his favourite words,
especially when it comes to adding up
the monthly writing bilf . . . !

JUST RIGHT

Dear Games Machine,

| bought THE GAMES MACHINE after
seeing it advertised in ZZAP! 64 (which |
have bought since Issue One} and
gecided to write in and tell you how much
| enjoyed it!

It's just right for the ‘older’ game
player (well | am 18) with ioads of
features as well as the reviews which
make it brilliant value. | think it will
probably be in competition with CEVG
which | have stopped buying because it's
50 childish.

| have just one gripe about the first
issue and that's the Light Games feature;
I thought it out of place - too childish. But
apart from that the mag is great!

By the way | recently saw Commodore
User saying that Gazza Penn has joined
their reviewing team, this can't be true,
can it?

Kevin Mannisan, 5t Helens,
Mersayside

We've had some compliments from
people rather older than

about the Light Games feature, Kevin,
so it just goes to show - one man's
child is another man’s poison. Yes, I'm
afraid to say that Gary Penn, after
years of running it down, has indeed
Jjoined Commodore User's reviewing
team. We'll say no more, huh?

OFFENDING MEL CROUCHER

Dear Games Machine

| am very impressed. Presentation and
content are bath top-notch and it makes
lively and interasting reading, just like
Newsfigld's other mags. The reviews are
excellent, but you could make the review
boxes a little more detailed. And | didn’t
see any adventures in the first issue. Give
them a review section of their own. In
CRASH there has been controversy over
including video reviews and arcade
machines but surely they wouldn't be
wrong in TGM, Why not make it a regular
feature?

| particularty enjoyed the Knightmare
and “future’ articles, but Mel Croucher's
‘sexism in software' left me feeling a bit
offended. Of course | object to the adverts
he's talking about, but | resent being
porfrayed as a sex-crazy, girl-chasing
idiot. Boys have minds of their own. Tobe
quite honest, most of my friends and |
don't give a damn if there's a semi-naked
woman on an advert or not. If we are
talking about computers, it's about high-
score tables, cheat modes and THE
GAME. If | took an advert like Athena
around the boys in my class, I'd get them
smirking but | doubt very much if they
would buy the game purely because of
the bra.

The trouble with Mel Croucher is that
he sees everything "onginal” to be
entertainment. He advocates that
realistic concepts must be encouraged.
Personally, | play computer games to
escape from the reality of exams and
school, God help us if the only games we
Ig.r& are similar to Deus Ex Machina and

As well as this, he went on for ages
about the Freudian views of the adverts.
| don't think downmarket software
companies expect 13-year-olds to
understand this attitude. Most boys in my

class think Freud is a kind of deodorant.
I'm surprised he didn't mention the
millions of computer owners wiggling
their phallus joysticks! However, it's good
10 see some humour in the magazine,
especially question 14 in the trivia quiz,
Ha, ha, Mel, Hilariously funmy.

Anyway, | very much enjoyed the first
issue. Keep up the good work!
David Lawson (Spectrum owner),

Lanarks

I hope you find the review boxes a bit
move detalled in this second issue - it
e st pbomerbag e et
wa b
iy s & votiian o sawet
machine formats —and of course we'll
be having a regular adveniure column.
In the last issue, one was but
cut out at the last moment. | really
don't have to defend Mel's views, he's
wmmufmmmnrmm

and when we

Three, | hope mummmn
mmﬂh‘f. But if he provokes open
discussions between readers, then

he's probably doing a good job!

Dear Games Machine

| bought TGM to see if the good points of
CRASH could be carried forward 10 a
magazine covering more than one aspect
of computing. Congratulations!, you have
not only succeeded, but you have
surpassed CRASH in many ways. You
have put your main competitor, C&VE
totally to shame. The two magazines
cover much of the same ground, but your
style is very much better, not treating
your readers as morons, whilst not being
too high-brow.

| especially like the comparison
between different versions of a game,
which show that some games may work
batter on some computers than others —
the Spectrum version of Memesis springs
to mind! The coverage of games consoles
was well done, as was the Fighting
Fantasy feature. It's also nice to see Mel
Croucher writing for a magazine, | hope
he is going to be a regular, as some of his
stulf can be hilarious.

The only missing item is a section on
coin-ops, but | am sure that you will
incfuﬂa this once the mag has ‘found its
eel’.
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MORE 16-BIT

Dear Games Machine
In your first issue there was too much on
Spectrum, Amstrad and C64 and too little
about Amiga angd Atari 5T. | have an
Amiga myself and | would like to read
more about it than one review (now, don't
say that it was the only game that came
to your offices, a lot of Amiga games are
released every manth). Also, all the 8-bits
have their own magazines.

| admit the multi-format reviews area
good idea, but it is very seldom you will
get achance to review a game on both 8-
and 16-bit machines. You were lucky
with Chessmaster and Tai-Pan but in
mast cases the 16-bit versions are either
way before or after the B-bit. (Defendsr
OFf The Crown, Wizball.
Mathan Brazil, Denmark

You are quite right Nathan; we were
told by the Launch Issue editors that
no up to date 16-bit games were

ADVANCE&SYSTEMS
TECHNIQUES

LARGEST OFFICIAL

ATARI

DEALERS IN ESSEX
Complete range of 5T Machines from Standard 10 Mega;
including Desk Top
A wide selection of Games & Business Software also available
ADVANCE SYSTEMS & TECHNIQUES
Ununt 32/33, Rutherford Close,
Progress Road, Southend-on Sea, Essex $59 5L.OQ
TEL: 0702 510151
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SEVERAL DROPS OF
IMAGINATIONIN

THE OCEAN

This time last year there were doubts over
Ocean’s credibility as a quality software
house. This Christmas, after a year of
successes, the situation is totally reversed.
They have some major licences lined up,
and with a heavy helping of original
concepts everything looks hunky dory.
What are they? Well . . .

PLATOON

Commodore 64/128, Spectrum
48/128
Amstrad CPC, Atari ST

AFTER many months of design
and development, Platoon,
Ocean's only Christmas film
licence, looks set to be ready for
the B-bits in January and later in
the spring on the Atari ST,

Based upon the critically
praised Orion film released earlier
this year, Ocean were originally
stumped at turning a manic shoot-
‘em-up movie into a fully fledged
computer hit. But now, a few
weeks before completion, Platoon
looks like being one of the best
games Ocean have ever devised.

Set in Vietnam, Platoon takes the
player through six scenarios each
with great variety of gameplay.
Starting deep in the jungle with
a platoon of five men, you have to
negotiate a tangled maze and
down into a seres of waterlogged
tunnels full of enemies who spring
from the dark waters and attack.
Escape, if you can, and you arrive
back in the jungle at night -
straight into the jaws of an
ambush. Sending up flares
provides some light for a limited
time so you can spot the enemy.
Finally, make your way through
dark passages in rough terrain
searching for Sergeant Barmes
before the napalm strikes.
Flatoon comes in a large box
packaged with the film’'s main
theme tune on an audio cassette.

GRYZOR

Commodore 64/128, Spectrum
48/128
Amstrad CPC

ANOTHER Konami conversion
set for Movember is the out-and-
out shoot-'em-up Gryzor—and a
difficuit one tog, because of the
original’s amazing graphics.
Infiltrate the Alien Rebels’ HQ,
blasting your way through lavel
after lavel of death and

== mE

COMBAT SCHOOL

Commodore 64/128, Spectrum
48/128
Amstrad CPC

LICENSED from the Konami coin-
op, it has taken a team of ten
programmers three manths to
convert, but the effort and man-
power put into this looks like it is
going to pay off — but see for
yourself when Combat School is
released this month.

Like the arcade original,

SCORE 0007500

destruction. It starts in an alien
forest from which you make your
way to the stronghold. There you
negotiate corridors full of electric
forcefields to destroy the alien
heart.

How has it fared? Graphically

Combat School takes the player
through seven tests of stamina
and strength with a deadly mission
at the end of the training events.
And they comprise an assault
course, threa shooting ranges,
iron man race, arm wrestling and a
fight against the instructor, all
relying on joystick waggling power
and speed - like Dalay
Thompson's Dacathalon before it,
Combat School is sure to be the
cause of many broken joysticks
through the Christmas holidays
and a great comfort to joystick
manufacturers.

PREVIEW D

Gryzor is superb on the Amstrad
CPC and there's no reason why
the Commodore should be any
different. The Spectrum version is
obviously less colourful but plays
just as well as the onginal

TGM TX DATE:12-8715/148
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RASTAN SAGA

Commodore 64/128, Spectrum
48/128
Amstrad CPC

BARBARIANS seem generally
popular in the arcade stakes this
year, so welcome please, if you
will, another graphical
masterpiace making his first 8-bit
debut, Hunk Of The Month -

|| Rastan the Barbarian

[ In an sttempt to conqueror the
evil wizards, (you know the ones)

Rastan crosses six lands, at the
end of each lives a wizard (evil of
course),

But betore reaching a wizard
Rastan has to deal with a series of
mytholegical beasts, all displayed
in graphical detail, Rastan would
make the Master Butcher of those
telly ads look generally tame,
since his method of 'dealing® with
themn usually entails slicing their
monstrous bodies to piecas in a
resounding slash of gore. And as if
that was not sufficient, the terrain

he battles across is littered with

hazards such as lava pits and
crevasses (which can be crossed
by swinging on vines, howeaver)
Like Gryzor, Rastan Saga is
unlikely to merit the Mel Croucher
Computer Game Peace Award,
but at least we're dealing here with
the land of myth and not that of the
Nine O'Clock News

Rastan's monumental saga
commences with the game's
release in December. Sadly, no
news of any 16-bit plans at the
moment.

ECO
| Atari ST, Amiga

| HA”E VO ave aver 1-1'”"'_'!':”
playing God? Frankenstein did |
and look where it got him. But 'I
Denton Design's newest

| invention, Eco, provides vou with
the chance to do so 'w shighitly

amatic effect. Creature

s the name of the game

wit as an insecton a

less dr

strange planet, which is displayed
in perspective with excellent
wireframe graphics, striving to
survive and learning to reproduce
Mating allows you to alter genes,
creating a new offspring which is
then under your control. The
ultimate aim is to become a
humanoid — but what if you
change the genes after that? Find
out when it is released in
December

MATCH DAY I
Spectrum 48/128, Amstrad
CPC

Commodore 64, Amstrad PCW

MATCH DAY when originally
released in mid-1985 was the
st exciting soccer simulation |
game dewised for a home micro
M tis act on-replaying on our
; 15 with advanced game

M

play, more moves, more animation
and generally a whole lot better
thanks to the inimitable Jon
Ritman and Bernie Drummond,
creators of the onginal, who say
thay are "head over heels' with the
result. Match Day I should, and
that's a very indefinite 'should’,
should be on the shelves by the
time you read this. Quite a novelty
for the Amstrad PCW (Joyce), as it
5 the first sports simulation for it.

IXx DAITE:12-87
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WHERE TIME STOOD
STILL

Spectrum 128 only
Commodore 64/128
Amstrad CPC, PC, Atari ST
Amiga

WRITTEN by Denton Designs
Where Time Stood Still is in the
same atmosphernc and graphical
vein as their previous offering The
Great Escape — the PC version of
which is reviewed this issue — only
the scrolling (in four diagonal
directions) is faster. Incidentally,
CRASH magazine readers will
have already heard about this
game — it had a working title of

Tibet, and if You re wondering |
why, read on

After a plane crash you are |
happy to discover that you
your team of explorers havi
survived, But where are yvou7? Wal|
THE GAMES MACHINE will let vou |
Into a secret
(which is okay, if a bit chilly), but
the real problem lies in the when”

is, you discover, sever:
BC when dinosaurs roamed
the range, and the sky was not
cloudy all day. Pitted against
cannibals, vicious pygmies
dinosaurs and the _
themselves, can you battle to stay
alive in a game withamap 50
times bigger than The Great
Escape?

Of all versions in praparation
the 5T graphics sound most

voure in Tibet

very elameant

promising. The 8-bit versions (like
the ".;.|_u--| Trum shot sean hera) wi
all be largely monochrome, and so
will those on the Atari, designed by
Steve Cain, but he is us ANy

shades of grey to make it
incredibly atmospheric

Where Time Stood Still shoul
be out early in 1988, 48K |
Spectrum owners may have to
wait some time, but -').- edr
looking into ways of fitting the
game into the available
|+||-|11:'.r'r- f they can

FIREBIRD

JUST about finished is Druid I for
the Spectrum, and it looks like
being as slick as the Commaodore
version reviewed last issue. t's
along the similar lines to the

original seen last Christmas but
with the addition of 32 spalis, 15
different levels and a host of new |
features

Firebird's second Taito coin-of
conversion is Flying Shark, a fast
and furious vertically scrolling
shoot-"em-up with voi
against enemy forces in y
plane. Armed with an endless
supply of bullets and a few s
bombs, Flying Shark is soon to be
available for the Commodore 64
128, Spectrum, Amstrad CP
Atan ST

TYNESOFT

ITIS called placing your bets onaall
runner. What is? Winter Olympiad
88, that's what. The line-up
includes Spectrum, Amstrad CPC,
C16/plus 4, Commodore 64/128,
Atari XE, BBC, Electron, Master,
ST and Amiga. Phew! With six
events — slalom, downhill racing,
bob sled, biathlon and speed
skating, Winter Olyrmpiad should
be reaching the shops in festive
spirit by mid-November.
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| them. Starting in a Martian canal

juide a space fighter

CARRIER COMMAND
Rainbird

can drool over the
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ymplement of amphibious

tanks as well as jets and missiles
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same applies o

From the take

the UFO lifts off and flies into deep
space. Once again you can chase
it before returning to the surface in
B e three to land and refueal

just in time to catch the next

invading UFQ

Mars Cops, for both the ST and
Amiga, should be finished by the
time you read this

0-0067

To give an overall view of

standard display the
1slands are shown as small blobs
or just dots. However, by 200min
nto the map the islands can be

looked at in close detail, with

ntormation provided on the name

and location of islangs. After using
the map and having set the course

lescope can be used fo

AJ0 a map 15 proviaed,

magnify the view of the
surrounding area oy up 1o x8
The island's defences will send

out forces which may attack either

the jets, tanks or go straight for the
heart and attack the carrier. Your
forces are equipped with onboard
cannon. Calling up the damage
report screen shows how much
has been suffered after an enemy
strike; repairs can then begin

Carrier Command srrenthy
being programmed by Realtime
Software on the ST and Amiga
and with their track recard for

producing semi-solia
graphics, Carrie

problem. 8-bin

e (O a3t

ons are plannad for 1988 But

{0 retain the game's play |
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THALAMUS

AT LAST, a product which isn't
written by Finnish Stavros
Fasoulas. The next release is
Martin Walker's Hunter's Moon, a
weirdly effective shoot-"em-up for
the Commodore 64/128 only
Hunter's Moon is a place, rather
ike Brookside or Caoronation
Street, and it is there that the
Hunter, a large space craft, is
ourneying. However, after
straying too near a black hole, the
Hunter gets warped to an
n sector of the galaxy
nhabited alens '.."-'r'll'_'l E‘I'H1 in |'II'."I’:"-
ke constructions. 'Starcells
e community of workers
s their power
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that the Hunter must absoro by
blasting through the structures the
workers build up around them.
When the power level s sufficient
t takes you through loopspace
Loopspace is a limbo region
which allows the Hunter to warp 1o
different parts of the galaxy, each
nhabited by differant Starcell
caolonies. Featuring full screen
multi-directional scrolling, 128
levels across 1000 screens and a
Loopspace trainer, Hunter's Moon
should be ready some time in
MNovember at £9.99, Meanwhile,
| everyona wish Stavros a happy,
and very white, CGhrnistmas on the
bordéars where he's helping
| defend Finland against the
| Russians.
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GREMLIN GRAPHICS

CHRISTMAS stocking filler
games have been a respectable
idea since Gargoyle Games did 5o
well with Sweevo's World. Now it's
time for Gremlin graphics to go
wacky for Christmas with their
Alternative World Games, a bizarre
collection of stupendously odd
avents.

Your host, a parrot, takes the
playars sack-racing in Maples,
boot-throwing at the Colossaum
pole-chimbing in Verona and
running-up-walls in Venice
Alternative World Games is out
now for the Commodore, but a bit
later for Spectrum, Amstrad and
Atari ST. But why ‘World', when it
all takes place in Italy?

The TV senes Masters Of The
Liniverse has now bean made into
a feature film (which is being very
favourably reported and which will
be released in December), to
which Gremlin have bought the
game rights. He-Man has been
entrusted with the powers of
Castle Grayskull to defend the
universe against evil — and that
means his arch enamy Skeletor
It's an arcade-adventure and is
due around Christmas across
Spectrum, Amstrad CPC and
Commodore formats

Finally, take an early peek at
Basil The Great Mouse Detective
on the Atari ST, licensed from the
Walt Disney film of the same name
We'll have B-bit reviews of Basil
next iIssue

ELECTRONIC ARTS

THREE forthcoming titles for
Commaodore 64/128 are Damon
Stalker, Test Drive and Skate Or
Die, the |last two also appearing on
the Amiga

Demon Stalker is a Gauntiet
variant with a menu-driven
construction set included, offering
99 levels of mazes with Calvrak the
Demon waiting on level 100.

On the Amiga first, and later the
Commodore, Test Drive is a
yuppie simulation which lets you
fantasise that you are at the wheel

pear/pear
tn-_hu sobe flat-6
312%9cc
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ofthe world's top sports cars from
a Ferrari to a Lamborghini. The
object is to get from jet-setting A
to nouveau riche B in a restricted
time limit whilst avoiding other

i dnivers and thosea two major road

hazards, falling rocks and the
police

Skate Or Digis of a similar theme
to 720°. There are five different
skateboarding competitions over
three tracks — ramp freestyle,
downhill race and ramp hill jump
Real fun for all the family, as thay
say. as up to eight players can
partake at any one time.
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DOMARK

AFTER being quite secretive

about it when they secured the

licence, Domark are ready to

redlease their coin-op conversion of

the Atari Star Wars, which

ariginally stood proudly in the

| arcades of four years ago. We've
been playing the almost complete
Atari ST game, and it is a creditably

| accurate translation, right down to

| Luke and Obi Wan's digitised

| voices (or is that really Jeffrey

| Archer in there?)

| Inthree stages, the venerable

wireframe Star Wars takes you
"||_||'T!|r‘-_q tl"rt?l.:l;]h space towards
the Death Star madly pursued by —
and madly pursuing — Empire
fighters, across the surface of the
Death Star, blasting turrets and
laser emplacments, and finally
plunging down into the equatorial
trench towards the exhaust duct

Star Wars is set for release at the
end of November on Spactrum,
Commodore, Amstrad, BBC and
Atari ST at £9.99 on cassette,
£12.95 for Commodore and BBC
diskette and £14.95 for ST and
Amstrad diskette

!
ELITE

THE CLASSIC coin-op Space
Harrier, minus hydraulic chair,
comes to the Atari ST in
MNovember, nearly a year after its
B-bit release. Taking control of a
i Space Harrier — a hi-tech pilot of

the future, equipped with a jet-
pack and an ultra-gun — the
objective is to rid a planet of
invading fantasy aliens.

Split into 18 levels, the planet
surface scrolls towards you at
guite an alarming rate while the

aliens fly at you at an even more
alarming rate. To complete a level
a dragon swoops in and twists
around the screen; several shots
are needed to dispense with the
foul creature.

The almost complete ST Space
Harrier we have seen gets closest
to the arcade machine graphically,
they are solid and equally as
detailed and colourful. If the
animation remains as fastasitisin
the preview version, then ST
Space Harrierloocks settobe a 16-
bit Christmas winner.

somebody .
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FLECTIONS .

MIRRORSOFT have four 16-bit
titles coming out before
Christmas.

Firstly there's King Of Chicago
for the Amiga which, like Defender
Of The Crown is a Cinemaware
tithe. Originally published on the
Apple Macintosh, it features some
beautiful graphics as a
background to your battle to
become king of the gangsters in
the American Twenties. Should be
on the streets by now.

Andthare’'s a strange little
number whose title sounds rather
like they forgot a letter— Oids. The

SOFT RE

plot tells of a race of Bio-creates
who, although very intelligent, are
downright nasty, who insist on
making their android slaves’ lives
a misery by pulling their arms and
legs off as a practical joke. Being
the kind, warmhearted sort of
intergalactic stormtrooper that
you are, you're determined to see
this stopped by destroying the
Bio-creates' factory in your V-
Wing fighter craft.

So, what it really boils downtois
a rather good shoot-'em-up
featuring the revolutionary Mova-
bombs, which make bigger booms
than before. Qut soon for the Atari
a1,

CRL
AFTER Electronic Arts took over
their distribution, CRL's products
were slightly delayed, but here
comes another another batch of
healthy releases kicking off with
| the graphically impressive Jet
| | Boys. They are on a suicide
| | mission to a bizarre pianet, battling
with alien forces through a
horizontally scrolling landscape.
On each level there's a mammoth
adversary with a distinct armoury
to deal with. Playing solo, oras a
suicide pact with a comrade, Jel
| | Boyslooks like a smart shoot-'em-
up for November on the
Commodore 64/128,

Also for the Commodore is |,
| | Alien starring an alien who
| | wouldn't hurt an intergalactic fiy.
| | Humans have arrived on his planet
after a nuclear war, and want to
take the alien back as a specimen
to bread a new food source. Not
wanting to be turned into Alien
| | Hotpat, his only chanceis to head
through the maze of tunnels, find
the escape pod, not forgetting to
deactivate the time bomb before
he leavas.

Other CBMB4 titles include
Mandroid, sequel to Cyborg, and

Life Force which involves the
destruction of an orbiting power
station that has taken on alife of its
oWwn.

Finally, and perhaps most
notoriously, there's the first British
computer game to get an X-rating
- Jack The Ripper, an adventure
written by the ladies of St Brides.
Tha graphics, as you can see from
the screenshot, are pretty
gruesome. How did the poor
ladies cope? Find out on page 23
where Mal Croucher of the

QUICKSILVA

PAC'S BACK! shout the
hoardings, computer nasties are
out, no more barbarians slashing
Page Three girls to bits with Black
and-Decker 7' circular rip-saws —
no, it's back to roots with a new
Pac Man game called Pac Land
licensed from the Namco-Atari
arcade machine.

Set on Pac's island home, the
story revolves around the
kindhearted orange segment’s
desire to help a lost fairy return 1o

Fairyland. Constantly pursued by
| his erstwhile paranormal ghost
opponents, Blinky, Pinky, Inky and
Clvde. Pac's objective is to make
his way through differant
andscapes, return the fairy and
| then potter back home to Mrs Pac
| The storyline is, of course, as
| sickeningly sweet as a fairyground
candyfloss, but Quicksilva
promise that the gamae is a tough
nut to crack
*ac Land on Commodore 64
128, Spectrum, Amstrad CPC
MSX, Atari ST and Amiga, should
be out in time for Christmas

dealicate sensibility chats with
them.
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Knightmare the computer game uniguely combines the best
elements of traditional odventuring with some hot arcade action

‘uﬂprmdesmmmsmmdlesufumm menutlmmd‘ A‘F

before in computer gomes.

Mail Order: Activision (UK) Ltd, Units 3 & 4 Lioyds Close,
Finedon Road Industrial Estate, Wellingborough,
Northampton NN8 4SR. Tel: (0933) 76768

Commodore 64128 Cossette (£9.99) and Disk (£12.99)
IX Spectrum 4BN28K/+ (£9.99) Amstrod CPC
Cassette (£9.99) and Disk (£4.99) Atori ST (£4.99).

[ACTIVISION] !

T o . -
7 Copyright W87 Anglia Television. Game copyright 1967 1 i



OPINION

| WHERE THERE’S YUK
THERE’S BRASS

n the beginning was pingpong,
which beagat the shoot-"em-up,
which begat the beat-'em-up,
which begat the computer-
nasty, and there was a wailing
and a gnashing of teeth, and the
multitude was sore afraid that profits
were about to goright down the lavvy-
pan. And verily, as | write this, the state
of the best selling games software
titles breaks down something like this:

SO-CALLED BUDGET TITLES

Competitive Sport Simulations  40%
Violent Conflict Simulations it B
Games of Incidental Violence 20%
Certifiable ‘Computer Nasties' 08%
Others 04%

SO-CALLED FULL-PRICE TITLES

Violent Conflict Simulations 42%
Competitive Sport Simulations  26%
Games of Incidental Vioclence  14%
Certifiable ‘Computer Nasties' 14%
Others 04%

Like it or not, those of us who create,
flog, or play computer games are
participants in an industry based on
the packaging and selling of products
the overwhelming majority of which
encourage young people to indulge in
electronic acts of violence on little
SCreens.

In putting together this collection of
other people's opinions, | have tried
hard to keep my own feelings off the
page. Instead | have gathered the
recorded voices of some of the maosl
influential and respected people In
British games software and thrown in
the odd psychotherapist, very odd
literary giant, and supremely odd
mate of mine. The following
transcriptions were all taken long after
the Gavernment, press, and sundry
loudmouths made knee-jark

reactions to the Hungerford
massacre. Everyone has had time 1o
think long and hard about violence in
computer games, and the purpose of
this survey is to make THE GAMES
MACHINE readers question their own
attitudes in response to the wvery
different talking heads that follow.
But first a message from a few guys
who couldn't gquite make the
interviews:
'‘HE WHO LIVES BY THE SWORD
SHALL DIE BY THE SWORD' (Jesus)
‘CMON PUNK, MAKE MY DAY’
(Dirty Harry)
‘THERE ARE TWQ CERTAINTIES IN
LIFE, SEX AND DEATH® (Woody
Allen)
‘NOTHING IS GOING TO MAKE THE
LION LIE DOWN WITH THE LAME:
UMNLESS THE LAMB IS INSIDE' (D H
Lawrence)

SUSAN VAS DIAS . . .

... is Principal Child and Adolescent
Psychotherapist at St Barts Hospital,
London, in other words she's a shrink.
So let her kick off the debate with her
superior knowledge about what
makes us kids tick. Take it away
Susan:

' Aggression is innate in all human
beings. All too often children are
raised to feel that their angry, violent
feelings are naughty and wrong. The
use of fantasy to accept and master
aggression is essential in human
development. When (fantasy)
characters are 'bonked’, ‘bombed’
and 'smacked’ but survive unharmed,
children learn that their angry, violent
wishes and feelings don't damage
and are a normal part of themselves.
Destructive events, such as cats

killing birds and people killing fish to

fantasies about wviolent human
encounters, can be observed in all
children's play.’

Personally, | think that's hogwash
when applied to computer nasties,
but I'm not going to include my
opinions, am |7 Except to say that the
difference between cats and kids is
something to do with the power of
reason, speech and so-called
civilisation. Ho hum. Who's next?
Why, if it isn't the man who inspired
me to start writing computer games
all those years ago

SIR CLIVE SINCLAIR

MEL - Talk to me about the best-
selling computer games played on the
computers you originally conceived
CLIVE - I'm very sad to see the current
crop of games that glorify violence,
very sad. It's & very unwise
development, it's alarming

MEL - Look into your crystal ball
CLIVE - Games are getting more
realistic, and this trend will continue
as new machines come out with more
powerful graphics. The last thing
computers should be used for is 10
emulate violence between human
beings. Aliens, monsters, that's a
joke, and can be seen as such, but |
am sure that certain games are a
corrupting influence. A Tragedy.

MEL - Those are very strong words,
‘corrupting’, ‘tragedy’. Do you think
your technology is abused?
CLIVE - It is a bad use of it, absolutely,
yes. Let's not mince words - that
means abuse.

MEL - Would you, no, could you try 1o
stop youngsters from using your
machines to play viclent games?
CLIVE - | would try to dissuade them,
yes. | want you to write that In your
article.

MEL - But isn't the profit motive s0
strong that software houses will
develop more and more violent
games?

CLIVE - The day will come, and
maybe not very far away, when the
law steps in. It has in Germany
already.

MEL - You mean their banning of
Barbarian?

CLIVE - Yes indead. And | think such
things will be banned here before
long. Sad, because | don't like
censorship at all.

MEL - You'd like to see self-restraini

as opposed to the law getting
invalved?
CLIVE - Manufacturers should

respect their customers. Very soon,
with developments in laser disks,
things are going to get much more
realistic, more gory.

MEL - But do you believe people
won't be able to separate reality from
imaginary experiences?

CLIVE - It is a worry. | don’t honestly
know. Yes, it's my fear!

Whether you agree with Sinclair or
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not, his picture of the next stage in
computer simulations is very bleak,
indeed, the sort of stuff that sf writers
have been predicting for decades,
where people lose themselves inside
weird and often horrific fantasies. So
what makes people like me continue
to develop ‘entertainments' with the
potential to backfire like this? | want
my work to be as ‘realistic’ a fantasy
as possible, so do most others.

IAN STEWART ...
... the boss of the highly
successful Gremlin Graphics outfit. |
paid him a visit,
MEL - I've just won Second Prize in
your Charles Bronson Deathwish 3
lookalike compo. Do | really look like a
killer?
IAN - Congratulations! You didn't win
because you smiled, Bronson never
smiles.
MEL - I'm not surprised, carrying all
those firearrns around with him, his
back must be killing him. Anyway,
thanks very much, what do | win?
IAN - One Philips CD midi-system will
be arriving at your front door very
soon, probably in bits.”
MEL - Bronson, Deathwish 3,
Hungerford, sick.
IAN - Oh. | see. Sex is okay, but
violence is out.
MEL - Sure, | believe that, that's fine
with me. People can have a bonk after
watching bonking films, but what
about Bernard Getz who gunned
down people in the subway after
watching Bronson do it on screen, or
Michael Ryan who dressed up as
Rambo and kiled 16 people at
random?
IAN - (long pause) | had every
opportunity to maximise the coverage
| could have got from the Hungerford
massacre. We didn't speak to
anybody. Nobody at all. Not even you,
Mel. And that's the way it stands at
the moment.
MEL - Presumably you've been
approached personally to comment,
IAN - It would have been ideal as a
promotion, but there is no way I'm
going to use or abuse anything as
tragic as that.
MEL - Wil you be withdrawing
Deathwish 37
IAN - it's still in the shops, and as with
any software product, it really hasn't
got that much of a long life.
Meither had Michael Ryan. | suppose
the best known pacifist in Britain is the
next person | talked to:

MONSIGNOR BRUCE
KENT . ..

.« . I5 a personal chum of Billy Bragg,
Pope John Paul Il, myself and other
holy men. He came down for a visit

*Mel Croucher expects that many
readers think he's a hypocritical cynic
for accepting the Deathwish 3
competition prize from Gramilin
Graphics. Before you write in, Mel has
told us that yes, he is a hypocritical
cynic, but he has tumed the Philips
CD midi-system into three years of
education for the eight-year-old child
of an agriculture coolie, thanks to
Action Aid. The child's name is
Ashwathappa, and he doesn't care
one iota about viclence in computer
games. He's too busy trying not to

starve.

“ ... the diff-
erence bet-
ween this
illusion and
the reality of
people going
out on a killing
spree is getting
thinner..."”
MONSIGNOR
BRUCE KENT

recently, and over a glass of wina, (but
no communion wafers), we took a look
at Deathwish 3.

MEL - What sort of games did you
play as a child?

BRUCE - Cowboys and Redskins.
MEL - That sounds violent.

BRUCE - Yes, | remember a bandage
on a playmate's head, but mostly it
was hide-and-seek, not killing games.
MEL - Why are violent computer
games so popular?

BRUCE - Kids are encouraged,
there's a business there. Something
in human nature is violent, cruei,
competitive and the software
business has decided to exploit it.
Raid Over Moscow ties in with insane
Mationalism, it's frightful.

MEL - Let's keep off the nuclear bit
today. You're reviewing Deathwish 3
here, joystick in hand. What do you
reckon?

BRUCE - I'm a Christian. Christmas is
a time of reconciliation, peace
making. If this is bought as a
Christmas present | think it is

BRUCE - Produce games on a non-
sexual basis, where your skill is about
getting people out of danger, not
murdering them.

MEL - Mild-mannered Lucy Kent from
the planet Krypton?

BRUCE - Rescuing a crashed aircraft,
stop the assassination of Martin
Luther King, there are so many
alternatives. Why is the sense of
challenge perverted like this? These
games don't create violence, they
ARE violent; full stop.

MEL - Don’t you like computers very
much?

BRUCE - We call ‘security’ being
willing to murder millions of people -
we sell weapons to anyone - but
computers are neutral like any
technology. It's how you use them.
Like the telephone, you can plot a
murder on it, you can plan a wedding
on it, a computer itself is just neutral,
MEL - Always?

BRUCE - Except when | played
computer tennis. It thrashed me. Non-
violently of coursa!

Monsignor Bruce Kent, personal
chum of Pope John-Paul
outrageous. As a game | think it is a
very, very dangerous perversion, It
puts the idea into kid's minds that they
can ignore the law, and sort people
out by murdering them. We try to build
a world of law, justice and judicial
procedures, and this bypasses all of
that. It turns a killer into a hero. Why
aren't heroes champions of non-
violence?

MEL - Mild-mannered Bruce Kent
from the planet Krypton?

BRUCE - Seriously, | feel quite il
looking at this, | think it's dreadful. |
think that the difference between this
illusion and the reality of people going
out on a killing spree is getting thinner
and thinner all the time.

MEL - Give me evidence of that.
BRUCE - Nobody pays for the
personal advertising poster |'ve got
here unless it has results. | don't have
any personal evidence. | certainly
know of kids who have hung
themselves after seeing it on TV. | read
the papers . . . casual violence onour
street, | just can't believe these games
DO NOT affect people’s behaviour!
MEL - This sort of game is about
‘winning’ about being aggressive, a
world of male dominance. How can
this stereotype ba broken?

Jeff Minter, the old lama-head with a
heart of Floyd

JEFF MINTER

If Monsignor Kent's opinions were
predictable, meeting with the old
llama-head is never pradictable:

MEL - If we can stop dancing a
minute, give me words of wisdom
about violence in your computer
games,

JEFF - What do you reckon to the new
Floyd, man?

MEL - Better than the new Roger
Waters,

JEFF - | don't know, man, it depends
which mood I'm in. Floyd are
Megagods, let's have a party, man.
MAN, er... MEL - Tak about
violence or I'll hit you.

JEFF - Yeah, love it. I've got some
really heavy shoot-'em-ups. But |
want to be abstract. Blobs, cameis. |
don’t like games where you kill men, |
hate it when they go ‘eeaaauurgh!’.
Can'trelate to that. | like a good viclent
shoot-'em-up, but it's got to be
abstract violence, Guns are bad news.
MEL - Guns in computer games are
bad news? You mean for children?
JEFF - It's distasteful personally. |
don't know how it affects children. Far
me it's bad news. | don't want no gut
exploding.
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OPINION

MEL - Are you aware of your
responsibility to your admirers?
JEFF - | don't think about

responsibility. I'm thinking what turns
ME on. Fast! Loud! Zzapping aliens,
man, that turns me on. Killing human
images doesn't turn me on, but I'm
not going to impose my views on
anyone else,

MEL - Why not?

JEFF - | write games that | like. Weird
people play them. I've got a weird
following. I'm writing something on
the ST now, huge amounts of
megablasting, YEAAH!, love it,
digitised llamas, very tasty.

MEL - Soundtrack by Pink Floyd?
JEFF - You ask 'em next time you see
'am. No, I'll ask Roger Waters myself,
let's dance, man.

After such a serious input to the
debate, | had to go and seek out
someone really silly to balance this
article. Why! i it isn't the second
millionaire I've met today, the small
but perfectly formed . . .

JEFFREY ARCHER . . .

... star of the High Court, Maggie
Thatcher's breakfast table and the
Dame Edna Everage show. Hi there
Jefft What do you know about
computers?

JEFFREY - | can't typa, | have no
professional expertise at all. For Not A
Penny More, Not A Penny Less |
sought expert advice from my 13-
year-old son, who plays computer
games every waek. | still can't work
his Spectrum,

MEL - Yes, let's talk about William,
your son. Do you allow your Willie to
play violent games?

JEFFREY - I'm not conscious of any
violent games William has. If he had
any | wouldn’t allow hirm to play them.
Under no circumstances.

MEL - You are talking censorship,
aren't you.

JEFFREY - In a democracy you can't
go too far, you have to be very careful,
| believe in parental control and self-
restraint, yeah. But viclence on
television screens ... | know the
Prime Minister is worried, and rightly
so0. Even if it adds one percent 1o
anyone's life being in danger, then it
should be stopped.

MEL - 50 you do advocate
censorship. Do you think that active
participation in a violent computer
game is more dangerous than
passively watching a video?
JEFFREY - |'ve naver thought about it
before you said it, but yes, yes it would
make one feel powerful, which can™
be a good thing.

MEL - Power isn't a good thing?
JEFFREY - Mot that sort of power.
MEL - What sort of power then, |
mean, how can you stop your Willie
playing these games in the privacy of
his own room?

JEFFREY - | can't.

MEL - You don't have the power over
him?

JEFFREY - You can only bring up
your children in such a way that they
reject these things for themseives.
How very true. Which brings us back
to our lady child psychotherapist.
Aggressive infant thugs learn their art
from aggressive adult thugs. But let
us move .on to those other lady
psychotherapists of software —

‘““‘Ilwas so upset
by some of the
scenes, | stop-
ped program-
ming for a
while...”
PRISCILLA OF
ST BRIDES

PRISCILLA &
MARIANNE

- of St Bride's.

MEL - Let's talk about your computer
nasty Jack the Ripper.

MARIANNE - | wondered if you were
going to say that first,

MEL - Of course | was going to say
that first, but if you prefer, Ist me ask
you why you're wielding that cane?
MARIANNE - In case you get out of
hand Mr Croucher,

PRISCILLA - She is prepared for you
this time, so mind your manners and
your language please.

MEL - Tell me why you've done Jack
the Ripper?

PRISCILLA - He was a most
unpleasant character, except that
there was more than one of him.
MARIANNE - Two sugars please.
MEL - That's very bad for you. So is
ripping the bowels out of women. |
find that offensive.

PRISCILLA - Most people do don't
they? We don't look at the pictures
when we play the game. Rather
unpleasant.

MEL - But it's equally unpleasant
without the pictures.

PRISCILLA - As a matter of fact we
don't read the gory bits either.
Seriously, | was so upset by some of
the scenes, | stopped programming
for a while.

MARIANNE - We programmed it with
our eyes open, but we play it with our
eyas shut.

MEL - You've gone a long way from
The Snow Quean haven't you?
PRISCILLA - No, it's exactly the same
theme, the battle between Good and
Evil.

MEL - Sorry, but | see a conflict hare.
You've done a piece of work,
presumably for money, yet you can't
bear to watch or read the violent bits
yourselves. What about your little girl
admirers?

PRISCILLA - Alfred Hitchcock
favoured the kind of horror which
makes you break out in a cold sweat,
rather than the kind that makes you
lose your breakfast. And | agree with
him.

MEL - You haven't answerad my
question. Hitchcock-watching is a
passive 'entertainment’; playing your
Jack The Ripper s active
participation.

MARIANNE - One doesn't take part

in the violence; no attacking, murder,
disembowelling. We don't approve of
games where you play the killer,
PRISCILLA - Firstly, you are mistaken
for the Ripper, then you pit your wits
against him, or rather them. In actual
fact the Ripper is a satanic cult, not
mad, quite sane ritual murders.

MEL - Sane murders? Come on now!
PRISCILLA - Politics and black magic
are closely connected, aren't they?
MEL - Why are you wearing two black
veils?

PRISCILLA - I'm in mourning for
Civilisation. All Civilisation,

(At this point CRL boss CLEM
CHAMBERS pops up from under the
tabla) . . .

CLEM - Jack The Ripperis not a video
nasty. Those things are as horrible as
they possibly can be. Our graphics are
not the point of the game, they add to
the atmosphere. A world without
order, without reason, without justice,
that's a video nasty. Don't forget our
product will have a Censor's
Certificate.

MEL - That is a very important point,
Vital in fact. Whatever the software
industry says, games now come
under the law of the land.
PRISCILLA - | think Jack The Ripper
is going to have an over-21
Certificate, the first product to get
one, | think. And I'm glad about that.
Yes, we do have a lot of little girls who
follow our games, ages seven to
twelve. I'd HATE to think of them
misguidedly buying The Ripper.

| left the ladies of St Brides to the

tender loving care of the Sunday

tabloid reporters, and targeted the
biggest man in software . . .

KEVIN TOMS

(Well, you try sharing a seal with a
giant like Kevin).

MEL - | see the monitors have finally
got to you. How long have you been
wearing contact lenses?

KEVIN - Ha! Couple of years now, but
not as a result of the screens. | wore
glasses befora.

MEL - | can't think of any product

you've been involved with that
features overt violence.
KEVIN - A tactical section in

President, but you're right, not even
crowd viclence in Football Manager.
It is just not interesting. |'ve got plenty
of things | can write about without
having to bother with all that rubbish.
Strategy games are more involved
with the cerebral and tactical side,
rather than man-to-man killing.

MEL - Are those games dangerous?
KEVIN - No, | don't feel that Kkilling
little objects on screen leads to
violence elsewhere. People know the
difference between fantasy and
reality.

MEL - What about the recent spate of
deliberately gruesome advertising?
KEVIN - The gory posters? Yeah, |
don‘tlike them at all, but the kids seem
to. When they 're young they don't see
it the way adults do. The blood and
guts look great to them, it doesn't
seam to bother them, When you get
older you become more sensitive not
less, because you understand the
realities.

MEL - Would you be willing to write
violent games in the future?

KEVIN - | am in a position now whera
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| don't need to run a business, and I'm
free to program what | want. It's my
profession, and | don't need to use
overt violence at all Look at
Codemasters, they sell squillions
without resorting to computer nasties.

Which is exactly where | will look next.

DAVID & RICHARD
DARLING . . .

.are the fraternal leaders of the
Codemasters empire.
MEL - Have you, are you or will you
ever, be nvolved with wviolent
computer gamas?
RICHARD - We have shoot-'em-ups,
but we don't involve people.
Shapeless blobs and spaceships
have no connection with real life. It
doesn’'t make players more violent.
MEL - If you were approached to
publish or write a Rambo or a
Barbarian whera you murder peopla
that get in your way, what would you
do?
RICHARD - We haven't ever done
that
MEL - What if they paid you lots of
money? Lots and lots
DAVID - {long pause} | think we would
say no. We're coming up with loads of
products, not violent, that sell very
well. The worst type of game is where
two people play at the same time in
combat, trying to kill each other. Two
people racing a BMX is just as skillful,
but harmless, and a lot more
aenjoyabla | think.
MEL - Have you ever been influenced
by so-called violent games?
DAVID - I've never killed anybody. |
don't know anyone who has.
RICHARD - | think it does affect
people subthy. It might just push
someona over the edge. Computer
games are more interactive than
videos, you get involved, especially,
as David said, when you have two
players against one another. They
shout and swear all the time, it's a lot
closer to real life than a space shoot-
em-up. If we were to change our
graphics so you're killing babies it
would make a lot of difference. It's the
images that are important
MEL - What about advertising
graphics? What about Rygar with a
saw blade ripping through human
guts?
DAVID - We don't like to criticise our
competitors, but | don't want 1o do
things like that. We have a certain
responsibility to our customers. We
are aware of their age and how they
can be influenced
MEL - You take this very seriously,
don't you?
RICHARD - Weathink of all the aspects
when we buy a product, yes. Is it good
enough and is it the type of product
we want to be associated with in our
range
MEL - Do you play violent computer
games?
DAVID - In all honesty, no. Not since
the ariginal Melbourme House karate
game
RICHARD - And that wasn't too
violent, They've got a whole lot worse
since then, haven't they?

Well, folks I'm taking away valuable
space from revolting adverts, and
reviews of gruesome games, so just
ong more interview,. And who better

juote me.
ASHLEY
HILDEBERANDT

Darlings both, Richard
and David

than the Supremo of Sickos, the
furnace inside the Power House, the
soft and cuddly . . .

ASHLEY HILDEBRANDT

MEL - Soft And Cuddly: The First
Computer Nasty, £1.99, and the front
page of The Star,

ASHLEY - Be gentle with me, Mel. It
was extremely unfortunate. We didn’t

plan it, but the press release got to

them the day after Hungerford
People went apeshit, simple as that.
The Starran a piece saying that these
kinds of computer games are turning
people’'s minds, corrupting youth
Bloody Hell.

MEL - And, as usual, they hadn't seen
the game, | know, it's happened to
me. But isn't all publicity good
publicity?

ASHLEY - In a sense, yes, but God
forbid you think we'd want to trade on
anything like Hungerford.

MEL - What if the game had been like
Rambo?

ASHLEY - I'd have pulled it then and
there.

MEL - You told me once that the most
viclent thing in Soft And Cuddly is
bursting bubbles.

ASHLEY - Right. This game is non-
violent. John Jones who wrote it is, er,
um, ‘eccentric’. He did Go To Hell for
Activision yonks ago, and in this one
you've got to find the various bits of
your dead maother, who's been
chopped to bits, stuffed in the fridge,
and so on.

MEL - And that's non-violent. God
help us if you ever go violent!
ASHLEY - It's warped, but | was very
upset by the Hungerford flak we
picked up. Very.

MEL - Your poster might suggest that
Soft And Cuddly is somewhat violent.
A pile of severed heads dripping
blood.

ASHLEY - | suppose so0, hahaha,
you've got to sell the product, haven't
you?

MEL - Trades Description Act? This is
a violent poster selling a non-violent
game?

ASHLEY - The poster implies gory
violence. The creature's found a pile
of heads and he's saying: 'Is this my
mother?’

MEL - How's your Mum, Ashley?
ASHLEY - She's alright, bit of trouble
with her ear at the momeant

MEL - In the fridge, is it?

ASHLEY - Seriously, | have published
violent games, we all have, excem
yourself. But | would not run

something like Rambo. | do think the
publisher has got to be responsible
Soft And Cuddlyis fantasy, something
like Deathwish 3 is a no-no. Person-
ally, l would never do it. You can guote
me

And so | have Ashley, so | have. Wall
it is not the function of a humble writer
to impose his own views on an item
like this, but | have never been
humbile, and | don't give a monkey's
about challenging people | disagree
with. As we approach the Christmas
software bonanza, | would ask the
following groups to consider these
regquests:

PROGRAMMERS: Your influence
over children is real and important
Why not be constructive instead of
destructive?

MAGAZINES: How repulsive does
advertising have to get before you
refuse to take the advertisers's
moneay?

THE TRADE: If you are in the business
of flogging software to kids that
glorifies selfishness and brutality,
never aver shoot your mouth off if you
suffer abuse of your person or
property, because you, my friends,
are not without blame.

EVERYOME: When governments
start banning things ‘for your own
good’ we all lose another little bit of
our freedom. If you start burning
books, videos and computer games
you don't approve of, you end up
burning people you don't approve of
Ask the witches, Catholics, South
Africans and the author of my first
quote. When it comes to computer
software, we don't need censorship,
we need sealf-respect. Happy
Christmas everyone.
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The next 38 pages are the core of
THE GAMES MACHINE, where
you will find the most informative
and detailed selection of games

reviews in  any multi-user
computer magazine, with games
not just reviewed on one machine
- but every version. And if a
version is not completed, we will
do our best to tell you about its
progress. Mo longer do you have
to read a Spectrum game review in
anticipation, only to discover that
when it is published for your IBM
PC it turns out to be entirely
different and less satisfying — we
will tell you about each version as
and when we see it,

VERSION UPDATES
And when a version which has

already been reviewed on other
machinas is finished we will give

will find them treated as reviews in
the main section which follows,

THE EXPANDING PC

And talking of PC compatibles,
you will find three reviews of PC
games — and thera are more lined
up for the next issue. The market
for PC games is growing but
Mirrorsoft say that it is 'a market
that hasn't really sorted itself out.’
For the recently converted
Defender Of The Crown, Mirrorsoft
hope to sel 2,500 copies.
Meanwhile, Ocean appear quite
happy: ‘We're pleased with the
initial reaction,” comments sales
manager Paul Patterson, 'and
we're continuing to support it with
Arkanoid, which is just released,
and Wizball isn't far off,

So, which games are worth
writing on your Christmas

REVIEWS

LEAD
REVIEWS

DRILLER

Incentive has been working on the
Drifter project for over 14 months
and now it comes alive on
Spectrum and Amstrad CPC —-and
it's big!

PAGE 38
DARK SCEPTRE

From Firebird comes another
magnificent creation by Mike
Singleton, creator of Lords Of
Midnight, Doomdark's Revenge
and Throne Of Fire. An ingenious
combination of strategy and
action makes Dark Sceptre ong of

BARBARIAN

This has been available for a while,
but the magdical, graphical 16-bit
arcade-adventure from
Psygnosis with its novel control
method and horrors that would
make your granny scream,
deserves more attention that it has
received.

PAGE 67

THROUGH THE
TRAPDOOR

Piranha deal goods again with this
sequel to their biggest seller,
Trapdoor. Again, starring Berk and
Drutt the, sequel brings more
action with the same endearing

you the full low down and rating in | shopping list? To help you find out | the most involved games seen on Don Priestley graphics.
a Version Update. In the first issue | THE GAMES MACHINE reviewing | the Spectrum.
of THE GAMES MACHINE, | team this month consists of Nik
Version Updates were in a section | Wild, Robin Hogg, Richard Eddy, PAGE 55 PAGE 77
of their own, but from now on, you | Mark Rothwell and Robin Candy. N
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REVIEWS

alls are a bit ‘in' at the moment. Especially, it would
appear, when they are smashing multicoloured bricks
to pieces. Breakout clones are suddenly appearing in
vast quantities and spreading faster than Wordstaror
Knight Lore clones did. Richard Eddy gives a personal

run-down . . .
Taito, the company which
produced the corky coin-op

Arkanoid, are probably to blame
for unleashing the craze, and then
Ocean for producing a series of
very competent conversions for
the home micros. The ST version
is undoubtedly the superior,
retaining all of the arcade's original
features — if it wasn't for the small
screen you could almost think it
was the arcade original. Imagine
have just released it for the IBM
PC.

Following in Ocean’'s footsteps
came Gremlin's Krackout, which
was somewhat jollier but slower
gnd really didn't have the
addictiveness Arkanoid provided.

Mot to be outdone Elite shoved
in their fourpenneth in the shape of
Batty which now features on Hit
Pak 2. Written by an ex-Ultimate
programmer, Batfy was polished
and showed greater graphical
sophistication than Arkanoid.
And then everyone breathed asigh
of relief thinking that it was
over. ..

‘Not on your nelly!' shouted
Audiogenic, Alligata, Pirate and
CHAL in unison, all proffering their
latest versions which are: Impact,
Addictaball, Smash Out! and Ball
Breaker.

Apart from the games,
comparing inlay storylines proves
most interesting. Pirate’s budget
Smash Out! goes for a
desperately-try-to-be-convincing
story where the bat is supposed to
be a spaceship lost in space and
bricks are blobs of plasma, while
Ball Breaker claims the ball is
some chappie called Ovoid on a
mission of annihilation. Personally
| prefer Impact's 'Trapped in a
1970s arcade machine ... or
Alligata's straight for the throat
approach with '...| have

difficulty imagining a bat is a
spaceship . . . so let's call things
a bat, ball and bricks — it's much
easier!' And so it is.

| think you can quite happily
disregard Smash Outl; it is little
more than a poor man's Arkanoid
with measly graphics, nauseous
sound and the adictiveness of
drying paint. Okay, so it may have
screen designer thrown in, but
even this is fiddly to use and does
nothing to push up Smash Out!'s
credibility.

NOVELTY

There's a lesson to learn here — if
you are going to produce a clone
you have to do it very well, or
devise a novel twist on the formula.
Which is what CRL did with Ball
Breaker, originally released for the
Amstrad CPC range, it took
Breakout into 3-D and worked wall
with some great sound affects and
a colourful layout. Ball Breaker s
just released for the Spectrum and
retains its playability — although to
avoid colour clash the
monochromatic  graphics  can
make it difficult to see exactly
where to position your bat.
Complete with all the typical
features, it also includes a laser
gun which stays with you
throughout the game. Ball Breaker
adds up to a worthwhile buy if you
fancy a different twist on the rest -
and soon to be available on the
Atari ST and Amiga.

Audiogenic, quiet for some time,
return to our 16-bit screens with
the elaborate Impact for the Atari
ST and Amiga (and hopefully soon
for the Spectrum and Commodore

/128). Impact is quite the
connoisseur's Arkanoid cleverly
topped off by some great sounds

NEW BALLS PLE

GO EaaT

{each brick, alien and the bat
produces an individual sound, so
occaisionally it sounds like a
decent tune gone wonkyl).
Graphically, it is what you would

0D 12660

divide (3 balls), expand, torch (10
see hidden bricks), laser, smart
bomb (to destroy aliens), missile
and forcefield, which doesn't have
the rebound effect off bricks, but
simply continuas to smash its way
round the screen until hitting a wall
where it bounces off.

¥ EENDE
s JEUH

SRRy R

LR A I
T |

axpect from 16-bit, utilising colour
very well and sharp definition to
add that extra bit of class to the
aliens.

THE LARGEST

What gives it that little extra push
is the novel way in which features,
such as lasers, bat expand and
catch are collected - a la Namesis.
Yellow tokens spin down from
selected bricks when destroyed
and, if collected, are stored in the
power select pad at the bottom
right-hand comer of the screen.
Pressing the mouse button when
one is collected makes the ball
slow down, collecting two and
then pressing the button gives you
the catch effect and so on through

With 80 screens and 48 more
you can design yourself using tHe
gagy-to-use screen designer,
impact definitely wins my approval
as being the best just for sheer
addictiveness

But coming a close second is
Addictaball from Alligata, which
doesn't quite make it to the very
top for the simple reason that it
falls down on presantation and
graphics, The use of colour is very
dull on the first levels — mainly
greys, greens, and blues used for
the bricks and surroundings -
which doesn't do much to create
an exciting atmosphere

However, Addictaball proves 1o
be quite novel in the way the bricks
slowly scroll down the screen in
one long trail — its great saving
grace. The trail can prove to be
frustrating when, having died, you
are retumed to the beginning, or
one of the internal stages within a
level. Two weapons, laser gun and




thruster (which allows you to move
up and down the screen) can be
collected at the very beginning,
though they have to be
replenished frequently by hitting
the correct bricks.

Along the bottom of the screen
is a barrier preventing the ball from
disappearing but this gradually
gets destroyed by the shower of
fireballs which come down the
screen, unless the fireballs are
destroyed with the bat before thay
reach the bottom. There are cars,
bikes and the like to be battered
along the way which, if nothing
else, adds a bit of humour to the
game.

So, now what? Do we dare
breathe a sigh of relief or is the next
parcel we open going to be
Revenge Of The Mutant Bouncing
Balls From Jupiter . . . 7

1R

T

STOP PRESS! No relief
breathing yet! We have just
received Reflex from Players
priced at £1.99 for the MSX . . .!

“Impact definitely
wins my approval as
being the best just
for sheer
addictiveness.”
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REVIEWS

Many years ago, a group of
superherces possessed  with
strange and deadly powers

banded together and formed the
Phantom Club. The overlord, Zarg
developed an evil streak, and over
years managed to persuade
the other members to practise his
nasty ways.. all except for
Plutus. The club split up, and now
disapproving Plutus finds himself
facing an avil band of warnors, all
as powerful as himself. Playing

the

Plutus, it is up to you to defeat the
b and destroy Zarg.

You start the game as Zelator,
lowest rank of the brotherhood,
and aim to rise through the ranks
(ten in all} to attain that of
Ipsisimus; only then will you be
able to defeat Zarg and restore the
club’s good name. To do this, you
must explore the club's many
rooms, overcome devious traps
and puzzles, and compiete the
various missions that have been
set, while coping with your former
colleagues whom Zarg sends after

&

)

he Phantom Ciub is instanthy
ognisable as being from the
s of MO.V.LE.'s creator, the

C of the isometric
perspective rogms  inevitably
recalling the earlier game. But

despite the similarities, Phantom
Ciub 15 an enjoyvable experience

MOVIE MISSION

PHANTOM CLUB

usko Dimitrijevic is a name to be reckoned with, if
only because it is difficult to pronounce. This young
programmer comes from Yugoslavia, and the first
major game he wrote, M.O.V.1.E, was a huge hit. That
was in March 1986 and we have had to wait awhile for the
second, which is a follow up in style but not in theme.

because the problems facing the
player are wholly new. Pay no
attention to your special power of
‘Brainstorm’ — a bolt of psychic
force you shoot from your head —
it is just a laser gun in different
guise, and has much the same
effect on baddies when it hits
them, although some need mora
than one shot; but the use of movie
screens (@ back reference?) in

(00 100 ) ed=

when blasted, earn bonus scores,
The game provides one mission
perranking, accessed by shooting
at a movie screen, if you have not
reached the ranking and number
of points necessary to undertake a
mission you are informed - i
requires at least 40,000 points to
start the first mission for instance,
and the aim of the mission... ?
That is for you to find out.

some rooms, which provide
essential information on  vour
mission, 15 a genunely fine

element, and the frantic search to
find the one necessary 1o enable
completion of the mission for your
next ranking gives the game that
just one more L_u:' h.-e.-.nr'--_';

That, and the combination of
more usual arcade-adventure
elements: extra lives can be
obtained by touching floating
spheres, others provide axtra
speed, and spinning spheres,

SPECTRUM 48/
128
Cassette: £7.95

This is the ideal
presentation for the
Spectrum, and so the
graphics look good and work
well. The sound is
acceptable, with a nice tune
on the intro and end screens.
Gameplay is compelling,
even addictive. Don't expect
this to be another MOV E.,
because it is not, and
perhaps not quite as exciting
either, but nevertheless it is
a worthy successor.

OVERALL 78%

sort of

AMSTRAD CPC

Cassette: £8.95
Diskette: £14.95

Plays exactly the same as on
the Spectrum, but the
appearance s brightened
with colour - sometimes too
much, and when rooms have
an eye-wrenching colour
scheme it makes the baddies
hard to see.

OVERALL 75%

“ . .. the frantic
search to find the
mission for your
next ranking gives
the game that ‘just
one more go'’ feel-
ing.”
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THE ULTIMATE AERIAL EXPERIENCE! |

NOW AVAILABLE FOR YOUR COMPUTER

All the thrills and skills of real skateboarding in this unique challenge to become
champion of the skating world. Starting out from ‘Skate City’ test your ahilities amongst
the numerous skateparks, improving your techniques both in freestyle and competitive
action as you attempt to complete

the ultimate manoeuvre -

the 720 degree twist

while soaring

through the

air.

Soreen shuods from Arcatdi version
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ONE THING
MAKES THEM BETTER THAN
THE REST....

SPECTRAVIDEO LTD. 165 Garth Road, Morden, Surrey SM4 4LH, England. Telephone:01-330 0101(10lines)




any moons ago, Elite opted for the battle to secure

coin-op licences, and when measured against their

opponents in the race they have had a fair measure

of success with the finished results, undoubtedly
topping out with Ghosts ‘n' Goblins. Space Harrier fared
less well than they would have liked on the 8-bit machines,
but (see previews) it looks like a winner on the Atari ST.
Now comes the Taito car racing game Buggy Boy across
most popular formats, Commodore first, ST next, and the
rest to follow very soon.

Buggy Boy is a race against the
clock around five courses, with

awkward places are all sorts of
obstacles, ranging from fences,

causes the car to jump (useful for

driven through. Flags awarding
points can be collected by driving
over them, with an extra bonus to
be gained if they are collected in
the correct order. Ramming a
football on the racecourse also
earns extra points.

All the features of the original are
present, the buggy can cross
bridges, roar through dark tunnels
and drive along on the slopes of

avoiding course hazards), running | roadside hills.

aver maolehills tips your buggy onto

twa wheels, allowing passage

through tight places.

i oia oot elns canbe e COMMODORE 64 /

through, each giving between 100 128

and 500 points, with time-gates Cassette:

adding extra time to the clock. s £9.95

Completing a stage of the course Diskette: £14.95

gives aset time bonus and an extra

two seconds for each time-gate Elite have done an absolutely
excellent job with Buggy Boy.
The graphics are superb and
the game Is extremely
playable right from the start.

gbstacles to be jumped and
negotiated, whilst  collecting
bonuses along the way in a bid to
reach a distant finishing line.

trees and rocks to barrels, bushes
and walls. Valuable time is wasted
if the car collides with any of them.

Running over logs lying in the road

A huge hit
on the
64, Buggy Boy

At the beginning of the game,
the player can select a course to
be tackled. They can be played in
any order but the overall game
objective is to complete all five
tracks. The car is equipped with
the standard low and high gears,
activated at the press of the fire
button, as well as an ever-useful
set of brakes for getting out of
tricky situations. Once the green
light goes on, put that foot down
on that accelerator!

Scattered around the tracks in

- TIME
LEG
5

CPEP

SCDRESPEED
THAD 142km

-

Elite on the Commuodore 64, Buggy Boy looks like repeating il on
which is shown hare

a screen of

T -

;5
i
iésgi

il
7edi

i
i

Cassette: £8.95
Diskette: £14.95 Disk

Cassette: £7.95
+3 Diskette: £14.95

The Amstrad version might have to watch its scrolling, but the

Spectrum version should be perfectly
acceptable, and on the 128 with extra sound may well better
other road racer greats like Enduro Racer. Version updates soon.

S L TR AR NS Y ) i A SR T Sl
“Elite have done an excellent job . . . Buggy

I R SRS I ST 1T TR S A A s = N

Boy will keep even the most hardened
arcadester playing for ages.”

TGM TX DATE:12-8735/148



For use with the —  For use with the

Spectrum and Spectrum Plus. Spectrum and Spectrum Plus

Spectrum Plus 2 and 3. Spectrum Plus 2 and 3

Commodore 64 and 128. Commodore 64, 128 and VIC20

Amstrad CPT. M5SX. All Atari Computers (inc 5T)
Amiga. Amstrad. MSX

B The only joystick that B Auto-fire to give instant
actually fits your hand. and even firepower (Auto-
® Fire button positioned fire only).

nght under your trigger finger. W Micro-switches allow you

m Solid steel shaft and robust 1@ Not only feel, but hear
construction each move of the stick

B 12 month guarantee, ' ="‘
SEGA® NINTENDO® :

MASTER SYSTEM ENTERTAINMENT SYSTEM |

® The only joystick that B Auto-fire to give instant
actually fits your hand and even firepower

B Twin firebuttons positioned B S5tart and select buttons
right under your trigger finger. (Nintendo only)

B Sclid steel shaft and robust B Micro-switches allow you to
construction, not only feel, but hear each
| 12 rﬂanth gut"antm_ move Gf the stick,

. I"Il'y the Konix Speedklng ]O}‘Sﬂd(S can gWE [_Tcr: Konix Computer Products, Units 12f;|4 Sirhowy Hill Industrial |
you the power you need to take on the | Estate, Tredegar, Gwent NP2 40Z. UK. |
unknown - and win. | Please send me: Speedkings with Game at £11.99ea. ___ |

' —_ Speedkings with Autofire at £12.99ea "
Ultra fast responses to every command, | e utofire at £12.9 |

. — Segas at £12.99%ea
unbeatable autofire power and complete control. e
Right where you need it -in the palm of your hand. (Including Postage and Packing)

Nintendos at E12.9%ea.__ |

.. | enclose Cheque/Postal Order for — S e
Tl"a'de or Export eanfﬂES WEICOmE on | (Made Payab}eutﬂ KONIX). Or charge my Access/\Visa |
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REVIEWS

DRIBBLE TROUBLE

BASKET MASTER

Imagine

:

on-one basketball

he fourth Dinamic release through Imagine is a one-
simulation based around
exploits of Fernando Martin, one of the world's top

the

players. First out is the Amstrad CPC version, with
other 8-bit formats following as fast as possible. Coding
and graphics by Dinamic themselves, except for the
Commodore, which is by Martin McDonald (also working

on Platoon) and Gary Besillo.

The garme can be played by one
aganst the computer or two
people head-to-head on three
levels of play: beginner, amateur
and NBA (Mational Basketball
Association level).

Below the main playing area the

status panel comprises an energy
bar, a personal foul counter,
player's present score, and a timer
that keeps track of each five-
minute time period — a match
consists of two such periods.
There are several ways of scoring

points, ‘baskets' (a straight throw
within the goal zone), ‘slam dunks’
(jumping up close and slamming
the ball in) and ‘rebounds’ (speak
for themselves) all score two
paoints, while a throw from outside
the goal area = a "three point shot’
— scores, suitably, three points,
Slam dunks are the only type of
‘basket’ that is rewarded with a
close up, slow motion action
replay. When your opponent has
control of the ball, however, you
are not entirely helpless, watch the
parsonal foul counter carefully,
and you will see a small basketball
icon appear when you are in range
to steal the ball from him, though
watch you don't foul your him as
you are disqualified if you do this
too often. A much safer way to
repossess the ball is to intercept
your oppanent as he throws for
goal . .. although given half a
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chance he will do the sameto you.

The inevitable problem with
sports simulations is that they tend
only to appeal to those who really
enjoy the particular sport, possibly
excepting the furious joystick-
wagglers like Daley Thompson et
al. So unless the implementation
is exceptional, the game is unlikely
to have mass appeal, and in the
case of Basket Masier it really is
too hard to play and too slow to
watch to completely succeed
Added to that, Fernando Martin is
a great slam dunker, and you are
often left helpless as action replay

follows action replay - an
unrgmitting sight that tends to
tedium rather quickly. Batter

played with two humans then.

baghmrh-ullulpmuyhlul
to hang onto the ball for very
long, and this causes a deal
of mounting frustration.

COMMODORE 64/
128

Cassette: £8.95
Diskette: 12.95

Both should be ready

December. As the Eplclruﬁ
Basket Master is coded by
Dinamic, expect it to be as
hard as the Amstrad version.

but will have to work all ﬂ'lc
harder to appeal as there
have already been several
such simulations, one or two
really quite enjoyable.

¢ ... Basket Master
really is too hard to
play and too slow to
watch to completely
succeed.”

TX DATE:12-B737/148




DRILLER

Incentive Software

highly effective

ANGLE - 15°

—

The planet Evath has two moons,
Mitral and Tricusip. The Ketars
who lived on Mitral had set up 18
enormous platforms to mine for
Rubicon crystals — a natural
source of energy used both on the
moon and on Evath. However their
mining technigues were primitive
and before long great pockets of
gas built up. Aware of the danger
the Ketars fled.

Now an even greater danger
than the potential gas explosions
threatens, a comet is heading
towards Mitral. Though its
collision with the uninhabited
moon would normally have been
of little consequence, Evathian
scientists fear that with the gas
build up it could act as a trigger
and set off the explosion of Mitral,
throwing Evath disastrously off its
solar orbit.

You are assigned the mission to
make safe all of the 18 sectors on
Mitral by positioning drilling rigs
over each of the gas pockets to
burn off the gas and ensure that
when the comet hits it will have no
serious effect upon Evath . .. and

ncentive's Driller project has taken over 14 months
to come to life, most of that time being spent on the
solid 3-D graphics

Freescape, created by Incentive's in-house team
Major Developments. The amount of time and effort put
into Driller has paid off and the end result is something no
8-bit owner should be without this Christmas. The
package, a large box including a 3-D map construct,
comes with a hefty instruction manual, and within its
covers lies a novella telling the story of events leading up
to the action within the game . . .

routine

BN ENERGY

it is due in four hours,

DRILLING

The game begins as you land on
the first of Mitral's 18 sectors,
Amethyst, on board your
transportation wvehicle. This is
similar to a tank equipped with a
laser and teleporting device for the
drilling rigs.

Discovering where to place the
drilling rigs on each sector ranges
from being downright easy — there
is a big X on the first sector - to
being pot lock. When a drilling rig
is placed the status screen informs
whether gas been found and what
percentage can be burnt off. For a
drilling to be successful the burn-
off must be over 50%.

The vehicle's energy is limited,
but it can be replenished by
collecting Rubicon crystals which
resemble pyramids. Upturned
crystals restore energy and base-
down crystals restore the shield
surrounding the craft.

Planting rigs may appear a

38/148TGM TX DATE: 12-87
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tedious application, but what
makes Driller so intriguing, apart
from the graphics, are the
marvellous cryptic puzzies. It is
quite possible to forget about
drilling and instead explore the
planet searching for switches.
Switches, usually found in the
shape of cubes, are activated by
firing at them, which often has
some effect, such as opening

secret doors or operating lifts.

FLYING ROUND

Unlike many games, the puzzles
are not obvious in their
appearance - the installation of a
teleport system s a good
example; early in the game you
may find a room with four cubes.
Eliminating them in a specific
order sets up the teleport system,
which you may well later discover
in a few of the sactors

Mitral's automatic defences still
Cperate so travel s quite
hazardous. Ketar lasers can be
destroyed, changed in position or
at least switched off, though some

continue firing and dodging
quickly past is the only possible
avoidance.

Mapping Mitral is essential,
though difficult from within the
tank, but somewhere the Ketars
left a jet behind which you can usa.
It operates similarly to your ground
vehicle but of course it can fly and
skim over many sectors — it .is,
however, impossible to position oil
rigs using the jet.

Freescape, the technique
where all the 3-D graphics remain
solid in every perspective, works
axtremaly well, creating a real
sense of exploring the unknown.
Admitedly it is slightly jerky but
that subtracts nothing from the
gameplay, and it can be made
smoother by altering the step size.
The highest step is 250, but it can




be taken down to just one,
although this renders it very slow.

innovative ideas and involving
gameplay, the whole package

REVIEWS

Freescape is a great  offers a bundle of entertainment to
achievement, and with the take you through this Christmas -
addition of Driller's huge scenario, and probably the next one!

AMSTRAD CPC

Cassette: £14.95

Diskette: £17.95

MAKING
TURTLE

SOUP

SUPER MARIO BROS.

Nintendo

Cartridge: £19.99

ario Bros. proved a great and playable game. A follow
M up was a certainty. Super Mario Bros., it has to be

said, has an even sillier plot: La principessa dei funghi

‘" & prigioniera della malvagia tribu delle tartarughe
Koopa. Well, that's the Italian version, thanks to
Nintendo's odd, but thoughtful, dual-language packaging,

The Amstrad's benefit is the colour; using mode 1 (four colours)
and a variety of shading techniques the colour comes alive, and
makes close together blocks much easier to see than the on
Spectrum, There's no music, which is unfortunate and the FX
are little more than warning or explosive noises, but Driller has
ﬁ-stmm-ﬁmaﬂr:lunmﬂmdhnghrm playability. Definitely notto
be :

OVERALL 95%

SPECTRUM 48/128
Cassette: £14.95
+3 Diskette: £17.95

vwmuchmumeumﬂummfrmhm:mr-

the shading works to an aimost sinister effect — which
because there is less to shift around means the Spectrum
version runs slightly faster (even more so on the +3). And no
multiloads; it is all squeezed into one 48K load - a considerable
achievement for such a mammoth game. At a time when
innovation seems halted, Driler not only makes a welcome
change but also an excellent one.

OVERALL 94%

COMMODORE 64/128

Cassette: £14.95
Diskette: £17.95

Already well underway, Commodore Driller should be out a
month after the Spectrum and Amstrad release. It uses solid
colours rather than shading and includes an eight-minute
theme tune.L look out for a version update next issue for the full
assessment.

16-BIT

Incentive have planned Amiga and ST versions of Driller for 1988
and they promise to be faster than on 8-bit. Work has only just
begun but we will try for a preview in the next issue.

e s . SRS RTINS S
B e e

Mot content with rescuing fair
damsels from giant apes, Mario
and Luigi have been hired to defeat
the evil Koopa tribe of turtles, who
have imprisoned the people of the

Mushroom Kingdom wusing a
powerful black magic speill
Princess Toadstool (the

Mushroom King's daughter) is the
only person capable of reversing
this spell, but she is a prisoner too,
s0 it's up to the Bros. to rescue her
and destroy the invaders.

The Mushroom Kingdom is
divided into several worlds of four
areas each. A time limit is given to
reach the flagpole of the castie in
each area, where any remaining
time on the clock is converted into
bonus points (except on the last
castle). Not such an easy task —
the path is strewn with obstacles
and patrolled by turncoat
mushrooms (who now serve the
Turtle King), and several types of
turtle guards including green
Koopa Troopas, red Koopa
Troopas, red and green Koopa
Paratroopas, and the delightfully
named Hammer Brothers, who
throw hammers at brave rescuers,

As in the previous game, somea
bricks sporting question marks
contain coins which give extra
lives, whilst mushrooms increasa
Mario's size and provide a power
boost and fire flowers award with
fireballs to throw at all and sundry;
last, but not least, picking up a
Starman gives limited invincibility,

although touching any baddies

whilst in Super or Fiery Mario

and very cultural too. Now in English . . .

mode returns him to his normal
size.

Thus it is that after battling
through the many hazards of the
Mushroom Kingdom, Mario & Luigi
finally come face to face with the
evil wizard King Bowser, and
following a titanic struggle defeats
him, and like all good stories,
everyone lives happily ever after —
or no?

TGM TX

DATE: 12-87 39/148
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REVIEWS

GOING FOR THE

THROAT

MSX CARTRIDGE ONLY

s the full moon slides majestically behind an angry

black cloud and the sound of lurking night creatures

plays teasingly on his mind, Simon approaches the

castle. As he creeps ever nearer, the huge iron
gateway swings open as if guided by a phantom hand, and
Simon stealthily enters the grounds. Armed with only a
whip, he proceeds to the main entrance, knowing that to
free his home town of Dransylvania from the evil which
invades it, the cause itself must be destroyed — Count
Dracula.

with the fire button or space bar,
deploy any weapon ha may be
carrying with him. These vary from
the practical whip to a battleaxe
and even arcane weapons such as
a silver cross or holy water for the
disposing of those particularly
powerful foes.

Weapons are hidden behind

The Dracula theme has always
been a popular, if over-exposed
nightmare, and generally works
fine as long as there s
atmosphere. Hera, the music and
sound effects, which adom the
action throughout, do halp.
Despite the vampire link being
tenuous, the game itself proves to

be guite good.

The opening seguence of
Vampire Kifler shows the first of
three available Simons entering
the castle grounds, from this point
on the player takes control. Using
either joystick or keyboard Simon
can be made to walk left, right,
upstairs, downstairs, jump and,

twelve game levels. Help of one
sort or another is available
although sometimes it may be wal
hidden. Keys 1o treasure chests

can be picked up, and when the |

appropriate container 8
discovered its

Simon's to plunder. Some objects

can increase or decrease Simon's |

contents are |

When you get here, you're at the final screen and staring at deadly Dracula
himsaif (the revamped version) - MSX screen

walls, in candle holders and may
even appear when an enemy has
been defeated. The castie's evil
denizens are many and varied,
attacking in droves throughout the

intelligence, locate weak walls and
even show the player a layout of
the level he is currently battling his
way through. Should Simon

succeed in reaching the very top

“...The best racing

played — even be

—_———

e

Finedon Rood Industrial Estate, Wellingborough,
Northampton NN8 4SR. Tel: (0933) 76768
Copyright 986 Sego Enterprises Inc. (USA). All rights reserved.
Electric Dreams Software. Authorised User.
Commodore 64/128 Cassette (£9.99) and Disk (£12.99)

DX Spectrum 48k/M28k/+ (£9.99)

Amstrod CPC Cassette (£9.99) and Disk (£14.99)

Amiga Disk (£34.99)

= - ’ /
; /

/ |
5 ELECTRIC DREAMS
SOFTWARE

Mail Order: Activision (UK) Ltd, Units 3 & 4 Lloyds Close, 4



of the castle and destroy Dracula
then the invisible force behind the
all the evil foes he has previously
faced will reveal itself and
challenge him to the death

—_—

MSX
Cartridge: £18.95

The graphics surrounding
the main characters are well

and help to instill
a little of the feeling of being
in a satanic castle. Control is
easy and when Simon whips
out his weapon, it's look out
ghoulies. \ampire  Kiler
provides plenty to do
although it can get a little
repetitive, the nice graphics
and sound coupled with easy

help to make it an
wm to get your teeth

OVERALL 69%

B e e
‘“Despite the
vampire link being
tenuous, the game
itself proves to be
quite good.”

VERSION UPDATE
Camping out

THE GREAT ESCAPE

Ocean

IBM PC £19.95
THE HIGHLY successful
Spectrum game from Denton

Designs arrives on the PC after
almost a year. Incidentally, Denton
Designs have been at work for
some time on another 3-D game
with a massive playing area which
uses similar, although more open,
graphics to those of The Great
Escape. Designed with the
Spectrum 128 in mind, THE
GAMES MACHIMNE can now reveal
Tibet, as it was codenamed, will
be released soon as Where Time
Stood Still— and it will be available
in a PG format.

But back to the IBM PG and
Germany in 1942: set in a WWII
German POW castle prison, the
player's task in this arcade-
adventure is to escape. The castle
which is described in isometric
forced perspective 3-D using
individual screens for rooms and a
scrolling section for the camp
perimeter, has to be explorad, a
daily routine established and
iterne, which will assist in the final
break for freedom, collected and
stored in a hidey-hole

Secret tunnels can be used 1o
move around the castle, whilst

WWil escape thrills on the PC

diversions, drugging guards dogs !
and cutting barbed wire, being

only some of the tasks necessary |
to effect the getaway

avoiding the camp commandant,
his guards and their dogs. It's quite
an undertaking, with the bribing of
fellow  prisoners o create

This is a fine conversion from the Spectrum original, which was
a CRASH Smash (December 1986). It retains all the original's
atmosphere through the detail of camp life and the aerial
viewpoint which works well. With lots to do, and a large castle
to search, it's highly playable and provides quite a challenge.
Interest pales, though, once completed as it is very much a
get-through-it-once game. A pity, too, that the IBM version
hasn't taken the greater advantages offered by the machine
over the , bacause it's not much of an improvement
(if any) over the original. #

game we'’'ve ever
Her than Oul Run?”

p 64 ‘ANOTHER DAY AT THE ARCADES’
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ARCHIMEDES ONLY

he first British computer game to get to Number One

in the States was Elite, the space trading program

which made Lords Of Midnight look easy. Its co—

author, the now affluent David Braben, wrote it
originally for the BBC (it was later taken up by Firebird and
converted for all the popular 8-bit machines), so it seems
logical that Superior Software should tempt him to put
aside his intention of getting a PhD and design for them a
| game to beat all games. A PhD has its attractions, no
doubt, but to clinch the deal, Superior had the new Acorn
32-bit RISC computer Archimedes, adopted as the new
generation BBC machine, in mind for David, and theirs
was to be the first ever game for it. Enter Zarch.

Zarch is actually a hoverplane
which can flit over land and sea, or
power into space at the touch of a

spraying over everything a red
virus intended to contaminate all
forms of life.

thruster. its main task in life is to
defend the lovely countryside
against nefarious alien spacecraft
— though its powerful weapons, In

| the hands of inept, or plainly
malicious, pilots, is as easily

capable of scoring own-goals and
defoliating the landscape

A lot can be said about this
landscape too, but obviously
much of the breath-taking speed
with which the highly detailled,
shaded graphics move, is owed to
the amazing Archimedes
computer (even more so when you
consider that Zarch is written in
BASIC!). If you don't own one (and
| who does yet?), then drooling is
the only proper respanse, So this
review is for the converted elite, or
for the masochists among us who
like to see what we might be
playing if only we had the large
guantities of loot necessary.

RED PERIL

But back to the game: the race of

outer space ogres against which
7.

Zarch is pitted is intent upon
| solluting the landscape by
42/148TGM TX DATE:12-87

The first step is to I>cate the
gnemy as soon as yru tave lifted

off the ground at nome base.
There's a scanner at the top left of |

Wial:

Aljens pounce on Larch, scal

Frozen by the photograph Zarch's
WKINg 80

graphics cease lo

speciacuia i} '

r— nothing but hands-or

can convay their élegance

and shear speed

screen which shows an orbital
view of the planet's islands and
seas; the positions of Zarch (white)

and the home base (grey) are |

shown, and all ather colours of

dots are the enemy. These ara |

made up of six types: Seeders
Bombers, Drones, Mutants, Pests
and Fighters, of which the first two
actually spread the virus. Attacks
come in waves, and once one
threat has been disposed of
another quickly follows, faster anad
stronger.

You have three weapons at your
command activated by the three
mouse buttons, a rapid-fire laser
cannon, homing missiles and a

limited number of smart bombs most amazingly elagant
which destroy everything in the | aerobatice a humble home |
vicinity (landscape features computer gamesplay sr could wish |
included if you are low enougny for in the truly three-dimensiona
Each successful attack on an | screen world
enamy craft increases your score, Relevant nformation 15 |
and with every five thousand displayed across the top { the |
y deadly red virus on the couniryside while attacki |

[ points a smart bomb and an axtra |
life is awarded

MOUSABATICS

Control is via the mouse, and, unti
| you achieve a reasonable level of |
finesse, a very slippery little beast |
‘ it is too — the first confrontation

] [

with alien o be
somewhat uncontrolled
upside doWwn in ever-increasing
| circles letting off laser beams and |
missiles willy
l orientation of the Mouse
to the table top is done for you at
the start of each

3 tancs
dan ienas

fiving 1

T

MY houghtiully

relative

mission, e with
the hand contro antral
position relative o the
Hoverplane. The distance of the |
mouse from this position

detarmines the declination of the
craft and the angle at which 1t Is
moved defines the compass
direction. Thus, once in the air you
are set frea to perform some of the
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screen, including the player's
score, number of homing missiles
on board, lives remaining, number
of smart bombs, the current wave
attack and the high score. Directly
below this are two bars, orange
showing fuel level and green
indicating height. When you leave
the planet’'s atmosphere, the
thrust cuts out, remaining dormant
until Zarch drops sufficiently to be
back within the envelope of air.

Thers appears to be no ultimate
goal to Zarch, except to fight off
waves of extrinsic creatures until
the odds become impossible and
defeat inevitable. That, and
delighting to the extraordinary
sanse of aerial freedom the game
gives

Diskette: £19.95
Zarch is incredibly fast. The

-

. Iin the air you
are free to perform
the most elegant
-n-n-e:u{r-:a.t-'s:::«; a
gamesplayer could
wish for in ?i!i: truly
three-dimensional
screen world.’
B e e S e

he programmer/founders of Nexus, Paul Voysey and
Tayo Olowu, first hit the headlines with a Spectrum
game called Psytron as well as several others for
Beyond on both the Spectrum and Commodore 64.
Later they drew several senior management figures from
Beyond after the innovative software house was sold to
British Telecom. Since its inception, Nexus has had an
uneven history of 8-bit releases. Skull-Diggery is their first
Atari ST game, written by the Unsung Heroes and released

under licence.

A cave-mite’s only true goal in life
is to devour as many diamands as
it can. This sparkling vocation
takes place in numerous varied
screens, the overall objective
being to collect the required
number of gems within an allotted

although if you succeed in
enclosing it, something very
interasting happens!

Skulls are everywhere and, as
with the diamonds, don't get
caught undemeath them for there
is little that can be achieved with a

Remarkably bland colours in 8 worm's-eye wview of Iife underground in the
Skufi-Diggery gem factory — Atari 5T screen

time and gain passage to the next
stage.

The little mite munches and digs
its way through the caverns,
gobbling up diamonds when they
are encountered, and generally
avoiding other inhabitants such as
the crystal bats and crazy ghosts.
However, careful utilisation of its
fellow troglodytes is often a
necessity if certain obstacles are
to be overcome, they have a
tendancy to explode on contact
with other objects and can prove
very useful for blasting through
particularly tough barriers. But
releasing them from their earthy
prisons is a dangerous matter,
since they rapidly home in on the
nearest object — and that could
well be you if you aren't fast
enough to get out of reach.

r ' A : Fat w0
A FLAI-EARD

-

iER

Ancther cave dweller is the
creeping vine which is invisible to
all but the mite (useful for causing
those necessary explosions). It
rapidly engulfs the whole cavern if
left to its own organic devices —

flat mite. However they can be
used to advantage in many
seamingly hopeless situations,
while munching one of the rarely
found cup cakes provides an extra
life (extra lives are also awarded
after every five thousand points).

Game options include music or
sound effects, one- or two-player
gama, joystick or keyboard control
and also the choice of which
screen number to start on. When
actually playing Skull-diggery in
two-player mode you can aither
compete an screen
simultaneously (each mite in its
own field) against the clock, or
combine forces, in which case, at
suitable moments, one of the
players may be sacrificed for the
team's general good.

MIGHTY MATEY
MITEY

Skuill-diggery is easy enough to
get into, since it follows a well-
wom pattern of gameplay,
although the first shock comes
with the bland pastel shades used

= JB1-1-1

rather than from any exciting
action. The cave-mite looks
around with those mitey big eyes
of his as he smoothly digs and
munches the surrounding rock in
search of gems through 100
scraens, which should be enough
for most people. The sesarch
raquiras some careful thinking
although speed and dexterity are
also necessary from time to time,
The music is annoying but can
thankfully be tumed off, and the
option to start on different leveals
prevents alack of playing skill from
making the game instantly
tedious.

29
ey 'E- |

ATARI ST
Diskette: £19.95
Taking Iinto consideration
the very basic idea of the
game, which owes an awful
lot to the saminal
Boulderdash, aevarything
seems to work well enough,
for this is a game where
graphics, and these are quite
chunky, take second place to
the inevitable how-to-go-
about-it strategy required to
succeed. Skull-diggery is a
little archaic and certainly
does not use the Atari 5T to
its full potential. Throughout
the game the programmers
have used remarkably bland
colours. A quick fiddle with
the monitor controls assured
uimltmhishmﬂun:m-
supposed to look -
pu'l'lm it should be put
down to being a palette-

quite cute in the butchest
sense of the word.

OVERALL 64%

OTHER FORMATS

entirely
aged idea. Certainly if there
were to be any plans for B-bit
versions, there would have to
be some very novel approach
used to give it life.

TGM TX DATE:12-8743/148



VERSION UPDATE
Droiding

RED L.E.D.
Ariolasoft/Starlight

HANG TE

Amstrad Cass: £9.99, Disk: £14.99 Spectrum Cass: £&.99

We have already reviewed the | game's objective is to control

Commodore 84 Red L.E.D.inTHE | three droids around 37 three- kate or die! The cry now rings out on the home micros
GAMES MACHINE to somecritical | dimensional levels in a bid to link ; ; ; - |
acclaim (see Issue One, page 61 | up a cosmic grid, and there are no courtesy D.f us GGlC!WIth their |ﬂ_tESt licensed DHE””Q 1
for full game review). Now this | significant playing differences from IAtan = ?EEI] , a sensational skateboarding
surreal Marble Madness look-alike | between the versions. experience. 720° just in case you are wondering, is
gﬂﬁ TUEE” 'E‘; 'Eﬂset ag" T"ﬁi the skateboarding term for spinning round twice on the
ram n Mmsir 5 . . . .
RRTTIREN, £ . COMMENT board whilst in mid jump. Converted for the Spectrum by
COMMENT o : Tiertex Software, 720° is a far better conversion than
The Amstrad RedL.E.D.uses | | /ndiana Jones And The Temple Of Doom (reviewed in this
“"I the W f‘ﬂ“ﬂ"‘l mw t, hh'“" issue), which they also did. On the Commodore 64 it's up
m""m“d area, with the sprites in m'“”’ to erstwhiile Chris Butler, and judging by the preview copy
loads of decorative detail nicely detailed. The scrolling | | we had, it's looking good.
round the edges - it ‘feels’ suffers slightly more - a bit
even smaller than the on jerky = but only a minor
Amstrad. This restriction has problem and one which 720° takes you into the heart of | being that advanced level includes
had little effect on the doesn't affect game play. It | | siate City, performing stunts to | further hazards which generally
scrolling though, and it is runs ?ﬂﬂ’ too, wWhich | | buid up your street cred by | make life more difficult.
much jerkier than one would means it might take a while | | .ojiecting medals and cash in one Within the Skate City boundary
expect (and considering the to getinto the game, butwith | | (ocn if you do go to the arcades) | four parks are to be found, each
monochrome playing dozens of mazes and the | | f the most original games to | presenting different and
graphics). All in all, despite varied attributes of ‘each emerge this year. challenging skateboarding tasks;
the game’s inherent playing droid, it needs a good dose A better cash level allows youto | take alook at the Park Patrol panel
and addictive qualities, the of strategic thought to play buy better eguipment such as | for the details. Each park can only
siowness is a severe well and provides plenty of | | ;,ards, shoes and pads from the | be visited bnce per level, Finding
detraction. challenge. city shops and improve your | them can be a problem, but to
: performance. There's two levelsof | ensure novice skaters don't get
SPECTRUM 48/128 m skating to choose from — trainee | |ost there are map icons placed at
OVERALL 64% OVERALL 79% and advanced; the difference | intervals along the streets and

HOW WILL | EVER FIND 'ERR PSST ! EET IS1, LE TERK. LISTEN VARY
IN ZI5 PLACE — IT EEZ 50 CARFODLY AZ | SHALL SAY THIS ONLY TWILE .,
LODGE . SHE (OLD BE THIS = THIS
ANYWEER | | & ZTEEN & SHADOWY FIGLURE NWAKING
FOR ZE CELLEUR .
4
o _# I =
.. e ROMING
e OFFE LS
.'——-u.
e - |
e
S % WO NOW W
-‘[-F EES IDING. ...,
L__L | b EE AS TREEMN MY LOAF
o ZER ZODOERS UNDER
= ZE DPERA 'OUSE.
E DOES RAQUL KNOW, BT T

NOW ME KMOWS WHERE | AM
sHELL BE WETTING . THEN

LITTLE DDES ERIK KNOW
BUT | KNOW 'E KNOWS
ZAT | KNOW.

ONLY THEM SHELL | TEACH
sTINE TD SIMNG BETTER ™
GREATEST OPERA SiMGER !

T IhAE

Let us have your ending lo this story in a cartoon strip.
The best 25 eniries received by Crysys, Software

Publishing Associales will receive a lree copy ol

Erik: Phantom of the Opera.
Please state Specirum 48128 or +3.

Judges decision is final. No cash alternative. '
* Closing date for eniries 31st December.
Winners notified by post.

LITTLE POES RAQUL. . «v » 4 a w5
IF WE KERRY O LIKE IS FEE MERCH
LONGELR Z)S ADVERT WILL BECALM ERIK: PHANTOM
MERCH TOO PRICEE . OF THE OPERA
SPECTRUM 48128 £7.95

00 (7 THEEZ GEEZER SPECTRUM +3 £9.85
— . "1l HELP CHRISTINE (AND US)

KIDDEENG.) | ‘A Sottware Publishing Assoclates

Tﬁmﬁag@f.E TO ESCAPE FROM THIS Lower Ground Floor
g DASTARDLY PLOT. | | et

AVAILABLE FROM
ALL LEADING
SOFTWARE
STORES

44/148TGM TX DATE:12-87
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along with a kick key;

there is also a jump .'1r'.-:1 ~;1-';;-

function
Maturally,

acditic

vou arent tha only

one in Skate f"n‘-.- thare are plenty
of cars, bikers and t.*-.;rj-ftuu!:".-r-ra
{narcissists of a feather flock

together?) who line the '-..H_--"-1-~
colliding with any mowving thing, |
though it won't actually kil you
knocks you off the skatebo ard
Perhaps 720°'s only faling |s
that the parks could have
progressively harder. However,
| fans of the arcade original and
| novices alike should love this
playabla and addictive game

becomea
1

SPECTRUM
Cassette: £8.99

s 1| e 72(r is probably one of the

1 best conversions US Gold

] have proffered for a long

" while. The scrolling works

i I axtremely well, neatly and

suitably moving in time with

the skater's kicks. The

Spects SCred monochrome graphics with

the addition of some subtle

skating over them reveals a map | fortunately two are provided PT h. manceuvring around the city and | | shading give a good feeling
of the city FHr d to further make | start. Extra tickets are parks should become second of perspective and solidity.
re you don't get lost, there are | when you first break 5,0 1L. peoints, | nature. The skateboard is turned Sadly, there's little sound
pointers on the roads. Tickets are | and then one for every additional 1 clockwise or anticlockwise and to which is unnerving when you
' required to enter the parks 0,000 get moving you propell yourself | | can see the loudspeakers at
| . —— | the start point booming
| PARK PATROL B o e s W TINER | S
e T S e : '- OVERALL 83%
DOWIHILL 2CORI
On the slippery slope already — 0005500

| and you can bet your bottom e : {
| dollar it's slippery, because g At / ! <, REL

| there's water either side of you. i - ' ' 136 11}
Falling off the edge of the track

COMMODORE 64/ |
128

]

ands in a resounding splash Cassette: £9.99 |
|| and time being knocked off | | Diskette: £11.99
| your clock. Keep kicking all the November

| time, add a few jumps and |

| 720°s and you could easily
wind up with a silver medal first
time around

As you can see from the
Commeodore preview copy
screan shot of 7207, the
graphics are large and as

RAMP colourful as the arcade
Rampaging ramps of the 720° | original, and we may well
cincuit brings you the half-pipe | expect it to be an even better

as seen in California Games.
Quite simple really, just slide
from one end to the other, you
don't even have to turn — the

rendition than the already

I excellent Spectrum version,

computer does that for you NARCISSISTIC | AMSTRAD CPC
| which gives you plenty of time Skate City itself is pretty big and

to do some fancy stuff to bulld there is plenty to do before you Cassette: £9.99
| up those points. enter a park — but don't hang Diskette: £11.99 disk

around for too long as kKiller bees

JUMP have an unnerving tendency to late November

Another slippery slope with attack lazy skaters, which costs We haven't seen anything of it yet, but if the programming team

water on either side. The jump you a credit make the best use of the Amstrad's capabilities, then there's
| track is basically the same as The art of skating needs some no reason why it should not be a marvellous conversion.

the downhill course but with practice, but after a while

the addition of vertical drops

which must be jumped. It Is
more difficult to obtain the
higher medals, although

| getting a bronze after a few
goes is good going.

SLALOM

This one's for the real clever

clogs — a combination of the

downhill course with slalom

flags to weave in and out of.

When you've cracked this one
| you'rein with a chance of being
| the best skater in town!

120
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THE RIGHT STUFF

CHUCK YEAGER’S
ADVANCED FLIGHT

SIMULATOR

Electronic Arts

he recent influx of American software companies to
T Britain has had a decided effect in the area of

Flying around the landscape can be a touch slow on the Commaodore &4
but the sensation is realistic enough

‘serious’ entertainment. Americans have always

believed the British to be starved of intelligent games,
and in putting matters right, have asked us to delve into
labyrinthine adventures and complicated flight
simulations. Chuck Yeager is one of America's all time
aviation heroes. Flying the experimental plane X-1, he was
the world's first person to exceed Mach One (breaking the
‘sound barrier’) and is renowned as a superior test pilot of
many of today's modern combat aircraft. Electronic Arts
have now produced a flight simulator endorsed by the
man himself.

In the Advanced Flight Simulator,

possible via the XPG-12

you can become a test pilot and fly
any of 14 famous historic planes
from a 1917 Sopwith Cameal to a
present day F-18 Homet. A
runway is thoughtfully provided

experimental jet. And finally, Flight
Instruction is a series of flying
lessons in which you can either be
the pilot of a Cessna 172 or be an
observer, in which case Yeager

and various landmarks can be
visited. Once the sight-seeing

flies the plane for you. Nice of him.

palls, a series of racing coursas are
also available to fly round using

GCOMBAT
any of the aeroplanes.
On screen you see the cockpit SIMULATOR

and standard instrumentation (this To
does not change significantly from
craft to craft, which is a bit of a
cheat, especially as Sopwith
Camels were not noted for their
sophisticated 'head-up’ displays,
but each asroplane flies very much
according to its specification and
performance). Various  flight
influencing factors can be set up

complement the
Advanced Flight Simulator
program, an Air Combat
Simulator will be released
later, enabling the player to
go head-to-head against
Yeager himself in simulated
::gﬁﬁ'lt!. Top Gun watch

including wind speed and

direction.

The view of the outside world
can also be altered through an
‘Eye’ menu to observe tha plane
from all angles, including rear
views or even from a separate

[ ] Hornet
chase plane. The various options - :'_E Mustang
selectable from the main menu are ® Piper Cherokee
Test Flight, Formation Flying, » Sopwith Camel
Airplane Racing, a Demonstration = Spad Xiil
fight and Flight Instruction = SR-T1
m Spitfire
IN THE AIR . X1
= X-3 Stiletto
Test Flight simply means taking f:"xgg_i“'“' m”““? = three ]
to the skies in achosen aircraft and = XNL-16 P ks
flying the plane to its limits. XPG
Formation Flying involves closaly : ““_lmi
following a lead plane through &
series of stunts and aerobatic : ¥ T b
manoeuvres, Including flying :;:—?;g* B S e T

under gates and around buildings,
as well as performing rolls, stalls
and loops. In Airplane Racing,
you take part in a race against up
to five computer-controlled planes
through a series of gates and
slalom hazards.

The Demonstration Flight
takes the test pilot through all the
standard aerobatic MOVES

The warm, rounded, mildly reproving tones of the great man himsailf
A nicely digitised picture from the Commodore 64

PC
Diskette: £24.95

sons with Flight Simulator 2 are inevitable: Chuck Yeager

“AFS shares the same sort of in-depth and comprehensive flying
such a classic.

‘““Racing around the courses against com-
puter opponents is both exhilarating and
challenging ... "

46/148TGM TX DATE:12-87



VERSION UPDATE

Ice-crisp sword clash

BARBARIAN
THE ULTIMATE
WARRIOR

Palace
Atari ST

DRAX, the dirty old sorcerer, has
the hots for Princess Mariana and
threatens that something really
nasty will happen to her people if
she doesn't make him happy.
However, he's a typical manic
mystic and agrees to an idea
which will hopefully prolong the
people’'s suffering. Should they
find a champion able to defeat his
demonic guardians then the
Princess shall be freed. Suffice to
say Drax's deadly minions make
mincemeat of most ‘heroes” until,
from the forgotten wastelands of
the North, comes an unknown

Another victory for Barbarian as
the jolly little green thing
plays football — Atari ST

barbarian whose strength and
swordsmanship may yet win the
day for Mariana.  Barbarian can
be played as a one- or two-player
game — the solo fighter battles his
way through ten of Drax’s warriors
before meeting the sorcerer
himself, and the duo option allows
friends to fight each other through
rounds of 90 seconds until one
emerges the victor.

Joystick or keyboard may be
used and each player can take up
to twelve blows (or one
decapitation!) before falling
defeated to the ground. Sixteen
different movements are available
in order to win, include jumping,
neck chops, crouching, head butt
and kicks. Music or sound effects
may be selected, and a demo
mode is available should your ego
need deflating.

Barbarian is already available
for the Commodore 64 and
Amstrad CPC (disk £12.99, cass
£9.98) and Spectrum 48K, +2
compatible (cass £9.99).

Uniike the B-bit versions, the Atari ST enjoys some stunningly varied

backgrounds o the violent action
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APOLLO I8
TEST DRI

LELOLCITY

S JERT HORE
&

| 166}
, ALY _
a = ¥ | i
SPACEWALK TO A CRIPPLED SURVEILLANCE SATELLITE. ZERD GRAVITY AND ARE THEY CRATERS OR BOULDERS BELOW? YOU NEED TO BE CODL TD TAKE
ZEROD MARGIN FOR ERROR! MANUAL CONTROL OF THE APOLLO LANDER DURING DESCENT.

FEEED (e )

THE DETAILED SPEC CHART FOR THE LAMBORGHINI COUNTACH. 173 MPH DRIVE SET ROUTES WITHIN GIVEN TIME LIMITS. LOOK OUT FOR SLOW
AND 0-60 IN JUST 5.2 SECONDS! TRUCKS, OTHER TRAFFIC, MEN AT WORK AND BE CAREFUL TO USE YOU
RADAR DETECTOR TO LOCATE SPEED TRAPS.




Apollo 18 - a brilliant simulation of
an actual Apolio moon flight. From
lift off to splashdown. Take ‘one
small step for man, one giant leap
for mankind:

TEST DRIVE

Lamborghini, Ferrari, Porsche, Lotus
and the Corvette. Test Drive five of
the world’s most exotic cars.
Sound, animation and handling like
the real thing.

Electronic Arts - available from good software

stockists! Where you'll see this sign.

ELECTRONIC ARTS
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AVON

K & K Weston Smper Mare 10 Altad 51 Wesior

BEDFORDSHIRE

Soltware Plus °

BUCKS

Softshop Lid 5°

CAMBRIDGESHIRE

Cambridge Computer Store 4 [

CLEVELAND

Chips Computer Shap 1! ehaipe Road, Midd

DERBYSHIRE

Gordon Hanwood Computers | High 5t. Alireloa

ESSEX _

Lan Computer Srslenu 363 High Road Chsdwed Healt

Soltware Plus R Essen § TBS

5{'""‘. Hu' 136 [ .|'-"-' Squarn, inir

Software Plus I il En

Soltware Plus 15 Kajiwiy

HAMPSHIRE

B Microland | (u

Software Plas Thi B

HEHFFI:IMSHIHE

HSL 5 [ues Road. Walteed, Hir %9 7433

Y2 Computimg !11 51 Mbans Road, Watlord, Herd

KEMT

Silica Shop 1/4 The Mews, Halharley Road, Sidcup, K

Software Phua 15 High Steet, Gravesand, Kent D474 J33061

Soltware Plus 49 High Stieet, Gillisgham, Kenl (B34 579634
LANCASHIRE

Castie Computers & frunces Feisage, Lancasiar

LEICESTERSHIRE y ¥ o
ABC/Comstruction Software 135 51 | s Road. Leicester 0533
Cavendish Commodore Centre BB London Aoad. Lecester 0533 S5088
LONDON

Adamswarld ol Soltware 779 High Rosd, North Finchiey, Lona
G & B Computer Electromlcs 11 ToHenham Cour Rog

ol Computer Su!’wcﬂs | =1on Aoad, Hanwel

Gultranics ad, Lamdon W
Hi-Voltege I

Micro Anwika 7204 loitenham
Silbca Shop Ly

Silica Shep Selimdges {15t | J alre

Tricomputer Soltware 151163 Usbiidge Boa, §

MERSEYSIDE

Bits & Bytes Computers |3 Cenirel Sation. Ranetmgh a1, Liverg
MIDDLESEX

Sirategle Plus Saltware '08 Fuimer Case. Hamgton, Mide
WEST MIDLANDS
Coentaria 204 Hegh Streset, Dodiey, W
Soltware City 3 Lichlield Passag
Soltware Exprass 54000
NORFOLK

Computer Plus, Kings Lynm 40 New Condun Sireel. Kings Lynr '1:-_-'- '
One Step Boyond 1t2 Casits Meadow, Norwich, Norfolk. D603 GRITEE
HOTTINGHAM

Bytaback Mewark & Murnby Close, Newsik, Nottngh

Computer Shop U= 7AD Vicipia Cesire Nath
MPC Saftware 7 gn Aoad, Wesl Bridglo :
The Computer $hap Uni 25, Vactors Centre, Noltsgham
SCOTLAND
Comecal I:Sd:u'lland!l
Comsaolt 4 Coldsiream, 5
Megabyta 17 Ft -':|..--- cumbemauld, Scotfand 0236 138308
STAFFS

Casile Computers 4! Brdge Steet, Newcasile, Siaf B2 B15i38
Castle Computers Hew I ursiam on Trenl
Computer World 4
Micra-Educatlon
Miles Batier Saltwa
Software Cabin B18 ogh 5
SUFFOLK

Computer Magic 44 High Street, Lyson, Mt smll, ©
Computer Magic 74 Crown Sirest, ipsw

Computer Magic 51 51
Software Plus
SURREY ;
Gamea Room In-shaps, LUni 15, Marke! Ha® Epsom (77 44460
EAST SUSSEX

Gamer 7Y East Shael, Boghl

YORKSHIRE

Microbyte 16 Counly Arcade, Lesds 532 4Blazd
Thoughts & Crosses 13 Markel Sieetl. Hechms
Tomorrows World Farage
York Computer Centre 3 (aeypate Contr, Davy
WARWICKSHIRE e
Software Express 771 Broad Strewl, Heminghem, Warmcishin B4 39
WALES E

Cwmbran Computer Erﬂlre 4 Yestnan Aoad, Oid Cwmbran, Gwenl

Solt Centre Toe Paiad wmbran Town Cenire, Cambian, Wale

i m

UNLEASH THE POWER OF

Y(“)I R IMAL:INAT[O“J

TP | nnlele 1 G B a— -
Elpctmmc m; 11- 19 Stulmn H.-d Lm;ln 5|n-u|h Ierk:hlru 5[3 BYN
vices [e i D753 46465,




REVIEWS

i

got lost somewhere.

Picture a derelict old castle filled
with surrealist hi-tech eguipment,
quiet and still except for the
pulsing and throbbing of the
machines and the presence of a
restless spirit. The ghostly
wanderer is destined to travel the
thousands of rooms within this
melancholy mansion and at the

same time protect his bubble—
asqgue soul from the many traps
therein. The ghost itself is

ntangible and may float through
anything in its path, the soul
however, is incredibly fragile and

must be blown very gently from
place to place and not be aliowed
to touch anything lest it burst.

That's your immortal soul at the top right, but you can't do anything with
is usually white unless, like here, he blows himsalf red in the face - and upside down . . . Atari 5T screen

re Informatique, those Parisiens who are now
famous for Get Dexter, do seem to be busy
Frenchmen lately. Licensed by Infogrames in the UK,
they have a whole host (no pun intended) of games
forthcoming including Phoenix and Bubble Ghost (release
jates early November). The packaging on the version
which hopped through our letterbox will hopefully be
enhanced slightly when it hits the streets. Apparently the
translation from French to Anglais is a little too exact and
the reason as to why the ghost must blow his soul around

The screen layout displays the
many castle rooms as bordering
grey stone blocks filled
increasingly with techno-traps
which are, of course, situated in
the most inconvenient of places
Some of the more dangerous traps
may be disarmed by the means of
finding the comrect object to blow
into its maw, thus opening a safer
route for the soul-bubble

Once the delicate bubble has
been safely navigated through a
room, the ghost turns 1o the player
with a look of smug, innocent glee

before the next screen scrolls
vertically down and play
continues. Should the ghost blow
it, so to speak, and burst the
bubble on a sharp spike, he gives
the player a shake of his see—
through fist and the hall has to be
retackled.

The ghost's waftings require the
use of both mouse and keyboard,
controlling left, right and tuming
movements and blow. The bottom
of the screen displays the hi-
score, the present score, bubbles
remaining, which hall is currently
being negotiated and a bonus bar
which decreases as time ticks by
The six highest scores are
automatically saved to disk and
displayed.

Atmospheric  spot  effects
accompany the SpOOoKY
negotiating feats, all part of the
attention to detail — which is what
stands out in Bubble Ghost. Every
trap, object and backdrop is very
nicely implemented. Some of the
halls within the castle are really
tough to negotiate with dexterity
not being the only resource
required, a little logical thought is
also necessary to get through
some of them successfully

Anyone who fancies a quick
blow and can get into the spirit of
this game will have great fun
exploring the castle and defanding
their immartal soul

it untii the candie's blown out. Bubble Ghost

ATARI ST
Disk: £19.95

Cute. Spooking around a non
too-ancient castle in the
guise of a ghost, blowing
bubbles left right and centre
seems the recipe for a good
time. With its smooth and
realistic animation - the
bubble is especially
impressive - Bubble Ghost is
enjoyable, often amusing
and always entertaining. The
urge to see all 1,000 halls
does seem to fade after a
while as each conguered
screen is replaced by yet
another test, and trying not
to complete too much in one
sitting is more likely to keep
interest fired. If you are tired
of blasting aliens to bits or
slicing parts off muscley
opponents then Bubble
Ghost could be just the rest
and relaxation in eternity
you're looking for.

OVERALL 72%

OTHER FORMATS

While there's no technical
reason that Bubble Ghost
shouldn'{ appear on B8-bit,
Infogrames are well placed
to know that plenty of games
of a similar ilk have already
done so, and the delicate
quality of the ST wversion

VERSION UPDATE

Unmasked
MASK

Gremlin Graphics
Commodore 64

Cass: £9.99, Disk: £14.99

Reviewed in Issue One of THE
GAMES MACHINE (pages 63 and
64), the Commodore 64 version
MASK — licensed from the Kenner
Parker Toys characters — now
oins its Spectrum and Amstrad
counterparts

MASHK. the Commodors b4

COMMENT

The graphics aren't as
detailed as the Amstrad
version, as can be seen from
the screen shot, but they
look good and work well in
movement. The scrolling in
particular is very smooth.
The other 8-bit versions of
MASK were very playable
and the 64 adaption is no
exception. Not, perhaps, an
earth-shattering release, but
for arcade-adventurers it is
well worth considering, and
MASK fans should buy
immediately.

COMMODORE 64
OVERALL 70%
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Fill in the coupon for FREE SOFTWARE
Join the Electronic Arts 100 Gamers software test panel

ELECTRO®ONIC RTS

| ALL APPLICANTS WILL BE INCLUDED ON THE ELECTRONIC ARTS MAILING LIST.

*“If you have already applied for a
position on the Electronic Arts
software test panel please do not

respond to this ad. as your
application is being dealt with.

Send coupon to
The Software Test Panel,
Electronic Arts, 11-49 Station Road,
Langley, Slough, Berkshire SL3 8YN.
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NEBULUS

Hewson

espite Hewson losing the major Graftgold service of
Andrew Braybrook and Steve Turner, who have
signed up with Telecomsoft-Firebird, Hewson are still
well stocked with some excellent programmers such
as Raffaele Cecco (Exolon), Mark Kelly who is currently
working on Marauder and John Phillips, responsible for
Impossaball and now this, his latest top-notch offering
Nebulus.

Pogo a-go-go on his way up the twirling tower: original and compeiling -
Nebulus on the Commodore 54

The planet Nebulus is having puer ol
problems — with the Nebulus | [HIUIPAISIL
Planning Permission Committee
(NPPC) having taken off several
millenia for a holiday, buildings
have sprung up like nobody's
business. Worst of all are the
gliens who, having tired of
intergalactic marauding, have
settled down as illegal immigrants
and built eight towers in the middle
of the ocean.

The people of Nebulus want
them pulled down and call upon
Pogo - a one-green-thing
destruction force — to clamber to
the top of each cylindrical tower
by means of precarious ledges
and then set off the destruction
mechanisms at the top.

NOVEL SOLUTION

Commodore B4 version

Phillips has opted for a novel
solution to describe the towers in
3-D, and it works exceedingly well;
Pogo stays centrally placed while
the tower scrolls smoothly around
him, and it is the revolving ledges
at different heights that create a
sense of depth. The illegal aliens,

version's every bif as good

Pl e a8 aFadail

who come in many guises, have
different set movement patterns,
mastly revolving around the
towers. Some, however, drift
across the screen and, although
not particularly vicious, knock
Pogo from a ledge if he collides
with one. Tha others don't Kkill

Don't lat the lacklustre colours of this screenshot put you off, the Spectrum

DDy OO D00

Catching fish in bubbles and picking them up constitutes the extra game in the

g

either but, like drifters, knock Pog
from ledges, and if he does not
land on a lower ledge, then he
ends up in the drink and drowns.

It is possible to hide from alien
depradations in the tunnels, which
periodically cut through the tower
diameter leading from one side to
the other = though their real use is
for traversing the width of the
tower to reach higher legdes.

As few aliens can actually be
killed, Nebulus is more a game of
timing and pattern learning — when
to walk under, or jump over
obstacles is important. Learning
the law of the ledges is also vital,
some disappear, some elevate to
a higher position and some act as
conveyer belts. Any lack of
concentration, or memory leads to
Pogo's downfall, literally.

Surprisingly for a Hewson
game, the front-end presentation
isn't very good leading to a rather
weak first impression; although
the title screen music is
competent, there's no define keys

=

option, or joystick selection on the
Spectrum. The opening screen
just provides the title and credits,
with high-scores that pop up
occasionally.

Playing Nebulus late at night,
which is quite possible because of
its addictivenass, with bleary eyes
is not recommended as too many
mistakes can lead to hideous
frustration -
you've got eight towers jammed
full of compelling gameplay and
beautiful graphics.

COMMODORE BONUS

Available only on the Commodore
is an intermission level between
towers. This involves Pogo's
underwater fishing trips in his
submarine which transports him
from tower to tower. As the seven-
level parallax scrolling
background flies past, fish spin
towards you. With the aid of the
sub's cannon, Pogo fires at them
and traps them in a bubble so thay
can be collected. The amount of
fish caught determines your bonus

especially when |

score = it's also quite a relaxing
break before commencing the
next vertiginous feat of
destruction.

SPECTRUM 48/

128

Cassette: £7.95

The Spectrum graphics are
monochromatic, although a bit
more colour could have been
splashed about on the ledges i
they were axactly one character
high; happily the mono graphics
don't have any serious effect on
the gameplay apart that it can
be difficult sometimes to notice
gliens as quickly. The title-
screen music is surprisingly
good (there's no difference
between 48K and 128K)
although there's little but spot
FX throughout the game.
Nebikis will have you coming
back for more and more until
you've eventually finished all
sight towers. And once you've
done that you'll play it again just
Lo ramind yoursel! how good it

OVERALL 87%

of Gribbly. Climbing to the
very top ledge only to be
knocked right down to the
bottom again may leave you
feeling like you never want to
play Mebulus ever again, but
you can that in five
minutes you will be back at
the joystick because it's so
addictive.

OVERALL 90%
OTHER FORMATS

the towers in

_-t ' WOrg€ & XCERel-

ingly well Am
med full of compes
ling gameplay and
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13-D GALAX

Gremlin Graphics

s we stated in our preview in THE GAMES MACHINE

Issue One, 3-D Galax is Gremlin's first game written

specifically for the ST. It was programmed by Paul

Blythe and represents a new angle on a well-tried
theme, that of the early coin-op classic Galaxians. Instead
of the usual vertical screen presentation, 3-D Galax uses
filled vector graphics for the alien ships, and you fly
through them fo victory.

pilot's viewscreen and shows a
more traditional Galaxians view of
the action, with the oncoming
our system with one thing on their | Vecton formations moving down
alien minds — destruction! As the | the radar screen towards the
fleet sweeps aside all in its path, a Astrablitz stationed at tha bottom.
final, desperate plan is formed; ifa Shooting the aliens earns up to
test pilot can fly the brand new | 400 points. A choice of gunsights
| Astrablitz fighter craft to confront | is available to help in destroying
the enemy then maybe victory | the system invaders, anti-crafl
could just be snatched from the missiles can ba launched at the
alien horde enemy attack waves, while anti-
The enemy fleet is split into 99 | asteroid missiles help you avoid
attack waves, four different types | making an alien's breakfast of
of attack craft making up each | yourself all over the hurtling space
wave, flying through space in one | rocks
of 25 possible formations. The The central problem with 3-D
Vecton ships' formations are | Galaxliesinitslasting power, after
strictly structured and move | allitis based on arather old game,
towards the Astrablitz as solid | and while turning the action
three dimensional graphics. Only | through 90" to provide a 3-D
three pilot lives are given, and any scenario brings new life to an old
collision loses one of them. As if | formula, the repetitive gameplay
this frenetic activity wasn't | and the lack of graphical variation
sufficient for wyour average | in the enemy ships mean it might

From the Vecton system they |
came. A massive starfleet of |
Vectoid spaceships heading for

s0 does death

A Vactoid ship looms large Atari ST screen

Astrablitz pilot, the craft has the | not hold interest for long.
misfortune to run slap-bang into However, Gremlin's plans for
an asteroid storm after every using the techniques developed

fourth attack wave, and uniess you
want to be the filing in a rock
sandwich, it's best to navigate
through them.

The Astrablitz can be moved in
all directions using a radar display
io locate and intercept the Vecton
fleet. This is located just below the

with 3-D Galax to do a 3-D space
trading game — as reported in our
last issue, and which Gremlin say
is still *a distinct possibility’ — may,
with the addition of stronger
gameplay elements, provide us
with something of far greater
interest.

ATARI ST
Diskette: £19.99

The 3-D works very well, and if you can overcome the lack of
visual and action variety, then this revamped and graphically
better, version of Galaxians can be a deal of fun - for a while.
Playability is let down through the gunsights which fail in
accuracy when it comes to lining up on the aliens, and also
through inconsistent collision detection. The Atari sound
effects are average, although the scream when ships collide is
excellent.

OVERALL 53%

»

Paul Blythe's game represents a new angle on a the well tested theme of Gala-
xiarts — Atari ST screen

OTHER FORMATS

In our report in Issue One on Gremlin’s future plans, it had been
m:--mmmwuwmmmmm
and Z80 machines might be undertaken. But on checking with
the company, THE GAMES MACHINE was told that there are
absolutely no plans to do so now.
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ASHOTIN
THE DARK

everal months back Elite created Battleships — the
computer game — on the 8-bit machines. It was
declared a hit by, and featured on the covers of, both

Battleships was never like this with pen and paper: the "tween game action

screen shows how accurate you warg — Amiga scraan

Computer & Video Games and Your Sinclair. But in
this fast moving business they were overtaken by events.
CRASH and ZZAP! 64 indicated their reviewers thought

playing against a human rather
than the computer, you are each
obliged to look away while the
other plots positions. Once both

|

ship, that is usually satisfyingly

visual. |
Playing Battleships on your own

against the computer can prove

high?y of the mplemematiom but rather less of the game sides are positioned, you can sit rather dull but with two players a

: : : back, relax, and watch the little mo sitement is added. [
itself. Elite decided to hold back on a full-price release and | fireworks, and with four shots per i e e !
Battleships will now be appearing on a future Elite '
compilation. Undeterred, however, Elite is now about to ATARI ST

release an improved 16-bit Battleships for both the Atari
ST and Amiga.

Based upon the traditional rainy
day two-pads-and-pencils grid
game, Battleships features the
same map plotting with some

on the grid and then plot where you
think the enemy's are positioned.
Second: the battle screan — there
is no interaction but you ¢an watch

animation thrown in for the fiing | your opponent’'s ships being , rather like in
sequence. The Amiga and ST | gratuitously destroyed when a a can't walt to see what you
versions are identical in gameplay, | direct hitis scored. The grid area is have w@. but that is Unless you're

witha is doubtful that you will return to it often on your

although on the Amiga it is a great
deal noisier with speech and extra
effacts.

There are essentially two
sections; first you place your ships

20 x 20 squares and there are five
ships per player (see panel).

Ships can then be placed upon
the grid in any fashion — upside
down, diagonally — but if you are

own.

“..rainy day two-pads-and-pencils game
with immediate appeal . . . but that is
shortlived.”

VERSION UPDATE I COMMENT i
Wild Side

TOre recognis =tm= rrape'-. t—on H'-"' left the enemy complement, on the right The m ﬂm :

ghig g Atar ST screer Walk thissof the " Ametras
THOSE anrn.esmps IN FULL i
AIRCRAFT CARRIER s .

I
The biggest ship on the seas —taking up a massive six squares—so agne adds s
you can hardly miss it! Probably the first one to be hit. frustration of dying :1" ::
BATTLESHIP Cumrnl : 64/128 heat oﬂ:: moment. A minor
Second in command of the fleet is the eponymous ship itself — five Ca e: £8.95 m for this otherwiee
squares. Can be placed in any orientation, so even if you hit one Diskette: £12.95 coin-op
square it may still take some time before you sink it. " = - > QOAVSIBION.
The |t'"l find this submarine underwater is when it is sunk ; [ ?"' OVERALL 83% =
only time you find this submarine u ater is when it is sunk, >

which is achieved by four direct hits — three in a row and one off the |

side.

DESTROYER
The destroyer covers three squares and is therefore quite easy to
hide by putting it in a corner diagonally.

MISSILE LAUNCH

The baby of the fleet, taking up a mere two squares. Usually the last
one to be hit because it is so hard to find.

WE REVIEWED Imagine’s violent
street-fighting Renegade in the
last issue of THE GAMES
MACHINE (page 54) in its Amstrad
CPC and Spectrum formats.




Firebird

DARK SCEPTRE

ark Sceptre marks the long awaited and welcome
return of Mike Singleton (Lords Of Midnight,
' Doomdark's Revenge) — on a less happy note, it also

| marks the death of Beyond, for the game was
' originally to be released under that label. S0 uncertainty
| about Beyond's future — it never really made its mark after
| being sold to Telecomsoft by EMAP — has now been
resolved. Lately there has been a glut of arcade games but
Dark Sceptre serves to redress the balance between them
and the complex arcade-adventures that have been

notably absent of late.

As with so many Mike Singleton
games, there is a deal of
background story, which is worth
outlining, if only to give some
indication of the atmosphere
| which the game engenders.
Peace reigned supreme in the
Isles of the Western Sea. The Lord
of the Isles ruled with a kindly hand
and all was tranquil until the eve of
a winter storm when in disarray
ships of the Northlanders were
| thrown up onto the shores of the
Western Islands. The Lord of the
| Isles smiled kindly upon the new
| arrivals and gave them succour
When spring came and the ice
storms guelled, the Lord of the
lsles offered oaken ships to his
guests so that they might return to
their homelands But the
Narthlanders coveted the richness
of the Western Isles and refused
the offer. Drawing their swords
they demanded lands of their own
Their might was too great even for
the Lord's Sword Of Lightning to
overthrow. Hiding his wrath, he
granted them rich farmlands and
bade them abide in peace within
their new domain
Fearing yet more treachery, the
Lord ordered the finest smiths In

the land to forge a Sceptre Of
Power. It took five years 10
complete, during which time the
Morthlanders grew more
demanding until nothing would
satisfy them except the Lord of the
Isle's very throne. Raising the Dark
Sceptre above his head the Lord
summoned the Dark Powers to
defeat the Morthlanders. Lightning
leapt from the Sceptre and bagan
consuming the Northlanders. But
with the strength of the possessed
their leader sprang upon the Lord
and smote him with the Sceptre,
then raised it high and called upon
the Darkness to save them.

The winds died down and pain
was guenched, yet at the same
time their physical being seemed
the lose substance and became
shadowy. In retun for its
protecting them, the Northlanders
owed allegiance to the evil power
within the Dark Sceptre.

COMPLEX
INTERACTION

The player is in command of a
company of warriors seeking 1o
destroy the Dark Sceptre and
restore tranquility to the once-

golden Western Isles. To hinder
the player's movements the
computer controls other
companies of warriors. Most of
these are indifferent to your cause
at the start of the game although
they can be persuaded to aid you
in your task, but the Shadow Lords
are your sworn enemies, whose
sole purpose is protect the Dark
Sceptre and annihilate your
company. How the Dark Sceptre
is recovered and destroyed is left
up to the player to find out

Dark Sceptre is a complex
interactive arcade adventure
which can be played by the use of
a joystick. Moving the joystick left
or right flicks through the
characters that you currently
control, showing their current

tatus and whereabouts In

graphics and text forms. Moving
the joystick up or down highlights
one of the five major options.
These are Watch, Scan, Check,
Plan and Quit. Pressing fire when
one of these optiops is highlighted
may take you to another sub-menu
or switch control to another
character

Watch: when one of your man is
involved in combat, you hear the
clash of steel, but you cannot
interfere in a fight to determine its
outcome — the result is entirely
dependent on the individuals’
personalities — selecting watch
shows the character currently
fighting.

Scan: a map of the Western
Isles with the whereabouts of your
characters indicated and the
position of your current character
highlighted. Check: a run down on
the currant character's
personality, a list of his present
orders and any cbjects he may be
camying
Plan: most complex command
available and really the whole crux
of the gama; a sub-menu of
possible commands you may give

Mike Singleton's new graphical adventure arrives and proves to be a theught provoker — Spectrum screen

FROM OUT OF THE ICE STORM

your characters. Moving
joystick up or down highlights
each command. Selecting one
takes you to another sub-menu 1o
choose the object or character
that is subject to the command
Commands — and there are many
— range from killing the enemy to
charming them onto your side

the

The characters have theair own |
attributes which affect how wall |

they are able to carry out your
orders, some are better suited to
some tasks than others. All told
there are eight different types ol

personality: Thane, the
commander who leags Yyour
group; Mystic, beings with

magical powers; Herald, good for
giving messages, Assassin, 4
hunter and killer; Reaper, strikes
fear into others; Fool, a talker;
Savage, tough and resilient
Thralls, who are simple characters
but nuMaraLs.

The final option, Quit, caters for
lpading and saving
positions in the game as well as
abandoning & lost cause. It can, of
course, also act as a useful pause
mode for the essential tea anad

meal breaks without which the
Western Isles would run dry
Cassette: £7.95
To say that Dark Sceptre is a
complex game is a bit of an
Mike

OTHER FORMATS

At the moment we have no
news of any plans to produce
Dark Sceptre for any other

current |

machine.

R TR
“Dark Sceptre is a
complex game . ..
but what makesitso
outstanding is that
it oozes atmos-
phere ... "

TGM TX DATE: 12-8755/148
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enton Design have been busy of late, what with Flash B A& &5 & :
Y %I T 7

Point (reviewed this issue), Where Time Stood Still
and Eco (both previewed) and now Mad Balls, which
is based on the TV cartoon and the toys.

Set on their home world of Orb,
the Mad Balls are forever bouncing
around colliding with the terrain
and one another. Their names are
charming; Dust Brain, Slobulus,
Swine Sucker and Fist Face are
just a few, and give an indication of
their odious characters and their
aqually dubious eating habits.

Beginning the game as Dust
Brain, your objective is to become
top Mad Ball, a rank requiring the
capture of all other Mad Balls on
Orb. Typically, they are opposed
to this and do their utmost to kill
you by colliding and pushing you
off platform edges.

The nature of the licensed
characters might lead one to think
that this is a garishly coloured
game full of larger than life ugly

faces. Mot so; the graphical
presentation is actually
reminiscent of the Gremlin
Graphics Re-Bounder. Viewed

from above, your Mad Ball bounds
around the  multi-directional

scrolling high platforms of Orb,
bouncing against other balls and
landing on various objects to
collect points, special abilities and
food.

Dustbins and Goals are strewn
about. Forcing other balls into
Goals makes them join Dust
Brain's side; falling into a Dustbin
drops your current Mad Ball into a
tube, any friendly balls inside roll
along and push another ball out,
captured balls becoming extra
lives,

Balls have their own individual
ratings (up to a maximum of eight

points each) for speed of
movement, strength (for
withstanding collisions) and

hunger level. The lower the hunger
rating, the slower a Mad Ball's
energy decreases. Each ball
needs a different form of food,
eaten by bouncing on it, to keep
up energy. Food includes tasty
morsels of fish heads, bones and
even blood!

A Spectrum shot of Mad Balls

Terrain features can be usefully
employed; springboards and
catapults give a longer bounce,
while oil slicks cause the Mad Ball
to slide around. Bubbles and fried
eggs give out extra points if
bounced upon, and points ara also
gained for collecting items and
bumping Mad Balls down Goals or
off the platform edges.

Although Mad Balls's graphics

ara not thrilling, they are effective
in a utilitarian way, and some of
the balls on the Commodore do
manage to look really ugly. Plenty
of levels to explore and interaction
with useful items helps keep the
game going. However, apart from
captunng other balls, there is not a
lot else to Mad Balls and an extra
task to perform could have given
the game far more scope.

Cassette: £8.95
Diskette: £12.95

OVERALL 72%

COMMODORE 64/128

Colour is nicely, if simply, used, providing a less cluttered
impression than, say, Re-Bounder. The idea of swapping
between captured balls is clever and works well graphically.
There may not be enough content to justify a long-term interest,
but one thing Mad Balls isn't short on is
makes it a fun game. Generally, it is a ‘jolly’ good game, that
falls just short of making it into the top grade.

, and that




he can regain it by collecting | using Travel Glyphs, Power
mm m EHSION UPDATE energy crystals and casting Power | Glyphs are used to destroy the
spells. anemy in a room, whilst Glyphs of
128 Efrogger Scattered around the dungeon | Seeing provide a map of the
Cassette: £7.95 are monster generators, which | currently explored level. A Glyph
December i should be destroyed, and Glyphs | of Sorcery providesinformation on
mlm which perform selected tasks, the current range of spells
The yochrome playing Hewson lower levels can be entered by | available.
area complemented by
coloured balls in the tube, Atari ST £19.99
offers _
WHEN it first appearad on the
popular B-bit machines (Steve
Turner first wrote it for the

Spectrum) Ranarama met with
critical acclaim; in reappraising
Gauntlet play-alikes for the
Spectrum CRASH even reckoned
it outdid the genre founder.

The player takes control of
Mervyn, a sorcerer's apprentice,
who through miscasting of spells,
has tumed into a frog. After a
warlock invasion of his dungeon
Mervyn's task is to destroy them
all and hopefully find salvation ina
return to human form. To aid him in
this task, offensive and defensive
spells can be collected, but only
after defeating the warlocks in
ritual combat can the spells be
freed for collection.

Ritual combat involves
rearranging the scrambled letters
of ‘Ranarama’ within a time limit.
Once freed, the spells can be used
to provide stronger shields,
greater firepower, defeat tougher
opponents and locate hidden
doors. The more powerful the spell :
in use, the quicker Mervyn's | Steve Turner's Spectrum masterplece Is not just a conversion, bt a fully-

I | (imited energy is drained, although | fledged ST game - Atari ST scroen

ACTIVISION

ENTERTAINMENT SOFTWARE]

T™ & ©1987 Bally Midway MFG.CO
All rights reserved. Activision Inc. Authorised User
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FREDDY HARDEST

Imagine

reasting bravely on the wave of Game Over, this is
Imagine’s third release from Dinamic, the Spanish
software house who also brought us Army Moves.
Dinamic are ZB0 programmers, so Imagine's in-
house team prepared Freddy Hardest for the

Commodore.

All-round macho man, high-lifer
and self-fancied spy Freddy
Hardest, blasts into space
following a ‘small party’, plays
Space Invaders with a meteor
storm, and inavitably crash-lands
on the moon of the planet Ternat.
By an incredible coincidence (and
a spot of luck, otherwise there
wouldn't be a game to follow) the
moon also contains the alien base
of Kaldar.

His only hope of getting off the
moon is to discover the Kaldarian
base, hi-jack a ship and hi-tail it
off. The moon's surface is pitted
with chasms and bubbling craters,
guarded by robots and populated
by nasty alien fauna; a kick deals
with the orbiting robots, moon
creatures are seen off with a swift
laser bolt

Getting into the base, once it is
found, s no problem since
reaching the end of part one gives
you an access code which you
enter as soon as part two has bean
uploaded (Spectrum 128 is a
single load). The Kaldarians aren't
s0 easily disposed of, immune to
laser fire, Freddy has no alternative
but to resort to fisticuffs, and whilst
he enjoys this kind of ‘full blown

bruise up’, it does hinder the task
of getting the Captain's Code -
essential to take off = from 16
computer terminals scattered
throughout threa of the basa's four
leveis. The fourth level houses four
colour-coded ships, and having
selected one, only the correct
colour-coded computer
information is of any use.

The ship will need fuel too and
that involves collecting the
appropriately coloured nuclear
cells, placing them in, and
operating, a loading lift from a
nearby loading computer terminal.
Lifts can also be used to access
the base's different levels and
tunneis used to move to other
parts of the current level.

In general Freddy Hardest
suffers most = the graphics on all
machines being jolly enough to
delight the eye — from not being
hard enough, unless it's in a fake
kind of way, as on the 64 version,
where collision detection is almost
too fine-tuned to be fair. So while
this makes an ideal game for the
younger player, it does mean that
the street-cred brigade are less
likely to find much more than an
immediate appeal

T

Mansannngrone®

COMMODORE 64/128
Cassette: £8.95
Diskette: £12.95

The 64 version is definitely the Hardest! The aliens and robots
move around much quicker; on the first level, Freddy needs to
mhdmpﬂlmwmmi:ﬁmmmwmm-mm
losing a ng a pixel o very frustrating. The second
level is straight out of Ocean's earlier V, but a lot better in
execution, and surprisingly quite easy. Level two's graphics
look messy compared with those of level one, and the main
sprite is barely average.

OVERALL 62%

Looking Ffor Kaldar on Temat, Fraddy an

AMSTRAD CPC

Cassette: £8.95
Diskette: £14.95

SDEeCirLim scraan

As is the case with most Dinamic games on the Amstrad, this
is highly detailed graphically, and makes good use of colour all
round. But the Amstrad first level is too easy, the main cause
being lenient collision detection. The second level has even
more colour and detail and with the large number of screens,
makes for much more of a challenge, although it shouldn't take
too long to complete.

OVERALL 69%

SPECTRUM 48/128
Cassette: £7.95

It suffers a bit in comparison due to the limited use of colour but
in one sense copes better — the graphics are well detailed,
almost like cartoons. The film style opening is a nice touch and
adds to the game's all-round humour. A too easy first levels is
virtuaily made redundant once the access code Is gained, but
this applies to all formats. A playable, nicely put together
rﬂamnf;nmﬂhmiﬁ.buituﬂmn completed to have high

OVERALL 67%

58/148TGM TX DATE: 12-87
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SO MUCH FOR

There is nothing that can compare with the incredible value for money offered by Atari's
520ST-FM. For only £260 (+WVAT=£209), you can purchase a powerful 512K RAM computer,
with a 85 key keyboard (including numeric keypad), MIDI interface, GEM, a palette of 512
colours, mouse controller, and a 512K built-in disk drive. The 520ST-FM has a TV modulator
built-in, and comes with a lead to allow you to plug it straight into any domaslic colour
talevizion sat. The mains transformer is also built-in to the keyboard, so there are no messy
external boxes. You couldn't wish for 8 more compact, powerful and stylish unit. Atari 8T
computers are now firmly established in the UK, there are nearly 500 software titles already
available for a wide variety of applications and the list is growing all the tima. And that's not
all. When you buy your new 520ST-FM (or any Atari ST computer) from Silica Shop, you will
get a lot more, including a FREE Silica 5T Starter Kit worth over £100. Read the ONLY FROM
SILICA section on the laft, io see why you should buy your new high power, low price 5205T-
FM from Silica Shop, the UK’s No1 Atari Specialists. For further details of the range of Atari
ST computers and thas FREE Silica ST Starter Kil, complete and return the reply coupan below

ATARI 520ST-FM NOW ONLY £260 (+VAT=£299)

5205T-FM with 512K RAM & mono monilor £399 (inc VAT) Upgrade from 512K RAM 1o 1024K AAM £100 (inc VA

g
(i

To: Silica Shop Lid, Dept GAMCH , 14 The Mews, Hatherley Road, Sidcup, Kent, DA4 4DX

PLEASE SEND ME FREE LITERATURE ON THE ATARI ST

Mr/Mra/ M .. Inltials: .. Sumame:
Address:

Posicode:
Do you sirssdy own & compuiber
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THE COST OF INFLATION

o-one’s ever satisfactorily explained quite what it is
wizards are supposed to do, and perhaps this lack of
social and structural fulfilment in their lives is what
has traditionally made them such irritable and,

indeed, impulsive fellows

when it comes to the

transmogrification — they're always turning someone into
something they would rather not be, such as a frog, or a
newt or a pickled onion. The wizard in Airball has a rather
more delicate sense of inverted humour however . . .

It would be hard to imagine just
what it was you did to annoy the
wicked wizard this time round, but
enough of metaphysics and down
to the practical; the fact is, you are
a ball of air, the wizard's tumed
you into something resembling
one of those rainbow-hued
glycernne bubbles that might have
come out of a small can of bubble

eep in the wicked wizard's lair, lurks a fragile bubble of air. Only through the player's care, may he his delicate skin
FEpa

Atari 5T screen

liguid purchased from
Woolworths.

This wouldn't be so bad — might
even be nice to waft around for a
bit — if it wasn't for the fact that the
wizard was feeling really mean and
made you an extremely fragile
airball with a slow leak. Worse still,
you've been cast down into the
wizard's mansion containing over

150 rooms packed with spiked
balls, sharp pointed icicles, cacti,
vast chasms, pits, killer pads and
other delights just waiting to burst
your fragile skin and lose you one
of your four lives. Thare's a task of
course; wicked wizards fall into
two categories, the ones who have
to be destroyed, and those whose
irritability can be appeased by
solving a problem for them. In this
case, the mealy-mouthed mage
would like you to search the
mansion and recover his
spellbook. In return he might just
give you back your human form.
Designers Eddy Scio and Pete

Microdeal
Diskette: £14.95

OVERALL 75%

When you get fed up of playing Airball in the castie provided by
the game, you might, if you're still hooked on it, want to get a
copy of this useful utility program by Scio and Lyon which lets
you redecorate and refurnish to your heart's content. Every
single graphic in Airball can be manipulated to provide anything |
from a ten-room child's-play dungeon to a horrific 200-room
mega-mansion, Running in a GEM environment, creation ought
to be a doddle, but oddly the construction part itself isn't that
easy to use, and it's very easy to overwrite already saved rooms
unless great care is exercised. But the infinite game possibilites
certainly make it a worthwhile purchase for any Airtall fan.

Lyon have opted for the now-
traditional isometric perspective
format of 3-D, with rooms
containing doorways, staircases
and multi-layered platforms. The

rich, ever-changing combinations .

of pattern all go to make Airballthe
definitive forced-perspective
gams.

The airball can be guided
around the oddly decorated
mansion, collecting jewels for
points and objects to help in the
task. These lie in positions
awkward for your average bubble
to reach, and include pumpkins,
crucifixes, tins of beans, statues, a
candle, a Buddha, a torch, the sort
of things you always find lying
around in the castle of a wizard so
untidy, he can't even find his own
spellbook. The candle and torch
illuminate darkened rooms, while
the others can be dropped and
clambered up to reach high up
doors or other items.

But don't forget that leaky
envelope of yours, all the while it's
getting worse, and letting out all
the air takes away a life. Usefully,
for once, the wizard also forgot to
tidy away several air pumps, and
these can be jumped upon to
restore you to flatulent health.
Don't stay on too long, though, or
you risk over-inflating . . .

Once the spellbook has been
found, it's back to the start room
tocompletethe gama . . . orisit?

AMIGA

Don't expect a version until
after the New Year, but it
should be even better than
the ST version. No prices or
release dates have been
announced as yet.

ATARI ST
Diskette: £24.95

The ST graphics are highly
detailed, pleasingly coloured
and obviously a lot of thought
has gone into them. The two
main tunes are equally
excellent, genuinely adding
to the game’'s playability. But
controlling the action with
either mouse or joystick is
awful, so using the keyboard
is definitely recommended.
Apart from this minor
problem, the game plays like
a dream. Airball on the ST is
highly polished, graphically
and sonically of top quality,
and a delight to play.

OVERALL 85%

Rt T BRI L e WA P e Sty A B

““The rich, ever-changing combinations of

pattern all go to make Airball the definitive
forced-perspective game.”’




VERSION UPDATE

TAU CETI
CRL

PC £19.95

PETE COOKE's classic thinking
man's shoot-'em-up, having
made its way successfully ontothe
Commodore 64, Amstrad and
through a sequel, Academy, is
now available for the PC.

The automatic defence systems
of Tau Ceti lll have gone berserk,
and can only be stopped by
shutting down the main reactor in
the capital city of Centralis. The

| WANNA BE YOURTHRILL INSTRUCTOR
METAL GEAR

Konami

MSX CARTRIDGE ONLY

of some two hundred

game s played from within a
hovercraft, well equipped for the
task — though things could be
better. Out to stop you are city
defence forts and Hunter attack

Tau Ceti has some wonderful
graphical effects, with the
buildings and other objects
viewed in very effective, solid
3-D. The PC adaption retains
the very clever shadowing

effect of the B-bit versions; it
also retains the depth of
game and should provide PC
owners with a challenge to
last for months.

PC

OVERALL 87%

onami has supported the UK MSX market (consisting

thousand users) since its

inception a couple of years ago. The base market
(that's in Japan for the uninitiated) consists of over

| two million consumers who

are treated to a 220-page

monthly magazine dedicated solely to MSX. At present
there is no information concerning which of the 60
possible Japanese authors who create for the MSX are
responsible for Metal Gear, but whoever they may be they
certainly seem to know their business.

News of the development
somewhere in the small country of
Duter Heaven deep in the South
African jungles, of an 'ultimate
weapon', codename Metal Gear,
reaches Special Operations unit
Fox Hound. Fox Hound send in
special agent Grey Fox to get more
information.  Unfortunately  all
contact with Grey Fox is lost.
Undeaterred, Fox Hound dispatch
another recruit, Solid Snake, to
learn the whereabouts of their man
and attempt to destroy Metal
Gear. Armmed only with a
transceiver our hero sets out on
his very first mission.

The opening sequence shows
Solid Snake (the strange code
names are probably due to the
Japanasa/English translation)
wading through the river adjacent

to the enemy base preparing to
infiltrate. Once he has landed, the
player takes control of him using
keyboard or keyboard and
joystick. The aerial viewpoint
shows Snake in ‘sneak’ mode,
running left, right, up and down in
search of weapons and equipment
to aid his quest, whilst all the time
attempting to avoid the numerous
guards.

Should he be spotted or trigger
one of the many elaborate alarms,
the game changes from “sneak’ to
‘alarm’ mode, all hell breaks loose
and the chances of survival
decrease rapidly as guards home
in for the kill. The only way to attain
‘sneak’ mode again is by killing a
The start screan from Metal Gear
{MSX), which gives a good impression
ofthe graphic delighis to follow

craft. Along the way military and
civilian supply centres can be
enterad to re-equip your craft and
collact the all important reactor

specified number of the enemy or,
in some cases, by moving quickly
to another location.

The equipment required to
complete the mission may be
found in storehouses, trucks or on
the guards themselves. A number
of prisoners are incarcerated
within the complex and should
Snake successfully rescue them
he is rewarded with information,
an increase in his strength, a
higher rank and greater potential
for carrying weapons. Further
information may be offered at
intervals wvia the transceiver
through which the Big Boss is in
constant contact.

An information panel shows
Snake's life force, stars to mark his
rank, a graphical representation of
which particular weapon/object
he is brandishing and how much

1

rods.

In its previous incarnations, Tau
Ceti enjoyed huge success, and it
has translated to the PC very well

complete Iinventory may be
accessed at any time and any of |
the items therein may be swapped
with the current one being used
For example, a security door
probably won't open if shown a
gas mask but take the key—card
from the inventory (if it's there) and
access 15 achieved. There are
plenty of realistic spot FX in Meta/
Gear, what with alarms, gunfire
and explosions although the
music, which unfortunately cannot
be turned off, does tend to grate
after an hour or so

Konami do seem to be looking
after the MSX user and although
the market may be a little small,
the quality of the games does at
least match that of the software
available for the larger wuser
groups. Metal Gear would
certainly be a good addition to any

ammunition he has left. The | MSX gameplayer's collection
Cartridge: £20.95

OVERALL 79%

The initial impression of disdain at this non too-impressively
animated macho man may rapidly change on deiving deeper.
The area of play is enormous, the backdrops impressive, and
each room contains a different puzzle to be solved with either
brain or brawn. Traps, security systems and guards abound
ensuring that the action and suspense never wanes. A good
sense of being there is accomplished and the urge to get further
into the game is quite strong. if this standard of Konami software
is maintained then maybe more people will think hard about
joining the other 200,000 MSX owners.

“ . ..the action and
suspense never
wanes — Metal Gear
would certainlybea
good addition to any
MSX gameplayer’s
collection.”

& ]

TGM TX DATE:12-87 61/148



JACK THE NIPPER I
Gremlin Graphics

remlin Graphics have frequently

successfully on cute characters in their 8-bit

repertoire, although not all of them have worked as

well as the ubiquitous Monty Mole (their 1985
‘Beaver’ game never even made it to the shops, culled as
it was in the late programming stages). The argument
goes: if you have done it once, why not repeat the success
but hopefully better still — and Jack The Nipper was
definitely a big hit. Now the naughty be-nappied nipper is
back . ..

. . . And he's gone too far this time
= in fact right round the world = for
his last prank gained him a
deportation order to Australia, and
having seen how the outback
denizens treated Mick Dundee,
Jack isn't too happy about this. So
during the flight down-under, he
jumps out and nappychutes into
what tums out to be . . . deepast
Jungleland.

As in the first Nipper One, Jack's
objective is to achieve a
T'-:r

onions and dynamite
Performing naughty deeds 5
Jack's naughtyometer to that all-
important top level.

To traverse the jungle, Jack
uses slippery slides, tree vines —
Tarzan-like to avoid swam
quicksand - rickety bridges :
even an old mine car on the
Spectrum - the Commodore
game contains dark passages to
get through. The jungle is
populated with all manner of
beasts, including monkeays,
elep 5, parrots, hippos, Mick
Dundee's nappy-snatching

naughtiness rating of 100%.
healp in this task, he can use such
useful objects as grease, logs,
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| One of the many colourfully busy screens of adolescent mayhem from the fol

capitalised |

The Speactrum version, oo, manages some crisply detailed, rich-looking

graphics

crocodile, as well as some very
unfriendly hunters and natives.
Bumping into any means losing a
life. But it is survival of the fittes
and Jack isn't defenceless; by
collacting coconuts ang
blowpipes, he can see off even the
ile tigers and rhin
the shape ¢
ies (Spectrum) and whistles
(Commodore) can be found, with
shields providing limited immunity

parachuted

st. and if he

son then

B OVer.

completed

) y ght, but with

such a large playing area, that
shouldn't be too much of a




SPECTRUM 48/
128
Cassette: £7.99

adept at

BUHH(IDOBE 64/
'l 28

Gassatla £9.99
1 Diskette: £14.99

REVIEWS

VERSION UPDATE
Motorway Mayhem

| producing arcade-
| adventures with multitudes
i of screens, and this is one of

Gummm:lore 64,"123 Gassette EEI 95
Diskette: £12.95

Jack The Nipper || on the 64 is
set in a scrolling jungle rather

| them. The graphics look and
work really well, the detail in

(nothing extra on 128) play
along merrily and really add
to the game. This is a fine
arcade-adventure.

OVERALL 81%

AMSTRAD
Cassette: £9.99
Diskette: £14.99

than being flip screen. There
is a lot of graphical variation
and the sprites are plnas.nnt
to look at. The amusing use
of sound and some neat
graphic effects (try walking
down a dark passage)
combine to make this a FUN
game, Just as playable as the
others, the combination of
battar tunes and neater usa
of colour make it the best
varsion.

OVERALL 84%

DALALI SOFTWARE (creators of
¥ Bear) enjoyed

the ruwu:*d H:'En |1I' -.-Ehier-,-'ear]. the
player rides a powerful motorbike
amed with m ingé guns and
missil in a rac cuqamst -l"r"u--r‘l‘lJI
bike to the mot /
collecting extra fuel,

along the way. As a incenti

play the game, a real life £400
motorbike is waiting for the first
player to reach the battletrack's
finish.

ymmodore 84 screen

This resemblas the

version, though
with a few more colours
mixed into the graphics. In

EXPLICABLE IS GOING TO HAPPEN.......

‘i‘ N ™
hM\ \\\\ ‘\\Y TP IR ;_

ACTIVISION]

(© 1987 Twentieth Century Fox Film Corp, All
rights reserved. Trademarks owned by
Twentieth Century Fox Film Corp and
used by Activision Inc. under outhorisation.
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. halamus's third release is a departure from their
previous shoot-'em-ups Sanxion and Delta, since it's

a game of control dexterity. It is, however, by the
same author as the previous two, the Finn with the
oddly Greek name of Stavros Fasoulas — and Quedex
makes it a hattrick of hits for him. Thalamus is about to

Martin Walker — more news of that when we have it.

break the mould with its fourth release, Hunter's Moon by ‘

fes, it's another ball game, but
F has discovered a fresh
ap[ the subject and
devised a fiendish test of skill set
| 5 -;T‘E‘Ell sharp, eye-
| grabbing graphics. There can't be
| i dextrous joystick
| movements left which Quedex
| doesn't test to the limit
| n Quedex - the Quest For
| Ultimate Dexterity — the player
ontrols a metallic ball wiewed
rom ove as it rolis along
rough ten playing areas, or

planas, and t;r;lrl" ";Inr'r demands
fifferent style of gameplay and

| -i;,?tl’.- skill
The controlling actions wvary
n pl ﬁ e to plane, in some keys
m ts have to be collected,
wh others Involve SIMply
| moving the ball from one side of
| the ; e to the other. A useful
| facility — almost essential in this

| type of game - is that planes may

be attempted at any time and in
| any order, although an imposed
' continually ticking
“hewver plane you are on.

| time himit 15

| away WniC

Ru of time brings on a
bad case game over This
situation i remeadiable by
watching out for time units and

collecting them, which gives extra
time. Extra speed units give the
ball a boost, and surprise objects

are scattered throughout the
planes with both beneficial and
malefic effects

The ball's movement varies

considerably from plane to plans

Moving up and down or left and
rnght In some, with four-way
movement in others. Every time
you satisfactorily complete a
plane, Quedex switches you into a
sub-game where arrows flash in
random directions, extra points
being awarded if the
successiully coples
directions

The ball isn't just a

these

holy-roller, it

can jump owver interfering
obstacles and serious hazards
such as deadly skulls, deep

-!'I.'HH'“-

ball |

chasms and time-sapping electnc
seas. Depending on the selected
plane, either unlimited jumps may
be made, or specified number

There are no foes T-': be
defeated, no heads to be lopped
off, hardly any damsels in nj stress

ar‘-clrh_‘n&ler hordes tc atm‘.i.:rn.n_
it's just you, your joystick and your
I":.;i-'ld-a:"lr_!-l_ﬂ‘:r'f-' coodination, but i
you can complete all of the planes
then at there 15 the
satisfaction of doing it — and the
prize of Ultimate Deaxterity to be
won ]

COMMODORE 64

Cassette:; £9.99
Diskette: £14.99

Quedex is full of energy, the
ball rolis along at a furious
pace and, as a result, some
planes may seem virtually
impossible at first but
perseverance and patience
are the key words here. The
64 wversion is graphically
outstanding, the ball is
convincing in its movement
and the plane graphics are
detailed, varied and pleasing
to look, at. Since Rob
Hubbard, who did the music
for the previous two
Thalamus games, has
abandoned these shores for
the States, his mantle falls to
Hagar The Homble who Rob
nominated - a happiness in
the midst of sadness, for the
drivingly upbeat title tune
suits the game perfectly;
oddly, it isn't used in the
game itself. If you thought
you'd seen the last of the
‘ball’ game, then think again,
Think Quedex.

OVERALL 86%
OTHER FORMATS

So far conversions for
Sanxion and Delia have eluded
Thalamus, although a
Spectrum Deita was
commenced, abandoned,
and apparently restarted
again — if it comes out, it will
be after Christmas now. At
present no conversion of
CQuedex is under way (and
Stavros Fasoulas, who
would like to do it for the
Amiga himself, is stuck doing
his obligatory MNational
Service in Finland for a
while), but 16-bit versions
are planned.

east
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IN THE LAND OF THE BLIND
THE ONE=""Y" =D MAN ISKING

“More challenging and complex than Chess”

(Lee Rodwell - The Times, September 1987)
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\Graphics vary according to format

Amnﬂﬁ&t

i1l PUBLISHED BY ENDURANCE GAMES UNDER LICENCE FROM FINGER PRODUCTS LTD.
v, ENDURANCE GAMES, UNIT 1, BAIRD ROAD, ENFIELD, MIDDLESEX. 01-804 8100. TLX 295944,
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driving force behind

Hegor the Barbarian grew up with
the rough warrior teachings of
Thoron, his father. Thus he was
taught how to fight, drink and
womanise, and his reputation as a
man to be avoided soon spread
far and wide among the more
civilised of society. Though they
gave him a wide berth, his skill as
a dragon-slayer was well known,
even revered, and the fact that he
killed these fire-breathing beasts
with such ferocious consistency
helped mitigate the most negative
reactions to his more animal
habits

Like—father, like son, most of
Hegor's savage traits could be laid
at his father's feet, and indeed
Thoron had made many enemies
of his own, Including one
particularly nasty piece of work by
the name of Necron, an evil being
of awesome power who
commanded a devilish band of
subordinates. The feud between
Thoron and Necron had built in
intensity for many years until one
day Necron decided to end the
guarrel by sending forth his

al prasident of tha

sygnosis was formed some two years ago from one
of the many splinter groups that emerged from the
old Imagine software house (before it became an
Ocean label). The strong influence of David Lawson,
Imagine's
Bandersnatch ‘mega-game' team, was clearly seen in the
first Psygnosis game, Brattacus, which drew on Lawson's
experience in designing Bandersnatch. Barbarian is also
designed and coded by Lawson, with animation and
graphics by Garvan Corbett.

famed but fated

deadliest dragon ally, Vulcuran, to
destroy Thoron.

A homrific struggle ensued,
which Thoron lost. Upon hearing
of this tragic battle, Hegor swore
deadly revenge and dared to enter
the underground kingdom of
Necron in hope of slaying both
Vulcuran and the mighty MNecron.
Should he succeed in finding a
way to avoid Necron’s deadly fire
bolts and emerge triumphant then
his destiny would be fulfilled and
he would be king.

CARTOON MUSCLES

The guest opens with Hegor in the
marshes just west of Necron's
underground lair. Attempting to go
in the opposite direction results in
the Barbarian's swift demise —and
offers an insight into the type of
booby-trap that may lie ahead.
Hegor is depicted as a cartoon
style character with glistening
muscles and flowing blonde hair,
animated through a selection of
available movements ranging from
walking and fighting to dropping
everything and running away in

dragon-slayers

vasma and atmospher

GOR DRAGONSLAYER

blind terror. The detailed, scrolling
backgrounds vary from marshy
expanses to cavernous arenas, all
of which are patrolled by deadly

dogmen, giant soldiers and
nNUMerous ather assorted
assassing. When these single-

minded subordinates are slain,
their evil souls drift upwards to
eternity as ghastly ghostly images
Hidden traps, modelled very much
on those seen in Raiders OFf The
Lost Ark, abound, demanding
great care with every step taken.

Hegor may be controlled by
mouse, keyboard or joystick
(although the latter is not
recommended because of the
slow cursor movemeant) via a panel
of icons at the base of the screen.
These represent different actions;
running, Jjumping, attacking,
defending, walking and even
fleeing along with the picking up,
dropping and using of any items or
objects found during the guest.
The deeper into the underground
empire Hegor joumeys the
tougher his opponents become,
until finally he comes face to face
with Necron himselt.

There is no continuous game
soundtrack or music, but detailed
and accurate sounding spot
gffects can often make it
acoustically frenatic. The omission
of a save game facility is odd, but
it's only a minor annoyance.
Barbarian draws most
successfully on expertise gained
from a long history of arcade-
adventures, but the
implementation of so many good
ideas, not least being the use of
icons, which in this game are
flexible and very fast to use,
combined with a truly gothic
atmosphere, makes it a novel and
exciting experience.

club, Hegor the Barbarian fights his way
-ally gloomy graphics

Atari ST screen

TAMIGA
Diskette: £24.95

Brilliant, great, wonderful
and quite good too. Hegor
stalks the caverns in very

“ . ..a truly gothic
atmosphere, makes
it a novel and excit-
ing experience.’
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Piranha

House),

There is always something
unpleasant going on in Jellystone
Park, and on this particular day it is
an unfesling hunter who has
incarcerated small Boo-Boo
within an iron cage. Luckily for the
hapless bear, his friend — a larger
brown bear who wears a hat and
tie and answers to the pame of
Yogi — is feeling particularly
fearless and embarks upon a
quest to free him.

The dangers of Jellystone Park
are all in the game, ferocious frogs,
savage snakes, mean mooses,
haot-temperad hunters and not to
forget Ranger Smith. On his way,
Yogi finds sustenance in
abandoned picnic hampers or
discarded fish. And then there are
the toffee apples cunningly placed
by his bondaged buddy. Mot for
eating, these sticky clues teach
him the secret of the stepping
stones which lie in Yogi's path to
justice. But he must hurry, time is
Yogi Bear's main enemy, he
begins his rescue mission in
January and must complete it
before hibernation begins or Boo-
Boo will be lost forever,

AVERAGE BEAR

Yogi Bearis programmed by Dalali
Software (who did Mean Streak
Commodore update this issua),
and it has to be said that they have
managed to retain this character's
charm, and bind it up in a game of
reasonable ingenuity. It is on the
playability stakes that Yogi Bear
loses some attraction (the review
is based on the Commodore 64
version). Yogi scurries around
avoiding rivers, trees, geysers and
frogs, and it is through the pixel
perfection demanded in jumping
obstacles that the gameplay
falters.

His basic directions are left to
right (and up and down) along a

MARTER
THAN THE

AVERAGE

YOGI BEAR

umorous cartoon characters have not fared too well
in game adaptions, the likes of Asterix (Melbourne
Fred Flintsone

Quicksilva) and Road Runner (US Gold) all suffered
some nefarious contraction of their original charm. Only
Scooby Doo (Elite) maintained his equilibrium ... with
difficulty. Now it is Piranha’s turn, with the lesser fame of
Berk successfully under their belts, to uncork the charm
with one of the oldest of TV-created cartoon figures.

(Yabba Dabba Doo,

path with snow capped mountains
scrolling smoothly in parallax in
the distance. Below Is an
information panel, showing Yogi's
energy, lives, how far he is from
Boo—Boo and what the date is
(hibernation nears!). There is also
a surprise panel for,.. well,
surprises. Yogi can be controlled
with either joystick or keyboard
except on the Commodore 64,
which is stick only. Apart from
walking, Yogi can also duck and
completely fox his assailants by
turning into a bush.

High scores are not solely
achieved by covering distance but
also by surviving for any length of
time, so failed rescuers who have
been trying for a long while may
not lose heart and perhaps be
inspired to try again.

! =]

AMSTRAD CPC

Cassette: £9.95

Diskette: £14.95

We have seen nothing yet of the Amstrad version. It remains to

be seen, therefore, what the playability factor will be like. It
should be available before the next issue appears.

COMMODORE 64/
128

Cassette: £9.95
Diskette: £14.94

The Yogi _

i 3 e

““Yogi retains his charm in a game of
reasonable ingenuity ... itis the
gameplay that falters.”

68/14BTGM TX
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EXCITE BIKE

Nintendo
Cartridge only: £28.50

f you've ever had the
urge to be a king of the
dirtbike track, but are
a bit of an armchair
sportsman, then look no
further than this latest
addition to the racing
genre. Excite Bike is a fast,
horizontally scrolling game.

There are three selectable modes;
race solo against the clock, race a
horde of computer controlled
bikers against the clock and track
designer. The latter lets you make
up a track and determine how
many laps up to a maximum of
nine are to be raced. It is easily
mastered:; pressing the A button
moves the rider along the track,
along the bottom of the screenis a
list of letters from A to S (the
different types of obstacle)
tracked by a cursor on the control
pad. Move the rider to the location
of your choice, choose a letter,
press the B button, and bingo, the
ramp, mud hole whatever is
placed. Carry on in this manner
until you have as many obstacles
as you want, then set the number

One of the later screens of
two-wheeled addictive
Nintendo fun

of laps to be raced.

Preset, there are five
increasingly difficult tracks to race
over — any may be selected - but
before each main race you first
have to qualify in a challenge race
by crossing the finish line in one of
the top three positions. Bike
control requires care, too much,
and too little, power often leaves
the rider in a tangled heap at the
side of the track, especially when
racing against computer riders as
they bump and jostle you around
the screen quite mercilessly.
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DISKOVER
OUR GREAT
DISK DEALS...

WITH NEW LOWER PRICES,
FREE PLASTIC LIBRARY CASES
AND FREE ISLCLASS DELIVERY

3-5"Blank Disks

[~ ] UNBEATABLE GUARANTEES

[ FREE DELIVERY

£11-22

inc. VAT = £12.65
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INTO AFRICA

rancois Bourgeon is a master of the comic stnp in

France, Passengers On The Wind received the most

prestigious reward possible for this type of work: the

Grand Prix Du Salon D'Angouleme. The scenario and
compelling style of writing was hailed by the critics and a
new dimension to the comic strip was bormn. Bourgeon
only agreed to have his works converted to the computer
if the wording and story were scrupulously adhered to; the
software writers agreed and attempted to capture the true
spirit of his world of make believe.

In the days just before the French
revolution, five people (Isa, Dr
St Quentin, Mary, Hoel and John)
arrived in Africa following an
uncomfortable sea joumey on a
slave ship. Their ultimate aim is to
clear Hoel of a wrongful charge of
murder and regain the title of
Countess for Isa. Unfortunately
things do not go well, John goes
mad, Hoel falls ill and the two
women become exposed to the
evil designs of Viaroux and
Montague. Love for Hoel spurs Isa
on and she quickly decides to
travel to Dahomey's kingdom to
seek out King Kpengla, there to
ask him to help save Hoel . . . and
you thought Eastendsrs was
complicated.

Most of the screen is taken up
with a very attractive graphical
representation of what is taking
place in the game. Directly below
is an information bar; from the left
this depicts which character is
talking with two vertical bars (zona
1 and zone 2) next to it, used to
gither choose another character or
select available text options; the
largest window is for displaying
text messages and giving a choice
of answers to certain questions
asked throughout the game.
Passengers On The Wind Il is
played with the cursor, which may

Sucking up to the King, French style

A e

ba moved anywhere on the screen
and a decision on who says what
and where taken by clicking the
button (joystick or mouse) or
pressing the space bar. Should an
episode go drastically wrong then
the player can restart the game or
aven load a previously saved one.
Action replays of what has
transpired in a particular episode
(of which there are five) is another
thoughtful addition.

The graphics in all versions are

vary nice indeed, it's a shame the

(TR (Ot (AL JEEE AT

same cannot be said of the
gameplay. Clicking around the
main picture area trying to
discover someone to enter into the
character box is tedious, and it
would perhaps have been more
helpful to begin the game with
thase people ready to speak, as it
were. This would have been much
more user-friendly and would help
the player get into the game. Once
the basic idea has been masterad,
the initial interest in 'what will
happen next' socon fizzles out as

This guy is obviously inclinad to be friendly

the cursor glides around the
screen clicking here there and
everywhere trying to establish
some sort of story and generally
get the adventure going. The
graphics in all versions are very
nice indeed, it's a shame the same
cannot be said of the gameplay.
Even when other people and
places are discovered the action
remains partially dormant and the
interaction brain-numbing.
Perhaps Infogrames could have
released Bourgeon's comics

LS who
ahoul whakt ha
LkinsdoM LS B

instead, I'm sure they would have
been much more interesting.
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““The graphics in all
versions are very
nice indeed, it's a
shame the same

cannot be said of the

gameplay.”
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iamond Games, a German software company
marketed in the UK under the Robtek banner, point
out that Diablo is based on a 50-year-old game idea.
Now the half-a-century-old concept, by Manuel
Constantinidis, has been updated to live within the half-a-
megabyte machines, with a Commodore version to follow.

In Diablo the object is survival.
Keep a ball roling around the
playing area until all panels on the
screen are removed. The screen is
made up of a series of tracks and
bridges spread over 119 panels,
each of which can be moved and
repositioned anywhere in an
attempt to form a single,
connecting path for the sphers to
follow. A life is lost if the ball falls
off the end of an incomplete track
or hits the edge of the playing area,
Tocomplicate things, once a panel
has been rolled over, it is removed
from play, making it a one-way
journey for the ball.

As soon as a number of panals
on each screen have been
removed, the border turmns green
and the ball can be made to wrap
round to the opposite side of the
playing area. Very useful for
getting out of tricky comers.

Completing a track gives the
player a screen completion bonus
{the more panels rearranged, the
lower the bonus) and the next level
is started, Further levels include a
faster roliing sphere and a higher
number of planes to be removed
before wrap round can occur.

loading a saved game from disk,
saving the current game to disk,
starting and pausing a game as

poipa dream T Amiga
well as exiting the program. A
loudspeaker icon toggles between
music and sound effects and a ball
icon gives the sphere extra speed.
Diablo is certainly original,
although it bears some similarity
to Microsphere’s highly
entertaining Spectrum oldie, The
Train Game, &nd more to
Incentive’s much more interesting
Confuzion. Diablo, however, won't
appeal to everyone, unless you like
visual puzzles which require
thinking several moves ahead. The
challenge of playing further
screans is lost when you realise
they are simply variations of one

VALUE...

NEW, BETTER
STARTER

another. Both ST and Amiga
games are virtually identical.

lcons on the title screen perform
various functions, including
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Not yet released, and we have not seen a preview copy —version
update soon.
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NOT TO BE TAKEN LION DOWN

or several years Gargoyle Games have enjoyed a
string of successes such as Tir Na Nog and Dun
Darach, most notably on the Spectrum and Amstrad,
although with their FTL label, Shockway Rider made

its mark with Commodore 64 owners as well.

More

recently, Gargoyle Games has concentrated on game
development — they did Scooby Doo for Elite — and it was
this expertise, as well as the physical proximity of both

companies,

that Elite called upon when they asked

Gargoyle to program Thundercats, licensed from the well-
known TV series. Those familiar with Tir Na Nog and Dun
Darach may well notice a certain familiarity about the hero

of the game, Lion-0 .. . .

The third Earth is in turmoil,
Agents of evil Mumm-ra have
entered the Cats Lair and stolen
the Eye Of Thundera — a magic
jewel that is the power of the sword
of Omens — and captured a few

Thundercats while they were
ahout it. Mumm-ra's agents
succeeded in incarcerating
Wilykit, Panthro and Tygra but the
others managed to escape. The
Eye Of Thundera was given to
Lion-0 for his safe—keeping, and
he now vows to return it to its
rightful place. To do this he must

Thunder Cats is an excellent job
gcross all the popular 8-bit machines
= this from the CBM &4 version

journey to castle Plun—dar and
retrieve it, or die in the attempt.
There are 14 levels to fight
through in Thundercats, including
the fertile plain, the caves of the
Molemen, the hunting plains and

Crouched in the centre despatching a monster, doasn’t Lion-0 remind you of
Cuchuwlainn? Amstrad CPC screan

eventually the final battle. Each
level is a horizantally scrolling hive
of action with Lion—o as the central
character running, jumping from
ledge to ledge and either swinging
his sword or firing energy bolts to
dispose of the enemy. Hordes of
Molemen and other mutated life-
forms attack from all directions;
one touchis all it takes to end alife,
although extra lives, weapons or
transport may be gained by hitting

c;mtamem which are situated AMSTRAD
throughout.
Cassette: £8.95
ATTENTION TO Diskette: £14.95
DETAIL The digitised graphics in the | |

Amstrad adaption are
probably the best of all the
versions, although it's a pity
the 464 Thundercats is limited

Levels three, eight and 13 are
rescue missions where lives are
not lost, but the player has only
one attempt to free his fellow cat

before moving on to the following to only one digitised picture.
scenario. A time limit operates for The game graphics are nicely
each non-rescue level, and should done, varied and smooth,
the player go over it Mumm-ra keeping faith with the
himself enters the fray and Lion-0 cartoon. Rob Hubbard's
meets a swift demise. The ‘feline’ soundtrack is

excellent and works well,
This is a polished, playable
and exciting release from

alemental levels from four to seven
(Fire, Water, Air and Earth) are
slightly different from the others in

that the player is allowed to Elite,

choose in which order he wishes

to enter them, WEIIAI.L 87%
Thundercats features fast, J

smoath parallax scrolling which is

very effective. The top of screen is SI'EI!'I'II!IH W

decorated with a nicely digitised 128/+3

picture just below which is a :

slower scrolling atmospheric Cassette: £7.95

backdrop (trees or rocks Diskette: £14.95

depending on the current location) The 48K sound is

with the main action taking place admittacly
below that. Gargoyle Games have & bt thin, you need a 126 to
worked hard on each version so -
that Lion-O runs and jumps in a GO/
quite realistic way, hair flowing,
arms pumping and with a general
air of meaning it. Thundercals may

not be totally original in its
implementation, but the attention m :“mmmm |
to detail, gameplay and m“" This is probably
addictiveness associated with the wm of what s
previous Gargoyle games that are a highly addictive
all present, make it a great game iz
to play. If your joystick dexterity is OVERALL 90%
up to it, then Third Earth shouid
soon be free and Mumm-ra sent
packing. ATARI ST
Diskette: £14.95
COMMODORE 64 The ST version of Thundercats
4 is imminent, and given that
Cassette: £9.95 the game itself remains as
Diskette: £14.95 well constructed as we have
seen on the B-bit machines,
;hn"é?‘del;cﬁ :i;m;::tndp I:I:ga' there's no doubting that it
victory and each new one a should be an excellent buy.
challenge that just has to be aies
bested. The 64 version has NINTENDO
beautiful animation and very
smooth scrolling. Control of Eite are promising a
Lion-0 is perhaps a little Nintendo cartridge shortly.
frustrating sometimes, but It's still early days in this
once the basics have been market, not many games
mastered you can usually get have been converted from
out of most tricky situations. home computer format to
Then there’s the music; the games console yet. So this
sound throughout is very should be an interesting
good but Rob Hubbard's experiment to  watch.
music is outstanding, adding Clearly, though, the game's
a great deal to the overall design is ideal for cartridge,
effect of the game. and we may expect
OVERALL 86% m" e 3

“« . attention to detail, gameplay and
addictiveness make itagreatgame ... an
exciting release from Elil :

TGM TX
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SAPIENS

Loriciels

Loriciels UK.
Sapiens (one of the first Loriciels/
Elite releases) is a real-time

graphic adventure style game with
over three million locations; this
vast number is achieved via the
utilisation of “algorithms of fractal
vision in perspective’ (... that's
what we thought too). Designed
and written by Didier and Olivier
Guillion, it is set in Southwestern
Europe some ten thousand years
ago when man lived or died by his
hunting prowess, and is presented
on screen as an upper area for
displaying graphics and option/
action menus below. The main
neanderthal (he can either be
played as Torgan or as an original
character created by the player)
faces setting off into the
wildemess in search of food for his
starving tribe and becoming a
great hunter in the process.

Interaction with other
inhabitants is integral, as thay may
be bearers of useful information or
iterns which Torgan needs — a
major achievement in the game is
to actually get another character
to join Torgan on his quest for food
and glory.

INTERACTION

To perform the many actions
available, select the option
required from the appropriate
main manu; a cormesponding sub—
menu then appears. For axample,
choosing SAY creates a sub-menu
of usable phrases, such as ‘Who
are you?', ‘| can control the
lightning' (a particularly fright-
ening statement) and 'Good hunt-
ng .
gLDDK's sub-menu offers
landscape choices: lateral view,
pancrama and map. Landscape
and panorama depict the same
kind of picture but the latter slowly
rotates to show the whole
surrounding. The lateral view
displays Torgan's view with

ounded in 1983, Loriciels quickly rose to the forefront
of French software companies with over 200,000
sales by 1984. They started their own in-house
advertising agency, and then founded Microids to
concentrate on micro and domestic robots and design
software for home computers. Today Loriciels is the
number one publisher in France and has become one of
the three largest distributors. They have recently
approached Elite Systems to help with their latest project,

anything or anybody in the vicinity;
in this mode most interaction
scenes take place. Should Torgan
upset any tribe members who
happen to be nearby, then they
casually stroll over and cut him to
shreds (very pretty on the ST
version). The map, which may be
zoomed into or out of, gives a

better idea of exactly where
Torgan Is within the game's
boundaries.

MAKE is an interesting option as
it allows the player to hack away at
pieces of flint to create an axe or
spear blade. This computerised
attempt at DIY is graphically
portrayed with the ideal shape of
the weapon shown in a green
dotted line, the player points the
cursor to where he requires his flint
to be cut and hacks away; but be

(EARLY WOMAN
EVEN KINDER)

warned, great care is needed not
to chip too much away or the stone
will break apart and leave Torgan
weaponless.

ORIGINAL
Travel across the terrain is
regularly interrupted by the

appearance of other neanderthals
with whom he may converse and
trade, or even wildiiffe such as
rabbits which he may befriend or
kill depending on how hungry he

Our hero looking a little bushed

is. Each area Torgan finds himself
in should be thoroughly searched
as it may contain flints for
weapons or bernes for healing
potions and, very importantly,
water to drink. Items may be
added to the inventory with the
TAKE command and traded via the
GIVE option.

Sapiens is interesting and
certainly quite ariginal in both plot
and implamentation. The graphics
on both versions examined (Atari
ST and PC) are very effective and
polished and the game itself quite

Torgan greets a member of another tribe, an attractive screen from

Sapiens on the Atari ST

Children the t

!

Torgan says
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GOOD HUNTING.
ON YOUR KNEES

COME WITH ME




I REVIEWS

easy to get into. Frustration can

o 0 Bt e maaon win | A HOWLING SUCCESS? || COMMODORE 64
pther game inhabitants is guickly Cassette: £9.99
reduced to a hail of abuse and Diskett '.512 99

eventual bloodshed when you do

syl WEREWOLVES

want. It is easy enough, when a SI'EB'I'HI.IH
fribesmen decides to teach zn
Torgan a lesson for his aggressive 0 F Lﬂ N DO N m 1

manner, to spend game-days Cassette: £8.99

recovering from the attack — but Viz Designs

isn't that life? The other B-bit versions are
There is certainly a lot to do in in the pipeline, and should be

Sapiens and it looks very pretty
whilet doing it but it s quite
repetitive and its interest factor

sound like), but another offshoot in the growing list of should be no problem, but
may dwindle quite quickly.

Ariolasoft labels. This is their first game and it is out the Spectrum will depend a
first for the Amstrad, with other 8-bit versions to | | lot on how the graphics are
follow shortly. implemented.

V iz Designs is not a development team (which it may available before Christmas.

ATARI ST .
Diskette: £19.99

The music in Sapiens is very
Depeche Mode f{an
appropriately neanderthal
band) and surprisingly adds
quite a bit to the games
atmosphere. All the
graphical scenes  are
impressive, although the
character animation is
somewhat halting. Perhaps a

Torgan's actions would have
been nice, walk left or right,
stoop down and hit (with his
axe) or throw a spear do not
seam quite enough
considering the task ahead
of him.

OVERALL 64%

Diskette: £24.99 For reasons unknown to you (and | electrocuting yourself on the

why not?) a wicked family of | Underground rails causes aloss of AMSTRAD

Sioane Rangers have placed a | blood, and losing all of it ends your
“mhm“hm curse on you (the whimsy | hunt Pouncing on Londoners mrm
keyboard is used rather becomes more sublime) — a curse restores blood, although you have m £14.99
Mou that causes you to transformintoa | 10 catch your meal first.
are werewolf every full moon! Seeking As soon as daylight breaks, you Oddly, there’s something
unreal (PC 1640 SD - | | revenee for this dastardly deed, | naturally turn back into a very pleasing about running
although if you have th you intend to search Londan for respectable.upnncsnthuman.Thus around, eating passers-by
ics board, this the family members and ‘dispose’ | provides an ideal opportunity to and dodging the bobbies.
ez of them, one by one. It may sound | explore the city and collect such The
and the sound is awful, more like a rather gruesome scenano, useful objects as crowbars (to elements

a fault of the Taachine than | | Dutin fact Werewolves Of London | open the manholes leading to the adventure, coupled with over
the game. Having saidalithat | | 2 nicely constructed, humorous | sewers) and flashlights (useful for a 100 screens, and combines

Sapien and pleasant release from Viz | dark passages and the tunnels of them to good effect. The
nnﬂmsl?g w Designs. the Underground). Bandages also action can slow down quite a
To realise your inhuman | come in handy for stemming the bit when there's a lot of

OVERALL 62% passion, you can run across | flow of blood. people on screen, but eating
rooftops, prowl through parks, The police won't tolerate all this them soon solves that

stroll along streets, scamper down | mayhem, and getting nicked problem! The graphics are

sewers and even use the | meansanightinjugwithanyillegal relatively simple

AMSTRAD CPC Underground (a description of | possessionsbeing putbackwhere what the Amstrad is

abilities that could describe | they came from. of, but they work the
£14.99 almost any Londoner in fact). Only when all eight of the Sloane way the lycanthrope lopes
Available mid-January Should you chance uponaSloane, | Ranger family are killed, can the along is especially

a cross flashes in the status | werewolf curse be lifted, and
display, the moment at which you London made safe again—until the m 75%
e SRR (S S should quickly run up and Kill him next game.
or her before they scamper off.
nterest The oty constabulary | | ——
L ezt disapproves of your actions
however, and unlike those silly . "
it oriainal in both | policemen in the movies with their ssWerewolves Of London is a nicely

PRRYEA e prejudices about  common constructed, humorous and pleasant

ana ImMpreiies superstition, this lot is just waiting % E "
1tio . to fire silver bullets at anything release from Viz Designs.
remotely hairy. Being shot by a

S | silver bullet, falling off rooftops or ﬂ

TGM TX DATE:12-8775/148
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US Gold

he hero is back! Licensed from the Spielberg/Lucas

film of the same name via the Atari coin-op machine

version of the same name, Indiana Jones is on a

rescue mission to recover the lost Sankara stones
from the malevolent Thuggee cult. US Gold have
employed an army of programmers for the popular
machines — Tiertex (who did Ace Of Aces and 720", also
reviewed this issue) were responsible for the Spectrum
and CBM64, while Paragon did the Amstrad and Atari ST
versions. For what we are about to receive, may the cooks
be truly responsible . . .

indy's off to recover the stolen | been freed, it's on to the second
Sankara stone and rescue the | level
Indian villagers' children who have This features a death-defying
been enslaved beneath Pankot | race in mine cars along the rail
Palace, sacret worshipping | network inside the confined space
ground of the Thuggee Death Cult. | of the tunnels. The player controls
There they are forced to dig in the | the car containing Indiana Jones,
mines for precious gems and the | and must safeguard against
other missing Sankara stones. derailments as well as watching
The game is split into three | outforjumpsand missing sections
distinct levels. Indy’s first task isto | of rail. The route to freedom is
rescue the children, which | guarded by Thugs and a Thug
involves travelling through a series | giant all intent on stopping Indy's
of caverns, tunnels, ladders, | progress.
chutes and conveyor bells to The final level takes place within
discover the whereabouts of each | the Temple Of Doom itself. Here
child. The labyrinth of pathways | the Sankara stone must be
are patrolled by Thugs and | recovered from beneath the statue
infested by venomous snakes | of Kali, the four-armed goddess of
which can give a fatal nip if they | death. To achieve this Indy must
get too close. avoid pursuing guards and other
nasties. Clever manoeuvring and
' a maelstrdm of skillful whippin
WHIPPING UP A | Zrc essential to get through this
STORM screen. The action continues until
all three Sankara stones have been
recoverad, when Indiana is then
The odds aren't entirely stacked | faced with a perilous rope bridge
against Indiana because, as | togetacross.
always, he's armed with his trusty Indiana Jones And The Tempile
whip., Zapping Thugs with it | Of Doom suffers from several
renders them helpless for a short | problems, some associated with
time, while whipping the snakes | individual machine restrictions,
dispenses with their disservices | but in general it seems to be an
permanently,. The children are | indifferent implementation of a
hidden inside tiny cells, andtofree | great action film. The coin-op
them Indy can whip open the cell | itself, though pretty to look at,
doors. When all the children have | wasn't much above average in

The graphics might be neat - if you could see them. The Amsirad version cer-
tainly has the most clutterad looking
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gameplay, and it must be a point
that in converting a less than
perfect source, which must be
accurately copied, the designers
and programmers are seriously
restricted. The game's stages are
cbviously based on the film, but
poar game design lets them down
tremendously; the Thug guards,
for instance, regularly appear ocut
of thin air to attack, giving you no
chance at all to retaliate (they are
fairest in Spectrum version). And
then, rescuing the captured kids
seems too easy and doesn't take
very long.

THE CHIEF WHIP

INDIANA JONES AND THE TEMPLE OF DOOM
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tunnels,

whilst fighting off Thugs is a
sensation which is sadly
lacking, the little mobile
cruises through the screen at
about the pace of a 1541 disk
drive. Not a high quality
game graphically, the thing
creates suffitient frustration
to warrant turning the
computer off and loading
something else . . . quickly.

OVERALL 32%

“ . .. an indifferent implementation of a
great action film and a less than perfect
coin-op ... "

76/148TGM TX DATE:12-87




A PLUNGE
IN THE GUNGE

on Priestley's been writing computer games for
longer than he might care to think about, way back to
early Spectrum days and games like Maziacs. Most
were released through Dk'tronics, and the last he did

- Spectrum screen

A splendid moment of genuine terror = Berk and Drutt almost meet their maker

for them before the company turned away from software, AMSTRAD CPC
marked a new style characterised by giant, colourful Cassette: £8.95
figures with plenty of animation, Popeye. After a first Diskette: £13.95
release, the then newly-formed Macmillan software house Mid November

Piranha picked up the game, and so started a fruitful
partnership which has seen Don follow up with Trapdoor,
Flunky, and now the sequel Through The Trapdoor.

The highly successful Trapdoor
was based upon the cult TV show
featuring plasticine monsters. The
sequel also features the flubbery
antics of gigacute blue Berk, and
provides much more action than
Don's last offering, Flunky, but still
retains an irresistable charm that
makes it 8 winner

Deep down below the trapdoor
s a place where you dont go
aglone... Unless, of coursa,
you're as stupid as Boni the Skull.
But to be fair, he is helped. There
he is, quite content sitting above
the trapdoor, when it bursts open
and out flies a hideous bird-like
creature who grabs Boni by the
crainium and disappears down
below with him. This slight mishap
hails the returmn of Berk and his
worm-gobbling chum Drutt. Thus
begins the new adventure -
Trapdoor Il: The Search For Boni

The game takes place in the
strange lands, split into four
regions, below the trapdoor. Boni
remains captive at the farthest end
of the fourth region and to get
there Berk and Drutt must collect
three keys which unlock the doors
betweean the regions.

Through The Trapdoor relies
much more on action and timing
than puzzies for its main appeal -
where puzzles are encountered
they aren't as involved as those in
gither Trapdoor or Flunky. While it
appears most people still love Don
Priestley’'s graphic style the task-
orientated games are wearing a bit
thin. At first the game proves
difficult, and n may seem as
though you're getting nowhere
until you discover one little secret
that helps to complete a section a
gives a clue to the nature of the
difficulties ahead.

DIGESTING HELP

Unlike the original, where Berk
was the only controllable
character, in Through The
Trapdoor you can operate both
Berk and Drutt, utilising each

creatures’ unigue abilities. Drutt,
for example, can jump very high
and bears a charmed life when it
comes to meeting any of the
monsters that inhabit the tunnels;
Berk's far too fat to jump, but he
can carry objects, and his
hyperactive digestive system has
some odd, though useful, effects
on the things he eats. Working the
characters in unison, it's relatively
easy to complete most puzzles.

Controlling Berk is simple — just
left and right = although eating
sweets and magic mushrooms
provides him with jumping and
flying powers. Drutt, on the other
hand, is rather more
ndependently minded and when
not actually being moved in a
direction tends to wander off and
begin chasing, and later eating,
the worms which wriggle around
in the corridors. In fact Berk's
carrying ability comes in useful at
times for imprisoning Drutt within
his capacious arms

Control between the characters
is switched by depressing the fire
button, and to indicate which
character is currently in control, a
row of littie bulging-eyed blue
Berks or yellow Drutts appears
along the bottom of the screen. As
the game progresses the eyes
gradually close — when they are all
closed your time is up, and Berk
and Drutt are zapped

Previous Priestley offerings have been converted very well by
Five Ways Software and been well received critically; Through
The Trapdoor should be no excption. Obviously the graphics will
be blockier for the CPC version to make full use of Mode 0°s 16
colours, but this shouldn't affect gameplay. As with the
Commodore 64 version, a title tune and more sound effects
should be included.

SPECTRUM 48/128

Cassette: £8.95

Don Priestiey has always been a committed Spectrum
programmer, so clearly Through The Trapdoer is crafted with the
machine wvery much in mind. The large cartoonesque
characters are engaging and by capitalising on sheer size, he
has provided some very startling shocks here and there. The
sound is little more than ‘bells and whistles’, which is slightly
disappointing but it hardly detracts from the overall pleasure.
It's a fascinating game both to play and watch, and with the
inclusion of two characters to control, provides enmough
entertainment to make it an excellent sequel.

OVERALL 82%
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COMMODORE 64
Cassette: £8.95
Diskette: £13.95

Late November

Don Priestiey's large graphics
shown to good affect, as Berk
cuddles Drutt, who otherwise
might wander off on his own -
‘watch the birdie .. . '

- Specirum screen

Games devised for the Spectrum haven't always gone down
well with Commodore owners. Happily, Don Priestley's big
figure games have. Using character graphics, the 64 version
will virtually mirror its Spectrum cou Gameplay will
remain the same and the speed should be fine. Add to that a
theme tune and you've got a version that could possibly better
the Spectrum.

OTHER FORMATS

Piranha have no plans for Through The Trapdoor on any other
machines.

e
r has the
mixture just
right... an
irresistable charm
makes it a winner.”
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SHOOTA PATH
TO THE STARS

Reg des. Fat pending

Zap the opposition with the
Phasor One Joystick.
Microswitch mechanism gives

swift response making play fast

and accurate.

With a two year guarantee, the

Phasor One is Number One for
winners.

Pistol grip design for all ages.

Left or right hand—it is as
effective in either.

Longlife micro switches give
precision control.

Hardwearing steel shaft and
ball bearing pivot.

Ultra sensitive control level for
faster responses.

Any problems in obtaining your
“Phasor One’’ joysticks you can

2 years unconditional
guarantee for normal use.

| @® Extralong cable for additional
mobility.

contact us at:

B lana:

Britannia Software Limited

Cardiff CF1 5EB
Telephone: 0222 481135

‘ Cardiff Workshops, Lewis Road

m%
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ADVENTURE

ROB STEEL’S
GETTING

ADVENTUROUS

Welcome the the first of a series of regular
adventure sections in THE GAMES MACHINE. |, Rob
Steel, find myself in the enviable position of having
eight different computers at my disposal on which
to play and review adventures. This should mean
that even if the adventure market for a particular
machine gets a little thin at times, these columns
will not suffer from a lack of material to peruse.

This bi—month | look at Level 9’s Ghome Ranger,
two very different Infocom titles and the game of
Jeffery Archer’s first book Not A Penny More Not A
Penny Less from the unlikely adventure source of
Domark.

NOT A PENNY MORE
NOT A PENNY LESS

Domark

ATARI ST Diskette: £19.95

SPECTRUM 48/128 Cassette: £14.95

AMSTRAD Cassette: £14.95, Disk: £19.95
COMMODORE 64 Cassette: £14.95, Diskette: £19.95
BBC Cassette :£14.95, Diskette £19.95

effrey Archer is the author of six bestselling novels
to date, including A Quiver Full Of Arrows, Shall We
Tell The President and Kane And Abel. Born in 1940
Archer was educated at Brasenose College, Oxford
and became the youngest member of the House of
Commons when he won the by—election at Louth in 1969.
Not A Penny More Not A Penny Less was his first novel,
published in 1974, it was an instant success — just as well
as it was written to make him a lot of money to recover

for text input at the bottom of the
page. The basic aim of the game is
to fil Stephen's folder with
information about Metcalfe and
his other three victims and then
use it to gain revenge.

The voice of Jeffrey himself
vibrates out of the monitor at the
vary beginning of the game and
orally describes certain situations
throughout the ‘adventure’,
although both the graphics and
sound may be switched off to
spead gameplay up. Text input
may be edited via the cursor and
delete keys. The size of the text
may be selected as 40 or 80
column depending on how good
your eyesight is.

Although most of the usual
adventuring words can be used in
Not A Penny More Not A Penny

Less, the way they are
implementad is somewhat
frustrating. For example, all

puzzies in every location must be
solved before the player can move
on to another place. Movement
itself is sometimes achieved in an
unconventional way, the game
does include the usual compass
directions (though not in
abbreviated form and only when
the game specifies the availability
of these exits), but to visit certain
people one must input EXAMINE
(persons name) — very odd, | did
find that in the first location | could
type EXAMINE ROBIN and the
game would reply OK, but | was
still in Stephen's office.

The parser expects precise

input, typing EXAMINE LIST is no
good if you want to study tha
telephone numbers list, it has to
be EXAMINE TELEPHOMNE
NUMBERS. There are other
annoying little glitches within the
program such as when the
cupboard has been opened and
the magazine therein read, the
screen changes to the show the
folder and its contents, and when
it retums to the location
description the inventory of the
cupboard has disappeared. If the
player has forgotten what was in
there the rigmarole of closing the
cupboard and opening it again has
to be performed.

Once the game's idiosyncrasies
have been learmmed the actual
depth of play is revealed - it
doesn't take long. Overall | would
g8y the computer game is no
match for the book (which
incidentally is supplied as part of
the packaging) and is certainly
very frustrating to play. But it is by
no means a terrible program and
definitely worthy of some
perseverance.

All versions of the game excepl
BBC and Spectrum have both
speech and graphics.

ATMOSPHERE 62%
INTERACTION 51%
OVERALL 59%

Meicalfe on his way to ruin - Atari ST screen

from a huge loss he had taken after being conned in a

manner very similar to that in the story itself.

If all this makes Jeffrey sound like
a computer wizkid as well, then
just read Mel Croucher’s piece on
page 21 - in fact the game
scenario was written by Robin
Waterfield (who has also written a
role-playing game based on the
story for this issue of THE GAMES
MACHIME - see page 97), and the
programming was taken care of by
Imagitec Design.

Not A Penny More Not A Penny
Less, the computer game, puts the
player right in the middle of the
action. Taking the role of Stephan
Bradley, the game opens in his
office with the knowledge that he
has just been swindled out of
£200,000. Left virtually penniless
by the collapse of the company
Staphen worked for (caused by

unscrupulous owner
Mﬂtcalfu} Bradley, aided by other

victims of this evil man, aims to get
his money back — to the panny.

Unfortunately the forces of law
and order have no proof that
Metcalfe carried out this dastardly
deed and can therefore be of no
assistance, the four victims are on
their own. They decide to use
Metcalfe's own modus operandi,
and Stephen must now attempt to
control his vengeful comrades as
they each carry out the sting using
thair own methods.

| played the ST version, visually
it looked quite professional, set
out as a piece of paper with the
graphics resembling a black-and-
white photograph which slides to
the top of the page and is clipped
into position. Below this are the
very brief descriptions of where
Stephen currently is and what he
can see. A single line is reserved

TGM
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GNOME RANGER

Level 9

AMIGA Diskette: £14.95

ATARI ST Diskette: £14.95

COMMODORE 64 Diskette: £9.95, Cassette: £9.95
AMSTRAD CPC Diskette: £9.95, Cassette: £9.95
ATARI XE, BOOXL Diskette: £9.95, Cassette: £9.95
MSX 64K £9.95

SPECTRUM Cassette: £9.95

evel 9 is one of the original UK games houses,
remaining an independent partnership for many

they include multi-player puzzles, RAM save/restore,
Undo and digitised graphics. But are the story lines any | RAM save/restore, undo (not on

Har? the Spectrum 48K wversion),
better? The Level 9 greats such as Snowball, Adventure digitised pictures on the Amiga.

Quest and Lords Of Ta'me_are harf:l acts to follow, | Atari ST, IMB PC, CBM 64 and

regardless of the advanced writing utilities used nowadays | Amstrad diskettes and an auto-

(Kaos is the preferred Austin tool at present) and sometime | Play feature for demo purposes is
: Ce ; included in the ST version

one gets the feeling that these prestigious games will

never be bested. ADVANCE PARSER

Gnome Ranger, their latest The story concerns a gnome by
offering, is actually released on the name of ingrid Bottomlow who | The parser in all cases is very
their own label again, rather than has got to find her way back home | advanced with the capability of
through Rainbird. Using all the | after being accidentally teleported | accepting intricate input. There
adventure writing skills and | to a strange and wonderful land. | are other characters within the
technology the Austins have | Setinthreeparts,itincludesalithe | game which Ingrid may come
mastered over the years, isthisthe | hi-tech features mentioned | across on her travels who can be
guest to end all guests? earlier; go to, follow, run to, find, | recruited and given fairly complex

years, it has produced some 15 adventures in all. northuest,

Through the years their products have become more ﬂhat anow? n
and more sophisticated progressing from the verb/noun Ingrid vent gnorth and was outside the witch's cott
input to the modern versatile parsers. The size of the the gate here and 2 hish fence stretched all around
games has greatly increased as has their complexity, now i i Al phis st :

Gnomea, gnome on the range . . . Atari ST screen

orders 1o carry out, for example
‘Nymph, go to Llama and get the
flower then find me and give the
flower to me.' Impressive isn't it?

The digitised pictures are very

Commodore 64 being the most |
Impressive, given that it is only an |
8-bit machine. Gnome Ranger is
immediately playable, consisting
of no sudden deaths and a huge
area to explore. Interaction with
the game is quite easy as il
displays any words it doesn't
understand and is quite lenient as
to how certain actions required

pretty with the ones on the |

may be phrased

LIKE A LEMMING TO
LEBLING

... Or as a lamb to the slaughter, star-struck cub-reporter Nik
Wild took a rare opportunity provided by the Personal Computer
World Show to chat with one of the greats of American
adventure games, INFOCOM's David Lebling. Co-author of
Zork and author of Sorcerer, Spellbreaker and many more great
adventures, Lebling spoke with grave frankness. But first, there
was the adventure of reaching him in his eyrie . . .

hen | heard that David Lebling Once on Level One, had | the
wastobe availableforinterview  willpower to pass the Siren (Lesley of
at the PCWShow, | jumped at  Electronic Arts who seemed to guard
the chance of meeting him. all stands) without falling into her
Brandishing myweaponinone  deadly arms? (No! Between you and
“"“"’T‘f‘.ﬁ.’mmw“" i while still having sufficient
paper to you), ive safety un ogre i
of Newsfield's fortress on Olympius  time left in the day to question the A bunch of us
to join my quest in search of this master? As the Tower Of Activision guys from MIT
member of the high priesthood of loomed into view, | realised that the as-
adventure authors, 3 toughest part of my task was yet to {M
Charged with the task of bringing  come — the interview! sachusetts
home a few words of wisdom from the Suddenly there he was, Dave Institute of
esteemed shaman, the very thought Lebling, author of  Infocom
of such a meeting gave me the adventures, standing not ten teet  Te@Chnology)
strength | needed to face the terrors  away. Staring at my identification thought ourse-
which lay before me. Would | survive medallion he smiled, and we i li
the human tidal wave which pushed exchanged greetings. He led meto his Ives so intelli-
against my endeavours and innersanctum. Recliningonthesiken  gent that the
successfully reach the Guardian Of cushions of Electric Dreams amid the world would be
The Stairs where all my stealth would  bustling of many fair maidens and : fy
be needed to pass, or else suffer m eunuchs, and with the  OUIF oyster.
banishment to the the Side Exit? frisndly sounds of B-bit playing in the

background, the conversing
commenced,

MONOSYLLABIC

Full of trepidation and finding it hard
to concentrate being this near to one
50 great, I'm afraid | asked the
obvious: 'How did Infocom come
about,’ | squeaked.

Looking at me with a polite
expression he spoke, his strange
accent adding to the power of his
words: ‘A bunch of us guys from MIT
(Massachusetts Institute of
Technology) thought ourselves so
intelligent that the world wouild be our
oyster. Sefting up a computer
program orientated company seemed
inevitable, and development of a
business package called Cornerstone
and an adventure utility named Zil
(don't ask!) began.

'Unfortunately our first real taste of
the big bad outside world came when
Comerstone flopped and we had to
concentrate on the games market if
we were to survive.'

Pause for thought and to let Clare
Hirsch (an Activision siren) squeeze
past. | was now really getting into this
guestion and answers game and

the next inquiry should be a
real humdinger, soul-searching and
revealing. ‘How many writers do you
hw&::lnfmnm?’askadl.

‘...and do you all work in the

I'N_ni 7‘
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UNHUMAN

Having said all this I'm not sure |
like running all over the place, true
it may be more lifelike but it
smacks of gimmickry and doesn't
add anything to the game excepl
speed of play. Commands such as
FOLLOW and WAIT FOR are
useful, as is the way other
characters may be ordered about,
but there seems to be something
missing. Perhaps it's the plot, it is
sn far out of context with reality
that it cannot possibly be believed
and therefore fails to inspire the
feeling of being involved. | realise

ADVENTURE

that many adventures are ‘unreal’
yet they at least either maintain
some sort of human element or a
semblance of reality via the game
style. Gnome Ranger is defunct of
humans and because every word
that normally starts with ‘N’ is
substituted by one spelled with a
‘GN' (NORTH becomes GNORTH
and so on) reality is lost; the Llama
doesn't help the case either.

Escapism is fine as long as there
is a thin strand included in it which
will lead the player back to reality
or at least remind him that it not
too far away. From a personal
point of view Gnome Ranger s
very well implemented, but getting
through it became nothing less
than an an arduous task.
Eventually | could care less about
the fate of Ingrid and indeed it was
not too long before the digitised
pictures faded to a blank screen.

Level 9 began their downhill
slide with Worm In Paradise and
have not yet produced a game
good enough to drag them back
up tothe good old vert/noun days.
| have added a Lastability rating to
this review, a one-off as | feel it is
important.

ATMOSPHERE 57%
INTERACTION 72%
LASTABILITY 19%
OVERALL 49%

SPACE QUEST

Sierra

AMIGA Diskette: £24.99
ATARI ST Diskette: £29.99

he system of planets known as Earnon has a dying
sun. food is becoming scarce in the increasingly cold
climate and the populace is incapable of doing
anything about it. Help in the form of the scientific
community of Xenon, which is developing a Star
Generator, is their only hope and the plan is to convert one
of the system's lifeless planets into a new sun. Spacelab
Arcada is sent to the outer edges of Earnon to attempt the
still experimental task, reporting 10 base frequently on

developments and progress.

Unfortunately these

transmissions are picked up by the Sariens, a race of
particularly nasty space pirates, who decide that the Star
Generator would be a good weapon to have, and so,
aboard their powerful battle cruiser Deltaur, they attack.

The adventure opens with the
player in the role of a lowly
apprentice sanitation engineer,
who, due to his attempts at taking
a quick nap in a convenient
storage closet, is not discoverad
by the attackers as they rape and
pillage. He waits quietly until the
commotion has died down and
eventually plucks up the courage
to venture out into the comdaor.
The sight that greets his eyes is
not a pleasant one, dead crew
members litter the floor and
damaged equipment smouldars
guietly in a haze of blue smoke.

For a man with little brain he very
quickly decides that he must
escape the captured vessel and
somehow render the Star
Generator inoperative before the
dastardly Sariens can use it.

Most of the screen in Space
Quest is taken up by the animatad,
cartoon-style graphic portrayal of
the adventure with a small area
beneath for text input. Any
relevant messages are shown in
windows overlaying the main
display with a help screen and
inventory table available. Control
of the main character's movement

‘Do you feel that
being left behind by the likes of

doing for years. |It's
complimentary

DISCOUNTING
GRAPHICS

Infocom are

Scrolls and Level 9, what

very
to have such skilled

people emulate your efforts.’

Failing miserably to hide my
shocked expression | grilled David on
the graphics issue. "Why do you
discount their rather
graphics so easily, don't you like
them?'

‘“Yes they're very nice, but do they
actually add to the game and how one
may play

| knew about these situations, I've
watched Wogan. There is always a
stage during
interviewee tries to turn the tables and
take control. This was not going to

splendid

or win?'

the interview when the

to me.
“We use a Dec  eriliiantly turning his question into
smzn another | said: ‘So you feel graphics

which is a mmmm:;mmgﬂmmu%
large, early ‘That's right. Houses, trees and so
Sixties main- on which appear in the pictures and
" not in the text cannot usually be

frame. examined or manipulated, and once

they can we begin to approach that

TGM TX DATE:12-8781/148
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I ll'élndg with a pleasling

I Any one for bridge ? Amiga

ay be gained by either by | tothegnome'or'Givethe keycard identifying cértain obscure
| positioning the cursor in the area | to the Sarien’, and any words | graphical representations.
| you want him to go to and clicking | which the game does not Picking up, dropping,
| the fire button if using a joystick, understand are printed on screen examining and using items found
| eft button if using a mouse, or by with the message ‘| do not may be utilised via text input as

pressing the cursor keys. And our understand ' =

thin line which divides arcade and
adventure games."

This was obviously a huge topic for
debate. Sadly time was against me
and a couple more questions had to
be answerad and quickly if | was to
make it back to fortress Newsfield
before nightfall.

Forget the flow | thought, just ask
the gquestions. "What machine do you
wirite your adventures on David?’

‘We use a Dec System 20 which is
a large, early Sixties mainframe with
thousands of megabytes at its
disposal. It's a very fast machine of an
architectural type no longer made.
Visually it's reminiscent of something
used in the early Flash Gordon

movies, all wheels and pipes.’
‘Finally,” | lied, ‘where do you see
infocom going?*

'Our games system Zil has been
updated to Xzil (don’t ask), and it's on
this utility that Beyond Zork has been
written,'

‘Beyond Zork?' | asked, pretending
to know nothing about this venture.

“Yes, Beyond Zork. It's our new
game. We're very excited about it as it
incorporates more of a2 role-playing
style with statistics such as strength,
charisma and so on, being available
to the player. Thase will be shown on
screen in the form of bar charts . _ . '

He must have seen the look of sheer
horror on my face because he quickly
added: 'In no way will it detract from
the adventure element of the game. it
will add to it. Thera's aven the option
to work your way through the game as
a text adventure with hardly any role-

VEry can interaction with othear

hero's walking speed may be | helpful. Should you enter a | characters met. Lots of useful
selected as slow, normal or fast particular location and

not | functions are included in Space

i depending on the situation he is recognise what you are looking at, Quest such as a save/load option,
! currantly dealing with then LOOK AROUND gives a | the sound may be toggled on or
[ The parser is adequate descnption of whare you are and off, the last input may be repeated
! understanding phrases like 'Talk what surrounds you - ideal for and a line of text can be cancelled

>exan body_

should the player have a last
minute change of heart

Space Quest is huge and once
you get used to the regular disk
accessing (every loCation!), the
game becomes very enjoyable. It
s perhaps a little slower than the
more text orientated adventures
forgetting to pick up the cartridge
for instance, until just about to

| Doard the shuttle is a bad situation |

as it takes an age to trek back to
the computer console and then
back down to the docking bay, by |
which time the ship one is trying to
escape from has probably blown
up '

The graphics themselves are
nothing to inspire and the spot FX
are barely functional but there is |
something about the game which |
is highly addictive and very
enjoyable. One just has to keep

Your greates; chall
en
-and dnwnwgfds.

lies ahead

- - A
L -

ATARI S Seires -

““I have a repu-
tation for pur-
ple prose. My
descriptions
are what my
partners call

‘flowery’.”

INTERMCTIVE iy e l-\-

EANT A5y

SBTANIMMRD | EvEy iy

play elements at all. Our playtesters
have had more fun playing this game
than any other adventure we've done,
we take this as a good sign pointing
the way for us to go.'

‘It does sound very interesting,’ |
said. "What i it flops?’

‘Then we go back to the old style
game,"

“Our playtes-
ters have had
more fun play-
ing Beyond
Zork than any
other adven-
ture we have
done.”

82/14BTGM TX DATE:12-87



| surface
| meantime |

Oh oh, someone’s nicked the Star
Genarator - Amiga

going against all odds to see whal
ies in the next screen and
ultimately exactly how big this
adventure is, | was quite pleased
with myself when | eventually
escaped the ship and landed on
the planet, only to find out that |
had barely scratched the surface
(jpun intended). | shall keep
returning to Space Quest until |
the victor, but in the
thank Sierra for
supplying a very good game.

ADVENTURE

NORD AND BERT
COULDN’T MAKE
HEAD OR TAIL OF IT

Infocom

ATARI ST Diskette: £24.99

AMIGA Diskette: £29.99

PC Diskette: £29.99

COMMODORE 64/128 Diskette only: £24.99
AMSTRAD Diskette only: £24.99

ATARI XE/XL Diskette: £24.99

t is confession time | think, | have never played

Ballyhoo! | mention this because Nord And Bert . . .

was written by the same guy, Jeff Q' Neill. Jeff (born

1958) left California State University armed only with
an undergraduate degree in journalism and began his
career with Infocom as a game tester — he specialised in
playing Hitchhikers Guide To The Galaxy. His influences
are Nietzsche (a prominent German Philosopher who,
among other things, developed the theory of Superman
(no, not the one who wears his knickers outside his
trousersl!),) and Mort Sahl (who didn't!). The very first
Infocom story he wrote was Ballyhoo.

entitted Meet The Mayor. The
necessity for mapping s made
redundant as accessible locations
are displayed at the top of the
screen and movement is gained by
inputting the appropriate name
Examining items may be achieved
by simply typing the name of the
object the player wishes to study —
no  more examing errors!
although a closer look may require
inputs such as LOOK INSIDE or
LOOK THROUGH ‘object name'
The basic idea of the game 15 to

study the locations and objects or
characters in the vicinity and try to
spot the spoonensms (words with
sounds transposed such as the
well-boiled icicle’ and the "well
piled bicycle’) or homonyms
(differing words which sound
alike,' stair' and ‘stare’ for
instance) to solve the puzzies
Whilst in the British aisle within the
Shopping Bizarre scenario the
player is confronted with a Box
Boy who is busy putting boxes
onto shelves beneath a sign which
reads 'Putting Area’'. The way o
dispose of this boy is obscurity at
its worst: the idea is to input the
words ‘'Pudding Section’ to clear
up the putting area and reveal a
line of ants which of course will

I | \oro And Bert is a decidedly | verbal trickery. The scenanos are | transform into busting ladies
ATMOSPHERE 79% different sort of offering from the | played independently of each | when the player types in the word
Zork zone than we have come to | other although a password has to | Aunts. A tantrum throwing little girl
INTERACTION 58% axpect. The first thing to note is | begleaned fromthe firstseven(the | appears at one point, the ribbon in
OVERALL 74% that it is a collection of eight short | order in which they are tackled is | her hair carries the words “worst
stories each of which involves | entirely up to the player) toenable | brat’, if the player is getling Into | ee
access to the last story, which is | the swing of the game then it will | %]

punning, wordplay and general

SLOW ON THE 64

Here it was then. The final question,
the one which | had been building up
to all through the interview, hoping I'd
have tha courage whan it came to it. |
did. ‘Why is the disk access time on
the Commodore 64 versions of your
game so slow?'

He stared at me with those eyes of
his (what else?), The ground trembled
and beams of light shot into the
sanctum (as Clare opened the door).
Would David Lebling, this king of
adventuredom actually bather to
answer, or would he just end the
interview here and now with but a flick
of a hand? To my relief he smiled and

‘At this present time our days are
taken up developing new systems and
writing new games. When things
quieten down sufficiently we will
certainly make time to work on this
problem. Obviously the larger the
game is the more the smaller
machines such as the 64 have to
access the disk. But until we develop

the system, players will regrettably
have to sacrifice speed for size.’

our short time together
my opinion of Mr Lebling had grown
higher and h . His calm thoughtful
answers, his patience in dealing
with a none too-experienced

interviewer were certainly elements of
the day which | would remember. All
too soon, and feeling a mite drained, |

for the domain of the
innkeeper to collect my thoughts on
the very pleasant previous hour,

TGM TX DATE: 12-8783/148




ADVENTURE ‘

soon dawn that to change her into
something more manageable he
must type in ‘Bratwurst’, which, as
we all know, 15 a sausage and
much easier to deal with than a
little girl

| didn’t enjoy this game, no
atmosphere no excitement just
ots of experimenting with words,

very dul s links with the
adventuring world are very
tenuous indeed and | hope

PBM AVALON

Infocom don't make Nord Ang
Bert a precedent . . . | shan't vote
for either of them

ATMOSPHERE 31%
INTERACTION 51%
OVERALL 41%

FREE

The chronicles of the “Knights of the Avalon’, is a new
100 player computer moderated Fantasy Play By Mail
game from JADE Games. Startup is FREE, with further
turns costing 70p, players outside of the UK £1.00. The
game features, 1000s of player armies and fleets con-
stantly involved in conquest, a playing
1,250,000 sq miles with over 100,000 locations. A
highly developed class system of squires, knights, lords
etc fighting to become emperor. An economic trade
system with 1000+ trade items, merchant and political
banks, stock markets and trade treaties. Religions based
on a planet wide network of temples and monasteries.

area of

Players having the choice of accepting one of the
twenty existing gods or creating their own god and
religion. A hierarchy of gods capable of direct interac-
tion with players. Alliances of trade, religion, politics
and military might. + MUCH MUCH MORE, games
limited only by the players imagination.

For a FREE startup write to:
JADE Games, FREEPOST, Southsea,
Hants, PO4 OBR
(no stamp required)

THE LURKING

HORROR

Infocom

AMIGA Diskette: £29.99
ATARI ST Diskette: £29.99
PC Diskette: £29.99

OMMODORE 64/128 Diskette only: £24.99
AMSTRAD CPC Diskette only: £24.99

ATARI XL/XE Diskette: £24.99

had the pleasure of meeting the author of Lurking
Horror whilst at the PCW show (remember that?) and

to me he seemed polite,

mild-mannerad and

generally a nice guy (see interview elsewhere in this
section). | would never have thought that this symbol of
niceness could be capable of creating something as
horrific and bloodthirsty as Lurking Horror. David Lebling
either needs his brain checking out for hidden psychotic
tendancies or, as is probably the case, he is a very
imaginative writer. In the interview | held with him he states
that his trademark is purple prose, | think he's changed his

colour preference to red.
The nightmare begins with the
player, as a student at the GUE
Tech., braving a viokent
snowstorm in order to get to the
computer centre on campus and
finish work on an assignment.
Unfortunately the power of the
storm increases drastically and he
finds himself trapped within the
complex for the night — he is not
alone

Accessing his
computer (something which very
wisely can only be done via the
contents of the game package),
the intention was to complete the

personal

assignment, unfortunately
something seems to be amiss and
he is dragged into a different
world, a primitive world of
sacrifices, tribal rituals, magic and
unearthly creatures. Thankfully
escape isn't too difficult and soon
the player should find himself back
in front of his computer wondering
what the hell is going on. The

hacker, who is in the room with our
hero, appears ignorant of these
strange goings on, although he
does have his uses in the game,
you could even say he plays a key
rcle

Exploration of the campus
reveals plenty to see and do. What
lurks behind the door to the
Alchemy Lab proves very
interesting and places the player
in avery exciting predicameant, one
which is wvery satisfying to
overcome

Throughout the adveniure Mr
Lebling maintains the spooky
atmosphere although the tension
is broken periodically by little
snippets of humorous prose. |
have played both the Commodore
64 and Amiga versions and
although they are basically the
same, the Amiga game does have
sound effects (IN AN INFOOCOM
GAME!? well ves, and thay) nicely
complament the text descriptions
The size of the game and the
amount of puzzles there are to
solve, together with the
professional implementation of
Lurking Horror make it yet another
masterpiece from Infocom,
Playing it alona in a darkened room
at the dead of night is not
recommended for the weak of

'v'!:'l"','

heart

B s s —E
ATMOSPHERE 88%
INTERACTION 82%
OVERALL 85%

R i e

stirred

Back to reality | suppose, until January, when |
shall be coming at you monthly (can you wait?).
to put pen to

with me any
related topic please feel free: ROB STEEL, THE
GAMES PO BOX

about
1

e
=
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- s, In the knife-edge world of the vigilante there is no place to rest,notime DiSK DISK
SSS=  tothink-but looksharp-there is always time to die! From the city subways to
the gangland ghettos you will always encounter the disciples of evil whose mission it is to exterminate the only
man on earth who dares to throw down the gauntlet in their path-the Renegade.
=5 A breathtaking conversion of the arcade hit by Taito now for your home computer.
5 With all the original play features. PLAY RENEGADE...PLAY MEAN!

z MAGINE SOFTWARE & CENTRAL STREET
MANCHESTER M2 5NS T ELE PHONE D61 834 3939 TELEX 469977







NEW — TRANSFER PACK 4

SPECTRUM TAPE TO DRIVE

A software systam to convert many old and new TAPE based

r:grurz:;;t?dynur DRIVE (no matter what type) + OTHER USEFUL B P
ILITIES. Most jerky programs and others (8.9. with zero counter) are f

EASILY converted to drive. Pack has at laast E programs! Opus/Beta }I au' WDEHES

owners add £1 for OPTIONAL extra program. State TYPE of Spectrum

+ name of drive when ordering (e.g. 128K Spactrum and Microdrive)

£11.99 on TAPE (£12.99 on cartridge for 48k Spectrums only). (E6 1

updating)

INFORMATIOM SHEETS - ©1 each — approx 8 TRANSFERS of

POPULAR programs per sheet — needs TP4. Up 10 Mo. 50 availabla.

SPECIAL DEAL - Nos 1-20 for £3. Nos 21-30, 31-40 or 41-50 £3.50.

M/DRIVE OWNERS NEED MICROTRANS

MICROTRANS 2b - for m/drive to m/drive back-up, easy ERASE, tapa
to drive (inc headeriess) — does NOT convert programs. Includas MICRO-
TAPE and RUN programs. ONLY £4 on TAPE, E5on Cart. ALL Spectrums.

CODE COMPRESSOR — Many uses, but ideal for use with hardware
devices that dont compress saved codal ONLY £3.50

NO RISKI - ALL PROGRAMS CARRY DUR MONEY BACK GUARANTEE (not updates)
LERM 0EPT CR_ 11 BEACONSFIELD CLOSE, WHITLEY BAY NEZ5 9UW. (Tel. 091 -2533625)

AV .S

®
#

FOR 48k :
\Aeﬂ » SPECTRUM e

£6.95

THE ULTIMATE FRUIT MACHINE GAME
* HIGHLY PLAYABLE * FAST SPINNING REELS
* IMPROVED SOUND * HOURS OF FUN
FEATURES INCLUDE
HIGH SPEED ROULLETTE * NUDGES * SPECIAL FRUIT
REEL CLIMB * FEATURE SYMBOL

Send cheque or P.O. to ROSSWARE (Dept 45), 646 London Road
westcliff, Essex S50 9HW

For fast delivery put Cheque Card number on back of cheque

” For ATARI ST-4nd AMIGA

1995 " NOVAGEN
FRST COMPLITER REPAIRS

—
= VIDEO VAULT INTERNATIONAL m
10* REPAIR SERVICE ENCATS

Tuknasono ) COMMODORE 64 REPAIRED FOR ONLY £35.00 including POST & Il
EEx | PACKING - PARTS - INSURANCE — NO HIDDEN EXTRAS!

Areyou fed up walting weeks for % WIIE YOU wall repair service + Most Commoadores repaired

your computer to be repaired % month written guarantee on all within 1 hr

well walt no longer. We repair all repairs + ANl Micros insured for return JOurney

Commodores same day. Wealso & International Repair Company We & OverEyears BExperience working with
‘ do Com 16, Vic 30, repair computers from ail over the computers

plus 4, or you can order world # Allcomiputers fully tested

?FW ment ChIps from OUr 4 All ComPUTErs sent Mail Order turned s POWEr Suppiles fully tested
| secton around in 24 nrs & RCBoUtpUt Fully tested

5 b Pl
TRADE suppé.ll(lfD OPEN ™
DAYS, £
FROM STO ohte:

| i you know what chip has gone in your computer you
can order the replacement |.C. from our range
6526 23.00| 901225-01 23.00

Ltd 6510 23.00| 6569 23.00
6581 23.00| 4164 RAMS 3.00
901227-03 23.00| Power Supply
am 2.26-01 23.00! Units 29.00

_ : Al i J. ;
Telephone: Glossop (STD 04574) 66555/67761 B s mandiung costs insurance. o'

140 High St. West, Glossop, Derbyshire, England
Copyright Videovault Ltd. No. 151085

TGM TX DATE:12-B787/148



YOGi BEAR

Hey Hey Hey!
Are you smarter than

the average bear? You'll

need to be to get out of this
one. Boo-Boo's been bear-napped
and must be rescued before
hibernation time. Hunters, mooses,
vultures, bees, caverns, geysers as well

as good old Ranger Smith are

determined to stop you!

Spectrum Commodore Amstrad
Cassettes £9.95 Discs £14.95

Berk is back!
Now you can actually

explore the dark and nasty
regions for yourself as you try

to rescue your friend Boni,
trapped in the murky depths.

Along the way all sorts of creepy
critters will try tospook you in exciting
arcade action!

Spectrum Commodore Amstrad
Cassette £EB.95 Discs £14.85

The Royal
Family as they have
never been seen before!
This is your chance to work at
Buck House — as a menial
manservant. Your job s to cater to
the residents’ every whim, but you'll
needcunning, strongnervesand quick
reactions if you are going to avoid a
nasty end. X
Spectrum Commodore Amstrad
Cassettes £9.95 Discs E14.95

Coming soon for
the Atari ST.
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Melchester ;
Rovers is under threat .
of closure from greedy

property developers. On the
eve of a special celebrity match
organised to save the club, Roy's
team mysteriously disappears.

unless he rescues them he may end

up facing the opposition alone!

spectrum Commodore Amstrad
Cassettes £9.95 Discs £14.95

Megacity is
being terrorised by the
Dark Judges — Death
himself and his cronies Fear,

Fire and Mortis. They are
dedicated to putting an end to life
itself. As Judge Anderson you stand

alone. Only your psychic powers and
blazing gun can save Megacity!

Spectrum Commaodore Amstrad
Cassettes £9.95 Discs £14.95

deadly, the Gunboat under
your command carries the
maost lethal waterborn weaponry
to date. Deep in the compiex maze
of fijords and canal systems are your
targets — huge submarine pens. Your
mission — to seek and destroy!

spectrum Commodore Amstrad
Cassettes £8.95 Discs £13.95

For release schedules, please contact Helen Holland at the
address below. Piranha games are available from all good
stockists or. in case of difficulty, direct from

Helen Hollarid, Piranha, 4 Little Essex Street, xmg
London WC2R 3FL. Tel: 01-836 6633. '




Electronic Arts have just released the follow up
to the Atari ST art utility Degas. Priced at only
£24.95, Degas Elite is a sophisticated package,
as Robin Candy found out.

Until recently, art packages for home computers were very
limiting. At the low-cost end, the Spectrum only allows a
maximum of two colours in any one attribute from a possible
eight-colour palette. Colourfully realistic graphics are hard to
achieve, the entire picture has to be carefully planned out before
setting a single pixel on screen. That so many high quality
pictures have been created on the Spectrum just goes to show
the ingenuity of some graphic artists. But the rise in popularity
of 16-bit computers, along with price reductions in hardware,
has opened a whole new area to
provided software which apes

the budding graphic artist, and
that being used in very much

more sophisticated and expensive dedicated graphics front
ends, and sometimes even matches them.

&

arketed in the UK by
Electronic Arts, Degas Eliteis
a versatile, high quality Atari
ST graphics utility from a
Canadian company with the
rather hard cell name of Batteries
Included. Degas (apart from being the
name of a famous French post-
Impressionist painter, it stands for
Design & Entertainment Graphic Arts
System) runs in a WIMP gnvironment
(see box), s0 it's quick to used to.
Three modes are catered for: low
resolution — 16 colours available;
medium-res — four colours; and high-
res - only available with a
monochrome monitor. This article
only deals with the colour functions.
And if you are using Electronic Arts’s
file format it is possible to import
pictures from the Atari800 and XL and
XE series or the Amiga.

A doodle from THE GAMES MACHINE: Nik Wild conceived the
picture - outside the Goblin's Cawve from The Hobbit - and drew
it, Oliver Frey added some colour and smoothed it out

freehand

FROM STIPPLE TO
SMEAR

All the Degas functions can be
manipulated from the main menu
screen. The top line, Desk, File, Sat,
Make and Block provide pull down
sub-menus, and more of those later.
The other options relate mainly to
Degas's drawing features. These
include all the functions you would
expect from a powerful art utility, such
as airbrush, stipple, smear, brush,
arase as well as a host of shapes, line
drawing options and fill. Let's take a
quick look at those first.

Airbrush provides the artist with
the ability to paint large areas very
quickly with a random pixel effect.
Stipple behaves in a similar manner
but reproduces the effect using the

can be created by keaping
the working coloursina
tight chromatic key.

Neither the Light Bikes or
Robin Candy's Music For
The Masses, was digitised,
they were all dona

DEGAS THE
IMPRESSIONIST

currently selected brush. However,
for finer work it proves to be less

(11
-+« NO art controllable than airbrush mode.

utility wouldbe Smear, a function now almost
essential to artists on really powerful

'cumplete professional front ends, ‘smears’
without a zoom colours into each other where they
TH meet, avoiding those ugly mechanical
fﬂﬂlllt‘y and hard edges. Professionally this is
Degas Elite done by blending adjacent pixels,

- Degas randomises the pixels in the

boasts a l,“gh'y area around the current brush or
effective airbrush, consequently the result is
one ... " less than satisfactory. In fact the same

effect can be achieved and improved

Degas Elite’s zoom facility has ten selections from coarse to very ‘faf’
Whilst zoomed in, the window can be scrolled in four directions with the
icons at top right

90/148TGM TX DATE:12-87




GRAPHICS

upon by airbrushing over the area you
wish to smear

Fifteen preset brush sizes and
shapes are available (though you can
design your own), and the precise
effect these have on screen is
dependent onm what other drawing
functions are selected,

Point allows you to click a single
impression of the current brush on to
the screen. Eraser rubs out in the
shape of the brush. Draw paints the
brush shape on screen freehand by
following the movement of the mouse
until the mouse button is released.
Line produces a guideline which can
be dragged anywhera on screen,
releasing the button sets the current
brush shape as a straight line between
the clicked on and off points. K-Line
draws continuous lines, which can be
used to build up complex shapes —a
bit like *join the dots’ pictures.

SHAPING UP

Shapes are well catered for,

especially in conjunction with the
rotate and distort facilities. Polygon
operates similarly to K-Line, making
many-sided shapes which, when

closed, automatically fill with the
current colour. Rays draws several
lines all starting from the same
specified cursor point and going to
any other desired points.

define shapes at an earlier stage of
drawing.

Fill fills shapes with the selected
colour/pattern. Fill functions always

require care in use; it needs a
delineated area and even one pixel
break in a line will cause the adjacent
shape to be filled as well. However,
pressing the UNDO key, erases the
last action. Otherwise, of course, you
can select solid white and refill the
shapes before repairing the damage!
While most of Degas's functions
have legitimate uses, | think that Disc
and Box are a bit pointless whan the
same effect can be achieved with little
axtra effort by using the Circle or
Frame command coupled with Fill.

DISTORTING THE TRUTH

So much for drawing, what about
graphic effects? It's here that Degas
begins to show its true colours. Mirror
duplicates in reverse symetry what
you are drawing elsewhere on the
screan, split in two horizontally,
vertically, diagonally or a combination
of all three.

Shadow adds a ‘shadow’ of a
selectable colour to the current brush
shape and colour being drawn. The
shadow position and its size may ba
defined. Two useful and increasing
standard art utility functions are also
provided in Degas Elite; Slowdraw
defines the speed at which thea cursor

moves, while
temporary grid — selectable between
two and 16 pixels — on the drawing,
and "snaps the cursor to the nearest
grid point for accurate placing of lines
and shapes.

Text enables the addition of writing
to a picture. There are several text
sizes and the Font selected can be
redefined within a separate program
supplied in Degas.

BLOCKING OUT

The most powerful facility is Block
mode, which is dedicated to
manipulating windows. A window
around a selected part of a drawing is
defined by dragging full-screen cross
hairs to create a regular block — or
polygonal blocks may also be formed.
Once this is done, several options are
open. The block can be grabbed,
dragged and printed anywhere else
on screen, and the process can be
repeated to form multiple blocks
Rotate in the Block mode works very
well in Degas, with a full 3607 rotation
available. Stretch allows redefinition
of the block's size through both
horizontal and vertical parameters,
while H-Skew and V-Skew tilt it either
horizontally or vertically. Distort is
used to create a freehand
manipulation of the block’s contents
to quite dramatic effect, even to
folding the drawing over on itself.

Snap overlays a Music For The Masses:

after only one hour's
hands-on-experience

with Degas, Robin Candy

started on this freehand

digitisation of the newest

Depache Mode album
cowver. It took him two
hours to complete it.

(11

tis

e
£

manipulation

ite

of quite
dramatic
effect, eves
folding the

drawing ove:

on itself

-

Circles of any size can be dragged Finally, blocks may be saved to disk
within a box guide — if the box is tor fut_ura use, or copied into other
elongated then an elipse is formed siNenas Flite is work files. Here Degas makes working
when the mouse button is released. : : - — . —————
Disc is essentially the same as circle @ Marvellous Dl_l - Ao f=Tet=0~1-1 .
1 except the end result is filled withthe  ytility at a price I e ——
current colour/pattern. Frame and : :  BRUSH NS SLSTN PATTERN |
Box have a similar relationship hardly above e
respectively — you define the opposite that of a ERASER DRAKH _ﬂgﬁﬂ.&i:_m
comers of the proposed shape, with g : T POINT STIPPLE
Box automatically filling the resultant game... LINE ¥-LINE
quadrilateral. _ j POLVGON RAVE ] AMIMATION
Outline is a useful function; clicking L S 1T
within a shape of colour, draws an CIRCLE K DISC @ 2 |
outline in a specified colour amuPd FRAME BOX ii\C:! 5
the shape. This can be used for — ————— L=l
hughhgnt?ng objects, or neatly erasing OUTLINE | FILL @ | |
any ‘pencil roughs’ that were used to Degas Elite main menu TAIRBRUSH | TEXT | | ey =
HIRROR | SHADOW | ‘_I NNNN
[SLOWDRAH | SNAP || 133 u L]
1 ———————  ————————




fast and easy. The main menu offers
up to eight simultanesous
workscreens, numbered and
available on a mouse click (up to two
for a 520ST and all eight for a 1040),
Copying material from one to another
is instantaneous

ANIMATED ART

A form of ‘ripple’ animation of a
sophistication only restricted by the
ingenuity of the individual artist, is
possible through two functions,
Animation and Cycle. When used in
conjunction with each other, they give
the impression of movement. What
they are really doing is switching
betwean a preselected sequence of
colours at a predefined speed. Cycle
also works through the preselected
colours, changing the colour with
each new brush stroke, or it can be
used to create multicoloured lines.

DEFINING OPTIONS

Most definable settings are achieved
by double clicking on the desired
function box, which produces a
dialogue manu. But greater function
enhancement is possible from the top
line of the main menu.

Desk just tells you the program
nama and its author. File pulls down a
sub-menu dealing with loading and
saving files. You can also erase a

The Light Bikes from
Tron by ZZAP! 64's
Steve Jarrait - theme in
& restricted palette of
biues

conjunction
with the rotate

g Aictord

iNnag aisi

The rainbow-hued colour

chart: one way of selecting a
working palette - just click on
the colour and the right-hand

complete workscreen: As is usual with
WiMPs, it's well error-trapped and
trying to load a picture brings about
the prompt that doing so will erase the
picture currently in Workspace 1 - 0K
or Cancel?. At every load or save, a
guick disk directory is provided — a
friendly touch. Degas also includes a
compression function which reduces
the amount of disk space your picture
takes up and an option to define
picture resoluticon.

Set allows alteration of the default
parameters of various main menu
options. Airbrush — define size and
spraying speed. Animation - set
colour-change speed, set animation
left, right or off, select palette of
colours to be affected. Mirror- define
which way the image is to be mirrored
and distance separation. Shadow -
set parameters and shadow colour,
size and distance. Colour— set colour
palette; a colour can be changed by
altering the amount of red, blue or
green in it. Colours may be copied
from one area of the palette to another
simply by dragging them with the
mousa. And it is possible to define a
range of hues between any two
colours — just pick colours you want to

use, leaving a few empty palette
boxes between them, and the
computer will work out the
intermediate shades for you

Make provides three options
Make Fill, allows the creation of
patterns in an enlarged window, pixal
by pixel. Make Line and Make Brush
let you define lines (so that patterned
lines can be created, for instance) and
extra brushes, should the ones
already present in the program not be
enough.

The Block function we have already
dealt with.

Of course no art utility would be
complete without a zoom facility and
Degas Elite boasts a highly effective
one. There are ten differert zoom
sizes accessed through the function
keys, and the resulting box can be
moved over the area to be enlarged.
The enlarged pixel editor picture is
displayed on the right of screen with
the unenlarged area shown on the left,
repeating the changes made in the
zoomed pixel editor

CONCLUSIONS

Degas Elite is a very powerful and
flexible art utility. Though it comes
complete with an easiy-read but
detailed manual, the program itself is
S0 easy to use that the manual soon
becomes only a reference guide for
the odd moment when you get stuck.

The Block functions are extremely
poweriul, allowing the artist to pick up
parts of the screen and manipulate
them with the greatest of ease, and
the zoom facility is one of the best |'ve
seen. The only real let-down is the
cursor. This always takes the colour
currently selected, which is fine when
working in areas of a contrasting
colour but not so useful when
airbrushing in an area predominantly
made up of the current colour - it's al
too easy to lose the cursor. Abetter
choice would have been a black
cursor (switching to white when
necessany)

But apart from this minor niggle,
Degas Eiite is a marvellous utility
allowing the artist to exploit the Atan
ST's graphics capability to the fullata
price hardly above that of a game, and
certainly a lot lower than the cost of an
artist's oil paint palette.

WIMP BASHING & DTP

bar shows what you've got

Hig= A
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Some years ago Apple attempted to create a computer operating system
that would be instantly accessible to business people who needed
computers but couldnt cope with the arcane complexities of Disk
Operating System (DOS). They came up with the Lisa. Instead of typing
syntactical commands at a prompt, the user controls a cursor by moving
the mouse, and accesses parts of the program by pointing at relevant
options and clicking the mouse key, thus negating the need for
complicated keyboard sequences. Choosing a particular option may
cause a sub-menu to be pulled down containing further options, which
may lead to yet further menus. Some selections act as toggles to switch
functions onor off. Options currently selected are highlighted by inverting
the box.

The philosophy behind Lisa was that the computer did all the work for
you. It was much friendlier than DOS. Lisa never took off, but the idea did,
and so did Apple's Macintosh computer which really used the system o
its full. And so we got the WIMP environment — Windows, lcons, Mouse
and Pull-down menus. Degas Elite follows this vogue which is now
currently used on almost all popular machines, from the Spectrum
upwards.

WIMPs have had a vital part to play in the growth of Desk Top Publishing
(DTP), and in future Issues of THE GAMES MACHINE we shall be looking
at why they have, the current state of the DTP art, and what this fascinaling
new field holds in store for the hobbyist and the professional, from baoth
the point of view of text and graphics.
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What if you could buy all these hit games in a
special pack for the price of one...Wouldn't that be

fantastic?

And what if there was an extra FREE
game included — say the best selllng
martial-arts simulation “Yie Ar :

Wouldn'’t that be sensatlonal‘?

WELL NOW YOU CAN!
It’s called...

And of course it's courtesy of Ocean

SPECTRUM, FF - N
AMSTRAD, Sy @ § 3
COMMODORE b o
CASSETTE

s

! BN Y1 |
WAL R W W . < ¥ December 1st
93 E O.K.?

Ocean House ' 6 Central Street- Manchester -M2 5NS - Telephone: 061-832 6633 - Telex: 669977




C64 CONNOISSEUR PACK

Co4C, C2N, MOUSE AND CHEESE (PAINT/ART
SOFTWARE), CLUEEDD, MONOPCLY, BCRABBLE, CHESS
E CE, TYPING TUTOR. PLUS 2 JOYSTICKS
10/BLANK DATA

Samr=£189.99, (IS

128 COMPENDIUM PACK

COMMODORE 128, C2N, MUSIC MAKER, INTERNATIONAL
50 ACK ATTACK. SPIRIT OF
£S, PLUS 2

c £220.00.

PLUS 4 PRESENTATION st ﬁ
PACK

LUS 4, C2N DATASSETTE, 10 CASSETTE GAMES, 3
CARTRIDGE GAMES, SCRIPT PLUS
WORDPROCESSOR, BUILT IN

SPREADSHEET AND DATABASE T
ﬁ..Ef:‘-'—s'n:ni E?g.gs ol . E g [
COMPLETE MUSIC PACK ol

CAAC COMPUTER, C2N DATASSETTE, 5 OCTAVE S

D STUDIO CASSETTE, SOUND i

TTE, PLUS 3 PLAYALONG

MUSIC EXPANSION
SYSTEM

FOR USE WITH G54, Co4C, G128

VE KEYBOARD, SOUND STUDIO
G D EXPANDER CASSETTE. 3PLAYALONG [8
ALB E OR DISC. PLAYALONG

mearssac & 19:004

SEIKOSHA PRINTER

COMPATIELE WITH MOST MAKES OF COMMODORE
COMPUTERS. FEATURES VARIETY OF FONTS INCLUDING
GRAPHICS AMI LETTER QUALITY, REVERSE
PRINTING RACTOR FEED AND PAPER
SEPARATOR. COMES COMPLETE

WITH SERIAL CABLE AND FREE

s £169.99, .

T
I i, =y Ny T N

COMMODORE 64C AND
C2NDATASETTE

DATASETTES ARE AVAILABLE

COMMODORE 1901
COLOUR MONITOR

COMPATIBLE WITH MOST COMMODORE HOME
COMPUTERS. HIGH QUALITY RESOLUTION AND S0UND

£275.00. [
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ﬁY YOU SHOl.llD READ THIS

ﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁ

e

'OF FREE

5E
FF
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Just £
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HACKER Il - MUSIC STUDIO

THE NEW
AMIGA 500
WITH OVER
£200.00 WORTH

SOFTWARE &
ACCESSORIES

(FFER INCLUDES: AMIGA 500 COMPUTER - MOUSE - DISC STORAGE
BOX - 10 BLANK DISCS - 2 JOY STICKS - DE LUXE PAINT - SHANGHAI -

Pillar s rmmlicses o 11 K bainiand Aanle Al sesdicte siiarantaadd for 12 monthe
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.
—_—
- !

Privileged Purchase Card

Whan you participate en 1his urigus offies
Iriaim Pogtronis, you will also recoive o
privileged purchaser card anabling you o
add o youl collaction ol Amiga scftaare
acoessones and hardware plus many
pther products available from Postronix,
all &l incradibde Sacoun
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COMMODORE 1541c
DISK DRIVE

THIS NEW STYLE 1541 DISK DRIVE COMES WITH 20
BLANK DISKS, LOCKABLE DISKETTE STORAGE BOX
AND 5 PIECES OF DISK BASED SOFTWARE ALL

NTHE OFFER £189.99.

|10 EVESHAM EXCELERATOR

PLUS DISK DRIVE

COMPATIBLE WITH COMMODORE HOME COMPUTERS
COMES WITH 20 BLANK DISKS, LOCKABLE DISKETTE
STORAGE BOX PLUS 5PIECES OF

sove - £199.99.
XSL PHASER COMMAND
THE INFRARED GAME
SYSTEM

¥5L PHASER GUN SHOOTS SAFE INVISIBLE
BEAMS 150 FEET AM h’ -~'-1T W-1
TARGET SENSOR: ACCELERATED SOUND
5'*STE'-'IE1E:17h'_:~‘~||-2.-='..v I HITS
CAM ALSO BE CLIPPED ONTO B :". E:n- AT [
ON THE WALL, AS WELL AS WORN ON THE E~.:_":'.-
HARMNESS SUPPLIED. SINGLE PACK .l,.-, 0
PHASER GLN, 1 HEAY | |

BODY r-M-‘-. :.‘~ HOLS

TARGET £29 991

SPECIAL |
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GET INTO CRIME!

in the late 1990°s the streets of New York are a jungle.

You are the ice cool leader of a gang of drug crazed

terrorists. Your main goal is to hecome the richest,
toughest and most notorious gang in the city.

SEND YOUR NAME AND ADDRESS TODAY FOR YOUR FREE TRIAL OF
IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME

Write to: —
AMES. PO BOX 1 ACKPOOL LAA




ROLEPLAY

Find out exactly how Jeffrey Archer’s famous
literary ‘scam’ came about in the novel NOT A
PENNY MORE, NOT A PENNY LESS by playing this
word game contrived exclusively for THE
GAMES MACHINE by Robin Waterfield, who
wrote the computer game version for Domark.

OMARK have published a computer game version of

Jeffrey Archer's Not A Penny More, Not A Penny Less, in

which you try to recover $1m which has been stolen from

the character you play and your friends. But how did you
come to lose this money? What happens before the game
begins?

In this short choose-your-own-adventure game, you play the
part of a minor devil. Your job is to oversee business rip-offs on
planet Earth — an insignificant planet in a remote part of an
obscure galaxy. If you successfully manage the present scam,
you hope to get promoted to a more important job.

The protagonists in the scam are a number of innocents
worthy only of your scorn, and a villain devious enough to warm
the cockles of your heart (if you had one!). May Old Nick himself
look favourably upon your manipulations!

The game depends largely upon your own choices, but at
certain points luck may play a part. At such points, when you
will be asked to ‘generate a number’, roll a six-sided die (if you
have one) or close your eyes and prod this table with a pencil or
something similar:

1 5
= 3 2

e

You hover invisibly over the antique,
leather-topped desk at which Harvey
Metcalfe is sitting. He is putting the
finishing touches on a plan he has
devised (actually, you devised it and
put it into his mind!) — a plan which, if
successful, will make him a lot of easy
money.

The stage reached so far is this:
Harvey has set up a legitimate
company called Prospecta Qil, with a
holding in the North Sea. He himself
holds the majority of the shares. North

Sea oil exploration is an exciting field,
s0 the shares are standing at a
moderate price. Nothing illegal so
far. ..

Harvey is in consultation with
Bernie Silverman, his equally crooked
sidekick. 'We need a dupe,’ says
Harvey. ‘Have you drawn up a
shortlist of candidates for the job we
advertised for a manager of the
London office of Prospecta Qil?’
‘Yes,' says Bemie. 'There are two
possibilities: one is not too smart, but
thanks to hard work he's just
graduated from Harvard Business

HOW TO LOSE.
A MILLION

School; the other is pretty bright and
has equally good gqualifications, but
also has a fascinating shady past—a
definite blackmail possibility, but he'll
probably just fall in with our plans.’

Under your guidance, Will Harvey
suggest that the first or the second
candidate gets the job? If you choose
the first, go to 21; if you choose the
second, go to 34.

If David has already had dinner with
his Auntie May, go to 29; otherwise,
go to 40,

i G

David's instincts are too strong: he
rebuffs the stranger. What will you
have David do next? Return to 10 and
choose again.

il

Over dinner, the conversation
naturally turns to David's present job,
and his relatives are suitably
impressed by his swift acquisitionof a
managerial post. You are tempted to
do something silly like causing Uncle
Dick's toupée to slip; but you decide
to behave like a serious devil, not a
mischievous sprite. Dinner reminds
David of his long-standing opinions of
his relatives: Auntie May is a
superficial socialite, in his view, and
Uncle Dick a self-important puffball.

It is household tradition that after
dinner the men have brandy at the
table, while May goes off and
prepares coffee. Will you have David
use the opportunity to approach
Uncle Dick alone about investing in
Prospecta Oil (go to 11}, or Auntie May
alone (go to 39), or both together (go
to 32)7

Dr Robin Oakley epitomises the
young, successful and slightly bored
GP. He makes small talk while
prodding and poking at David's body,
and you have no difficulty in arousing

i

people pranc-
ing around the
stage in mouse
costumes,
looking for
cheese, are
supposed to
represent
man'’s eternal
quest for self-
fulfilment
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in him some interest in Prospecta Oil.
He invites David to lunch at his club,
to find out more about the company.
David looks in his diary and finds that
he is going to an American football
match the evening before, but is free
for lunch that day. Go to 31.

Back in Stephen's rooms, you work
on the conversation and especially on
Stephen’s mind until he tells David
that he has recently come into a lot of
money and would like to invest it in
this exciting-sounding company of
his. Keep a note someawhere that you
have arranged for $250,000 to be
spent on Prospecta shares.

When David returns to London, he
tells Siverman about Stephen;
Silverman tells Harvey, and Harvey
releases a large block of his own
shares on to the market for Stephen to
buy. The interest in Prospecta Oil
pushes the share prices up even
more. What will David do next in his
spare time? Auntie May is away on
holiday now, and cannot be
contacted. Return to 10 and choose

again.

T

What little he can find out does not
give him any reason to think that there
is anything wrong with the set-up. He
doesn't even come across Harvey
Metcalfe’'s name: as far as he is
concemed, Bemie Silverman is the
boss. David wasn't looking for
anything fishy anyway: he thought it
would create a good impression if it
got back to Silverman that he had
made a few inguiries. Go to 41.

v ) -
David gets chummy with the woman
sitting next to him in the stadium and
shares his beer with her. This stops
him drinking so much, and next day
he feels ready to face lunch at a
London Club.

Again, it takes little of your skill to
get Dr Robin Oakley to steer the
conversation round to Prospecta Oil.
David has come equipped with a copy
of the geoclogist's report, and Robin is
suitably impressed. He will buy
£250,000 worth of shares — make a
note of this.

David tells Silverman that Robin will
invest; Silverman tells Harvey
Metcalfe; Harvey releases enough of
his own shares for Robin to snap up.
Harvey is very happy. What should
David do next? Return to 10 and
choose again.

-9 -

Harvey is not too displeased with his
profits, but what will Old Nick think of
your work? Not a lot, is the answer.
You remain bound to the planet Earth
with the hopeless task of trying to
deflect the good intentions of
someone called Bob Geldof.

- P -

You must now influence David as

regards what he is to do with his spare
time. You must choose four from the
following list, and pursue only those
courses of action. Don't cheat. Tick
the boxes now, so that when you
return to this location, you know what
to do next.

[] Visit friends and

relatives Goto42
See the sights Goto 22
Gotoa

gee-new-ine Harley
Street doctor Goto 27

[] Gotoa Soho

night club Goto17
[C] Shopinthe ,

West End Goto12

[] Gotothetheatre Goto2

If you have now pursued four courses
of action, go to 35.

-11 =

When Auntie May leaves the room,
David tackles Uncle Dick directly, but
Dick's refusal is blunt. ‘The UK may
not have such stringent laws against
insider information as back home, ' he
says, "but as a diplomat | can't afford
to get involved in anything which
might some day backfire.’

David can still try to persuade Dick
while May is present, in case she has
any influence over him, as most wives
do over their husbands (go to 32), or
he can give up and try another tack.
Stephen Bradley is now on a lecture
tour of Italy, so if David tries another
tack, return to 10 and choose again.

-12 -

David is usually required to work even
on Saturdays — the American work-
gthic extends to its offices abroad -
but Bernie allows him a day off, and
David loafs around the famous shop-
ping streets of London’s West End.
He conceives the idea of buying a
moderately priced painting for the flat
in which Prospecta house him rent-
free. The painting mustn't ba too
large, because the flat isn't either —
Harvey does not spend unnecessary
money.

There are a number of galleries in
Bond Street and its side streets, but
you and David choose the Lamanns
Gallery. f David has previously
insulted a ‘dapper little Frenchman’,
go to 25; otherwise, go to 38,

-13 -

David rings Stephen and arranges to
go up to Oxford for a High Table din-
ner at Stephen's college, Magdalen.
Just out of envy that there exists such
a thing as friendship among humans,
you make the phone connection
between them crackly and arrange for
a crossed-line conversation in Arabic
to break in once in a2 while. But you are
only trying to be a nuisance, not to
prevent the meeting, of which you
have high hopes.

In due course, David travels to
Oxford. Stephen Bradley is a bespec-
tacied, pleasant, mild-mannered man

- a weakling, you judge. High Table
provides the usual sumptuous fare,
and David is beginning to get a bit
drunk. Will you have him talk about
invasting in Prospecta Oil over dinner,
so that other possible investors
among the dons can overhear (go to
20), or should he wait for the privacy
of Stephen's rooms (go to 6)7

s B

Dr Victor Pritchard is a crusty old
codger who looks as though he would
fail any check-up himself. More to the
point, he just gets on with the busi-
ness, and doesn't allow David any
time to boast about Prospecta Oil
You are disappointed. David isn't of
course, since he doesn't know what's
going on, and is content to be pro-
nounced physically fit. Return to 10
and choose again.

- 15 =

‘You asked for me, Mr Silverman,’
says David. ‘Call me Bernie,’ replies
Silverman genially. ‘I've good news
for you, my boy — for us all, Here, look
at this geologist's report.’

David reads the report, while you
look over his -shoulder. It doesn't
make any sense to you, so you read
David’s mind. It doesn’t make much
sense to him either, but the bottom
line is that the oil field which Pros-
pecta has leased looks set to yield a
major strike in the very near future.

' Share prices will rocket,' says Ber-
nie casually. ‘Is there any harm in get-
ting in on the act?' asks David.
{'Where did that idea come from?’ he
wonders. You chuckle to yourself.)
‘No," says Bernie, ‘but just let me
know who wants to invest, and don't
spread it around too much.' David
reckons that mentioning Prospecta's
prospects to a few select people
would be a great way of boosting not
only his esteem in their eyes, but also
the value of the shares he owns in the
company, since nothing makes share
prices go up so much as increased
interast in them. You and David go
thoughtfully to 10,

- 16 —

To your amusement, a glimmer of rec-
ognition begins to pass over the Fren-
chman's face, but is replaced by
blankness. Then just as quickly, he
becomes the neutral and slightly
%s&quious gallery manager. Go to

David prowls around Soho late one
evening, peering into shops which
offer 'books and magazines' and have
strangely worded advertisermnents
taped onto the windows. There are
many basement clubs offering various
forms of exotic entertainment. The
overall effect is extremely seedy: you
find it quite delightful! Nevertheless,
you guide David away from this part of
Soho, which seems to offer no open-
ings for Harvey's scheme, and
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towards a more up-market club, fre-
guented by businessmen, off-duty
politicians, and altogether a nicer
class of criminal.

Having paid an exorbitant entr-
ance-cum-membership fee, David
sits through an unspectacular floor
show. He tries to engage people in
conversation at the bar and at nearby
tables, but in such surroundings
people are reluctant to talk: who
knows what one’s neighbour might
want to offer? Eventually, you get fed
up and cause David to insult a dapper
little Frenchman in a velvet suit. The
look on the Frenchman's face relieves
your boredom; but you get no nearer
your goal, which is Harvey's fraudu-
lent prosperity. Return to 10 and
choose again.

o -

The company folded obviously only
because Harvey was scared of being
discovered. You have failed as a devil
and will be demoted to being a bug in
computer game software!

S =

Auntie May is delighted to hear from
David, and invites him round for dinner
at their luxurious house. However, the
invitation is for the evening of 27
February, after May gets back from
holiday. If David has booked a seat in
the theatre for that evening, he will
have to decide between the show and
the dinner. If he chooses the show, go
to 37 - but you may not return to this
course of action (visiting friends and
relatives); if he chooses the dinner, or
if he hasn't booked at the theatre, go
o4,

- 20 -

Stephen is upset at the change a few
years have wrought in his friend: he
reckons that David is drinking too
much, and getting big-headed about
his 'success' in business. You try to
insinuate yourself into Stephen’s
mind, to get him to ignore David's
shortcomings and concentrate only
on the attractiveness of the proposi-
tion of investing in Prospecta Oil. Are
you successful? Generate a number,
on 1-3, go to 6; on 4-6, go to 28.

he thinks. 'Hard work beats natural
talent any day of the week. After all,
I've been offered a plum job in an
exciting company while some of my
cleverer fellow graduates are still
unemployed.’ Trust you to use the
opportunity for instilling a bit of the sin
of pride! It occurs to David to investi-
gate the company before accepting
the job. Will you let him doso {gotoT)
or not (go to 30)7

- -

David wisits museums, galleries,
HMS Belfast, the Tower of London,
Madame Tussaud's, Buckingham
Palace and 10 Downing Street. No
opportunities present themselves for
furthering Harvey's ingenious little
plan. Moreover, you and David both
detect that Bernia Silverman is getting
impatient with David, as if he were
somehow not fulfilling his expecta-
tions. Will you risk one last trip, to the
Houses of Parliament, which you
rackon offers a reasonable opportu-
nity for insider information to be drop-
ped into receptive ears (go to 33), or
will you give up on this plan {return to
10 and choose again)?

Auntie May is away on holiday and
cannot be contacted. David can either
visit Stephen Bradley (go to 13) or pur-
sue another course of action (return to
10 and choose again).

w7

David accepts both the apology and
the drink. They get chatting, and the
man introduces himself as Viscount
James Brigsley. They meet again after
the show, and David tells James
about Prospecta Oil and its pros-
pects. The very next day, James buys
$300,000 worth of shares, which Har-
vey, when he heard from Bernie Sil-
verman (who had been told in all inno-
cence by David) what was going on,
released onto the market. David is
playing his part very well, thanks to
you. Note somewhere that $300,000
worth of shares have been bought.
Harvey is getting even richer. What
next? Return to 10 and choose again.

- 25 —

To your alarm, the proprietor of the
gallery is none other than the irascible
Frenchman! You and David recognize
him, but the night club was gloomily
lit, and he may not recognize David.
You will have to act quickly and blank
out that bit of his memory. You don’t
want his recognition of David to upset
a potentially fruitful situation, and any-
way it amuses you to do this sort of
thing. Are you quick enough? Gener-
ate a number. On 1-3, go to 36; on
4-6, go to 16.

The next day, David is so hungover
that, whila he makes it to Robin's club

for lunch, he is in no state to impress
the doctor with himself or Prospecta
Oil. He'd rather not talk at all, in fact,
since talking sets off bass drums
inside his head. Once lunch is over,
return to 10 and choose again.

Y -

As far as you or David know, there's
nothing to tell between one Harley
Street doctor and another. After
gliminating the specialists, David
plumps for either Dr R Oakley or Dr
V Pritchard. Both are general prac-
titioners and could give David the
physical check-up he likes to have
oncein awhile. Will he chooss Dr Oak-
ley (goto 5) or Dr Pritchard (goto 14)7

- 28 —

Stephen will have nothing further to
do with David. He feels a niggle in his
mind that David has been trying to
manipulate him (actually, it was you!).
They part on cool terms. What will
David do next in his spare time?
Auntie May is away on holiday now,
and cannot be contacted. Return to
10 and choose again.

-.29 —

David is lucky: he manages to get hold
of a returned ticket for the hit musical
Mice, in which people prancing
around the stage in mouse costumes,
looking for cheese, are supposed to
represent man's eternal quest for self-
fulfilmeant. The actor who plays cheese
is especially praised by the critics. Go
to 37,

-30 —

Paranoia is not a useful neurosis for a
devil, but is certainly an occupational
hazard. There's nothing fishy or illegal
about Prospecta Oil . . . yet. And by
now Harvey Metcalfe has disap-
peared from view: Bernie Silverman is
the boss as far as David is concerned,
Goto 41.

o

David is a fan of American football,
and especially of the Boston
Bulldogs, who are over in London for
a demonstration match against the
Chicago Crunchers. He has a coupla
of strong martinis before the match,
to get himself into the mood, and
takes a six-pack of New Amsterdam
beer into the match with him,

David starts to get rather drunk. You
know that the devil who oversees
heavy drinking is a bigger devil than
you, and couldn't care less for your
concerns, only his, You'd prefer David
to stop drinking, but is he already out
of your control and in the hands of
your rival devil? Generate a number. If
itis odd, goto 26; if it iseven, goto8.

- 32 -

Ower coffee, David steers the conver-
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sation away from Auntie May's admit-
tedly fine collection of china figurines,
and back to Prospecta Oil. 'You know,
Dick,' he says, in a man-to-man fash-
ion, ‘Prospecta Qil really does offer a
fantastic opportunity for investment.'
When Dick merely glowers at David,
Auntie May chips in: ‘Oh, but we
couldn't, Davie honey' (David cringes)
'since we're saving all our money for
a sweet little house in Boston when
we go back — aren't we, Dick?' she
adds with a significant glance at her
husband. You gather from the vibas
that this is a bone of contention betw-
een them, and nothing David says can
persuade them. He leaves the house
in some dejection. Later, he finds that
Stephen Bradley has left for a lecture-
tour of Italy. Return to 10 and choose

again.

i B

You decide to make this more than a
tourist trip, and you have David
arrange to meet the Minister of Energy
in the MPs’ restaurant. Over a splen-
did lunch, David whispers conspirato-
rially to the minister that Prospecta Oil
could be worth investing in. The minis-
ter looks around, nods thoughtfully to
himself, and then changes the sub-
ject. You and David eagerly await
developments = but these are not
quite what you expect. Prospecta's
licence to explore the North Sea is
revoked and the company folds.
David hopes that Bernie never discov-
ars why this happened. You'll have to
face Old Nick; David's lucky not to ba
facing the Old Bill.

P

The major Stock Exchanges in Lon-
don, Tokyo and MNew York are
extramely sensitive to the quality of a
company. The appointmeant of the
shady Arnold Klausberg does not
inspire them with confidence in Pros-
pecta Oil. Accordingly, the share price
fails to rise . . . and Harvey's plan is
doomed. As for you, Old Nick will have
you overseeing piggy-bank robberies
for the next eon or two!

et R o

To David's horror, but your satisfac-
tion, David goes into work the next
Monday to find the office closed
down. It emerges that the whole com-
pany was a front for a fraud. The
geologist's report was a fake, to gen-
erate interest in the company, so that
share prices rose. Harvey could then
sall his worthless shares for a lot of
money. Harvey was never directly
involved, and cannot be incriminated;
Bernie Silverman is nowhere to be

0ld Nick him- found: David realises that he has been
used as a pawn — he flees the country,
self promotes | ook

How many dollars have vyou,
through David, arranged to be spent
on Prospecta Oil shares — shares

you to a cushy
post over-

seeing the which, when news reaches the City of
the company's collapse, are more or

cauldrons in less worthless? If you had no success
Hell at all, go to 18; if you had some suc-

cess, but less than $1,000,000 worth,

o to 9; if you managed to rip-off of
1,000,000, go to 43.

- 36—

The Frenchman recognizes David.
After a few choice Gallic expletives,
he puts up his fists in a boxer's stance.
The scene is comical to you, but then
you don't feel the pain of David's black
eye and bruised abdomen! This inci-
dent calls an abrupt halt to David's
shopping expedition. Return to 10
and choose again.

AT -

During the interval, in the usual crush
in the theatre bar, David finds himself
being elbowed by a man he had spot-
ted in a private box during the perfor-
mance. 'Oh, awfully sorry, old chap,'
says the man, in what sounds to
David's American ears like a parody
of upper-class English. '| say,' con-
tinues the stranger, 'can | buy you a
drink to apologise?’ This looks like a
good opportunity to you, but David's
instinct to refuse is very strong, since
his mother taught him naver to accept
gifts from strangers. Is it strong
enough to overcome your malicious
influence? Generate a number, On 1-
2, goto 3; on 3-6, go to 24,

-0

The owner of the gallery introduces
himself as Jean-Pierre Lamanns and
howvers near David. As David browses
around the shop, Lamanns comments
on particular artists and paintings.
David chooses a tasteful nude for his
bedroom. While the painting is being
packed, Jean-Pierre and David chat.
Jean-Pierre soon leams what David
does and that he would be wise to
invest in Prospecta Qil shares. Note
somewhere that he buys $200,000
worth of shares.

When Harvey hears that Lamanns's
stockbrokers are looking for a sub-
stantial block of shares, he promptly
releases enough of his own onto the
market. Harvey is enjoying himself —
like taking candy from a baby, he
thinks. Return to 10 and choose a next
course of action for David.

=30 —

To Dick's intense disapproval, whean
May gets up and leaves the room,
David follows her. In the kitchen he
tries to talk to her over the shriek of the
coffee-grinder, but she insists that all
their money is tied up. There is nothing
more David can do here. The next day
he rings Stephen Bradley in Oxford,
only to find that he has left for a long
lecture-tour of ltaly. Return to 10 and
choose again.

s i) s

David books a seat to see the hit mus-
ical Mice, in which people prancing

around the stage in mouse costumes,
looking for cheese, are supposed to
represent man's eternal quest for self-
fulfilment. The actor who plays cheese
is especially praised by the critics,
David's seat is booked for 27 Feb-
ruary, which is a few weeks away. This
leaves you with two options.

(A) You can simply wait for 27 Feb-
ruary and go to the theatre then: in this
case, go to 37. (Note that you must do
this if this is already the fourth course
of action you are pursuing.)

(B) Just this once, you can return to
10, pursue another course of action,
and then, the next tima you go to 10,
you can take up the theatre option
again. if you do this, you can go
straight to 37 (take a note of that loca-
tion number), when you retake the
theatre option. (Note that if you sub-
sequently choose to have dinner with
Auntie May, you may not later go to 37
and must abandon the theatre option
= this instruction will not make much
sense to you now, but it will it you
come across the relevant situation.).

-

David accepts the job of office man-
ager of Prospecta Qil's London office
- Prospecta Oil's only office, in fact,
but David isn't to know that. This is
David’s first visit to London, and there
ara lots of things he wants to do. Top
of the list are things like seeing the
sights, visiting friends and relatives,
and so on.

However, you know that he will not
be in London long enough to do all
that he wants. Which do you think will
create the best opportunities for Har-
vey's plan to succeed? While you (and
David) are mulling over what to do
first, David is called into Silverman's
office. Go to 15.

- 42 -

David's Auntie May from Boston mar-
ried a diplomat whose current posting
is London, and he really should pay
her a visit at her house in Fulham, On
the ather hand, there is Stephen Brad-
ley, now a research fellow at Magda-
len College, Oxford, who was a friend
in David's student days at Harvard.
Who will you have David visit: Auntie
May (go to 19) or Stephen Bradley (go
to 13)? i David has been to the
theatre, go to 23.

i M

Harvey is delighted. It occurs to him
that his dupe, David, found the suc-
kers almost too easily — but then Har-
vey doesn't know that you lent a hand!
Old Nick himself promotes you to a
cushy post overseeing the cauldrons
in Hell. You have made good, but will
Harvey keep his money? Not if
Stephen Bradley has anything to do
with it, in Domark's computergame
version of Not A Penny More, Not A
Penny Less . . .

THE END OF THE
BEGINNING
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MICROVALUE
FOUR GREAT GAMES - VOLUME 2

Microvalue 2 follows on from the phenomenally
successful first release with the quality and
value of games better than ever.

CBM64
PYJAMARAMA FROSTBYTE
PHANTOM TOP DUCK
SPECTRUM
BATTLE OF THE PLANETS ~ STAINLESS STEEL
DISC OF DEATH BUBBLE RUN
AMSTRAD
BATTLE OF THE PLANETS  STAINLESS STEEL
FUTURE SHOCK TUTS PYRAMID
T ELECTRON
s " N MOUSETRAP MEGA FORCE
THE GREAT WALL GUNSMOKE
MSX
EUROPEANGAMES ~ QUASAR
CETUS BILLY BOPPER
ATARI XUXE
WHODARESWINSIl  MOUSETRAP
SPACE HAWK KILLER CYCLE
CBM C1/+4
JET SETWILLY | WORLD CUP

LAWN TENNIS RAFFLES




CALLIT A SEQUEL...
AND YOU'LL LAND UP FLAT ON YOUR BACK.

Commodore Screens

They called International Karate the best beat-em-up so far. And who are we to argue?
But Archer Maclean has come up with a stunner: A Third Fighter.
Amazing animated background. New moves. Re-mixed music.
And Balls!

Commodore 64/128 Cassette (£9.99) and Disk (£12.99). Coming soon for Spectrum and Amstrad home computers.

Mail Order: Activision (UK) Ltd, Units 3 & 4 Lloyds Close, Finedon Road Industrial Estate, Wellingborough, Northampton NN8 4FR. Tel: (0933) 76768
Access, Visa and American Express Cards welcome
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from a hobgoblin, read on . . .

he first true role-playing game,

and the inspiration for all RPGs

T now in existence, was TSR
Hobbies's Dungeons And
Dragons. This in turn had been
developed from single-character
wargame rules coded by TSR founder
Gary Gygax, who must therefore go
down in history as the inventor of the
BPG. HRemarkably, D&D and its
various expanded versions
(Advanced and Expert D&D) remain
the single most popular RPG system.
D&D is set in a vaguely-defined
fantasy world in which humans
coexist with other intelligent species
and monstrous beasts drawn from

L]
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Role-Playing Games first came into being around 1974, and
since then hundreds of thousands of enthusiasts have put
millions of orcs to the sword and liberated dozens of planets
from the clutches of evil Federations. Whilst other gaming
crazes have been forgotten, the numbers of role-playing gamers
and the range of commercial material available has grown
continually over the years. If you've never role-played and some
of the abbreviations used in this article are confusing, you may
find the section ‘What Is A Role-Playing Game?" helpful at this
point. If, however, you know your 3D6 from your D10 and an orc

sources ranging from Norse myth to
Tolkien. PCs belong to a particular
‘character class’' — fighter, thief or the
unevocatively-named magic user for
instance — and this determines their
basic abilities. Thus thieves are good
at sneaking about, magic users good
at casting spells, and fighters good
at ... well, fighting.

As their adventuring career
progresses, PCs gain experience
points by finding treasure and
defeating enamies. Sufficient of these
increases their experience leveal,
resulting in an improvement in their
skills, The combat system Iis
straightforward - characters and

r2iddle -earth

John Woods
takes a look at
some of the
best-known
Role-Playing
Games and
explains why
they have been
s0 consistently
popular for
well over a
decade.

A long, long time ago, almost before the words ‘home’ and ‘computer’ had even been used
in the same sentence, something sinister was stirring in a deep, dark dungeon . . .

THE FANTASY

&

F RPG

monsters have hit points which are
lost when injured. When none are left,
the character dies,

The overall feel of DARD is very
simple, the only complicating factor
being the need for frequent reference
to tables to determine the resulis of
combat and other actions. This can
spoll the game atmosphere: ‘Let's
see .., Gandalf as an um
tweifth-level magic user needs ..
uh ... five or more to hit the troll’

This simplicity was well-suited to a
typical early RPG scenario, which was
very much of the dungeon bashing
type. Players would usually find
themselves exploring an underground
complex of rooms and caves
populated by a bizarre collection of
monsters which often had no
compelling reason for their existence.
But though simplistic, gaming of that
sort could still be great fun and DAD
was a rapid success. The range of
material continues to expand today,
with a very large selection of often
axcellent prewritten adventuras and a
long (in my opinion too long) list of
rulebooks. D&D is also making its way
onto computer, 851 have licensed the
game and plan to bring out both
computerised gameplay aids (to
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replace some of those tables) and a
role-playing type game.

OUT OF THE CLOSET

After a year or two underground,
RPGers left the dungeon and games
started to appear set in an enormous
variety of worlds. Just as D&D had
drawn inspiration from fantasy fiction,
some new RPGs were based in
science fiction. The first of these to
take off was Game Designer's
Workshop's Traveller (or Traveler in
the States), which allowed players to
trade in their broadswords for blasters
and explore a futuristic galaxy.

In contrast to D&D, which let the GM
choose the setting of his or her game
at will, Traveller included highly-

detailed background material as well
as rules. There are a lot of advantages
to this approach, since it allows an
adventure to be set in a universe of
great complexity without requiring the

GM to spend weeks preparing
background material, yet doesn't
prevent an inventive GM from using
self-created material if preferred. This
wealth of detail, combined with a
simple rules system and a very large

. « « humans
coexist with
other intelli-

selection of commercial supplemants gent Smiﬂs
and adventures, has kept Traveller ir; and monstrous
it the most popular gamea o

bl i beasts drawn
from sources

CHARACTER ABILITIES ranging from

", ners . Norse myth to

ere are several other excelle Tolkien.

games inspired by the Star Wars/
EE Doc Smith school of SF, but none
has become vastly successful. Of
note are Space Opera, whose highly
detailed rules system permitted
virtually any SF idea to be
incorporated, but which was just too
complex for most gamers, and
Chaocsium's Ringworid, an excellent
RPG translation of Larry Niven's

series of the same title.

At the same time that Traveller was
becoming popular, other fantasy-
based RPGs were emerging 1o
challenge D&D. Many have long since
been forgotten, but the handful of
survivors still around today includes
Flying Buffalo's Tunnels And Trolls -
best known for its solo adventure -
and my own personal favourite
fantasy RPG, RuneQuest. This has
had a fairly complex history; created
originally by Chaosium, it is currently
produced under licence by Avalon
Hill, who have in turn licensed the UK
rights to Games Workshop.

The original Runeluest was sel
firmly in Greg Stafford's unusual and
enormously-detailed fantasy world of
Glorantha. Much axcellent
commercial material was available for
the setting, including possibly the
best campaign pack of all time, Griffin
Mountain. The current printing of the
rules has moved from Glorantha into a
fantasy Roman Europe. But in spite of
the change, the underlying rules
system has altered very little. Its great
strength lies in the system used to
detail character abilities. Any
character can be skilled in any field,
be it spell casting, weapon use or
potion brewing, and skills increase
through experience in a much more
realistic way than D&D's Level
system. Rules are structured in a way
that makes additions and alternatives
very simple, so RuneQuest is an ideal
system for those who wish to set a
campaign in their own fantasy world,
The range of prewritten adventures in
print at the moment is much smaller
than in the past, but is expanding
again fast.

SAMPLE OF PLAY

To mmm&ﬂﬂmmmwml :

d by Batty's shout you fail to notice a
- u‘hmmum‘ﬂ‘m

mnmww The tentacles . .
mmufwmm
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An honourable mention in the list of
less successful fantasy games must
go to the feudal Chivalry And Sorcery
from Fantasy Games Unlimited,
which still has a small but fanatical
band of devotees attracted by the
comprehensive rules system. More
popular, though still a minority gams,
is IGE's Middle Earth Role-Playing -
an RPG recreation of Tolkien's Lord
Of The Rings world with a large
selection of supplements providing
great detail of places such as Moria
and Isengard. It polarises Tolkien fans
into those who love it and those who
view it as blasphemous!

Finally, a relative newcomer to the
fantasy market is Gamas
Workshop's Warhammer Fantasy
Role-Play which I've given a more
detailed review of elsewhere.

For a long time the RPG market
divided simply into fantasy and 'hard'
SF games. But nowadays there are
many that fall into neither category.
I've only space to mention a few, so
apologies if your favourite isn't listed!

First to appear were games set in
realistic historical settings — Bushido
and Flashing Blades are FGU's
games of Imperial Japan and France
of the Three Musketeers respectively,
Then came a whole range of
superhero games in which players
could masguerade as their favourite
comic herofing) in their fight against
crime - Marvel Superheros and
Champions, for instance.

In a slightly different category
comes Gameas Waorkshop's
wonderful Judge Dredd - a real must

. « «» the thrill of
playing a really
good Cthulu
scenario has to
be experienced
to be believed.

for fans of the 2000 AD comic-strip,
and anyone else who enjoys the idea
of dispensing justice in a futuristic city
with a unigue blend of violence and
sardonic wit. Incidentally, Games
Workshop was set to convert Judge
Dredd into a computer game but their
hasty exit from software production
stopped it, and eventually the licence
went to Melbourne House

CHAOS AND PARANOIA

Two other games defy categorisation
but must be included in any listing of
today's success stories. First of these
is Chaosium's atmospheric Call Of
Cthulu, based on the strange writings
of HP Lovecraft. In the game, dark
forces of horrible power are latent
within the world, and players take the
roles of unsuspecting investigators
who stumble upon thair
manifestations. Criginally set in
America of the Twenties,
supplements are now available for
other times and places. To maintain
Lovecraft's sinister atmosphere
requires a high degrea of GM skill, but
the thrill of playing a really good
Cthulu scenario, as your character's
sanity is gradually undermined, has to
be experienced to be believed. The
prewritten adventures for this game
are amongst the best around.

Last but not least in this whistle-
stop tour of today's RPGs comes
Paranoia from West End Games.
Described as 'a role-playing game of
a darkly humorous future', it's not for
those who become fond of their PCs!
Troubleshooters for the computer that
runs the Alpha Complex — a colony of

survivors of a future holocaust =
trouble is what they invariably find,
and shot is what they usually get.
Fortunately, computer game-style,
each character has five clones
available in case of rapid demise, and
these are frequently needed. Fear and
Ignorance are the keywords for
Paranoia referees, and a skiliful GM
can soon have the players mistrusting
gach other even more than their
hostile surroundings and the insane
computer, Paranoia Is great fun,
unia_que, and a real antidote to over-
serous gaming.

SIMPLE OR COMPLEX

So why have RPGs been such a
success story? | suppose a prime
reason must be the general feeling of
fun a gaming session generates. With
no winners or losers, players can

forget competition amongst
themselves and just immerse
themselves in the game's

atmosphere. For the players, and
aspecially for the GM, an RPG gives a
chance to be creative in an informal
way, to put on funny voices and to
ascape into a fantasy adventure in a
world that they have themselves
shaped. And unlike most games, they
can be as simple or complex as you
like and can be played for any length
of time from a few minutes upwards.
There's no board to set up and no disk
or cassette to load!

Soto all of you who have never tried
role-playing, why not find some
friends who are interested and give it
a go? You have nothing to lose but
your hit points!

Al

Workshop!

character

& FANTASY
N ROLEPLAY

Workshop
£14,95 for hardback rulebook (366pp)
Supplements from around £6.95

ames Workshop have in the past been best known for
their UK editions of other companies’ RPGs, such as
RuneQuest and Paranoia. But they write their own rules
too, of which Judge Dredd RPG is a supreme example.
Warhammer Fantasy Roleplay (WHFRP) is not a brand-new
release, but as it has yet to become fully-established, and will
appeal to many beginners, | feel it is worth reviewing here.

The appearance of the rules |s
excellent, with everything you need
both to play and GM the game
contained in a heavy, well-illustrated
hardback. The use of imaginative

adds to the overall quality,
which is only marred by a number of
silly typos —

get a proof-reader Games

The rules themselves have evolved
directly from GW's Warhammer

fantasy wargaming system, and are
compatible with it. So your favourite

can adventure

independently or, if you have both

games, lead armies into pitched

battles. However, this has meant that

the rules of WHFRP is rather
more simplistic than one might expect
for a modern game, owing more to
D&Dthan to say RuneQuestor MERP.

Characters improve their skills by
gaining experience points which
allows them to advance in ways
determined by their chosen career.
Thus a PC who is a physician may
improve intelligence or dexterity, or
learn healing and drug-making skill.
This sounds good in principle, but
soon becomes unrealistic in play: ‘I
want to improve my initiative, so I'll
become a highwayman!'

The combat system, too, is
simplistic, with characters being
either alive or dead instead of being
gradually injured. And the magic
spells available to character
magicians don't seem well thought
out — the magic system has a tacked
on feel to it.

The best part of the rules for me is
the background setting, which is a
cleverly twisted version of medieval
Europe. This has the advantage that
players have some historical feel of
the environment, but the GM isn't
restricted by historical accuracy.

A number of adventure
supplements are currently available,
with each forming part of a continuing
campaign. The two I've played, The
Enemy Within and Shadows Over

have bean excellent in
their detail and physical quality, but
rather lacking in scope for skillful play
- the PCs have little choice but to be
swept along by the events, and
there's little help for the GM it the
players want to try something
unusual

In conclusion: probably not a
system with much 1o offer the
expearienced RPGer, but
straightforward and detailed enough
to give good value to beginners or
those mo into RPGs from
wargaming. rulebook has a
rushed feel to it, with some sections
Hl-mnhad and several misprints.
w a look, especially if availability
of good wvalue, uncomplicated
scenarios is important to you.
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Mel Croucher ponders on the satellite TV

revolution

orget Ronnie Raygun's Star

Wars project, the battlein space

has been going on for several

years, and the latest High

Frontier is being fought for in the
skies over Britain right now. Satellite
television is about to revolutionise our
TV screens in exactly the same way as
the rest of Northern Europe. If you hop
across to Amsterdam or Paris or
Dusseldorf or Copenhagen, you will
be amazed at the nonchalance of
European teleheads, as they flick from
the UK football results to the world
news live from Atlanta, to the latest
pop videos, to a dose of soft porn, to
the Big Race at Longchamps, to
Doctor Who, to the Moscow
Philharmonic, to Beverly Hills Cop 2,
to an Optrex eye-bath and a couple of
Anadins. Meanwhile, back in the Third

World of Andover or Pontefract or
Dundee or Coventry, we gloomily
discover that there's nothing worth
watching on the telly yet again, and
slouch off in the rain for a pint of gnat’s
pee.

Our European neighbours have a
choice of up to 65 channels beaming
down from the skies, and countries
like Holland and Belgium already offer
up to 17 choices, including ITV, BBCs
One and Two and Channel 4.
Meanwhile, over in the States, up to
32 channels are on offer. A wise man,
probably myself, once said that we
used to have the choice between
garbage on BBC and dross on ITV,
but with the advent of satellite
television we've got the choice of
garbage from Europe and dross from
the USA. (On second thoughts,
maybe Harold Wilson said that.) But
this attitude is very simplistic. The

choice is incredibly varied, and these
days it is aimost impossible not to find
something of interest being beamed
down at us 24 hours a day.

WHAT ON EARTH IS
SATELLITE TV?

Good question. The answer is, it's not
on Earth at all. Unlike ground station
transmissions and cable networks,
STV broadcasts audio and video
signals from geostationary satellites
(bits of hardware in fixed-position
orbits) There are two of these
satellites which concem Us,
INTELSAT VF-11, and the equally
catchy named EUTELSAT ECS F-1.

WHO CAN RECEIVE THE
SIGNALS?

You can, mate, unless you live in the
west of Ireland, in which case you'll
need a receiving dish the size of a
cartwheel and a reinforced roof. Take
a look at Figure One to see where you
fit in, and many congratulations to the
inhabitants of Cambridgeshire who
appear to be laughing all the way 1o
garly blindness.

ARE YOU RECEIVING ME?

wememem=smemn=s=== INTELSAT reception from 1500mm dish
e == — = —=—= INTELSAT reception from 1800mm dish
EUTELSAT reception from 1200mm dish

- EUTELSAT reception from 1500mm dish

WHAT HARDWARE DO |
NEED?

Mot a lot. Your axisting TV will show
the pictures and play the sounds. Your
existing video will record the
programmes. Because your existing
aerial is designed to pick up signals
from ground-based transmitters, and
is pointed at the nearest tower block,

mountain or rose bed, you will need a
receiving dish pointed at the sky and
plugged in to your aerial socket on the
TV or video. You will also need a little
black box to unscramble certain
channels, because a load of
spoilsports and breadheads have
decided to ancode their
transmissions and charge you for the
privilege of decoding them.
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WHAT WILL IT COST ME?

| wish | could tell you, but the answer
to this little poser is a bit complex. |
know a young gent who has built his
own satellite dish and decoder for
£293 (including VAT), from a boxful of
components that he bought from an
glactronic store. On the other hand, |
also know a rich moron who went out
and spent one and a half grand on a
poncy system which performs wvery
well indeed.

Readers of THE GAMES MACHINE,
being a discerning bunch of people,
would probably opt for an off-the-
shelf system retailing at about £425
(plus VAT). Chances are that within
two years there will be 50 channels on
tap, Amstrad will be flogging dishes
and decoders for £199, and some
smartarse will be advertising in the
small ads of computer mags the
circuit diagrams of a do-it-yourself
decoder and a dustbin-lid-to-
satellite-dish conversion for a fiver.

You will also need a special licence
to receive STV, although disguising
your receiving dish as a circular roof
cat would overcome this. But don't
panic, your Post Office should have
Licence Form TVRO, and it only costs
ten quid FOR LIFE! (Buy now befaore
government loonies wise up.).

WHAT ELSE DO | NEED TO
KNOW?

Quite a lot really. Firstly, just like the
early days of television, and then
video, there are a load of cowboys and
rip-off merchants out there, who will
try and exploit the would-be STV
viewer, You don't need their advice.
Honest. If you can't work out where to
site your receiving dish, and how to
plug the cable into your aerial socket,
then you are reading the wrong
magazine. Try The Beano, or if that's
too hard, The Daily Telegraph.

Depending on where you live,
optimum reception will be with your
dish angled between 25° and 30°, and
pointing 274" degrees west of due
south (Intelsat), or 13° east of due
south (Eutelsat).

Those clever Japanase chaps have
just come out with a flat dish receiver,
complete with all the electronic
hardware built in, which picks up
anything from cruise missile bus
routes to The Benny Hill Show, thanks
ta armchair steering for its angle of
dangle. A price of £225 is being
seriously discussed for the near
future, but I've got this strange little
noise in my head that sounds
something like ‘MSX-MSX-MSX',
which | can't quite explain.

Some greedy folks will try and get
you to pay extra for watching their
discharges from heaven, and no
doubt several thousand hackers and
boffins will attempt to change the
rules of the game. Other greedy folk
will let you watch for free, and instead
make you suffer great wadges of
advertising every ten minutes. Certain
folk will not be greedy, and invite you
to view their channels absolutely free.
These are the ones to watch out for as
they are without exception religious
fanatics, parverts, government
?gencr&s. insufferable bores or all

our,

WHO
WHAT

EUTELSAT CHANNELS INTELSAT CHANNELS
le

Super Channel/Musicbox
Sky Channel Premiere
Europa Screen rt
TV5 The Children's Channel
Filmnet The Arts Channel
'é:lteﬁlub MTV Europe
. CNN (Cable New Network
RAI-Uno Intelfax : )
RTL (East Spot) Reuters
World Net
WPN 3
3-Sat
Visnews
m.m'umggtafn:fu.adm g‘n:m'tmnﬁbebrmngu
my pithy littie Trivia Quiz insicie the i - :
Back Cover; whatyouneednowisan  TW-5§

g
5
8
5

i
:
3
:

the output, and is the
downmarket equivalent of Murdoch's
Crummy newspapers.

EUROPA

Difficult to comment on this one, as it

French language upmarket service,

ladled with international
news, decent music programmes
and hall indecemt entertainment
shows. | can't think of a better way to
learn the language and habits of our
garlicky neighbours.

FILMNET
Continual movies laced with a bit of
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will ever suffer, As it's state run, you
will be denied the dubious pleasure of
watching the amteur porno much
loved by lialian pirate broadcasters.

RTL (EAST SPOT)

From the makers who brought you
good ol' Radio Luxembourg, this
French language station broadcasts
for about five hours a day, and is
extremely missable.

WORLD NET

The very warst form of American Reli-
gious holy-roller garbage, of the 'send
us $100 or you'll bum in the bottom-
less pit' variety. Bioody hell!

Equally horrific American garbage,
this time pumped out by the State

. Eight hours a day of
Yark of the most sicken-
ing kind, The saddest thing of all is
that it is presented as ‘'news'. Proba-
bly the shape of things to come, once
all governments turn on to the satellite
phenomenon.

3-SAT

German-based ‘serious’ channel,
with in-depth news and analysis, and
the occasional entertaiment prog-
ramme that slips in by mistake.
Recommended if you want to learn
German, not recommended if you
want to stay awake,

Very interesting indeed, a rough and
ready hash of unedited global news
reports, hitting the screen as it comes
in, and before any editors, censors
and producers can get their grubby

Premiere is the
justification for
installing your
satellite sys-
tem on its
own ...

litte hands om it. Highly recom-
mended.

LIFESTYLE

WH Smith's enforcement of every-
thing sexist for the captive 'house-
wife'. Moming to late afternoons filled
with rubbish about clothes, cookery,

orgasms etc.
PREMIERE

THE movie channel par excellence!
Unbelievably good choice of titles,
including current releases, back
catalogue classics and, as the chan-
nal's own name implies, simultaneous
box office new releases. Premiere is
justification for installing your satellite
system on its own, let alone all the
other channels availabla! It is worth
listing this weeks's schedule, just to
you drooling: A On Elm
treet 2 (Freddy's , Com-
mando, Agnes Of God, Cfua A
Chorus Line, Tranysylvania 65000,
Dream Lover, Wise Bilood, Jake
Speed, Knights Of The City, Beverly
Hills Cop 2, and more, and more
. . yowzah!

When WH Smith have finished turning
women's minds into pudding, they
call themselves Screen Sport from
Bpm to one in the morning, and try to
turn men’'s minds into pudding.
Worldwide international sports, big
matches, tiddlywinks, you name it,
they mangle it.

THE CHILDREN’s CHANNEL

Mon-stop hardcore pormn, er, sorry,
wrong spot on my tuner, um, ning
hours a day of appallingly bad car-
toons, patronising drivel and pathetic
pre-teen pop videos. Due to some

weird aberration, the most wonderiul
natural history features manage to
save the day. On second thoughts, no
they don't.

THE ARTS CHANNEL

Excellent stuff. Top quality concerts
ranging from electronic music to sym-
phony orchestras. Ballet, opera, jazz,
hip-hop, cinema, tour news, inter-
views. Due to the fact that the world is
run by morons, this channel only
broadcasts from Gam to S9am. Makes
yﬂ;.} want to weep tears of battery
acid.

MTV EUROPE
3

Lavatory-scraping stuff. Poor quality
concerts ranging from bubblegum to
heavy metal, interspersed with vapid
vid-jokes. Pomp rock, wimp rock,
schlock rock, cock rock, tour news,
interviews. Due to the fact that the
world is run by morons, and MTV
Europe is run by Robert Maxwell &
Co., this channel broadcasts 24 hours
aday. Should carry a Health Warning.

Live round-the-clock news service
from Atlana USA. Many of you will
already have got a taste for the brash,
simplistic but largely accurate and
unbiased reporting, on the new late
night link up on ITV.

INTELFAX AND REUTERS

Both London-based electronic equi-
valents to their City and News Agency
businesses. Yuppy delight.

The Editor would like to point out that
the views expressed in the above
analysis of STV stations are those of
Mr M Croucher and all law suits
should be directed towards him. He
will then tear them up because his
analysis is remarkably true,

T T LT

OADCASTS

THE FUTURE
Technical Predictions

Everyone will go satellite eventually.
Next year 600mm dishes will arrive
which work as well as the existing
monsters, By 1990 you'll be able to
pick up a little satelite dish and a sim-
ple plug-in box from most TV
suppliers, and STV rental will become
common, Within five years, dirt cheap,
flat-dish receivers will flood the mar-
ket, capable of receiving anything
being broadcast, and the Japanese
will clean up yet again.

Many more satellites will be
launched, and squillions of channels
will fight for broadcast space in the
heavens. This fight will not be particu-
larly difficult, because heaven has got
plenty of space. Pirate channels will
broadcast all sorts of deviations and

home grown wonders, and govern-

ments will try to jam the signals.
Clever pirates will retalliate by encod-
ing automatic channel switching, and
hijacking official channels. A splendid

time will be had by all.

Social Predictions

Maybe we'll all go blind, or mad, or fall

asiaep. Maybe we'llstilheadoffinthe  1€CHNOlOGY is
rain towards the nearest pintofgnat's ~ meutral. Infor-
pee. Many myths will be exploded, as
Ivmsﬁailuwntnﬂaﬂasmdﬂmm ml’
sits down to Teléjournal. Propaganda, power ...
POy A e e _OWer will be
battle it out, as ever, but much more

important changes will happen. Live i the hands of
Aid proved that, television can link the

bl Wond I power Chaiaes % whoever owns
Action. This year the Intelsat is being the Chan-
used to train 5,000 doctors ali over nels ...

South America. As | write this, Intelsat
is being used to wheel and deal in
armanents, some of which will

undoubtedly end up blowing the legs
of the very South Americans that
those doctors will have to treat.
Technology is neutral. Information
is Power. The way Satellite Television
is going, power will ba in the hands of
whoever owns the Channels; the
Robert Maxwells, the Rupert Mur-
docks, the Richard Bransons, the
Church of the Come Again
Storm of Saint Samantha, tha
KGR, the BBC, Tescos, but power will
also be in the mouths of Jonathon
Woss, President Wogan, Sir Alis-
tarkstairingbonkers, Bananarama and
Sooty the Bear. What do you say
Sooty? Really! Honest? No kid-
ding... hmm, thought so, Sooty
says he can't wait for all this to hap-
pen, and after deep thought and a
Dunhill International Luxury Length,
neither can |. Now what's on the box
tonight . . . 7 Bluddyell, I'm off out in

the rain for a pint of gnat's . . .
]

TGM TX DATE:12-87109/148




COMPETITION

GREMLIN -
GRAPHIC’

AN AWFUL LOT ...

"Cwver to you Harry .. . '

'Thank you David. Good evening everybody and welcome to a packed
venue. As you join us, the main event is just about to start and it promises
to be a cracker of a competition with the spoils for the winner set very
high indeed. The crowd, obviously thrilled at being here, settles down
now as best it can to enjoy what surely must be classed as one of the
greatest highlights in the history of sport as we know it. With the event
sponsored by Gremlin Graphics and THE GAMES MACHINE about to
start, we say, ‘sit back and enjoy the Altemative World Games
Competition' . . . How was that, David?'

‘Very good, Harry. Why don't
you carry on?'

‘Thank you David, | wil. Wall
here we are again, and the items
included in the first prize are lining
up now... under starters
orders ... AND THEY'RE OFF!
The Football and set of Goalie's
Gloves (a good all rounder with no
indication of being all fingers and
thumbs) surge forward at an
incredible pace, although the
Booted Roller Skates (bearing up
nicely) are coming up fast on the
far side ... The Tennis Racquet
with its set of six Balls {trying not to

get court out there) is making a
very strong effort in third position,
but the Badminton Net with
Rackets and Shuttlecocks (make
up your own amusing dittyl) is a
vary closa fourth,

‘Jostling for fifth position we
have a set of Flat Green Bowls
(toward whom I'm slightly biased),
a Table Tennis set (what is that
strange pong?} and a Swing Ball
Set (just to keep you dangling on
the edge of your seat). Behind
these, on the inside, a Pair of
Trainers (look at those muscles
pump) and a Hoola Hoop (trained

by Sir Kull) are battling valiantly to
gain lost ground. But bringing up
the rear (trying not to hang ten
back), it's the Skateboard . . . and
as they hurtle off into the distance
it's back to the studio . . .’

Who's gonna win?? You are, we
hope! All these goodies taking part
in this Alternative Race are items
which TGM and Gremlin Graphics
are giving away as the first prize in
this competition. For the 25
runners up there are copies of
Alternative World Games (on
various formats) to win. This new
game from Gremlin places up to
eight players in different world
locations competing in what one
might call sports with a difference;
Sack racing in Naples (italy), boot
throwing at the Colosseum (Rome,
Italy) and pole climbing in Verona
(ltaly . . . here, what ever
happened to the ‘world’ bit?) to
name but three.

All you have to do to enter this
very sporting competition s
answer these five simple
guestions. First correct one out of
the bag wins the goodies, next 25
get the game.

1) What is the distance between
the penalty spot and the goal
mouth (on the same side of the
half way linef), in yards, on a full
size football pitch?

2) With what sport do you
associate John Parrot?

3) Which company wrote the
original World Games

4) Who hosts ‘A guestion of
sport'?

5) In which sport would players
Bully Off?

Send your entries on a postcard
or back of a sealed envelope to
ALTERNATIVE GAMES
COMPETITION, THE GAMES
MACHINE, PO Box 10, Ludiow,
Shropshire, SY8 1DB. All entries
must be with us by 19
December. Don't forget your
name and address, and tell us
the computer you own. Our
usual competition rules apply,
check out the masthead if you
are in any doubt.
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Contact your nearest computer store
for details on full range or clip
the coupon.

Prices from £5.95 - £29.95
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Glitzy image rather than technical innovation is
the prime concern of many of the big, and some
of the smaller, software houses these days. For
THE GAMES MACHINE John Gilbert joins the race
for the latest licences to see how they get ’em,
what they have to do to get 'em, and what they
do with them once they have got ’em.

mage building is not an easy
business, even for corporations
I such as Ocean. There are
hundreds of films, television
programmes and comic book
tittes appearing every month which
you can license. You might be able to
spend a few thousand on an old
licence such as MNosferafu, or a
relatively unknown one, such as
Centurions. Alternatively you may
take part in an auction to buy titles like
Star Trek or Masters Of The Universe
— The Movie for vast sums, but aven
then you could bankrupt your
company because of the marketing
complexities.

RACE AND CHASE

Licensing became an important part
of the software industry three years
ago when Activision launched
Ghostbusters on the crest of a giant
hype wave, The game was moderately
good with a so-so soundtrack, but the
computer press lapped up its
connection with the hit film and
confirmed games players' feelings
that a game of the film must be a sure
fire success. More than 250,000
copies were sold in four months and it
still retains the number one slot in
licensing history, although Top Gun,
from Ccean, is only a tail away.

Activision also took the risk of
buying the rights to any Ghostbusters
sequels that might be made and it
looks as though it may have paid off.
Ghostbusters N, starring Dan
Ackroyd, starts production in the
States soon and it looks as though it
could be another success. Whether
the game - which hasn't been
officially announced by Activision UK
— will be an equal success depends
upon how it is marketed.

The industry has got a lot more
sophisticated since the Ghostbusters
days when you could simply tie-in a
game to a film and be guaranteed a
best seller. Licence prices have
rocketed and competition between
software giants has become fierce,

The masters of the marketing game,
Ocean, arrived on the scene shortly
before Ghostbusters hit the shelves.
The company has made the licensing
business profitable by opening it up to
other fields of entertainment such as
arcade coin-ops, television series and
cartoons.

Ocean's early marketing expertise
came from managing director and co-
founder David Ward. He admits that it
was difficult to get film producers and
distributors, such as Twentieth
Century Fox and Cannon, to take the
software industry seriously. Film

Each company has a different approach to image. Ocean cuts
a tomboy image with Top Gun, Gryzorand Combat School, and
Piranha, at the other end of the marketing scale goes for the
cutesy look of Trap Door but they both use product name as
much as programming prowess to rake in the money.

companies were willing to almost give
licences away but wera not willing to
support computer games with
promotions or special guest
appearances by stars at software
press launches.

Ward had to develop contacts with
potential licence outlets, promote a
positive image of the size of the
software market and keep tags on
what was about to appear at cinemas
and on television. As more companies
joined the chase for licences the race
for new material got hotter.

OUTLETS

It's not enough to pick up a licence
while a film's in production or an
American TV series is being bought
by BBC or ITV for transmission in a
few months time. You could find, as
Ocean did with its first adventure
game Neverending Story, that the film
has passed you by and a passable
game becomes a has-been.

Neverending Story was a German-
backed film but distributed in the US
and UK by Warner, from whom Ocean
purchased the rights. By the time
Ocean had the rights, decided what
the game would look like and put
together a programming team the film
was almost through its post
production-editing-stages. In the
following months the film was
released in the States and then went
on London and Limited provincial
release in Britain,

Several months after a full
provincial release in the UK, and
during an autumn slump in software
sales, the game was released. Ocean
had no idea that the film had finished
its UK tour and the game's less than
deserved sales were due mainly to
non-cooperation  with  the  film
distributor, the adventure game
format, and the lousy release date.

Ocean has since learnt by its
mistakes. When you're looking for a
new product you don’t go to a film
company's internal hierarchy, such as
managing directors or executive
producers. Agents, such as public
relations companies, are also
guaranteed to show ignorance of
projects in production and will make
sure that you get no information until
a film is officially launched.

Instead, you can take all the trade
and fan papers such as Screen
International, Fangoria in the States
and Starburst in the UK. Get to know
the journalists on those papers, find
out who their contacts are and finally
get to know the people who really
count during the making of a film =
writers, directors and maybe even
actors. Just one rumour from any of
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sance and
shown that you
won’t be put off
by PR flannel,
the film com-
panies will
start offering
you new prod-
ucts.”




LICENCES

thrillers. The same can be said for
Death Wish il and Cobra; and while
we're at it Top Gun is no more than a
barely adequate dual-screen flight
simulator, I've seen better, but all the
games have got those names behind
them and very often that guarantees
SUCCEesS,

GETTING IT RIGHT

When you negotiate for a movie
licence you have the option of buying
several different product rights. The
most important is the plot, unless you
plan to wnte your own, and this
includes the characters within the
movie, the way they dress and the way
they look.

Once the plot's settled you will want
a soundtrack for your game which
bears some relationship to the movie.
That means paying the composer for
the original score and, if you want to
include the original theme soundtrack
on the tape with the game, the
recording artists.

Domark had trouble with the
original soundfrack of A View To A Kill
when the company decided to include
the Duran Duran theme on side B of
the tape. In B5 the Duranites had a
recording contract with Tritec Music
in association with EMI. Tritec agreed
to allow Simon Le Bon's vocals on the
tape but at the last moment asked for
10% of the game’s profits. The music
company wouldn't back down but the
track went on the game and
these sources could get you in on a Roger with moore of his contributed to the financial flop that it

multi-million pound licence deal. eyebrow ideas guickly became.

Once you've made a nuisance and You won't find a trace of The Living
shown that you won't be put off by PR Daylights either in or out of the latest
flannel or the so-called closed set - Domark 007, which s a hit by
where any of the production team anyone's estimates. Directors
found leaking information or pictures Wheatley and Strachan wanted the
from the fim set wil have their Monty Norman 007 theme in the game
contracts torn up—the film companies but, according to the official line, the
will start offering you new products. budget didn't stretch to it.

The companies who are in that Specialised logos, like those of
position at the moment include Miami Vice, Masters Of The Universe
Ocean, Activision, US Gold, and and James Bond must also be
Gremlin Graphics, a tight clique if ever bought. Very often they are owned by
there was one. authors, artists, or agencies other

The best time to have a product  jomes the Fifth kicking than the film corporation. The Batman
offered to you is when the script fora  the living daylights out of  l0go, for instance, is owned by DC
film, or manuscript for a book is being  all and sundry Comics who can dispose of it with
written. Your programmers can use
the script to strip out sequences
which can be computerised, and the
film has not gone into production yet
so you'll have at least six months
before it premiéres.

Domark was given the script for The
Living Daylights at the end of 1986
when the 007 deal was finalised.
Designer Richard Maylor took nine
stunts from the film and hung them
around a core in which gives the
player only a few seconds to select
weapons for each scenario.

The result looks impressive but, as
several reviewers pointed out, if you
take the status panel and colourful
cassette inlay away what you are left
with is a simple shoot-"em-up which
could have applied equally well to a
vigilante film or any of a dozen spy
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cassette inlay

Ocean's Cobra

company,

their character, but the Bond gun logo
is a registered trademark of Danjag

To finalise the main contract you
need the film's poster artwork for your
and
advertising. Consumers are more
likely to associate the game with the
film if the original artwork is used as in
campaign
Gremlin's forthcoming Masters Of
The Universe advertising. For that you
have to go back to the original artist,
wha is likely to be a freelancer.

The route to a finished contract
sounds a long one but the film
like any good book
publisher, should be able to act as a
front for all the companies concemed
in the rights negotiations. One area,
however, in which they're unlikely to
be able to trade is in the actors and
actresses who portray the characters
you want in your game. Their careers

magazine

and

Kirk 'n" Scott about to
change the [aws of

physics

Only ten bucks for a
headband? Ah the good
old days

are handled by agents who can easily
destroy negotiations for film rights by
declaring that their client’s likeness
cannot appear in any artwork or on
the computer screen. Very often,
however, they will be satisfied if they
get enough money and an
undertaking that their client will have
the final okay on his game likeness,

Getting the green light from an actor
about his game likeness can be a
tricky business. The ill-fated Dr Who
And The Mines Of Terror, which was
due to appear in 1985 but has recently
been dropped by software house
Micro Power, was partly jinxed by
persona problems.

Micro Power intended to have the
tenth Dr Who, Colin Baker, on the
cassette inlay but Baker was a
popular Doctor and wanted more
money than the software house's
budget could stand. As a result the
other Doctors were approached, Tom
Baker baing the favourite.
MNegotiations broke down and, if the
game had ever been published,
though it was widely reviewed, the
face of Dr Who on the cassette inlay
would have been ananymous or non-
existent.

On relatively few occasions the
characters are more important than
the actors playing them and it is the
licensing company which has the final
say. Such was the case in the long
running Star Trek saga.

The rights for the original Star Trek
television series are held by US book
publisher Simon and Schuster, a large
conglomerate which is in the process
of taking over the UK book publishing
industry. Beyond Software, (which
has recently been disbanded) owned
by British Telecom, out-manoeuvred
British software houses, such as
Piranha, with a bid of more than
£50,000. The contract stated that
Simon and Schuster should see and
agree all aspects of the game, its
graphics, sound and packaging. No
doubt the buzz of landing such a
highly sought after licence displaced
any thoughts by Beyond that there
might be problems — but there were.

Kirk, Spock, uniform insignia, star
ships and even the interior of the
Enterprise's bridge all had to come up
to Simon and Schuster's perfecto
standards; and once, after two years
and two programming teams had
overhauled and finished the game, the
packaging — boxing, instructions and
artwork — came under scrutiny. The
game is due out at the end of
Movember but, considering it was
finished more than three months ago,
it has taken two months to get the
inlay past the licensee.

Similar problems were experienced
by Beyond with Superman, by US
Gold with Road Runner and by
Melbourne House with Judge Dredd.

COMICS AND COIN-OPS

Movie licences may hold the prestige
end of the entertainment software
industry but coin-ops and comic book
characters, particularly those from
2000 AD, are cutting the action not far
behind.

The major pat of Ocean's
Christmas line-up is composed of
coin-op titles from Konami — Gryzor
and Combat School—and Taito. Coin-

op deals are easier to do than film
rights because the licence comes asa
package including program, logo and,
in the majority of cases, artwork. Coin-
op manufacturers are also less strict
than film companies about the
conversion from original product 1o
computer screen and CoOIN-0p
adaption usually takes two, instead of
six months - for a movie — to
complete. There’s no need for original
story boarding or elaborate program
design.

There is still, however, some
element of risk in choosing a particular
coin-op licence for the computer
market. Most are developed in the US
and Japan where consumer tastes are
differant to those in Britain

Ocean has taken the usual risk with
its Christmas releases Gryzor and
Combat School, both are at the top of
the US coin-op charts but have yet to
establish themselves in the UK. David
Ward and marketing director Colin
Stokes are sure that the games will fill
chart spots in Britain and for that
reason — and because of all the lurid
hype put out about them - thay'll also
reach the top of the home computer
top ten.

Marketing Japanese coin-op
conversions is more difficult. The
Japanese see their herces and
heraines as petite figures, often with
pony tails. Such was the problem with
Ocean's Athena and the soon to be
released sequel Psycho Soldier. The
lead character is admittedly female
but is cute, rather than sexy -
something which Ocean just couldnt
have. The spunky little game
character was, therefore, modelled as
a scantily clad Valkyrie on the poster
and advertising artwork.

Ocean's approach hasn't always
wiorked with press and public. Several
magazines covered up the peeky
nipples of Game Over's villainess
before she appeared on their
advertising pages.

Mastertronic, which doesn’t rely an
advertising to sell its software, has
solved the coin-op licensing problem
in a different way. It's looking towards
the 16-bit market and has shares In
the Arcadia coin-op label.

The Arcadia coin-ops contain
Amiga circuit boards so the company
dump the machine's code to disk and
sall it for home-based Amigas — the
perfect home arcade games, and
they're the real thing not conversions.
Amiga and ST owners can therefore
look forward to their own copies of
new games, such as R Type, almost
as soon as they appear in the arcades.
It is just & question of time and could
happen as soon as Spring 88,

Comic and cartoon licensing took
off along a similar track to coin-ops.
The heroes were chunky giants in
superlump costumes or bulging with
muscle. Transformers, Centurions,
MASK, and the occasional oddity like
Roland Rat, hit the racks and for the
most part have just as quickly
disappeared without causing too
much financial distress 1o the
software companies that bought them
from the TV stations. The same
cannot, however, be said of comic
book characters.

Rogue Trooper, Judge Dredd and
Memesis. All these 2000AD
characters, bar the last one, have
come a cropper, The reason is simple.
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The characters are little mora than
cardboard fighting machines but,
unlike those you control in the coin-
ops you can read about their exploits
within the pages of a comic. You can
associate with them and when you

Taking a swift break from
Alien blasting for a quick
pose

“Tritec agreed
to allow Simon
Le Bon’s vocals
on the tape but
at the last
moment asked
for 10% of the
game’s
profits.”’

come to play the games you are let
down by creaky animation. Your
sense of the real disappears.

Nemesis The Warlock was a
success, and in all likelihood Judge
Death will be, because the
manufacturers have concentrated on
the technical merit and arcade quality
of the games rather than the tie-in with
the comic. Rather than 2000 AD's
Memesis you have a computer
character in its own right with which
you can relate.

CENSORSHIP

The growth of film and TV licenced
products has made retailers such as
W H Smith and Boots look to their
sales policies. Already Smith is taking
survival and vigilante-type magazines
down from its shelves and the
chainstore has started to fight shy of
gory covers — the CRASH featuring
Palace's Barbarian ran into trouble
with some W H Smith branches —and
magazine names.

The same is true, though to a lesser
extent, of computer games. Already
W H Smith has locked at the ethics
behind putting games such as CRL's
Jack The Ripper(see Previews, pages
15 to 19) on shelves which are sought
out by children, and the advertising
for products such as Deathwish I,
Domark's ill-fated Friday The 13th,
and Ocean's Renegade have been
called into judgement by the
computer press, retailers and parents.

Software houses are also being
forced to tone down the violence in
their games in order to save their
export markets. Ocean has had to
alter its version of Renegade in
keeping with anti-violence laws in
Germany. The game included athug's
head bashed open on the pavement
and his blood leaking out. Such
violence is not allowed in Germany
and it is a less than subtle irony that

another country is affecting the
standards of our software industry.

LATEST CRAZES

The entertainment software industry
only survives because it keeps up with
the tastes of players. At the beginning
of 1987 the craze was for film tie-ins
and we saw Top Gun, Cobra and
Aliens high in the charts. Since then
coin-ops have flooded onto the
market and, according to players and
software houses alike, there's nothing
better.

Next year, howeaver, products such
as Masters Of The Universe and,
perhaps, Ghostbusters Il will see a
resurgence of the film licence.
Domark's Not A Penny More, Not A
Penny Lessis also likely to interast the
middle range software houses, and
some of the big 'uns, into book
licensing which Is a relatively
unexplored area.

The big name writers whom
everybody seems to be interested in
are Len Deighton, Frederick Forsythe,
Stephen King and Clive Barker. The
first two have been exploited by
Century Hutchinson and, now,
Ariclasoft, but King and Barker are
only just beginning to become aware
of the computer potential of their
books and films.

The computer marketing and
licensing industry js becoming bigger
by the minute. More money is being
spant on transfer fees and brand
name authors are slowly being made
aware that the computer game is just
as much an instrument of fantasy as a
movie or book.

There is still a long way to go and it
is a tricky, complex, business which
requires funding and marketing
expertise. Very soon, however, you
will see the game of the film advertised
on poster hoardings along with the
book and soundtrack.

TOP GUN Out to launch

“Coin-op man-
ufacturers are
less strict than
film companies
about the con-
version from
original prod-
uct to com-
puter
screen ... "
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COMPETITION

rom the wilds of Jellystone Park deep in the heart of the
American Rockies come the lovable escapades of Yogi
Bear — Hanna Barbera's parkwise bear. Piranha are now
set to release the game of the cartoon series on the
Commodore 64/128, the Spectrum and the Amstrad CPC.

SMARTER THAN THE
AVERAGE STREETWISE
GUY OR GAL!

To celebrate the launch of the game
({Commodore 64/128 version
reviewed this issue) Piranha are
offering Yogi Bear memorabilia and
games as prizes in this competition,
Ten top winners will each receive a
pair of Yogi Bear boxer-shorts, a Yogi
T=shirt and a copy of the game, and
for the next 30 runners up there are
copies of the game - on either
Commodore, Spectrum or Amstrad *.

To win you are first going to have to
use a bit of grey matter —and probably
an encyclopedia — unless, of course,
you've got a PhD in Bears. The
guestions all revolve around Yogi, and
other members of the bear family.

Each guestion's answer
comesponds to the answer box in the
grid - when you think you've
discovered the correct answer fill it in
the appropriate box, one letter per
square (no characters for spaces or
dashes).

If you do that correctly the name of
another member of the bear family
should become apparent reading
vertically down the column with the
arow above it. Mow tell us where the
natural habitat of that bear is. Send
your completed form to SMARTER
THAN THE AVERAGE
COMPETITION, THE GAMES
MACHINE, PO Box 10, Ludlow,
Shropshire 5Y8 1DBto arrive no later
than 19 December.

YOGI - THE QuIz

1) When hungry what type of
basket does Yogi go in search
for?

2) What is the name of of Yogl's
little pal?

3) What Park does Yogireside at?

4] What's the Latin name for the
Brown Bear?

5) The alternative, not latin, name

Win Yogi Bear
boxer—shorts
and T-shirts
and copies of
PIRANHA'’S Yogi
Bear game!

YOGl - THE CLOTHES

For ten lucky winners there are height-of-fashion boxer-shorts emblazoned
with Yogi and Boo-Boo running

for the Black Bear copy of the game.
[ = e e
:Tﬂﬂ!-THEEII‘I‘II‘I"FﬂHM The | | | | [ ] vearsnatural habitatis
| Fill in the answers and other details and cut out the form (or Natia
| photocopy it, or redraw it on the back of a sealed envelope) and send
| itin as fast as possible. e
I
i d Postcode
Computer

Amstrad CPC version of Yogi.

back catalogue: State which please.

instead | would like

I
I
|
|
|
I
|
-
|
|
|
|

* Please note that at the time of going to press little has been heard of the
Amstrad winners should be
for their game, or alternatively may choose anothar game

réd to wait
Piranha's

In casa Amstrad foglmn%mhﬂlmmmﬁm
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IN THE SHADES

A new interactive, multi-user game has
recently started up on Micronet — the area of
Prestel run independently for home computer
users. Inspired by the oniginal MUD, or Multi-
User Dungeon that kept keen modem owners
on-line late at night to a mainframe buried in
the heart of an English university, Shades
was written by Neil Newell specially for
Micronet.

To access the game you need a
modem capable of 12 5 baud Vie-
wdata operation so that you can get
online to Micronet, which occupies a
considerable chunk of British Tele-
com's Prestel information service.
You also need a computer, a tele-
phone and of course an account
number valid for either Prestel or
Micronet — apart from telephone
charges (usually at the local rate),
playing Shades costs either Bp a
minute or 1.62p a minute depending
on whether you're a mere Prestel sub-
scriber or have taken the sensible
route for any home-micro-owner, and
are entitted to the cheaper rate
because you are a Micronet sub-
scriber.

Up to eight people can play in one
Shades game, and up 1o eight games
can be run by the system at any one
time. Entering a game with your spec-
lally assumed Shades persona, the
aim is to wander around the land col-
lecting treasure (for deposit with a
mad king) and interacting with the
other players, known as Shadists.
Paoints are built up and added to your
persona's character in a number of
ways — killing other players numbers
amongst them.

The games reset every so often, so
if all the other players have nabbed
the available treasure it won't be long
bafore you get a chance of collecting
some yourself. Points are added to
the score associated with a player's

na and are transferred with
characters from game to game. The
ultimate ambition of any self-respect-
ing player is to advance from the start-
ing rank of Novice to Wizard or Witch
— Shaces is an equal opportunities
game, with separate rankings for male
and female players, who progress up
the ranks from novice, to Innocent
{male) or Pure (female) and a host of
others until they reach the pinnacle of
success. The stamina, strength and
spell-casting ability of a player's per-
sona increases as play progresses
and points are earmed.

The range of commands available
is remarkably large — for instance
there are over 40 ways of interacting
with another Shadist on-line. And
players ‘socialise’ during a game ina
neutral zone — the pub known as The
Talking Shoppe where fighting isn't
allowed.

If the idea of playing Shades app-
gals to you, but you lack the modem,
Micronet might be able to come to the
rescue. They're uﬁarinr% a couple of
modems, together with a Micronet
subscription and 25 hours free play
on Shades to two winners of this com-
petition. All you have to do is answer
the four questions we've set, com-
plete the tiebreaker (in an interastingly
original way) in 15 words or less and
post "FI?I']EUT entz to Re-Shades Competi-
tion, MACHINE, PO Box 10,
Ludiow, Shropshire SY8 1DB ‘o amive
before 19 December.

SHADISTIC QUESTIONS

What does MUG stand for?
What do SHADES players call them-

selves?

What is the pub in SHADES called
4) SHADES players start as novices -

what is the next level?

Our standard competition rules apply,

check out the masthead if you're in any
doubt.

N=

}_ COMPETITION

Due to a touch of over-zelous hacking on the part of our Art Department, last issue's SHADES compet-
ition had a little something missing - information relevant to the answers was mistakenly dropped out.
As a result not all questions could be answered. Apologies all round. To make up, we are nothing if not
fair (we also have two modems cluttering up the office), we proudly present the full, un-abridged ver-
sion of the SHADES Competition . . .

- 1 ATV ) b;ﬂ EP' Y2 YY)
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We're giving away two of these
fabulous packages worth over £2 50!

A Pace LINNET auto-dial, auto-
answer intelligent modem.
Plug this into your computer,
connect it up to the phone line
and the world of online com-
munications becomes your
oyster.

TOGETHER WITH |

EAR’S FREE e
ONE YEAR'S B0 MICRONET

Connecting your computer to the vast broadcasting them to the Micronet world
information store provided by Micronet  at large. News, reviews, and downloada-
gives access to on-line, interactive ble software are all available to the casual
games — including SHADES and the browser, while special areas of The Net,
multi-user space strategy game STAR-  as Micronet is known to its users, are
NET. There are interactive CHATLINEs given owver 1o machine-specific
where Micronet subscribers can con-  databases where you can find all the
verse with one another by typing mes-  latest information relevant to your micro.
sages on their computer keyboard and

PDLTS 25 Heurs of free sdusntuing
j in the land of SHADES

b o

A W N

| want to play SHADES DEBCAUSE .........ccooimmmmiamminssasnssssmmnsissinns

Sond your entry to SHADES COMPETITION, THE GAM AES MACHINE,
PO Box 10, Ludlow, Shropshire sys1DB
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THE ADVERTISING

GAME

Between a third to a half of any computer
magazine is taken up by advertising. But who
produces these masterpieces of hype, and
how? To find out more, Nik Wild and Oliver Frey
spoke to Stephen Blower, the man behind the
Ocean and Imagine adverts.

It is with brash and colourful designs and illustrations that
Britain's software houses do their best to convince the public
that their games must be bought. The ads are the public face of
a software house and can make or break its image. They can be
great, they can be bad, and we usually take them for granted.

ut for Stephen Blower they are

his entire working life. ‘My job is

to create Ocean's image in an

axciting and up-market way,

and to keep it well in sight above
the hubble bubble of the rest of the
industry’s advertising.’

Sitting at his work table in one of
two smallish offices that make up
Ocean's art department, Stephen
seems rather quiet and mild
compared to the youthful exuberance
of his ad creations. But there is a
boyish sense of humour there to
accompany tha professional
efficiency. And he and his team of
three need both to get through the
workload a large company like Ocean
generates.

‘It's early October, and we're
already into the run-up to Christmas.
We've got eleven naw ads to prepare
this month alone, and on top of that
there's posters and other point-of-
sale material for the shops, which
Christmas demands. So much extra,
there just doesn't seem to be the time
to get round to doing it all.’

Due to the nature of magazine
schedules, Steve and his team have
to work well in advance of the timea
readers get to see the results of their
efforts. Ads for a December issue ofa
computer magazine have to be
completed and with the printer mid-
to late-October; the printer takes
about a week to finish his job, and then
it takes distribution another week to
get the magazine into the shops:
garly- to mid-November for a
December issue, depending on
publication date.

STORY TO PICTURE

Add to this the fact that Steve is the
very first in line on announcing a new
game, then you get to see the
problems: the game idea is there, a
possible release date is mooted; but
often only the roughest graphic
elements of the software exist, from
which packaging and advertising art
must be developed. So in a sense he

has to be the blind leading the slightly
sighted towards a complete ad
concept.

Taking the game’s storyline he has
to decide what sort of illustration is
required to best sell it, and what sort
of design will suit it. Paintings are
obviously far removed in look from
actual computer graphics, but they
have to be exciting in their own right
or they will not convey the thrills to be
had from the forthcoming gameplay.
Bob Wakelin produces most of
Ocean's advertising art: 'With Bob,
you show him the game or what
material we have on it," says Steve.
'He knows what we want for the
market, and | know | can trust him to
go off and do a picture that fits.
Sometimes, if he cannot spark off the
idea, | help out by going through
books and developing arough sketch.
He'll then take it from theare.

‘| like Bob's stuff very much. Also
his initial pencil drawing is so detailed
you almost know exactly what he is
going to end up with before he starts
painting — it's almost like architecture
in a way, like a blue print.’

GETTING THE COPY

So much for the actual painting. But
obviously there are more elements to
an ad page. For one, decisions have
to be taken as to whether a game
merits a double page spread, a single
page, or a share of a page with
another game. It is down to financial
considerations: how much does the
company expect a game to sell? Not
every product can be a winner, and
experience helps in making a
decision. There is also the fact that a
game may be initially promoted with a
full page on its own and then later kept
in the public's eye a little longer by
twinning it more cost effectively with
another game that has passed its
peak selling slot in the fast-moving
world of the software market.
Whatever the decision, the fact that
Ocean publishes many games a
month means that that Steve is

““With Bob
(Wakelin), you
show him the

game, and |
know | can
trust him to go
off and do a
picture that
fits.”

constantly running the gauntiet of
magazine schaedules to keep up with
their output of new and revamped
game ads.

Given the fact that he is responsible
for the look of the publicity, it may
seem unusual that Steve Blower also
writes all the text in the ad, a task
advertising agencies have copy
writers for. But Ocean has grown in
the tight-knit way that many -of
Britain's new dynamic companies
have, where the feeling is that it is
hetter to be completely in control of all
aspects of one's creative output.
Spend less money with intermediates
and rely on a trusted team. Steve
designs the ad and feels '...the
copy has to be written so that it works
with the visual concept rather than just
be a scenario for the game, and |
position it within the illustration to
hopefully look its best.'

NO APPROVAL TIME

Given the speed he has to work at,
Steve ends wup with all the
responsibility for his output. There is
hardly ever the time to show a rough
concept to the fellow management for
approval, and even less to print proofs
(one-off copies) of the finished design:
‘There just isn't time to change
anything when we've done it, so thave
to try and make sura it's right first time.
Cbviously you get times when i
doesn't work out that way, and then
you're in trouble, but hopefully you get
things reasonably comrect when you
put them down on paper.’
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DESIGN
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An example of the problam Steve Blower faces
he adds on an overiay look when it is combined with the illustration? ‘Dynamite '
was an ad for four games timed to appear around 5 November fwo years ago.
As you can see, the text is all in black, the artist must use imagination fo 'see’
how the final colours will integrate with the background, and then - if there is
no time for colour proofs to be mads — hopa he chose well.

every day: how will the lettering

THE NEVERENDING STORY
pcaan's advert for The Neverend-

game Ocean
wanted to tie-in with the film's
paster image (see John Gilbart's
article on licansing in this issus,
jpage 112), and so Steve had to

its own, though, that would have
been boring, so he made up a mon-
tage of images, including seveval
screens taken from the game itself.

Picture One i
The montage is built up on a board. I L]
The poster forms the background,
right down through the centra,
including the white dragon, to the "
mountain and the rocks around it, S
But the figure at the top right has A=
been cut up from eisewhere in the EadE)
postar and repositionad fo make B
the composition look more
interesting. The five screen shols
are also cut and pasted into posi-
tion, and then at the base, Steve

licity still, Naturally, all these rag-
ged cut edges will show up, and the
whaole thing has a rough-and-ready
look about it . ,

A recent job he did typifies the sort
of problems Steve can be faced with.
Ocean decided to put out a
compilation of sports games, some of
their own and some to be from other
software houses. A title was decided
on, Game, Set And Match, and Steve
designed a logo and airbrushed it one
aftermoon. Before all the games were
signed up an ad was urgently required
for abroad. Only having Ocean and
Imagine’s own titles to work on, a
compilation ad was designed using
the old packaging artwork and sent
off.

Obwiously this version could only be
a stop-gap and unfair to the other
software houses' contributions,
showing only Ocean product as it did.
So, the moment the list of games to be

Picture Two
For the naxt stage of preparation,
Steve positions a sheet of clear
acetate over the moniage and then
airbrushes black over the area,
carefully avoiding the central

images which he wants to show
through. Here we show just the
overlay. For mora effect, Stave
adds some pale clouds at the top;
and to help the mountain blend into
the mono publicity still, he adds
some giow around the shape, and |
leading down in rays towards the
small figure seatad af the botftom.,

A DESIGN FOR LIFE

Stephen Blower is 37. Southport Art College and Liverpool Art College
(Fine Art) were followed by eight years of advertising agency work where
he rose to studio manager and then art director. He became self-em ployed
for three years, during which time he met David Lawson and Mark Butler
when they asked him to design a logo for their new company: It would be
called Imagine — The Name Of The Game. Before long he was designing
and illustrating everything for them and joined the company in 1982.

He left Imagine two years later, before it went into receivership, and
became freelance again. Twelve months on he was asked to join Ocean as
its art director, to find that an old logo design of his joined him when Ocean
purchased and relaunched the Imagine label.

Stephen Blower is now a company director of Ocean.

this panel is from a piece of artwork Steve did to be
ot Mmmﬂmmmwm.m“ﬂumm
masks) over 8 'pixel’ grid. In the event, only a fraction of the back-
ground was used — a common enough happenstance in a commercial

used in

artist's life.
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DESIGN

“There just
isn’t time to
change any-
thing when
we’ve done it,
s0 | have to try
and make sure
it's right first
time.”

Picture Three
Here you can see how the two
layers relate to each other.

Picture Four

How the rasult combines to creale
an atmospheric and highly
polished finish. Al that needs to be
added on another overiay are the
text elemeants. The ad appeared in
many magazinas in this form,
although the two screen shots on
the top overlay were added to later
varsions to give more impact as it
was felt the original varsion wasn'f
plugging the game's screan
appearance enough.

‘“We’ve got ele-
ven new ads to
prepare this
month
alone ...
there just
doesn’t seem
to be the time
to get round to
doing it all.”

included was fixed, Steve
commissionad a painting depicting
the various sports representad which
would also allow the addition of his
Game, Set And Match logo. The
illustration was falt to look a little loose
and not strong enough, so when the
finished page design was sent off to
the repro housa that would produce
the colour separations for printing,
instructions were given to artificially
add a mezzotint effect to it. Also, a
green and white grid background and
a picture of Daley Thompson were
added to complete the design, which
you can see in the packaging which
appears in the ad on page 123 of this
IS5Ue.

IMAGINE

Part of any designer's job when he or
she works on anything to be printed is
to imagine a lot of things: given a
finishad painting to start off with: what
will the lettering that you add
saparately look like? How will the
colour you have instructed the repro
house to make the lettering work with
the illustration when the two are
combined (your typesetting text was
only black in its original form)? Will
that game logo design stand out like a
sore thumb? And so on. So many
elements of a printed page are put
together mechanically by specialist
outside sub-contractors, that to see
the finished thing in the magazines is
often a surprise — hopefully pleasant|

In the case of Game, Sef And
Maitch, Steve was not wholly satisfied,
and the ad has since undergone more
changes, but there is never much time
to worry about upsets like this, if next
day he finds himselt immersed in
producing a 16-page brochure for the
PCW Show which is required
yesterday, and which he won't see
complete until its delivery on the
stand! The worry of what that will look
like has taken over

Does he ever lose his cool? ‘Well,
the pressure sometimes gets a bit
much. You know, where at the end of
the week you go out for a pint with
your mates — and find you just can't
talk to them because you're still
mentally in the office, spaced-out
somewhere. I'm like that, but i
doesn't happen too often.’

Picture Five

The advertisemant for The
Neverending Story as it was
printed in CRASH Magazine
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SEvER D1

Vi1 SPORTS PACK ST

AVAILABLE FOR
AMSTRAD
COMMODORE
SPECTRUM
SPECTRUM + 3

CASSETTE

£12.95

DISK

£17.95

FROM YOUR LOCAL
SOFTWARE DEALER NOW!

WEIGHT LIFTING - - PFING-FORNG - FI
OWING - PEMALTIES - SKI JUMP - TUG OF WAR - TEMHIS - BASEBALL - BOXING - SQUASH - SHOOKER/POODL

bndrwwe Lemsted  Oloean Howse & Central Street - Manchester - M2 5MNS - Telephone 061 B32 6631 Telex 669977 Oceans |




Introducing four pages of great mail order

shopping for your home entertainment. All the
software you could want, plus joysticks, con-
soles and clothing make this a selection worth

browsing through! Check out our special

offers for those extra savings and remember,

all prices include VAT and postage & packing.
Order now in time for Christmas!

Ten great games for the Spectrum 48K, CBM 64
and Amstrad

KIDSPLAY

Fancy getting the likes of Xeno,
Deactivators, Monty On The
Run, Starion, and six more
classic games in one brill Back
Pack compilation, and feel

you're also helping others?

.99 — £3 OFF the normal
£9.99 price! Cassette only.

All proceeds go to the
NSPCC/RSSPCC

Then grab this oppartunity at
our great discount offer of only

THE NOT TRIVIAL TRIVIAL PURSUIT
CHRISTMAS HALF PRICE OFFER

Join in on the fun & 's
having with Domark's Trivial
Pursuit with this pursuable
deal:

Buy a copy of the Trivial Pur-
suit start-up ‘Genus' cassette
(Spectrum, CBM 64,Amstrad,
BBC) at £14.985 and get both
add-on packs of questions
FREE - Save £15.90!

if you already own the TP

COLOURFUL GAMES MACHINE T-SHIRTS
£5.50

Full colour logo on white, and
available in two sizes:Medium

Genus Edition — then buy both  Amstrad PCW 8256 Disk

add-on packs for€7.95: Asav-  Atari 8-bit Disk

ing of £7.95! All normally £19.95 -NOW

et other versions of TP £9.95!

Genus — Cassette or Disk — at Atari B-bit cassette down from

HALFthe normal price—saving £14.95 10E7.45

up to £12.451 IBM Disk halved from £24.95

Atari ST Disk to£12.45
Aspaodufﬁgh,game T T
for your Atari ST and Amiga! Krsnfﬁﬁ :
EXTENSOR |
Diamond Games

You are invited to compete in \
the new Olympic Games in the
deserts of Mars. But they've
gone and added a deadly new
discipline:Extensor!
Race your Videodrome against
Your opponent and ensnare
him with the solid wall of
v you trail behind you.

| | Quick reactions only for this

one — or you're dead!
Normally £14.95 - NOW £6.95

mpmmmm

m“ made Ipndd'ly for your
Wt mwwumaﬁmm mm“

around. m% 'ﬁu‘u m

wmmmw £15.00
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STICK IT ON DISK

Slipped a disk? Then stock up with THE GAMES MACHINE!
CBM 64/128

Blank 5.25" single sided S5/DD 48 TPl box of 10 disks £6.80
Blank 5.25" double sided DS/DD box of 10 disks £7.50

ATARI ST/APRICOT
Blank 3.5" single sided 55 135 TP box of 10 disks £14.00
Blank 3.5" double sided DS 135 TP box of 10 disks £15.60

AMSTRAD
3" blank CF2 Amsoft box of ten disks £28.30

IBM PC/AT
5.25" biank HD 1.6 MB box of ten disks £18.50

Store ‘em in very own lockable Disk Storage Boxes

E’% 100L, which will look after up to one hundred 5.25 " disks —only
AMS 20L, which takes 20x3" disks in cases - £9.50

MD 70L, which stores up to 70x3.5" disks — £9.50

JOYSTICKS GALORE

Don't let those aliens get at you — tool up with a brand
new joystick from our selection to suit all needs

KONIX
SPEEDKING

The joystick that actually
fits your hand, with a fire
button angled for your
trigger finger to ensure
accurate high-spesed
action. Solid steal break-
proof shaft with neat
clicking sound for every
precision move you
make.

Normal price £11.99 - OUR PRICE £10.99

TERMINATOR

Built like a hand grenade
and just as lethal in action,
this totally new Danish
design packs top quality
micro switches for top-
notch control and kool
high-scores.

Normally £19.95 — TGM PRICE £14.95!

Two winners from Euromax . . .

EUROMAX
PROFESSIONAL
STANDARD

High durability, rapid
response and ultra sensi-
tive movement accuracy
from this advanced
ergonomic design.|deal
for left or right hand play.
1.5m cord

£15.95

EUROMAX
PROFESSIONAL
AUTOFIRE

All the quality of the stan-
dard, with the added
bonus of the Auto Fire
Option for when the going
ts tough!
18.95

For Amstrad owners

EUROMAX JOYSTICK
AUTOFIRE INTERFACE

Specially made for the
Amstrad 464, 664 and
6128, this interface pre-
vents continuous use of
Autofire Joysticks caus-
ing equipment malfunc-
bon.

£5.95

New from Euromax . . .

MICRO-HANDLER
MULTI-FUNCTION
JOYSTICK

An array of features to get
those trigger fingers
twitching: extra-sensitive
microswitch-action stick,
two integrated paddies,
continuously adjustable
autofire, extra large fire
buttons and a solid metal
casing with rubber suc-
tion cups for added grip.
Comes complete with an
extra long cord for ulti-
mate ease of play. Be a
winner with the Micro-
Handier!

£24.95

Score like a pro with Dynamics!

COMPETITION
PRO 5000 (Normal)

Features arcade quality
microswitches, dual fire
buttons, robust steal
shaft and rubber return
for smooth control and
longer life. Extra long
1.5m cord.

MNormally £14.95 - TGM
Price £13.50

COMPETITION
PRO 5000 (Clear)

The designer joystick has
arrived! All the features of
the Normal PRO 5000 but
with the added thrill of its
unique sea-through cas-
ing which offers atantalis-
ing peek at the hi-tech
innards.

Mormal price £15.95 -
Our price £14.00

Ultimate cursor control wiz zee

EUROMAX
WIZ CARD

This neat little box of
tricks offers two fire but-
tons and left or right hand
8-way directional control
through hypersensitive
graphite contacts with
minimised moving parts
for added durability.
£4.95

PLEASENOTE: JOYSTICKS AND DISKS ONLY AVAILA-
BLE IN UK AND EIRE!

——
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Interactive Video Entertainment with

THE SEGA MASTERSYSTEM

Put an arcade machine in your Ihring room with this great new
extra to your exsisting computer. It's the ideal gift for yourself
or a friend, and the collection of games cartridges is growing
steadily!

Sega Master System: The complete and ready to use system. All

you need is a TV. Package includes games console (to run card or

cartridge, a free copy of the hit arcade game Hang On, 2 control

pads, a TV aerial fixture to let you watch TV even whenthe console's

still connected and a 3-pin plug already fitted. Plus a built-in mystery
ame!

%i!ﬂ!

SegalLight Phaser: Take aim and fire at your target with eaze and

accuracy. Comes with free game, Marksman Shooting/Trap Shoot-
ing.

£44.95

3-D VISOR GLASSES

Glasses plug into the card port — and you get extra realism when
playing the special 3-D games!

£39.95
World Grand Prix

AND THE GAMES }\or iand
CARTRIDGES! TaaeNe
Mega Cartridges - all at Pro Wrestling
£19.95 Waonder Boy

; Cuartet
Choplifter Fantasy Zone

Enduro Racer

FERA uasTes SYSTEM, Frower Hass

Alex Kidd in Miracle World
Zillion
Secret Command

Sega Cards - all at £14,95

Super Tennis
F-16 Fighter
Ghost House
TransBot
My Hero

Two-Mega Cartridges with
twice the power - all at
£24.95

Space Harrier

Rocky
Outrun:

Mega Cartridges for the
Light Phaser at £19.95 each

Shooting Gallery

Gangster Town

3-D Games (only for use with
glasses) - £24.95 each

Missile Defense 3-D

Enjoy the amazing 52 colour graphics and arcade quality sound
nfu;.;g‘r:?tmmmﬁuthnpmakmﬂmln-npm
ma

Mintendo brings you the control deck, mains transformer, two hand
controls, and one free Super Mario Bros Game Pak —only £99.99]

Super Nintendo Delux also gives you the amazing Zapper Gun,
which lets you shoot moving targets on screen fromup to 16ft, and
your very own Robotic Operating Buddy (R.O.B), plus two free
gasmes, Gyromite and Duck Hunt. All for £158.99

Or choose to complete your set in stages:
per Gun at £19.99
R.O.B. at £44.99

And now for a selection of games
Wrecking Crew £28.50

Excite Bike £2B8.50

Mach Rider £28.50

Golf £19.99

Soccer £19.99

Kung Fu £19.99

Urban Champion £19.98

Super Mario £19.99

Donkey Kong £19.50

Popeye £19

Zaxxon 3-D
Enter the world of Zapper Gun Games Gum Shoe £28.50
NINTENDO HOME E'hfl-lllcth'-u:ﬁn:ﬂan £28.50 R.0.B. only Games
¥ on
ENTERTAINMENT SYSTEM Hogans Alley £28.50 Stack Up £31.50

Please note that Games Consoles and Cartridges are only avail-
able for the UK. Also, cartridges are NOT included in our Special
Software Discount Offer elsewhere on these pages!
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SHOPPING

THEf:MI!dE GA CHOICE:

list, ywmmz gamereleased g;mﬂ;s

Jf:’a{:;;oﬂwaremfm todate onanyofthe

SPECTRUN 48K/128K COMMODORE C64/C128

,;}Ms TRAD CPC, MSX I, ATARI ST, AMIGA, IBM PC/
DRILLER (INCENTIVE) RULES:

OUR OFFER PRICES ARE VALID FOR ANY
QUEDEX (THALALS GAMES AN NGLUDE POSTAGE AND
BARBARIAN (PSYGNOSIS) %umémfﬁmm 1;;5
DARK SCEPTRE [FIREBIRD) 4
JACK THE NIPPER Il (GREMLIN GRAPHICS) | | Sp e ORDER COUPON, THENADDTHEM
FREDDY HARDEST (IMAGINE] ORDERS FOR TITLES WHICH ARE NO
RENEGADE (IMAGINE] RN e e
CHUCK YEAGER'S AFS[ELECTRONIC ARTS) YOU WILL BE REGULARLY NOTIFIED OF
THE LURKING HORROR (INFOCOM)| ANY DELAYS CAUSED BY LATE RELEASES
THUNDERCATS fEL HE} REMEMBER: USE THE CORRECT RECOM-

MENDED RETAIL PR EN LOOK,
THROUGH THE TRAPDOOR (PIRANHA] | | hrices IN OUR SPECIAL OFFER PRICE TABLE
AT e Uty
TRACKER (RAINBIRD) TRIDGE) REQUIRED - cgu;? MAIL ORDER DEPART-
MANIAC MANSION (LUCASFILM/US GOLD) MENT IS NOT CLAIRVOYANT (YET)!

BUDGET RANGE

ORDER FOUR GAMES IN THE £1.99 RANGE
AND PAY FOR THREE [£€5.97 PAYMENT
TOTAL) - A SAVING OF £1.99!

ORDER FOUR GAMES IN THE £2.99 RANGE
AND PAY FOR THREE [£€8.97 PAYMENT
TOTAL) - A SAVING OF £2.99!

JUST FILL IN THE NAME AND PUBLISHER OF THE
FOUR GAMES REQUIRED AND THE PAYMENT
TOTAL OF £5.97/€8.97 (DON'T USE THE OFFER
PRICE TABLE]

MASSIVE DISCOUNTS
AT YOUR FINGERTIPS!

INSTRUCTIONS:

Wirite required game(s) on aroer Nist

Check in review or ad for correct recommended
retall price (RRP)

Look up special offer price and write on order form
Don't forget to fill in boxes indicating computer
format and media type!

Add up Iotal and enclose chegue or postal order
or altematively use ACCESS/VISA facility
(Don't forget to indicate the Expiry Date!)
REMEMBER: Incomplete order forms will be
returned, so don't forget formal, media, shirt size,
Expiry Date efc . . |

Please ring (0584) 5620 If in doubt!

PRICES VALID FOR
UK/EIRE/EUROPE ONLY
FOR OVERSEAS ORDERS
PLEASE ADD £2.00
PER ITEM FOR AIR MAIL

DELIVERY

TGM TX DATE:12-87127/148



COMPETITION

The Special Software Discount Offer Prices do not apply to
software bargains highlighted in the previous pages, nor do
they include Console Cartridges, blank disks or any hardware
listed.

9 50 S N e S i el

ITEM

SIZE

QTY  |PRICE

PHASORS

ONSTUN

WIN A BRITANNIA HAND-HELD

JOYSTICK

Hand held joysticks seem tobe all
the rage of late, the ability to jump
about while blasting marauding
aliens and not having to rely on
rubber suction feet for a stable
sprite controller are definite
advantages to shoot-'em-up
addicts. The introduction of micro-
switches also aids the quest for
ultimate dexterity as they allow
pixel perfect accuracy and
positiva directional movements for
the more exacting style of game.
Britannia Software Ltd have
produced a hand-held joystick,
complete with micro-switches, to
meet the demands of modern
computer games. Going by the
name of Phasor One, this stick is
ergonomically designed, robust,
comfortable to hold and very
accurateto use, and now courtesy
of Britannia Software and THE
GAMES MACHINE, here is your
chance to become the proud
owner of one of thesea joysticks.
We have 20 Phasor Ones to
give away, and all you haveodoto
enter the competition is answer
the five questions set out here.

Mame ...
e g AR e e e e e A e ¥ RO U R A, ST S

COMPUTER

PORIODERR. .......occoconinniiuniuinatine b

TOTAL

PLEASE DEBIT MY VISA/ACCESS ACCOUNT E

| wish to pay by Visa/Access (delete as applicable)

Signature

Expiry Date

Pisase Charge My Account No:

|

|

SEND THIS FORM TO

: TGM SHOPPING, PO BOX 20, LUDLOW,

SHROPSHIRE SY8 1DB
! Please note that Hardware, Consoles and

 Cartridges are available in the UK only

L--—---—----------------------
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Send your entries on a postcard or
the back of sealed envelope to
PHASOR COMPETITION, THE
GAMES MACHINE, PO BOX 10,
LUDLOW, SHROPSHIRE SY8
1DB, and don't forget your name
and address. All entries must
reachus by 18 December. The first
20 correct entries pulled out ofthe
bag will win their senders a
Britannia Phasor One joystick.

Our standard competition rules
apply, check out the masthead if
you are in any doubt.

1) Whatisthe hero's nameinthe
Psygnosis graphic adventure
Barbarian?

2) Who wrote the music for the
Elite Systems game,
Thundercats?

3) Who wrote the original comic
strip stories for Passeangers
On The Wind?

4) In which town is the Konami
release Vampire Killer set?

B) Inwhat country does indiana
Jones And The Templa Of
Doom take place?
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S)|fITCH INPUTS - AS EASY

No longer do you have to
delve into a mass of leads to switch
from one TV input source to another, instead you can select
and reselect your input - at the push of a button!

Qur unique 3-2-1 Aerial Swilch allows you the choice of three
different signal sources, plus the normal aerial socket. You can
choose to switch from your TV aerial to video recorder,
computer, video game, cable and saftelite converter, instantly,
Itis even possible to use the unit in reverse mode and feed up
to three TV's from one input source. It's as easy as 1-2-3!

The switch is manufactured in the U K. to high specifications.
Itincludes gold plated swilch contacts which ensure very low
signal loss and a high degree of isolation between adjacent
inputs. It is even guaranteed for 5 years

Order your unit today by filling in the coupon below or ringing
us on 0686 24508 for immediate despatch

To: Cambnian Distribulors, Newlown, Powys SY 16 4LF Gm/Dl
Please send me| | 3-2-1 Aerial Swilches (@ £4.99 each (inc. p&p)

Fayment by Cheque/Postal Ordes, or please debit my Access/Visa card r
for €

':-::rd Mo, ... Expiry date I

]_G”-EHUTE ; A,

VIDEO SENDER
NEW TECHOLOGY

Watch Video Recorder/Computer/Satellite TV on any set
in your home — VIDEO SENDER transmits to any number
of TV'S in your home, no wires, simple to install. Smaller
than a Video Cassette. 2
PHOENIX COMMUNICATION

31 NIGHTINGALE LANE, FELTWELL
NORFOLK IP26 4AR
Tel: 0842 - 827267
Send Cheque/PO
for £33.50 (inc P&P)

TELE-GAMES

Europe’s Largest Stock Of Video Games & Cartridges For —
A\ S s
i b
ATARI
. _ 2600
INUEWWNSTON]

IN STOCK NOW

SEGA

WICO JOYSTICKS FOR NINTENDO IN STOCK NOW
The leading Video game specialisis. Send for lists (state make of game)
TELEGAMES, WIGSTON, LEICESTER, LES 1TE (0533-880445)

YOUR MICRO
DESERVES THE BEST

When your home or busingss mic osts sevaeral hundreds

repair facilities in Euro

and, most important, guaranteed refiabilit -,;
For the next three, at half these quoted pric

EUROPE’S LEADING

COMPUTER REPAIR CENTRE

ALI. TIIAI‘JE

of pounds T ‘E“:t’ ves the | Hﬂb’

pe. And the T-'“F"E-T rnces — &5 off trade rates for a limited penod only

* How'’ At Verran we use our own range of advanced automatic test equipment (now sold

worldwide), backed by stringent 2-8 hours soak-rack testing. That means speed, ultra-low prices

For the first three months we'll repair any fault free
* |t's the finest service available

]
OFF

.l' \

and packing on all companent

HOW TO CONTACT US

# For guotes on compuiers not hsted
or an any component telephone
0276 66266, (Quoting GAM/127)

* To send us your micro for repaic
mail it securely packed.
accompanied by cheque. postal
order (made out to Verran Micro
Maintenance Limited) or quote your
Access or Barclaycard number

* And 1o obtain your special

AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS
SPECTRUM SPARES COMMODORE SPARES
380 e G510 Processor 12,0k orders.
R €30 geax i 12.00
'F-'_l:'-'r-,f’;' ioy E581sd $Chip 15.00

i =~ 901275 Graptec ROM 1000
ROM 700 561236 Basc ROM 10.00
4116 RAMS 73 901227 Kernal ROM 1500
7% 630 40 906114 House Mesper 10.00
I 213 40 BSER - VIC 1850

& " i

Keyboard Membrane ;ii:f';':;hr:fmnﬁ o
Spectrum 100 CE4 1950
Specirum Pl 500 Ci6 15 00
QL S.0u All the abowve prices nclude VAT but
Meta Templates 300 please enclose a further £150 post

discount guote GAM/ LZ7.

-

_ Merry Christmas from all of us at “Verran "

| / i Verran Micro-Maintenance Limited, Unit 2H & 2J, Albany Park, Frimley Recommended and Approved by
erran Road, Camberley, Surrey GULS 2PL Telephone 0276 66266 AMSTRAD . MCLAIR " £

ACORN 5l

.
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CAMERA... ACTION!... ENTER THE SLAPSTICK WORLD OF SILENT MOVIES!

tiention all you budding film directors! Here's s your opportunity to become a Direct the crazy an antics of Charlie as he performs stunts and plays the fool with

movic mogul directing none other than the the rest of the casL Replay each scene in the editing suile;
legendary Charlie Chaplin! *** but be warned—a reshoot will be costly and you

backdrops. Then it's
SCENE ONE—TAKE ONE... 4
CAMERA... ACTION!

(]’\ruﬁnua

‘kl I

EEH 64/128 | £9.99 Cassette £14.99 Disk  *

Spectrum 48K £8.99 Cassette

Amstrad CPC | £9.99 Cassette £14.99 Disk

Atari ST £19.99 Disk
R 1

£24.99 Dulh



PREVIEW

THE CGOLOUR

The Hunt For Red October, a new submarine
warfare simulation from ARGUS is nearing
completion. Here’s a taster of what to expect
from the Atari ST version AND a chance not only
to win a copy of the game, but also an all-
expenses day out to visit HMS BELFAST in

London.

Red October - Russia's most
advanced missile submarine, with the
on-board capability to destroy 200
cities, is about to defect to the USA.
The scenario is taken from the huge
best-seller novel written by Tom
Clancy

Taking control of Red October and
its 113-man crew, the task ahead is
perilous, especially when the Russian
Mavy has other plans for the
submarine — they built it and know its
strengths and waaknesses

Hot on your trail is the Russian navy
in its hunter ships. If the warning alarm
sounds then you have been detected
- gither go full steam ahead and make
a belt for it, or turn and fire a salvo of
up to four torpedos at the enemy
above, either guiding them manually
or under sonar control. Alternatively, if
you feel like being violent right from
the outset you can give chasa to your
pursuers using the hunt and attack
systems and eliminating them before
they find you.

Argus's new submarine warfare simulation brings you the challenge of the high
seas. The screen shows the main display window from the Atari ST version

You play the submarine's
commander. Navigating with the aid
of a seabed contour map, you also
gain an overall picture of the Atlantic
showing Red October's position in
ralation to both the US Mavy fleet and
the Russian fleet. Movement of the
fleet can only be watched when
surfaced and radio transmissions
ntercepted. Also, when surfaced
reépairs are undertaken automatically;
but then you are risking detection, so
it is worthwhile to use the periscope
before actually surfacing

Orders to the crew are controlled
simply through the mouse or joystick
Reports are given back to you on the
effectiveness of your decisions
through a scrolling message. The
same panel doubles for incoming
messages on the bridge.

The Hunt For Red October is soon
to be available for the Atari ST, Amiga,
IBM PC (£24.95), Commodore 64/
128, Spectrum 48/128 and Amstrad
CPC (£14.95 cassetta).

The four ships of the Russian fleet

Win a visitto H
FOR RED OCTO

Competition ahoy! Thar she blows!
Off the starboard bow! Secure the
deck! And loads of other interest-
ingly nautical terms like: get your
anchor up for some seafaring ques-
tions!

Get them all ship-shape and Bris-
tol fashion and you could win your-
self an all-expenses (water and
salted biscuits thrown in too) paid
trip to the old port of London to visit
the famous World War ll carrier ship
HMS Belfast courtesy of Argus
Press Software (plus a copy of The
Hunt For Red October). Argus let us
down a bit on this one, but try as
they might, they couldn't persuade
the Russian Mavy to let us roam
over Red October hersell. How-




COMPETITION

S BELFAST |
2ED OCTOBER!

} Belfast and a copy of the new game THE HUNT|

ever, if you happen to be nautically 3) What tmdmﬂnal mmmm
minded and interested in warships, suffer from dw !n_lu:huf Vitamin :
The Imperial War Museum's HMS c? _ ) >
Belfast, with seven accessable 4) Whereis thﬂﬁmnﬂh nhip? . %
decks is a fascinating experience. 5} Whare wudd you ind a:ﬂhmnl s
That's an admiral first prize, and ling?. — - a-
the next ten under-seadogs will
each receive a copy of The Hunt For
Red October on a machine of their
choice. To be in with a chance of
winning, answer the five questions
below and send the answers
with your name and
address, on a postcard or the back
of a sealed envelope to: RED OCT-
OBER COMPETITION, THE GAMES F o
MACHINE, PO Box 10, Ludiow, :
SYa8 1DB, to arrive no T
later than 19 December. . e

1) What was the name of Captain
Memo's submaring in 20,000
League Under The Sea by Jules Our standard competition rules
Verna? apply, if you're in any doubt check

2) Which side of a ship is larbord? the masthead.
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Super
playabilty. 0%

only.

pest selling
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classic D‘amrm

game.
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ALL CODEMASTERS GAMES £1.99, ORDER YOUR BUDGET GAMES TH
EASY WAY — THROUGH THE GAMES MACHINE MAIL ORDER!

You can order any of these great value Codemasters games on this coupon for only £1.99
each, and thatincludes VAT and P + P (Sorry, UK offer only). Just list the titles and fill out the
rest. Cheques or Postal Orders only please, payable to Newsfield Ltd

R o e i e b ] PR ECRCI L k "
T i e e v AR ) T e o S St et fi
T o i e L PP T e, S TR s nnany s R :
I e R TR U e o e e AdOrass ...........oconii e e e

lam ordering| | Codemasters games at CODEMASTERS OFFER, THE
£1.99 each, therefore | enclose paymen GAMES MACHINE, PO BOX 20,
O orsssssssssssssssssssssssessssesennseenes LUDLOW, SHROPSHIRE SY8 1DB

¥ our order will I apaichad S8 5000 B possiblie, bul phease BIow i 1 28 duys for deiveny




Ladies and Gentlemen, with the next issue
(Three — on sale 21 January 1988) THE GAMES
MACHINE goes monthly. It goes without saying,
therefore, that the Subscription Department is
now officially open. And to kick off with, here’s
a neat FREE gift for everyone who sub-
scribes . ..

Pg ssue One of THE GAMES MACHINE, which went on sale
| just before the PCW Show, has been a huge success. The
" policy had always been to produce two or three bi-monthly
issues to see how popular the magazine would be with
readers. Well there's no need to wait, we have been so
encouraged that this is the last bi-monthly issue — THE GAMES
MACHINE goes monthly straight away!

Just in case reading Issue Two of THE THE GAMES MACHINE is multi-
GAMES MACHIMNE hasn'tgivenyoua format, covering all popular 8- and
clear idea of what the magazine is 16-bit micros, with a strong emphasis
about, here is a brief run down on on up to date reviews, giving ratings
what to expect from Britain's newest for each format, rather than the more
multi-user computer entertainment common ‘lumped-in’ rating system of
magazine. other magazines.

Leading articles on people in both And then there's the future. THE
the foreground and background of GAMES MACHINE looks forward to
games software; articles on topics of the development of new
central concern to the growth of technologies, and the convergance of
. computer entertainment, such as existing ones which create a new
| computer nasties and censorship; home entertainment area, suchas CD
| features on the practical and ROM and Interactive Video.
| enjoyable use of your computer such And that’s every month from Issue
as art, music and writing. Three onwards!

“ . ..reviews
give ratings for
each format,
rather than the
more common
‘lumped-in’
rating system
of other
magazines.”
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SUBSCRIPTIONS

RIPTIONS

SUBSCRIBE FOR 12 s sascarmosroms
ISSUES NOW, AND GET

ROMAX CONTROLLER

ABSOLUTELY FREE!

A normal subscription to THE GAMES
MACHINE costs £18 for 12 issues
(post included) in the UK and £25 for
abroad (Continental post and
Overseas sea mail included). But
using the form below, you can receive
a Euromax Wizcard (worth £4.95)
free as part of the full subscription
price. The main advantage, apart from
the free gift, is that you will never miss
an issue of THE GAMES MACHINE,
and as each subscriber gets sent their
copy direct from the printers, you
should receive yours each month
ahead of its appearance in the shops
{subject to normal postal conditions).

Euromanx are internationally
renowned for their large range of

joysticks and controllers, and the
Wizcard is one of the neatest.
Measuring a mere twelve centimetres
by six, and only 15 millimetres deep, it
is an unobtrusive and easily hand-
held controller suitable for any
machine. Wizcard has a unige B-way
rocker cursor control for left- or right-
handed users. There are two trigger
buttons, and the hyper sensitive
graphite contacts ensure positive
connections, It is ergonomically
designed for comfortable use, and
with a minimum of moving parts is
sure to have good durability. it's also
guaranteed for up to six months.
MNormally £4.95, the Wizcard is free
with all subscriptions to THE GAMES
MACHINE using the form

|
|
|

1 would like to subscribe to 12 issues of THE GAMES MACHINE
‘.commencing with Issue Three (on sale 21 January 1988) at the price
of £18 (post included = UK only), or £25 (Continental Europe and
nwrsors post included), and receive my FREE Euromax Wizcard
cmtl‘ﬂlﬂl'.

....................................................................................................................

POSEOOOB ...cvousserminresssssssssisssnssannssssssssstsds e s ssstinasasnss isasarsrersssssssasassssearases
Payment must be by cheque or postal order made payable to Newsfield
Limited, or by credit card as below. Please tick the appropriate box . . .

| enclose £18.00 []1 enclose £25.00
| would like to pay by credit card.

PLEASE DEBIT MY VISA/ACCESS ACCOUNT t[

| wish to pay by Visa/Access (delate as applicable]

Signature
Please Charge My Account No:

Expiry Date

Wizcards will be tched as soon after receipt of order as possible, but
sa allow up to 28 days. Enquirias: either write to mddrm below or phone
(0584) 5852. Dffer closes on 28 February 1988,

THE GAMES MACHINE SUBSCRIPTIONS, PO
BOX 20, LUDLOW SHROPSHIRE SY8 1DB

- ———



VIDEO
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definitions have to be made. Robots are entirely mechanical or §
electronic, ngtmbwm wmﬁm 1:: a i‘mman fnrm

person. ¥
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obots and robotics systems

which reprasent genuine

current technology are very rare

in today's movies. Of the few

examples available i5
strangely, the Chuck Norris action
pictures Code of Silence (Rank Video)
in which cop Norris finally turns on the
gang of heavily-armed villains with an
armoured, weapon-carrying semi
tank, remotely controlled

Although the movie takes more
liberties with  fire-power and
sophistication, police robots do exist,
as seen in a couple of episodes of Hill
Street Blues under the command of
gung-ho Lt Howard Hunter (James
B Sikking). These should eventually
reach video libraries on Channel 5,
which is handling the series

Similarly the bomb-defusing robots
used by the British Army in Northern
Ireland found themselves updated to
a modified form in the SF story Booby
Trap (Medusa), a post-holocaust tale
where a young couple, terrorised by
mutant street gangs, devise a very
functional looking robot for revenge.
Its offensive capabilities include a few
gun barrels and a very useful testicle
crushing claw. Eek!

More feasible current robotics
came in the highly praised Australian
production Malcalm (Virgin Videa), in
which Colin Friels played the title
character, a slightly retarded and
withdrawn young man who happens
to have a genius for heath-robinson
style robots and cybernetic systems
for serving him tea in bed and opening
the mail.

Events take a twist when he takes a
young couple as lodgers after the
death of his mother, and the boyfriend
turns out to be a convicted criminal
who can see the potential for
Malcolm’s robots to perform the
perfect bank robbery.

Funny and slightly poignant by
turns, at its funding stage the movie
almost outdid the fiction of the piot
when the producer actually sent one
of the remote-controlled robots into a
potential investor's office brandishing
a gun and demanding a million
Australian dollars. The man, suitably
impressed, invested

On a more sinister level, one of the
cinema's first plausible murders by
current robot technology came in Paul
Schrader's Blue Collar (CIC Videg). A
tale of union corruption in Detroit and
starring Harvey Keitel, Yaphet Kotto
and Richard Pryor, the film features
one character who crosses the bribed
officials and is locked in the robot-
staffed paint-spraying shop,
asphyxiating as the automatic limbs
spray the steel chassis

Generally Hollywood has wanted its
robots to be in “human’ form, ie two
arms/legs/recognisable head, rather
than the more plausible forms which
will be a reality long before the
anthropomorphised versions the film
makers would like. Indeed the robots
looked so human in Sleeper (Warner
Home Video) that Woody Allen
doubled for one by donning a silver
carapace and sticking a funnel in his
mouth!

For 'realism’, designer Syd Mead,
also responsible for the visuals in
Blade Runner (Warner Home Videa),
went to Japan to study their current
and future developments in the
cybernetics line before designing
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Na. 5for John Badham's Short Circuit
ICBS/Fox Videa), an entertaining tale
in which a military attack robot 1S
struck by lightning, scrambling its
programming and turning it into a
charming, witty character. MNo. 5
escapes from the Army and ends up
n the protection of young Ally Sheedy,
as scientist Steve Guttenberg and
Fisher Stevens try to track it down
before the military can seize it back.

No. 5 is a fully practical design on a
tank-track base, and has an
extendable head with two on-board
video cameras for eyes. The special
effects crew constructed some 16
different models, each capable of a
different function, from ballroom
dancing (honestly) to doing
impressions of the Three Stooges!
Following the box-office success,
shooting is currently underway on
Short Circuit /I, with only Fisher
Stevens from the original cast.

Interestingly the design of No. 5 is

similar to that of Hector, the first of the
Demi-God" series in the I[TC
production Saturn 3 (Channe! 5), an
SF movie that deserved a far better
reception than it received.

Harvey Keitel plays a deranged
space piiot who travels to one of the
moons of Saturn on which Kirk
Douglas and Farrah Fawcett have set
up a hydroponics base. Keital brings
with him Hector, a lumbering but
highly skilled robot, controlled via a
brain implant with Keitel.

But when jealousy for Ms Fawcett
sends Keitel psychotic, it similarly
upsets Hector, who tums on his
creator — dismembering him and
crating the remains in the same
containers in which Hector was
originally packed — and then lusting
after said lady.

Design and script were both
effective, but the film suffered from
the original writer, designer and
director, John Barry, dying after a few
days shooting, to be replaced by
Stanley Donen, a director more suited
to musicals (1), and from Keitel
refusing to dub his lines In post-
production and being revoiced by Roy
Dotrice. A great pity, since the movie
shows some really effective writing
ana aeas.

Always ready to jump on a trend,
veteran exploation producer H{JQET

Corman saw the potential in a reversal

of Short Circwit and produced
Killbots, the story of a shopping mall
where the security robots go berserk
after lightning hits the main control
system. Thus the janitor and six
teenagers who have stayed behind in
a bed shop find themselves being
hunted and  kiled by the
uncontrollable mechanical guards

Released in this country as
Chopping Mall (Vestron Video), the
movie is an effective little chiller, with
enough black comedy to make it very
palatable.

Many robots in movies are of a
generally benevolent disposition,
notably the giant Gort, helping his
alien master Klaatu (Michael Rennie)
spread the word of peace to an
uncaring world in Robert Wise's The
Day The Earth Stood Still (CBS/Fox}in
1956.

Recently the cause has been given
a giant boost by the characters of
CaPoO and R2DZ in the Star Wars
trilogy = Star Wars, The Empire Strikes
Back and Return Of The Jedi (all CBS/
Fox). The personalities of these two -
Anthony Daniels being wonderfully
prissy as the fussy C3PO and Kenny
Baker, splitting screen time with a
purely radio-controlled version, in the
R2D2 shell = made them winners, and
naturals for marketing opportunities,
as can be seen in the Star Wars
merchandise, ranging from toys to
bed spreads, lunch boxes, cosmetics
and slippers.

Producer and director George
Lucas included a number of other
robot characters such as medics and
background fillers, but realised the
importance of the main robot pair,
possibly more than any other
characters, to the series

A nice Star Wars joke comes in the
SF send-up Gremloids
(Showchannel), the movie which
spawned the Lord Buckethead
character who stoocd against
Margaret Thatcher at the last General
Election. In the movie an alien
advances on an upnght cylinder
vacuum cleaner, believing it is a close
relative of R2D2 and that it carries a
recorded message from Princess
Serena.

The importance of marketing
nowadays can be easily seen in the

number of Japanese-sourced
animation series amed at the
children's market, and which are
regarded as little more than
promotional plugs for the large range
of toys and character-supported
merchandising behind them
Currently making parents part with
their hard-earned cash to satisfy the
material cravings of their sprogs, are
tapes from Transformers (Video
Gems) - first and most well-
established of the robot range; The
mighty Orbots (MGM/UA); and the
Gobots (both Entertainment In

Video and Vestron)

Often a robot will be the wise-
cracking but resourceful sidekickof a
dependable hero. The most famous is
surely Robby The Robot, the all-
purpose hero of the 5F classic
Forbidden Planet (MGM/UA) — the
movie being based on Shakespeare's
play The Tempest, amazingly — with
Walter Pidgeon as the despaot.

An enduring figure, Robby has also
made cameo appearances in both
Joe Dante's Hollywood Boulevard (a
send-up of low-budget film making)
and Gremiins (both warner Home
Video). Obviously Dante is trying
single-handed to revive Robby's
career,

Jesse Vint also had a
companion in  the staggeringly
tasteless but entertaining Roger
Corman production Forbidden World
{(Embassy), a low-budget gem with
some excellent special effects made
with few bucks and less taste, while a
tin drum called Jinks was responsible
for launching a space shuttle full of
teenagers into space instead of it just
being a simulation in Space Camp
(CBS/Fox).

One of the most effective teamings
of man and robot came with the
dreadfully underrated Douglas
Trumbull 1971 movie Silent Running
(CIC), a committed ecological SF film
in which the Earth’'s last growing
plants and gardens are orbiting in
large space freighters. When the
decision from Earth to destroy them
for budgetary reasons — comes
through, crewmen Fresman Lowell
(Bruce Dern) rebels, killing the other
crew members and absconding with
his gardens intc deep space. \Very
moving in parns.

robot

Naturals for marketing
ties, funny

opportuni
R2D2 and prissy C3PO

Robby the Robot, all-pur-
pose hero of Forbidden

Planat
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VIDEO I

Animated action from
Transformers

P

-

3bot

The robots, here, Huey, Dewie and
Louie, were squat, box-shaped items
and almost certainly the inspiration for

R202 several years later. Highly
convincing, they were played by
young amputees who could fit into
the confined shell and operate them
from within. Highly recommended for
anyone with an interest in intelligent
SF.

Disappointing was the highly touted
Lorca And The Outlaws (Polygram
Videao), which also went through the
tittes 2084, The Outlaws And The
Starship Redwing and Blood Storm.
The only real point of interest in this
depressingly flat story was midget
actor Deep Roy in an almost kabuki-
like costume as the hero's robot
assistant, like a more stylish version
of Buck Rogers' Twikki in Buck
Rogers In The 23rd Century (CIC). This
was a passable updating of the old
Alex Raymond character with Gil
Gerard in athletic form as the hero,
although our sympathies go to midget
actor Felix Silla for acting in what
looks a very uncomfortable costume.

Buck Rogers ended up as a TV
series after the pilot episode, and
television has provided a few
interasting entries in the robot line.
From the Sixties came the robot in
Lost In Space, while the prolific Gerry
Anderson had the transparent Robert
The Robot (where have we haard that
before?) in Fireball XL5. More recently
Terrahawks (several available on the
low-priced Channel 5 label) gave us
both herogs and villains, the goodies
being the Zeroids, spherical
defenders of the Earth under the
command of Sergeant-Major Zero
(aptly voiced by Windsor Davies).
Their Martian opponents were ugly
looking cubes with grimaces, all the
better for the programme's end
graphics which had the two sides in
noughts-and-crosses confrontation.

Dr Who also showed both sides of
robot loyalty, having an assistant for
saveral seasons in the form of the
robotic dog K9, while taking on
mechanical monsters. Most
memorable among the list of villains

were the Yeti, which proved to have
large mechanical balls under all the
fur, the Mummies in the Pyramids Of
Mars (BBC Video) and the
implausible Giant Robot, a seemingly
ordinary creation which, somehow
grew to enormous proportions. Quite
how wasn't explained. And before you
cry '‘Gotchal’ — the Daleks weren't
robots!

Whatever one might think of the rest
of the series, the TV version of
Douglas Adams' The Hitch Hiker's
Guide To The Galaxy made a
dalightful job of Marvin The Paranoid
Android, a bit of a misnomer since he
was anything but human in form
Voiced by Stephen Moore, Marvin
was one of the few aspects of the
radio serial which fulfilled
expectations when transferred to the
TV screen.

Incidentally, the prospects of a film
version of the series are still very much
glive under the direction of
Ghostbusters producer and director
Ivan Reitman, even though he has
rejected Adams's Oown screenplay
Apparently what Reitman objected to
were some of the major characters
and incidents which made the original
series so successful. As Adams
himself said: ‘it's like asking for
chocolate chip ice-cream and then
complaining about the little black
bits . .. "

Robot villains have been favourites
in the cinema for a long time, Disney
finally entaring the field with their big
budget The Black Hole (Walt Disney
Home Video]l in 19/8. Baddie
Maximillian Schell had a large red item
with a variety of blades to see off the
goodies, led by Robert Forster, as well
as an army of robot sharp-shooters.
The good guys weren't helped by a
know-all robot with the voice of Roddy
McDowell on their side,

One interesting point was that the
robots here floated by some form of
anti-gravity system, or rather by the
barely disquised wires on the sat. Not
exactly technically correct, but what
can you expect from a script which
has the heroces venturing outside the

spacecraft without protective clothing
after a meteorite has crashed through
it?!

Japan has had a range of robot
villains in its SF movies, beginning
with the aliens The Myslerians in
1957. In their monster series which
has given us such creatures as
Maothra, a giant moth; Rodan, a giant
flying turkey with sparks coming out
of its bum and Godzilla, a giant — er
thing, came Godzilla Vs The Cosmic
Monster (Hokushin) which had the
monster battling Mecha-Godzilla, a
Meccano-style wversion of itself
Similarly King Kong was revived to
fight a Mecha-Kong a few years later
in King Kong Escapes

The Cylons in Battiestar Galactica,
The Cylon Attack and Conguest Of
The Earth (all CIC) were metallic
warriors, determined to give the crew
of the Battiestar Galactica ahard time,
while the robot presence in
pornagraphic spoof Flesh Gordon
(Hokushin) was comprised of large
dustbins on legs with whizzing, phallic
drill-bits amidships

One of the best realised visions of
the believable robot-utilising future
comes in Michael Crichton's
Runaway (RCA/Columbia). Crichton
who as an author has given us
credible predictions of things to come
with such books as The Andromeda
Strain and Sphere, shows us robots
as domestic slaves, routinely doing
housework and tending kids, But the
robots are prone to ‘runaways' -
individual units which become
uncontrollable, tuming on humans
That's where cop Jack Hamsey (Tom
Selleck) comesin, to deactivate them

Villainy comes in the form of Luther
{Gane Simmonds from the rock band
KISS and more recently the terrorist
leader in Mew World's Wanted - Dead
Or Alive), a genius who plans (o sell
rogue chips to the underworld which
will turn ordinary robots into killing
machinas

Chrichton’s future is mid-tech, the
technology being taken for granted,
although he elaborates with a couple
of touches such as smartbullets (small
missiles programmed to a certain
person’s heat patterns and which will
chase them around cormers) and
vicious spider-like robots, spraying
acid from syringes. A very effective
and entertaining movie

Certainly one of the most
interesting concepts involving robots
in the cinema came with Star Trek -
The Motion Picture (CIC), the first in
the TV spin-off which has
improved as it has continued

The Earth is menaced by an entity
called V'ger, and the crew of the
Starship Enterprise investigate. After
a ponderous middle section, V'ger
tumns out to be a Voyager space
probe, missing for many years and
discovered by a robotic race who
realised it was lost, so assembled a
craft for it and sent it home

But of all the robots in the history of
the cinema, pride of place must go to
the villain of Robot Monster (Barry
Wiles Video)

The movie (as seen on The Worst Of
Hollywood) was rather low on funds,
so Ho-Man, the robot monster, is a
man Iin a gonlla suit with a diving
helmet on his head . . . we kid you
not

senes

140/148TGM TX DATE:12-87



Not a plant but a special
effects robot, from Little
Shop Of Horrors

o0
ROBO

s with so much in the film SFX (special effects) field,
robotics and cybemetics are being increasingly used in
fantasy, SF and horror movies to create bizarre Earth
creatures and aliens, as well as some of the more
extreme scenes of horror and mutation,

Many SFX technicians are now coming to the field with
qualifications in mechanics, engineering and cybernetics
rather than make-up kit and enthusiasm.

One of the first robotics SFX in a major movie was 'Bruce’,
the name given to the robotic shark in Steven Spielberg's
Jaws (CIC). Constructed by veteran Robert Mattey, the shark
looked relatively convincing mostly because of the bnef
glimpses of it through Spielberg’s teasing editing. It was
certainly less convincing when seen for longer periods in the
sequels Jaws 2, Jaws 3 and Jaws — The Revenge (all CIC).

Spielberg in his role as producer also reverted 10 robotic
fabrication for the most part for the creation of the Gremlins
(Warner Home Video) in Joe Dante’s film of the same name.
Amusing and horrific by turns, the vicious creatures of the title
were superbly produced by Chris Walas, also responsible for
the final stages of the transformation in David Cronenberg's

The Fly (CBS/Fox).
Success leads to imitation, inevitably, and soon
independent producer Charles Band had Ghoulies

(Entertainment In Video) on the stocks, a similar tale of
malevolent beasties being raised by a sorcerer. The creatures
here were dreadfully unconvincing, both in appearance (high-
gloss plastic sheen) and movement, problems which effects
man John Buchler certainly improved upon in the recent
sequel Ghoulies 2 (Entertainment In Video)

The fantasy and horror movie is the field where SFX are
generally needed, excusing the odd family film such as
Disney's Baby — Secret Of The Lost Legend (Touchstone
Video), in which the star was an animatronic baby dinosaur
found by two scientists in the jungle. The creature was as
unbelievable as the story. Similarly Hugh Hudson's Tarzan
story Greystoke (Warner Home Video), had animatronic apas
and facial masks for actors in ape suits.

Various ends to which robotics have been used in horror
films include the transformation of people into snarling
demons in Demons and Demons 2 (both Awvatar), in which
Sergio Stivaletti used articulated model heads for scenes such
as teeth being pushed from gums by emergent fangs, and
Hellraiser (New World), where Bob Keen's crew had such
duties as the reformation of a rotting corpse revived by blood
and, come the ending, both a man being entirely ripped apart
by meat hooks and a winged beastie which seems to have little:
relevance to the rest of the movie. Still, it looks good.

It was robotics which allowed actor Stephen Rae to tear off
his own face (with the aid of technician Christopher Tucker)
and join The Company Wolves (Vestron), while John Caglione
turned to technology to create the effects for the curiously
named C.H.LULD. (Medusa), a tale of toxic waste turning tramps
into cannibal monsters. Quite recommended because of its
imaginative treatment.

On a less gruesome level, Nick Maley turned actor Bernard
Brasslaw into a very convincing Cyclops through a remote-

SPECIAL EFFECTS

One of John Buchler's
Ghoulies goes for the
throat in Ghoulies l|

controlled device with a realistic blinking central eye in the
fantasy Krull (RCA/Columbia), while the problems in getting a
twelve foot high, many-tentacled alien plant with a thirst for
blood to lip-synch for a song by Levi Stubbs of The Four Tops
caused many millions of dollars and many weeks to be added
to the budget and schedule of The Little Shop Of Horrors
(Warner Home Video).

Actually the persistance paid off, and the SFX team, headed
by Muppet crew member Lyle Conway, produced some
superbly entertaining scenes in this very amusing horror/
comedy/musical,

As in any field there are experts, probably the master of
whom is Italian Carlo Rambaldi. Initially experimenting with
robotics to create bats for Nightwing (RCA/Columbia), he was
then hired for a full-sized 45-foot robot for the Dino De
Laurentiis remake of King Kong(Thorn EMI} in 1976. Eventually
his creation, which was articulated in the arms, head and face,
was used for only a few seconds, substituting make-up man
Rick Baker in a gorilla suit for most of the movie. Unfortunately
Rambaldi's contributions to the 1987 sequel, King Kong Lies!
(CBS/Fox), have fared little better, the film dying swiftly at the
LIS box-office.

Luckily Rambaldi has had more success with creating the
mechanical heads of Ridley Scott's Alien (CBS/Fox), E.T. and
Silver Bullet (Cannon Video), taken from a Stephen King
werewolf story. Although looking slightly bear-like, his
werewolf transformations are well-shot and lit.

Other luminaties in the field include Rob Bottin — who turmed
actorz into werewolves for The Howling (Channel 5) and let his
imagination run riot creating the alien multi-shape-shifter in
John Carpenter's The Thing (CIC) — and Tom Savini, an SFX
man whose work veers towards the very gory. Excellent
examples of Savini's work with mechanicals and robatics
come with the rotting crypt-keeper in the opening segments
of George Romero's Creepshow (Mastervision) and the
remarkable opening sequence of Romero's Day Of The Dead
(Entertainment 'n Videao).

Of the movie, Savini himself said: ‘We open on the the
zombie shuffling down the road and it's obviously an actor.
Then we pan around to see it from the front and cut in the
model, and then audiences know it's not an actor.’

Quite, since the creature has no jaw below its top teeth and
has its tongue and vocal chords hanging down the front of its
shirt!

The crew nicknamed it ‘Dr.Tongue . . .

But technology can be abused, rarely more so than in
Rawhead Rex (Vestron), a ludicrous horror movie set in Ireland
where the Rawhead of the title is a revived deity worshipped
by Druids.

Constructed by Coast to Coast Effects, also responsible for
Max Headroom, the seven-foot-plus beast is technically fine
but aesthetically terrible, unnaturally shiny and with rotating
segmented LEDs for eyes. Add the fact that the cable-control-
led head goes through all the combination of expression in
close-up in almost every scene, and you realise that this is one
for collectors of really terrible movies . . .
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themselves.

future.

hen reviewing music software

it is a great temptation to use

the Fairlight CMI as a yardstick

to hold against other synths

and software. It is such a
universal music concept that all other
software adopts only parts of its
[esources.

Not that you are likely to rush out
and buy one at over £100,000 for the
top of the range. Point being that an
overview of the Everest of computer
gynths will give us an inkling of what
we should expect from our music
software and in some cases how the
software developed from areas
covered by the Fairlight.

The Fairlight was conceived in
about 1970 whan an Australian, Kim
Ryrie, started an Electronics projects
L magazine. One of them was for a
synthesizer and he saw a future in
developing it a bit further. An old
schoolfriend, Peter Vogel, a dab hand
at electronics, was called in to foster
the idea. Things didn't go too well until
about 1975 when they met up with a
computer consultant called Tony
Furzse who had been working in the
States on manipulating sound
waveforms by digital means. The
prototype system was ready in about
1977 but it was slow and very
expensive. A rethink using the faster
and then novel RAM chips meant they
had more speed and memory at their
disposal: which in turn opened the

In the last issue, micro-chip

musician Jon Bates gave a brief
overview of home micro music. Now,
to go a step further along the road towards

the tapeless music studio, Jon puts what is
home
perspective by leaping first to the top of the
chip pile and dissecting the Fairlight Computer
Music Instrument — the machine against which
micros must

computers into

measure

About ten years ago a trio of Australian computer designers
were watching the Sydney harbour hydrofoil skim across the
water — they liked its name and called their product after it. And
the rest, as they say, is history —but it is also the present and the

doors to sound sampling. Still two
years away from the final launch date,
they needed to eat and so diverted
their time into producing an Electronic
Video Paintbox for TV stations to
finance their operations: they also
produced the hardware for
Remington Office Machines.

INFORMATION
EXCHANGE

The Seres 1 CMI featured sound
sampling and sample manipulation,
the original sound synthesis formula
taking a bit of a back seat. It made its
first appearance at an American trade
show in 1979 where, oddly enough, it
was considered a clever but not very
useful machina.

As interest slowly picked up so the
software was updated. The theory
being that a Fairlight shouldn’t go out
of date and neither should it be
recognisable by any one sound — in
practice that doesn’t quite work, but it
has been possible to buy additional
upgrades to both hardware and
software.

The Fairlight is unusual in that it has
always wused at Ileast two
microprocessors in a dual processing
mode; one works on information
exchange with the user and the other
one controls the hardware. It usually
uses dual floppy disks with,

nowadays, a hard disk option. The
software on the Series 2 took up over
300K of memory space which was
improved on by using the higher level
C language and greater hardware
memaory.

WHAT YOU GET

Although now available in three
separate packages and price
brackets, your essential Fairlight as it
drops onto your kitchen table will
consist of one (or two) six-octave
velocity-sensing keyboard, a green-
and-black super high-resolution VDU,
the main CPUs and voice modules
and one or two disk drives depaending
on your budget. The VDU is fitted out
with a lightpen to speed things up and
which gives you the option of
redrawing the wvarious waveforms
displayed.

Contributing to the expense of the
Fairlight are the specifications for the
hardware and power supply which
have ‘been deliberately overated so
that it can function in live situations
where the power could be less than
perfect.

On arrival the Fairlight's memory s
empty. It comes with prerecorded
library disks of sounds but the
intention is that there is not a typical
Fairlight sound. Commands to the
software are issued through an alpha-
numeric keyboard or via the lightpen
{much quicker). In practice most users
build up their own sound library,
usually by sampling. It has sockets on
the back to accept sound from a
microphone, mixer or virtually any
other device with sophisticated Ato D
converters to change the electrical
impulses into digital information.
Surprisingly, MIDI was a late addition
to its armoury.

Having connected it all together,
load up the system disk, which pulls
the program up in chunks, and you
get the main menu from which all the
other options may be accessed. Each
option iz called a Page. Without
getting too technical | will now take
you on a conducted tour of the pages!
There are copious help pages. In fact
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it is surprising
to learn that
early CMis only
had 8-bit sam-
pling. This Is
the same as a
Spectrum!

Itis such auni-
versal music
concept that all
other software
adopts only
parts of its
resources.
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the entire user manual is contained on
the system disk, and you can flip
backwards or forwards through it,

cate a previously used page and
even enter commands with the
relevant help page on-screen. There
is also a help page for the help
page !

PAGING MUSIC

PAGE 1
The main index — aasy!

PAGE 2

Disk control: this manages all user-
created files for voices, sequences,
vaveforms samples, control
nformation, and screen print-out via
disk. Back up files can be created and
unwanted files deleted. A running
Free Space count gives you an idea of
how much you have to play with.

PAGE 3

Keyboard Control: the Fairlight runs
to eight or 16-note polyhony. This
page tunes the keyboard to your liking
over a range of several octaves and
can include odd tuni ngs, types of
scale etc. It lets you divide the
keyboard up so you can have different
voices in different areas. If you have
two keyboards you have more
possibilities. The configurations can
be stored for future use (Instrument
File) very handy for live
performance.

PAGE 4
Additive Synthesis: the Fairlight can
also create original sounds by a
variety of methods. The bast known of
these is the additive harmonic
principle, known as Fourier
Transforms. This reduces all sounds
to a series of sine wave components
and bullds up the sound a layer at a
time. However by using the lightpen
the actual shape of either the
harmonic content of the wave or the
overall sound envelope can be drawn
onta the screen thus making a
completely interactive and rapid form
of synthesis. The displays, like all
wave displays, are accessed from
age D.

PAGE 5
An alternative method for sound
creation is contained on page five
Waveform Generation. In effect pages
four and five deal with the same
information but present it in different
ways. A graphic representation of 32
faders’, rather like a graphic
equaliser, is displayed. Each fader
represents a harmonic in sound and
when a sound is loaded the harmonic
levels are shown on the graphic
These can be juggled around on a
scale of 0 - 255 to emphasise or de
emphasise any of the harmonics =
thus creating a new harmonic
contour. However since each sound
can be chopped into 128 segments
you can redraw the contours for each
segment. In this way very complex
changing sounds can be made
without the need for additiona
filtering. Once a satisfactory result is
obtained it can be saved to the main
voice file

| PAGE &
l Waveform Design: waveforms are put

diractly into memaory by drawing them
with the lightpen on the screen. You
can even do this by putting dots at
various points and the CMI will join
them up for you. The advantage is that
the harmonics are automatically
computed and added — the Fairlight
guessing what is required and
merging the results

PAGE 7

Control Page: it allows the user to
specify the peripherals of each voice;
sustain, level, fitering, attack, vibrato,
depth, glissando etc, rather like an
analog synth. In fact there are 17
different parameters that can be
controlled. Each voice is given its own
unique control r:-r.-.*un-;_]. stored on a
separate file but pulled back
whenever that voice is loaded. From
the controls on the keyboard or by
foot pedals these can be adjusted in
real time during a performance
Thanks to the multi-processor design
it is able to do this whilst playing back
saqlmnrpq From this page, and in
association with pages four and five
looping points can be decided on and
any of the 128 segments can be made
as a start and end point. Voices are
thus stretched or made continuous.

PAGE 8

Sampling = the infamous part of the
Fairlight: it is awkward for me to quote
meamaory and sample rates as there are
saveral different upgrades that give
different memory and hence sampling
capacities. There are all the usual
facilities here; sample rate, trigger
level, editing, looping, and the visual
display which is summoned up by
Page D. It is surprising to learn that
early CMIs only had 8-bit sampling.
This is the same as a Spectrum! Most
samplers are 12- or 16-bit nowadays,
s0 how was the Fairlight so good and
noiseless?

Excellent digital filtering controlled
the bandwidth, the D to A converters
were (and still are) a non-linear system
that is software controlled and allows
more code to be generated for soft
sounds the peak of any nput

generates the IaX iy code
possible and reduces the chance of
noise being introduced. This )
with hardware sound compre o
and expansion allowed a dynami
range of /0db where only 48db
originally possible. Distortion is more
Hn—_‘.;l'.,.' to come from the input systen
or output ampliication than the CMI|
itself

The usar specifies the sampling rati
to be used with the aid of the help
page and sets the peripherals for the
hi- and low-pass filters plus the level
of the trigger impulse and, maybe if
you are wusing tape or CD, a
microsecond delay before the
sampling starts. After sampling the
sound a graphic display of the
waveform tells the user if the fine
details of the sample are cormect and
allows you to edit with lightpen. After
editing the user may recall page two —
File Contro and save the voice to
disk. Any instrument changes
harmonically at different pitches. A
sampiler is not so clever and although
it raises or lowers the pitct 1 according
to the note played it dc o
harmonic content
say, an acoustic s t
keyboard requires severa -lrr'pl*“
which are ross-faded into one
another,

PAGE 9

Sequencer t 15 programmed . by
playing the 5 n real-tin
records all au"" of informatio
you would expact: the lengthis lim m d
by the amount of space laft on the disk
and with the addition of hard disks thi
sky could well be the limit. On the
Series 2 it could only racord eight
separate paris. Page 9 reguires
control decisions to be input such as
file/sequence name and playback
speed. Parts using the same voice car
be merged TI"‘I"-\. s wvery similar
performance to the MIDI recorc
that are now available for most
computers,

PAGE L
Library: this allows the updating of
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In the next issue of THE GAMES
MACHINE, Jon will be reviewing
some ‘available’ hardware and
software, offering some advice on
setting up at home, and taking a
look at the tapeless music studio.
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1) Which of these titles is a
genuine computer game?

a Attack Of The Mushroom People
b Attack Of The Killer Tomatoes
¢ Attack Of The Mutant Camels

2) Spell PIRAHNA, THALAMAS,
AUTAMATO correctly, and say
what these software houses were
named after.

3J) True or false: .
aVirgin's NICK ALEXANDER is the
nephew of former Tory Minister
NORMAN ST. JOHN-STEVAS

b Domark's DOMINIC WHEATLEY
is the grandson of black-magic
author DENIS WHEATLEY

¢ Activision's RODCOUSENS isa
Chinaman

4) Who recorded Computer Love
in 1981, and Computer Love
{Part 1) in 19867

5) How many surrealists does it
take to program a computer?

&) Who are STEVE GOLD and
BOB SCHIFREEN?

7) Who are DAVID DARLING and
RICHARD DARLING, how old are
they, how many games have they
sold worldwide, and don't they

make the rest of us look pathetic?
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Apart from the fact that

computer charity, Mel Croucher, another few
“Mhﬂnhh on
his new satellite TV and it also that

Ronownod I Co owtedgas.
Knowledge . . .

Cuddly? JOOLS HOLLAND?

a a blindfold

b nylon pantyhose 13) Who does THE GAMES

c a sick bag MACHINE's Advertising
Manager ROGER BENNETT

9) Who is the boss of KONAMI? | resemble most?

a Dolores Del Rio
b Leocnardo Da Vinci
¢ Luther De Gale

10) How long was Jeff Minter's
hair at 12 noon on October 15t
19877

a 13z inches, and can you find my
Walkman for me

b 234 inches, and come out of
there with my Walkman

¢ Mr Minter has unfortunately
beean totally bald since birth, and
wears Bonnie Langford on his
head

11) What do the first three letters

a Morman (get that crucifix outa my
face) Tebbit
b Valerie (eez a boy's nem een
Frunce, rilly) Giscard D'Estaing
¢ Ming the Merciless

14) Who is this well-known
chappie?

a former Lord Chancellor
Hailsham

b The Gremlin gremilin

¢ Mr Spock washing his hear

15) Unscramble these beat-"am-
uprs’:. A FUNKIER GUY,ICUTA
HA

16) How much was a copy of
CRASH in February 19847

17) What is Conan The Barbarian's
middle name?

18) What does L.E.D., L.Q.D. and
E.L.O. mean?

19) What same role have Yul
Brynner, Brigitte Helm, lan Holm,
Patricia Roc and Rutger Hauer,
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NEXT (AND LAST)

differences between the UK, the US, France and Germany and why
one country may censor that which another wouldn't.

And then of course all the usuals will be in Issue Three, Role Playing
with John Woods, Adventure with Rob Steel, Competitions, Music

from 21 January 1988,

BI-MONTH

Mow that you've been satiated by Issue Two of THE GAMES
MACHINE, and hopefully have that same warm snuggly feeling that
you get after a good meal, it should be said that it is time to gird your
loins and ready yourself for the next point of ecstacy in your life . . .

and that's THE GAMES MACHINE Issue Three, which goes on sale

® Firstly, next month will be filled to overflowing with informative and

from John Bates and Mel Croucher from . . .

Mel Croucher.

® Pjus some games review for both B-bit and 16-bit machines . . .

ISSUE THREE IS ON SALE FROM

21 JANUARY,

AND THEREAFTER EVERY MONTH

revealing reviews of games for both 8-bit and 16-bit machines (and
32-bit if anyone comes out with another game for the Archimedes).
Martyn Lester and Martin Coxhead follow on from this issue’s Robots
In Video with a synthetic look at Cyborgs And Androids (if we can
sgueeze them in between all the reviews).

Getting out the linseed and turps, Robin Candy will be doing another

spot of pixel pointillism with Deluxe Paint Il from Electronic Arts.

® Reviews for both 16-bit and 8-bit games will feature heavily with our
usual critical, no holds bar'd, in-depth criticism.

® |f the force is with us we should bring you, courtesy of Domark, a fully
fledged review of Star Wars the computer game.

B Firebird look set to change the laws of physics and actually beam
Atari ST versions of their better-late-than-never Star ‘l'ra& axperiance
into our hands too. Has the delay and hype been worth it? We'll see.

B [f the reviews for both B-bit and 16-bit games don't take up all the
room then we shall be presenting a feature on Censorship. John
Gilbert interviews horror author, Sean Hudson, on his views of this
subject and talks to the retail chain stores to glean their opinions on
what they feel should and shouldn't be censored. He also looks at the
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THE PHENOMENON CONTINUES

**  acid puddies, forcefields and moving exits make 9
your progress all the more difficult. But there are
mystical amulets to be gained which will enhance

(1.5. Gold Ltd., Units 2/3 Holford Way, Holford,
Birmingham B6 TAX Tel: 021 356 3388 ATAR‘ A
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SCREEMSHOTS FROM ATARI ST VERSION

SPECTRUM 48/128K ATARI ST
£8.99 e £19.99 pisx
CBM 64/128 . AMSTRAD
£9.99 e £11.990is £9.99 e £14.990isx
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SPECTRUM
COMMODORE

; AMSTRADCPC
3 IIIMEHSIIIIIAI. Cassette £14.95

EHAP"'GS Disc £17.95

Mitral — An abandoned Moon — An unstable Moon about to blow — A defence system set on automatic —
Lasers that don’t miss — Scanners that hunt you out. Mitralis MASSIVE . . .

“The 3D presentation is Spectacular” siINcLAIR USER. “A Major Breakthrough "amsTrap usen.
“A New 3 Dimensional Reality . .. WOW!” crast.

THE DRILLER EXPERIENCE - IT'S JUST LIKE BEING THERE!
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