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GARY LI NEKER'S
SUPERSTAR SOCCER

C B M  6 4 / 1 2 B
E 9 . 9 9  C  E 1 4 • 9 9  0
A M S T R A D
C SI _ OB c  E  1 4 _ 9 B 0
S P E C T R U M
E 7 . 9 9  C
A T A R I  S T
1 1 9 - 9 9

T a ke  the  b ra in  te a sin g  d e m a n d s o f
footba ll m a na ge m e nt ,  the  m yst e r io u s
qua lit ie s o f  te a m  coa ch a nd  a d d  the
e xp lo sive  t a le n t s o f  a  st a r st r ikin g  ce n t re
f o r w a r d  a n d  y o u ' v e  g o t  S u p e r s t a r  S o c c e r  -
a n  o r i g i n a l  a n d  i n n o v a t i v e  a p p r o a c h  t o  t h e
ga me  o f  foo tba ll t h a t 's e ve ry b it  a s
b re a th ta kin g ,  e ve ry b it  a s e xcit in g  a s G a ry
L in ke r ,  En g la n d 's p re m ie r st rike r_

ALTERNATIVE
WORLD GAMES
Wh y be  se rio u s w h e n
the re 's so  m u ch  fun  in
t a kin g  e n a lt e rn a t ive  v ie w
on things_  R e p re se n t  the  co u n t ry
o f  yo u r cho ice  in  su ch  e ve n t s a s Sa ck
R a cing. Log  Flogging,  R u n n in g  u p
wa il's,  Po le  clim b in g  e nd  Bo o t
T h ro w in g . T h is inge n ious
but  h ila rio u s sp o o f  w ill
ha ve  yo u  in  st itch e s,  n o t  t o
m e n t io n  R ive rs,  Sa cks. Pile s
o f  sa nd  c o m e  t o  t h in k o f  it ,
I t m a y ge t  se rio u s a f t e r a ll.

C BI VI  6 4 / 1 2 8
£ 9 . 9 9  C
E. I  4 . 9 9
A M S T R A D
£ 9 . 9 9  c
€ 1 4 • 9 9
S P E C T R U M
E 7 . 9 9  C
A T A R I  S T
£ 1 9 . 9 9
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Gremlin ra phi c s  S o f t i i E f a ,  Alpha House,
10 Carver Street, Sheffield S I  4FS•  Tel: (0742) 753423
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C 9  0 9  c  C  4 . 9 9  0

A M  S T  R A D
C 9 . 9 9  C  C 1 4 _ 9 9  D

S P E C T R U M
C 7 _ 9 9  C

COMPENDIUM
W a cky. W a cky. W a cky  is t h e  be st  w a y

to  d e scrib e  t h is a d o p t io n  o f  the
t ra d it io n a l b o a rd  g a m e s co m p e n d iu m .

Yo u r h o st s a re  the  W in ks.  f a t t ie r
T id d ly W in k a n d  h is w if e . M a vis W in k.

Up t o  f o u r p la ye rs ca n  co m p e te  b y
t a kin g  t h e  ro le  o f  e ithe r one  o f  the

W in k ch ildre n ,  t h e  b a b y o r  the  W in k
dog_ Pla y Sn a ke s a nd  Ba st a rd s w h e re
re a l sn a ke s w rig g le  a cro ss the  b o a rd .

or t h e  p u b  ga me  w h e re  a  ra t h e r d ru n k
T id d ly W in k fl ip s h is be e r g la sse s in

the  a ir f o r t h e  re st  o f  h is long
su f fe rin g  f a m ily t o  ca tch t  Old

f a vo u rit e s Ludo  a nd  Bin g o  a re
• n o t  f o rg o t t e n  in  t h is h ila rio u s

ga me  fo r d n a  t o  f o u r p la ye rs-

BLOOD VALLEY
Arch ve u lt  the  h id e o u s

a nd m ig h t y le a d e r o f  the
F ire d ra ke  h a s de cre e d

th a t  yo u  m u st  be  h u n t e d
d o w n  like  a n  a n im a l a nd

brought  t o  se n t e n ce  Yo u r o n ly
cha nce  o f  su rviva l is t o  e sca pe  the

va lle y-  D o  yo u  h a ve  th e  w ill a n d
re so u rce fu ln e ss t o  succe e d n o t

o n ly a g a in st  yo u r oppone nt  b u t  the
cre a t u re s a nd e e rie  b e in g s o f  the

f a n t a sy w o r ld  o f  O rb  a s w e ll
Ba se d on  t h e  D u e lm a st e r se rie s

of  f a n t a sy b o o ks b y M a r k  Sm it h
a nd Ja m ie  T h o m p so n . a u t h o rs

o f  The  W a y o f  the  T ige r.

C B M  S 4 / 1 2 8
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us like a dream...
but seems like a NIGHTMARE!

Available now. price 114.95 for Amiga (512k min.) and Atari ST (requires 512k, mouse and colour monitor or TV).
JUST RELEASED for C8M64, Spectrum and BBC (specifications vary)
Audiogenic Software Ltd., Winchester House, Canning Road, Wealdstone,
Harrow, Middlesex 1-l43 75.1. =  T e l
.  0 1 - 8 6 1  1 1 6 6

awl •

TRAPPED - in a 1970's arcade machine! Every escape route is blocked by a wall of brightly
coloured bricks. Powerfully addictive, with 200k of digitized sound, IMPACT has 80 built in
screens plus 48 that you can design yourself— as hard, as simple, as much fun as you like.
Hidden 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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COMPETMON MILES
The Editor's dedreen is natal in all matters
nettling to wIludiribon and while we otter
prizes in good faith. believing them to be
avadieble if something untoward happen*
Otte a paint that has been offered as a pant
being scrooge() we reserve the nate to
subehtite prtzes of comparable value. Well
do ow very best to despatch prtzes as soon as
Onside alter the published clOsing date
Winners names will appear in a later issue of
11* GAMES MACHINE No corresponderKe Can
Is  entered into regarding the conventions

= r
w
e '
v
e  
w
r
i
t
t
e
n  
t
o  
y
o
u  
s
t
a
t
i
n
g  
M
a
t  
y
o
u

oom a prize end ii doesn't turn up, in
WWII Cal. drop Frances M iele a Imo at the
PO lee 10 address) No person who Pies any
telationship no matter how remote to anyone
who works for artier famoshead or any of the
ccornpaniers offering prizes, may enter one ot
ow competitions

No matenat may be rewedused in part Or in whole
vothout the written consent ot the colz frirt
raiders V ie cannot underline to '
,
O e n  a n y t h i n g
sent inlo THE GAMES MACPdrIE -  inducting mitten
Will onotagraohc matenal hardware Of scetwern
-Lniess it. is adCompanied by a suitably stamped

- ' e l o p e  Unsolicrted written Or
-.Menai IS welcome and it used in

It-  •  ,  -  p a i r  Irc at a t, •
,
: tx r • r t i  F a t e srellewsfield Ltd. 1987

ON TIE COVER
The COVIM illustra tion is  a compos ite
made from an original computer
generated picture designed by Stove
Jarrett using Degas Elite It was
distorted to form the perspective shape,
retouched in zoorn mode before being
photographed by Cameron Pound. This
was then enlarged, laser scanned and
composited at film planning stage with
additional elements painted by Oliver
Frey

THIS ISSUE
i r  a-  a  - e s  y r s

VIOLENCE IN
SOFTWARE
Mel Croucher  accuses the
industry

PAGE 21

GRAPHIC MATTERS
Robin Candy paints with Degas
Otte (ST)

PAGE 9 0

NOT A PENNY MORE
An adventure story to get you in
the mood, specially written for
THE GAMES MACHINE by
Robin Waterfield

PAGE 97

HEAVENS ABOVE
Getting into Satellite TV with Mel
Crouc her

PAGE 107

LICENSED TO KILL
John Gilbert  looks at licences,
how they get them, do them and
how they turn Out

PAGE 112

THE ADVERTISING
GAME
There's more to games than
playing, as Ocean's Steve
Blower explains

PAGE 120

HEGULARS
NEWS
What's been happening lately

PAGE 8

READERPAGE
The first of THE GAME
MACHINE is readers' letters

PAGE 1 3

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

PAGE 15

REVIEWS
An incredible 38 pages of latest
games across the formats rated
-sorry .  we couldn't fit all of then,
jP

PAGE 29

ROBOTS
IN VIDEO
Mobile chips take to the
silver screen with Martyn
Lester and Martin Coxhead

PAGE 138

DECEMBER 1987

1111111EP

GETTING
ADVENTUROUS
With Rob Steel and two from
I nfocom among others

PAGE 7 9

FANTASY GAMES
John Woods rounds up some of
the best role-playing games, and
explains hpw the system works

PAGE 104

MUSIC MATTERS
Jon Bates starts a series on the
'tapeless music studio' by going
to the ton -  the Fairlight  CM1

PAGE 143

ENDPIECE
Mel's  infinitely trivial quiz, and
details of next issue's contents

PAGE 146

WINI
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
No need to be bear -  look
smarter than the average in
Piranha's natty boxer shorts
and T-shirts: and fl ier are copies
of the game too

PAGE 116

RE-SHADES
Re-run of the Mic ronet  Shades
competit ion from last issue due
to the error made in the copy.
Two moderns and free subs plus
free t ime 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.
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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 o f just how fast the
software world gallops on.
We have had a fair amount of trouble
fitting in  all t he games  rev iews 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 t ime this
bi-monthly is s ue appears  o n  t h e
streets mo s t  mont hl ies  wi l l  hav e
beaten us to it with a lot of the reviews.
Our not ion 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: Spec t rum 481128 and +3 ,
Amstrad CPC,  Commodore 64/128,
Atari XL, XE and ST, Amiga, Amstrad
PCW, I B M  P C  c ompat ibles  a n d
games consoles.  Of  course games
reviews are the primary concern, but
unlike ot her mult i-user magaz ines,
THE GAMES MACHINE gives sepa-
rate ratings for the different forrnats,
because we don't  believe a game is
always the same on every computer.
And you can be sure that NO game

version i s  rat ed UNTI L I T I S 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. Th i s  me a n s  t h a t
whatever c omput er y ou own,  THE
GAMES MA CHI NE  r e v i e ws  a r e
applicable t o  y ou i n  ov er 90% o f
cases. I t  als o 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  elec t ronic  entertain-
ment THE GAMES MACHINE wants
to report  about ,  like mus ic  applica-
tions and graphics utilit ies, desktop
publishing and modem-linked share-
ware, ins ights  int o t he commerc ial
background of the industry and opin-
ions about its present and future, plus
entertainment related subjec ts  l ik e
role-playing g a m e s  a n d  t e c h n o
goodies, interactive video and satel-

i t  •  •  •  w h a t e v e r

computer you
own, THE

GAMES
MACHINE

reviews are
applicable to
you in over

90% of
c a s e s . . . "

lite N.  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 fi nding
space for it all!

RESPONSE
As luck would have it .  response to
Issue One of THE GAMES MACHINE
has been so good that  as f rom our
next appearance on 21 January in the
New Year we will be going monthly.
No doubt we shall still find it difficult to
cram everything in. but it will give us
more of a chance.

Your let ters have encouraged us
(with just as much criticism as praise)
to prov e i t  is  poss ible t o create a
magazine t hat  is  t ruly  refl ect ive of
what c o mp u t e r  ent ert ainment  i s
about: Interaction.

The software world exists because
of y ou,  bec aus e o f  t h e  s of t ware
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 commit ted contribution.

Enough o f  s pec u la t i on  a n d
prophecy T H E  GAMES MACHINE is
about enjoy ing computers,  and  if  I
carry on  muc h longer,  my  editorial
team and the art department will have
my c h i p s  f o r  was t ing  impor t ant
space

0
-TGM T X  DATE:12-877/148
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NEWS I

CHILbrilki
IN NEED
ON-LINE
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.

On 27 November they wil l be
there again, providing on-line aid
for this year's appeal. Micronet will
be t a k i n g  e i g h t  c om put e r
terminals t o  B B C  Television
Centre -  two of them actually in
the studio-and they hope to stage
live interviews with celebrities and
conduct on- l i ne  auct i ons o f
computer pr oducts.  Computer

ADVENTURE 87
For a dv e nture  ga me s te rs
the event of the year takes
place o n  2 8  November a t
Sutton C e n t r a l  L i b r a r y ,
Sutton, Surrey.

The event will have a  similar
format to last year's show with
both seminars a n d  hands-on

BELAY THOSE
ALIGNMENT BLUES
Failure to load is a common
cassette problem, but poor
loaders may be a thing of the
past f o r  Com m odor e  6 4
owners.

LOAD-IT h a s  pr oduc e d  a
datacorder w h i c h  h e l p s  t o
decrease the  number  of  fai led
loadings due to the cassette errors
which we have all come to know
and love.  T h e  Load-I t  player /

Cut down on felled loads with the
new Load-It datecordor

users will be able to donate money
directly on-line, but by exploiting
the nationwide communications
network available through Prestel.
ITECs al l  Over the  UK will be
logged i nto Micronet enabl ing
members of the general public to
access on-line Children In Need.
Dig deep everybody'

workshops_ The event area has
been greatly increased over last
year. a n d  t h e r e  w i l l  b e
presentations on the playing and
creation of both single-user and
multi-player c om put e r  b a s e d
adventure games given by several
well-known author s.  For  mor e
information c ont a c t  P RE S TE L
81054. or Vernon Ouaintance on
(01) 764 6556.

recorder is fitted wi th a  built-in
head alignment knob and LED; if
you are having trouble loading a
piece o f  softwar e i nt o  y our
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 al igned for  the
particular sof twar e  y o u  a r e
loading. THE GAMES MACHI NE
tried out this machine in the office
(and ar e still doi ng so) a nd i t
appears to work very well. All our
Commodore 64 tape games have
loaded t o  da t e .  F o r  m o r e
information. contact Load-I t,  3 5
Strett on R o a d ,  S o l i h u l l ,
Birmingham, W  Midlands 8 9 0
2RX.

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

WATCh
THIS SPACE
SEIKO h a v e  l a unc he d a
personal da ta  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
compatible wi th most I BM P C
clones, Apple series 11, BBC-B,
Spectrum a nd Commodore 64/
128 computers,  a nd  y ou c a n
receive or  transmit information

_

between v l h  and cur; pater_ Up
to 2K of data may be stored in the
watch split into five files (12 if using
a computer) taking the form of
notes. price lists, phone numbers.
train times and so on. This may be
called up on the LCD screen which
scrolls information in the form of
24-character pages,  w i t h t h e
watch holding up to BO pages.

Alarms for up to one year ahead
can be set to remind the wearer of
forthcoming e v e nt s  s u c h  a s
birthdays or  anniversaries, Three
versions a r e  avai lable,  go l d -
coloured, metal  c a s e  (C59,95).
black chrome case (t49.95) and a
pocket version with a black leather
case (E59.95).

And i n  c a s e  w e  for got t o
mention the fact, the RC4000 also
tells the time!

BLAST
ALONG A
EUROMAX
ELIROMAX, thos e  joystick
giants w i t h  a  br a nc h i n
Bridlington, h a v e  re c e ntly
produced t h e  M i c r o -
Handler.

Compatible w i t h  a l l  At a r i
computers and Commodore 64/
128, this box of tricks includes a
microswitch stick, two integrated
paddles, adj ustabl e auto-fi r e,
large robust  metal casing, rubber
suction f eet  and  an  ex t ra long
connecting cable.

We tried the Micro-Handler with

Well suited to shoot-'em-ups:
the now EINOMAX Micro-Handier

Mirrorsoft's Mean Streak on the
Commodore 6 4  a nd Konami 's
Nemeses I I  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 paddle facility may be a little
outdated for modern software. But
it i s  wel l  sui ted s hoot e m - up
games as it sits very solidly on the
desk through wave after wave of
attacking al i ens.  T h e  Mi c r o-
Handler retails for E24.95 and is
available through THE  GAMES
MACHINE mail order facility.



ADVENTUROUS AW
The G u i l d  O f  T h i e v e s
received t h e  a w a r d  f o r
GAME OF THE YEAR at the
British M i c r o  Co m p u t i n g
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 rat her  t h a n  f o r  t h e
technical ac h iev ement  o f  i t s
complex parser and impress ive
graphics.

We realise this may  hardly  be
news by  the t ime you read it  but
THE GAMES MACHINE will grab
any excuse t o print  a  pic ture of
Anita. O h  a n d  l o o k  o u t  f o r
Magnetic S c r o l l s ' s  t h i r d
adventure. Jinxter,  whic h should
be available before Christmas.

Anita Sinclair - pleased that
Guild got  the award

ROBTEK RELEASES
Robtek Ltd seem to be in for
a b u s y  t i m e  b e f o r e
Christmas w i t h  a l l  t h e i r
promised n e w  r e l e a s e s
hitting the shelves (including
Diablo f o r  t h e  A m i g a ,
reviewed in this issue).

The Of  Buddy  (Amiga E49.95)
graphic ut ility set  allows  you t o
create, o b t a i n ,  ma n i p u l a t e .
organise, display  and  print  ou t
images. Di Buddy also includes a
touch-up facility ,  f reeze f rame,
poster mak er,  s l ide s how a n d
scissors. M o n i t o r  Master (Atari
ST E49.95) al lows  t he  us er t o
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,  Monit or
Master makes it possible to switch
between them without  any cable

fiddling -  a must  f or decreasing
wear and tear.

Laser-Set (P C  C149.95) i s
claimed to be a professional desk
top publishing package providing
for typesett ing that  can be used
for books ,  manuals ,  brochures,
newsletters a n d  m a n y  o t h e r
products. Wor k i ng  w i t h  mo s t
existing w o r d  p roc es s o rs . i t
supports virtually all laser printers
on the market  at  present_ Laser-
Set features automat ic  kerning,
true justification and hyphenation,
working in picas and points. THE
GAMES M A C H I N E  w i l l  b e
covering it in future DTP articles.

Another PC package is Artpaic
(E9995), a presentat ion graphics
program that provides new ways
to pres ent  ideas  a n d  des igns .
especially enlivening various kinds
of charts, whic h may  be drawn,
painted o r  constructed,  al l  wi t h
animation and background music.

DEVIL YOU SAY
Modem s p e c i a l i s t
DATAPHONE L T D  h a s
recently la unc he d a  n e w
low-cost mode l  called the
Demon 2.

Its f e a t u r e s  i n c l u d e  f u l l
computer control, auto-dial f rom
the keyboard or directory and an
auto-answer facility. Demon 2 will
handle 1200/75 and 300/300 baud

rates as  well  as  1200/1200 half
duplex f or  bulk  uploading.  Th e
modem c an b e  us ed wi t h  any
computer h a v i n g  a  s u i t a b l e
interlace a n d  sof tware,  a n d  i s
provided with a 25 pin D-socket
for connect ion t o an RS232/423
port De mo n  2 wil l retail for less
than E80, and more informat ion
may be obtained from Dataphone
Ltd, 22 Alfric Square, Woodston,
Peterborough, PE2 OJP.

ATARI SHORTFALL
At a  ti me  whe n Ata ri  ha s
announced second quarter
profits o f  m or e  tha n  $ 1 3
million, t h e y  h a v e  a l s o
disclosed that there will be a
substantial globa l  shortfall
of STs this year, perhaps as
many as 200,000 units.

The official line f rom the States
is that  Atari had underest imated
demand, especially f rom the UK
and G e r m a n  ma r k e t s ,  a n d
although they have increased their
production capacity they have not
been able to respond in t ime to
meet the surge in demand. This is

bad news for Atari UK, where a El
million TV advert is ing campaign
has al ready  begun,  a i me d  a t
increasing Atari 's  s hare o f  t he
popular home computer market
during the Christmas period.

To add to the problems of Atari's
national s a l e s  ma n a g e r  P a u l
Welch, a r e  g rumb l i ngs  f r o m
distributors that the company only
allows retailers  s ev en day s  t o
return faulty  stock, and wit h the
time t a k e n  i n  d is t r ibu t ion .
unloading a n d  check ing,  mo s t
cannot return computers that are
'dead on arrival'.  Atari may  now
consider raising the return period
to 3 0  day s .  wh i c h  i s  w h a t
Commodore offers.

CHEAP THRILLS
Micronet h a s  r e c e n t l y
signed u p  leading budge t
software h o u s e s  C O D E
MASTERS and FIREBIRD to
sell the ir products through
the o n - l i n e  c o m p u t i n g
service run by TELEPAAP.

Both fi rms will be making their
entire range of  titles available for
telesoftware as and when they are
released, prices could be reduced
by as  muc h as  25')/0 below t he
normal recommended retail price
of C1_99. Code Masters managing
director David Darling said: 'As the
best sell ing s of t ware hous e i n
Britain we ' r e  always  s t riv ing t o
look after our customers. Micronet

enables us to reach many of those
customers i n  a  mo r e  ef fect ive
manner. '

Publisher o f  Fi reb i rd  S i lv er
products. Ch r i s  Smit h,  added:
'Budget  sof tware is  an  impulse
buy, and telesoftware is the ideal
environment for it. •

Meanwhile, Code Masters and the
Darlings have come in for some
trade press stick f rom Headlines
PR manag ing  d i rec t or  S i mo n
Harvey f or t heir recent spate of
'corporate PR' which has tended
to a t t a c k  Mas t er t ron ic _ I n
Computer T r a de  We e k l y  ( 2
November) Harvey stated that the
attack had made Code Masters
'look completely stupid', and that
reasonable peop le  s hou ld  n o t
behave this way.

STILL INVOLVED IN 16 BIT.
DARRYL STILL has resigned
from his  job as production
Manager w i t h  Audiogenic
Software to help set up and
run a new exclusively 16-bit
software house.

The company ,  called GODAX
SOFTWARE, i s  a  subs idiary  o f
Godax Developments which itself
has recent ly become part  of  the
growing Maynard International Ltd
empire. MI L,  wh o  o wn  various
enterprises inc luding T o p  Te n
Software, i s  r u n  b y  Ma r t i n

Maynard, t he man  wh o  f ormed
Audiogenic in its original form late
in the Seventies.

Still, wh o  was  originally  wi t h
Incentive S o f t w a r e  b e f o r e
spending t w o  y e a r s  w i t h
Audiogenic. s a i d  o f  t h e  n e w
venture: ' I  hope  t o  establish a
reputation f or  a  premium 16-bit
label wi t h  h igh  quality ,  original
software for the ST and Amiga with
possibly. a  prov is ion f o r  t h e
Archimedes. ' But he foresees that
it will probably  be the New Year
before Godax Software makes an
impact on the market_
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RAINBIRD
GETS
ZARCH

In our Zarch review (this
issue) w e  s t a t e  t h a t
Superior Softwa re  ha v e
no immediate  plans  for
conversion o f  t h e  fi rs t
ever Ac orn Archimedes
game to other machines.
Now l a s t  mi nute  ne w s
reaches T H E  G A M E S
MACHINE which changes
the picture.

RAINBIRD, a  part of  Tele-
comsoft. has gained the rights
to David Braben's shoot-'ern-
up. a n d  wor k ha s  al ready
begun on Amiga and Atari ST
versions which should appear
in the New Year. The move is
not exactly a  surprise: Br a-
ben's connection wi th Tele-
comsoll started when he co-
wrote Bite for the BBC which
was later sold to Telecomsoft
for Spectrum, Amstrad a nd
Commodore conversion, and
released through Firebird

OH JOY, A NEW STICK
KONIX have launched a new
joystick f o r  t h e  A p p l e /
Amstrad PC,  the  Sega and
the Nintendo.

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

ATARI SHOW
Last year the first ever Atari
Christmas s h o w  p a c k e d
nearly 10 ,000  visitors i nto
London' Horticultural Hall.
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YES
PRIME MINISTER

A week is a long time in an interactive icon-driven
environment, where every action can have

unexpected consequences.
But with Sir Humphrey and Bernard behind you.

how can you go wrong?
Only you can decide

Britain's premier computer game!
Program by Oxford D igita l Ente rprise s

Spectrum. Commodore. Amstra d and BBC
Cowell& C le  D t a k  C I S 25

IBM PC and compatibles, Amstra d PCW 8 1 5
Available  from W.M .B o o t s  and

other leading e lockie ts

Mosaic Pubhstung LW.
Gorky firs. South Gurley, Hants 5P6 2PS TO: 0425 57077

held design which resulted in the
original Speed King's  popularity.

Retail price of the PC
compat ible Joystick

is E19.99, and
el 2.99 for the

Sega and Nintendo
versions. The auto-

fire stick sells for
C12_99_

Of
t
,1
,
41
'

The Komi
auto- firo

This y ear t h e  s h o w returns ,
bigger and better, at  the Novotel,
Hammersmith f r o m 2 0  t o  2 2
November. A t a r i  U K  w i l l  b e
present with all its latest machines
arid systems, as well as a team of
experts to give advice.

Si ,G A L 1
1
%, a l  
A

MAX VOLUME
Launched i n  J u l y ,
VOICEOVER, a  ne w  sound
system a c c e s s or y ,  h a s
proved to be somewhat of a
hit within the  teenage pop
music market.

The n e w  p r oduc t  m a y  b e
plugged into a personal stereo, hi-
fi or music centre and allows users
to sing along with the tape playing

VIRGIN BUY INTO
MASTERTRONIC

After  s e v e r a l  m o n t h s  o f
circulating r u m o u r s  t h a t
budget s o f t w a r e  g i a n t s
Mastertronic m i g h t  g o
public comes surprise news
that Virgin Vis ion L td  ha s
taken a  4 5 %  inte re s t i n
Mastertronic Group Ltd.

The buy  i n 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 sa i d *This i s a  very
exciting and substantial move 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 vaned
market areas to develop a growing
interest i n  c ros s - t ec hnology
media including C D  RO M a nd
Interactive Video Disc. Put simply.
they wi l l  b e  look ing t o  publish
product where books, music, fi lm
and games  sof tware all combine
into o n e  s u p e r  h o m e
entertainment p a c k a g e .  T h e
merging o f  i n t e r e s t s  w i t h
Mastertronic p l a c e s  V i r g i n
strongly i n  t h e  mains t ream o f
games product ion t o further this
development

while their voice is played back via
headphones. E c h o  c ha m be r
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.

11110
54
'
9---

1WAR APOLOGY
Last issue, within the pages of
our War Without Tears feature,
we printed the price of the XSL
PHASER COMMAND light gun
as being £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
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Who's the most mischievous
Playboy in the entire
galaxy?....

You may not believe it but he's a super-sharp counter espiona
agent with a big appetite for entertainment and there's nothing he enjoys mor
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 o
man-eating ants, reptiles, robots, mutants and genetic throw-backs with Dinamic'latest wonderman — Freddy Hardest

SPECTRUM E7.95 COMMODORE E8.95 AMSTRAD E.8.95 MSX E8.9

Imagine Software, 6 Central Street, Manchester M2 5NS, Tel 061 834 3939, Telex: 669977



WIN A WINTER OLYMPK HOLIDAY
WORTH MORE THAN £2000

WINTER OLYMPIAW88
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0 1 - 3 M P I f I D  W i n t e r  OlympiadI88 is

undoubtedly the best winter sports
simulation to date. It features the —
classic winter olympic events; 1 1 1 1 1Ski Slalom, Giant Slalom, Two man -
bob, Ski-Jump, Biathalon and Speed
Skating. These have been depicted

IOLJUAV i n  a way not seen on any home
computer before. The result is a
phenomenally realistic and
spell-binding game.
Available on the following formats:

CBM64, BBC/ELECTRON,
ATARI £9.95
SPECTRUM, AMSTRAD,
C16/±4 £7.95
DISK - BBC £14.95
MASTER COMPACT £14.95
ATARI 8 BIT £1495
ST. £19.95 AMIGA LI9.95

r t R
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SPEED R E M O

ADDISON INDUSTRIAL ESTATE • BLAYDON • TYNE & WEAR • NE2I 4TE • TEL 091 414 461 1



REA
!Welcome t o THE  G AME S  MACHI NE 's  fi r st r eader s l e t te r s
page. May  I  say 'thank you'  to the hundr eds of peopl e who
wrote in; because of the tight page al location I could only fit in
d handful .  T H E  G A M E S  MACHI NE ,  l i ke  ot he r  Newsfi e l d
magazines, will be  devoting mor e space to readers' opi ni ons
as fr om t he  next  i ssue -  t he  fi r st monthl y one.  Wr i te  to:

READERPAGE,  THE GAMES MACHI NE.  PO BOX l a  LUDLOW,
1 SHROPSHIRE SYS 10B.
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ATARI MISINFORMATION

Dear Games Machine
Congratulations on producing a well
balanced computer entertainment
magazine I am seriously considering
repiacing Computer & Video Games with
your publication because of your more
mature on the wholell attitude I
particularly liked the articles by Mel
Croucher. I'd wondered what had
happened to the former Automata boss -
a definite plus for your magazine

The reviews of films using computers
as a theme was knowledgeable and
fascinating - it jogged my memory of
films I'd seen and completely forgotten
about. A couple of points though- HAL in
2001
-
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letter transposition was completely
intentional. and Tron was not
"unsatisfying', it was brilliant'

Simon Goodwin was misinformed iThe
Duel - Atari v Commodore, Issue Dnel 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
Atan were creating their 0/S. 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 erne. and Intel is not
owned by IBM as slated in your
explanation of 16-bit technology - IBM
may use their chips but Intel is totally
independent of them If not, do you think
they would let clones use the same
M W
Paul Hanson (Atari ST owner),
liatnosteaO, 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 bill...

JUST RIGHT
Dear Games Machine,
I bought THE GAMES MACHINE alter
seeing it advertised in ZZAP
1 6 4  ( w h i c h  
I
have bought since Issue Onel and
decided to write in and tell you how much
I enjoyed re

It's just right tor Me 'older' game
player well I am 181 with loads of
features as well as the reviews which
make it brilliant value I  think it will
probably be in competition with CAC
which I have stopped buying because it's
so childish

I have lust one gripe about Me 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 I recently saw Commodore
Usersaying that Gazza Penn has joined
their reviewing team, this can't be true,
can it?
Kevin Mannison, St Mittens,
Merseyside

We've had some compliments from
people rattier older than yourself
about the Light Games feature, Kevin,
so it just goes to show - one mans
child is another man's poison. Yes, I'm
afraid to say that Gary Penn, after
years of running it down, has indeed
joined Commodore User 's reviewing
team. We'll say no more, huh?

OFFENDING MEL CROUCHER
Dear Games Machine
I am very impressed. Presentation and
content are bath top-notch and it makes
lively and interesting reading, just like
Newstield's other mags. The reviews are
excellent, but you could make the review
boxes a little more detailed. And I 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 T GM , Why not make it a regular
feature/

I particularly enjoyed the Krughtmare
and 'future' articles, but Mel Croucher's
'sexism in software' left me feeling a
offended 01 course I object to the adverts
he's talking about, but I resent being
portrayed as a sex-crazy, girl-chasing
idiot. Boys have minds of their own To be
quite honest, most of my friends and I
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 I took an advert like Athena
around the boys in my class, I'd get them
smirking but I doubt very much if they
would buy the game purely because of
the bra.

The trouble with Mel Croucher is that
he sees everything 'original" to be
entertainment, He advocates that
realistic concepts must be encouraged
Personally. I play computer games to
escape from the reality at exams and
school God help us lithe only games we
have are similar to Deus Ex Machina and
ID.

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

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

Anyway. I very much enjoyed the first
Issue. Keep up the good work!
David Lawson (Spectrum owner),
Hamilton. Lanarts

I hope you find the review boxes a bit
more detailed in this second issue-it
takes a bit of time to settle into the
best way of presenting information,
especially where it relates to several
machine formats - and of course we'll
be having a regular adventure column.
In the last issue, one was prepared but
cut out at the last moment. really
don't have to defend Mel's views, he's
quite capable of doing that tot himself;
and when we go monthly with Issue
Three, I hope he will be able to do so
more readily. But if he provokes open
discussions between readers, then
he's probably doing a good job!

NO MORONS HERE
Dear Games Machine
I bought TGM to see if the good points of
CRASH Could be carried forward to 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, CilleG
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.

I especially like the comparison
between different versions at a game,
which show that some games may work
better on some computers than others -
the Spectrum version of Nemesis 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, I hope
he is going to be a regular. as some of his
stuff can be hilarious.

The only missing item is a section on
coin-ops, but I am sure that you will
Include this once the mag has 'found its
leet•

MORE 16-B1T

LLI1ERS

Good luck tot the future
Jon Rose, (Editor of Enigma -
Tapezine of the Anhwei Spectrum
128 User's Group). Bognor Regis, w
Sussex

Thank you for your kind compliments
Jr"' but wouldn't underestimate
CRASH's ability to give THE GAMES
MACHINE a fight! Clearly a machine-
specific magazine can do far more
justice to the needs of a user group in
coverage The object of THE GAMES
MACHINE isn't to put either CRASH or
ZZAP! out to graze, but to provide a
real additional magazine that looks
more at the game first, then its
implementation on various machines.
Thus we look to put things more in
context for all user groups. That and
hopefully giving you a good read
(including coin-ops in future issues)!

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

I admit the multi-format reviews are a
good idea, but it is very seldom you will
get a chance to review a game on both 8 -
and 16-bit machines You were lucky
with Chess master and Tao-Pan but in
most cases the 16-bit versions are either
way before or after the 8-14 (Defender
Of The Crown, Wizballi
Nathan Brazil, Denmark

You are quite right Nathan; we were
told by the Launch Issue editors that
no up to date 16-bit games were
available for review - a little
mysterious in the circumstance,
think you will find this issue redresses
the balance to quite a degree. Thank
you for your interesting dissertation
on piracy and cracking in Denmark.
Sadly, through fight space, I had to
leave it out, but we may be looking at
the subject on an international basis
soon, and a more detailed view from
you would be most welcome,

ADVANCE SYSTEMS
&

TECHNIQUES
RGEST OFFICIAL
ATARI

DEALERS IN ESSEX
Complete range of ST Machines from Standard to Mega

including Desk Top
A wide selection of Games Sr Business Software also availably
ADVANCE SYSTEMS & TECHNIQUES

Unit 32133, Rutherford Close,
Progress Road, Southend-on Sea, Essex SS9 5 LA)

TEL:  0702 510151
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SEVEL tad- D R O P S  OF
I M A G I N AT I O N  IN
T H E  O C E A N
This time last year there were doubts over
Ocean's credibil i ty as a qual i ty software
house. This Christmas, after a year of
successes, the situation is totally reversed.
They have some major l icences lined up,
and wi th 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,
Oceans only Christmas film
licence, looks set to be ready for
the 8-bits in January and later in
the spring on the Atari ST.

Based upon the critically
praised Orlon 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

GRYZOR
Commodore 64/128, Spectrum
48/128
Amstrad CPC
ANOTHER Konami conversion
set for November is the out-and-
Out shoot-'em-up Gryzor - and a
difficult one too. because of the
original's amazing graphics.
Infiltrate the Alien Rebels' HO,
blasting your way through level
after level of death and

Set in Vietnam, Platoon takes the
player through six scenarios each
with great variety of gameglay.

Starting deep in the jungle with
a platoon of live men, you have to
negotiate a tangled maze and
down into a series 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 Barnes
before the napalm strikes.

Platoon comes in a large box
packaged with the fi lm's main
theme tune on an audio cassette.

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 months 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,
;

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, three shooting ranges,
iron man race, arm wrestling and a
fight against the instructor, all
relying on joystick waggling power
and speed -  like Daley
Thompson's Decathalon before it,
Combat  School is sure to be the
cause of many broken ioysticks
through the Christmas holidays
and a great comfort to joystick
manufacturers.

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
neart

How has it fared'? Graphically

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 original.
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RASTAN SAGA
Commodore 641128, Spectrum
48/128
Amstrad CPC
BARBARIANS seem generally
popular in the arcade stakes this
year. so welcome please, if you
will, another graphical
masterpiece making his first 8-bit
debut. Hunk Of The Month -
Rastan the Barbarian_

In an attempt to conqueror the
evil z a r d s ,  (you know the ones)

ECO
Atari ST, Amiga
HAVE you have ever fancied
playing God? Frankenstein did,
and look where it got him. But
Denton Design's newest
invention. Eco. _provides you with
the chance to do so with slightly
less dramatic effect. Creature
creation is the name of the game:
you start out as an insect on a

MATCH DAY II
Spectrum 48/128, Amstrad
CPC
Commodore M, Amstrad PCW
MATCH DAY when originally
released in mid-1965 was the
most exciting soccer simulation/
game devised for a home micro.
Now, it is action-replaying on our
screens with advanced game

1 . 1 . 1 1 . 1 1 1 . 1 1 1 g y r i g i o n n o u n g
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Pastan crosses six lands, at the
end of each lives a wizard (evil of
course).

But before reaching a wizard
Rastan has to deal with a series of
mythological 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
them usually entails slicing their
monstrous bodies to pieces in a
resounding slash of gore. And as if
that was not sufficient, the terrain
he battles across is littered with

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 t hat
7 F i n dout when it is released in
December

play, more moves, more animation
and generally a whole lot better
thanks to the inimitable Jon
Ritman and Bernie Drummond,
creators of the original, who say
they are 'head over heels wit h the
result. Match Day shoul d,  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
is the first sports simulation for it.

WHERE TIME STOOD
STILL
Spectrum 128 only
Commodore 64/128
Amstrad CPC, PC, Atari ST
Amiga
WRI TTEN by Denton Designs,
Where Time Stood Still is in the
same atmospheric 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

FIREBIRD
JUST about finished is Druid It for
the Spectrum, and it looks like
being as slick as the Commodore
version reviewed last issue. It's
along the similar lines to the
original seen last Christmas but
with the addit ion of 32 spells, 15
different levels and a host of new
features.

i•', el 11410:1:11111111 : •

hazards such as lava pits and
crevasses (which can be crossed
by swinging on vines, however).
Like Gryzor. Pastan 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 0•Cloch News,

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

Tibet, and if you're wondering
why, read on .  .

After a plane crash you are
happy to discover that you and
your team of explorers have
survived. But where are you? Well.
THE GAMES MACHINE will let you
into a secret — you're in Tibet
(which is okay, if a bit chilly), but
the real problem lies in the when?
- i t  is, you discover, several million
years BC when dinosaurs roamed
the range, and the sky was not
cloudy all day. Pitted against
cannibals, vicious pygmies,
dinosaurs and the very elements
themselves, can you battle to stay
alive in a game with a map 50
times bigger than The Great
Escape?

Of all versions in preparation.
the ST graPhics sound most
promising. The 8-bit versions (like
the Spectrum shot seen here) will
all be largely monochrome, and so
will those on the Atari. designed by
Steve Cain, but  he is using many
shades of grey to make it
incredibly atmospheric.

Where Time Stood SO should
be out early in 1988. 46K
Spectrum owners may have to
wait some time. but Ocean are
looking into ways of fitting the
game into the available
memory i f  they can.

Firebird's second Talto coin-op
conversion is Flying Shark, a fast
and furious vertically scrolling
shoot -'em-up with you battling
against enemy forces in your
plane. Armed with an endless
supply of bullets and a few smart
bombs, Flying Shark is soon to be
available for the Commodore 64/
128, Spectrum. Amstrad CPC and
Atari ST,

TYNESO•
IT IS called placing your bets on all
runner. What is? Winter Olympiad
498, that's what, The line-up
includes Spectrum. Arnstrad 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 Olympiad should
be reaching the shops in festive
spirit by mid-November.
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ARCANA
YOU may remember they brought
you the 8-bit monster trivia quiz
Power Play last year and now it's
nearly ready for the ST and Arniga

as well as a new title called Mars
Cops.

Power Play involves four teams
of lowly mythological beasts trying
desperately to become high and
mighty by answering trivia
questions and moving across a
board killing each other. Arcana
say there are some addit ional
sections being included although
we have no details on those yet.

From the pursuit of the trivial to
that of criminals: Mars Cops is split
into three phases. UFOs are
invading the solar system and they
have reached outpost Mars As  a
copper on the beat, yours is the
task of chasing and destroying
them. Starting in a Martian canal,
you must guide a space fighter
through treacherous terrain in
pursuit of a UFO. and with Only one
missile you have to make sure that
the first ha is dead on as the
standard lasers only stun.

A time limit is imposed for the
firs! section. and when it runs out

CARRIER COMMAND
Rai nbird

8-BIT owners can drool over the
solid 3-0 graphics of Driller this
Christmas, but there is no need for
16-bit usersto feel left out. thanks
to Rainbird and their latest -  the
solid 3-0 Carrier Command.

Set around an archipelago of 64
islands in the none too-distant
future, you take control of a
futuristic Weapons Carner, similar
to the aircraft carriers of today but
with a complement of amphibious
tanks as well as lets and missiles
on board. The oblective is to clear
the islands of their defence
systems, which are very similar to
your own, and any invading force.

The carrier is equipped with four
lets and four tanks all of which can
be armed from the weapons store.
From the take off point on the
carrier the lets can fly around and
explore the archipelago a l l
displayed in animated solid 3-D. If,
however, you don't  want to fly the
jets it is possible to preset their
flight paths and send them out
unmanned. The same applies to
the tanks.

In a similar way the carrier can
be navigated by preset
coordinates while you embark
upon a secondary mission in a let

the UFO lifts off and flies into deep
space. Once again you can chase
it before returning to the surface in
phase three to land and refuel -
just in t ime to catch the next
invading UFO.

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

or tank. To give an u•.•,!r 01. VieW ot
the achipelago a map is provided,
and on standard display the
islands are shown as small blobs
or just dots. However, by zooming
into the map the islands can be
looked at in close detail, with
information provided on the name
and location of islands. After using
the map and having set the course.
a telescope can be used to

magnify the view of the
surrounding area by up to 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 is currentiy
being programmed by Realt ime
Sof tware on the ST and Amiga,
and with their track record for
producing semi-solid 3-D
graphics, Carrier Command
should be no problem. 8-bit
versions are planned for 1988, but
to retain the game's playing
speed, these will probably feature
vvirr‘frame 3-D
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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
,
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Street. and it is there that the
Hunter. a large space craft. is
journeying. However, after
straying too near a black hole, the
Hunter gets warped to an
unknown sector of the galaxy
inhabited aliens who exist in hive-
like constructions. 'Starcells '
control the community of workers
and soldiers, and it is their power

that the Hunter must absorb by
blasting through the structures the
workers build up around them.
When the power level is sufficient
it takes you through loopspace.

Loopspace is a limbo region
which allows the Hunter to warp to
different parts of the galaxy, each
inhabited by different Starcell
colonies. Featuring full screen
mult i-directional scrolling, 128
levels across 1000 screens and a
Loopspace trainer, Hunter's Moon
should be ready some time in
November at £9.99. Meanwhile.
everyone wish Stavros a happy.
and very white. Christmas on the
borders where he's helping
defend Finland against the
Russians.
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GREMLIN GRAPHICS
CHRI STMAS stocking filler
games have been a respectable
idea since Gargoyle Games did so
well with Sweevo's World. Now it's
l ime for Gremlin graphics to go
wacky for Christmas with their
Alternative World Games, a bizarre
collection of stupendously odd
events.

Your host, a parrot, takes the
players sack-racing in Naples,
boot-throwing at the Colosseum.
pole-c limbing 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?

ELECTRONIC ARTS
THREE forthcoming titles for
Commodore 64/128 are Demon
Stalker, Test Drive and Skate Or
Die, the last two also appearing on
the Amiga.
Demon Stalker is a Gauntlet
variant with a menu-driven
construction set included, offering
99 levels of mazes with Calvrak the
Demon wait ing 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

The TV series Masters Of The
Universe has now been 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 enemy 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 8-bit reviews of Basil
next issue

of the world's top sports cars from
a Ferrari to a Lamborghini.  The
object is to get f rom jet-setting A
to nouveau riche B in a restricted
time limit whilst avoiding other
drivers and those two major road
hazards, falling rocks and the
police.

Skate Or Diem of a similar theme
to 7261 I llete are five different
skateboarding competit ions over
three tracks - ramp freestyle,
downhill race and ramp hill jump
Real fun for all the family, as they
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
release their coin-op conversion of
the Atari Star Wars, which
Onginally stood proudly in the
arcacles 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?).

Pr' three stages. the venerable

wirefrarne Star Wars takes you
hurtling through space towards
the Death Star madly pursued by -
and madly pursuing E mp i r e
fighters, across the surface of the
Death Star. blast ing 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 Spectrum,
Commodore.  Amstrad, BBC and
Atari S l a t  E9.99 on cassette.
E12.95 for Commodore and BBC
diskette and El 4,95 for ST and
Amstrad diskette.

ELITE
THE CLASSIC coin-op Space
Hamer, minus hydraulic chair,
comes to the Atari ST in
November. nearly a year after its
8-bit release. Taking control of a
Space Hamer a  hi-tech pilot of
the future, equipped with a jet-
pack and an ultra-gun t h e
objective is to rid a planet of
ovading fantasy aliens.

Split into 18 levels, the planet
surface scrolls towards you at
quite 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 fast as it is in
the preview version. then ST
Space Harnerlooksset to be a 16-
bit Christmas winner.

CRL
AFTER Electr;,,ili, Arts took over
their distribution. CPUs  products
were slightly delayed. but here
comes another another batch or
healthy releases kicking off with
the graphically impressive Jet
Boys. They are on a suicide
mission to a bizarre planet, 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, or as a
suicide pact with a comrade, Jet
Boys looks like a smart shoot- 'ern-
up for November on the
Commodore  64/128,

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

Other CBM64 titles include
Mandroid. sequel to Cyborg, and

Life Force which involves
destruction of an orbit ing power
station that has taken on a life of its
own.

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.
The graphics, as you can see from
the screenshot. are pretty
gruesome. How did the poor
ladies cope" Find out on page 23
where Mel Croucher of the
delicate sensibility chats with
them.

X ' I ,  o o n n a
m a k e  P i n k y
C a l  l  ab an
i n t o
s o glebe dy

SOFT REFLECTIONS
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
title. 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.

And there's a strange little
number whose title sounds rather
like they forgot a letter - ads.  The

plot tells of a race of Bio-creates
who, althougti 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 down to is
a rather good shoot-'em-up
featuring the revolutionary Nova-
bombs, which make bigger booms
than before. Out soon for the Atari
ST

QUICKSILIM
PAC'S BACK! shout the
hoardings. computer nestles 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 to

Fairyland. Constant ly pursued by
his erstwhile paranormal ghost
opponents. Blinky. Pinky. Inky and
Clyde. Pac's objective is to make
his way through different
landscapes, return the fairy and
then potter back home to Mrs Pac.

The storyline is, of course, as
sickeningly sweet as a fairyground
candyfloss. but  Ouicksilva
promise that the game is a tough
nut to crack.

Pac Land on Commodore 64/
128. Spectrum, Amstrad CPC.
MSX, Atari ST and Amiga, should
be out in t ime for Christmas.
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YOUR BEST EVER NIGHTMARE!!

11 Mail Order: Activision (UK) Ltd, Units 3 & 4 Lloyds Close,
' Finedon Rood Industrial Estate, Wellingborough,

Northampton NN8 4SR. Tel: (0933) 76768

Commodore 64/128 Cassette (E9.99) and Disk (c1219)
IX Spectrum 4131dMitAi+ (F9_99) Amstrad CPC

Cmsette (EP 99) and Disk Da4.99) Aiori ST (114.99).

Knightmare the computer game uniquely combines the best
elements of traditional adventuring with some hot arcade action
and provides puzzles and riddles of a varying nature not found

before in computer games.

Copyright 1981 Anglia Takirision Game copyright 1981
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0
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WHERE THERE'S YUK
THERE'S BRASS
In the second
of his industry
analyses, Mel

Croucher
leaves the

seamy side of
software sex
and gets to
grips with

computerised
violence.

"The use of
fantasy to
accept and

master
aggression is
essential in

human
development."

SUSAN VAS
DIAS

n the beginning was pingpong,
which begat  the shoot-'ern-up,
which begat  t he bea t em-up .
which bega t  t h e  c omput er-
nasty, and there was a wailing

and a  gnashing o f  teeth,  and  t he
mult itude was sore afraid that profits
were about to go right down the lavvy-
pan, And verily, as I write this, the state
of t he bes t  selling games  sof tware
titles breaks down something like this:

SO-CALLED BUDGET TITLES
Competit ive Sport Simulations 4 0 %
Violent Conflict Simulations 2 8 %
Games of Incidental Violence 2 0 %
Certifiable 'Computer Nestles 0 8 %
Others 0 4 %
SO-CALLED FULL-PRICE TITLES
Violent Confl ict Simulations 4 2 %
Competit ive Sport Simulations 2 6 %
Games of Incidental Violence 1 4 %
Certifiable 'Computer Nasties' 1 4 %
Others 0 4 %

Like it or not, those of us who create,
flog, o r  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 ac ts  o f  v iolence on lit t le
screens.

In putting together this collection of
other people's  opinions. I have tried
hard to keep my own feelings off the
page. Ins tead I  have gathered t he
recorded voices of some of the most
influential and respected people in
British games software and thrown in
the odd  psychotherapist.  very  odd
literary giant .  a n d  s upremely  o d d
mate o f  m i n e .  T h e  f o l l o wi n g
transcriptions were all taken long after
the Government,  press. and sundry
loudmouths m a d e  k n e e - j e r k

reactions t o  t h e  Hu n g e r f o r d
massacre_ Everyone has had t ime to
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 i n  response t o  t he  v ery
different talking heads that follow.

But first a message from a few guys
who c o u l d n ' t  q u i t e  m a k e  t h e
interviews.
HE WHO  LIVES B Y  THE SWORD

SHALL DIE BY THE SWORD'(Jesus)
•C•MON PUNK,  M A K E  M Y  DA Y '
(Dirty Harry)
'THERE ARE TWO CERTAINTIES IN
LIFE, S E X  A ND DEATH'  (Woody
Allen)
'NOTHING IS GOING 70 MAKE THE
LION LIE DOWN WITH THE LAMB:
UNLESS THE LAMB IS INSIDE' (D H
Lawrence)

SUSAN VAS DIAS
,i s  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 k nowledge  a b o u t  w h a t
makes us  k ids  t ick,  Tak e i t  away
Susan:

*Aggression is innate in all human
beings. A l l  t o o  of t en children a re
raised to feel that their angry, violent
feelings are naughty and wrong. The
use of fantasy t o accept and master
aggression i s  essent ial i n  human
development. W h e n  ( f a n t a s y )
characters are 'banked' ,  ' 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 ,  s uc h  a s  c at s
killing birds and people killing fish to

OPINION

fantasies a b o u t  v i o l e n t  h u m a n
encounters, c an be observed in all
children's play.'

Personally. I  think that 's hogwash
when applied t o  computer mashes,
but I ' m no t  go ing  t o  inc lude my
opinions. am I? Except to say that the
difference between cats and kids is
something t o do  wit h the power of
reason, s p e e c h  a n d  s o - c a l l e d
civilisation. H o  hum.  Who ' s  nex t?
Why, if  it  isn't the man who inspired
me to start writ ing computer games
all those years ago

SIR CLIVE SINCLAIR
MEL -  Talk  t o me  about  t he best-
selling computer games played on the
computers you originally conceived.
CLIVE - I'm very sad to seethe current
crop of  games that  glorify violence.
very s a d .  I t ' s  a  v e r y  u n wi s e
development, it 's alarming.
MEL - Look into your crystal ball.
CLIVE -  Games  are get t ing more
realistic, and this t rend will cont inue
as new machines come out with more
powerful graphics .  Th e  las t  t h ing
computers should be used for is  to
emulate v iolence bet ween human
beings. Aliens ,  mons ters ,  t hat 's  a
joke, and can be seen as such, but I
am s ure t hat  certain games  are a
corrupting influence, A Tragedy_
MEL - Those are very strong words,
'corrupt ing'.  'tragedy'_ Do you think
your technology is abused?
CLIVE - It is a bad use of it, absolutely,
yes_ Let 's  not  minc e words  — that
means abuse.
MEL - Would you. no, could you try to
stop youngs ters  f r o m us ing y our
machines to play violent games?
CLIVE - I would try to dissuade them,
yes. I want  you to write that on your
article.
MEL - But  isn't the profi t mot ive so
strong t h a t  s of t ware hous es  wi l l
develop m o r e  a n d  mo r e  v io lent
games?
CLIVE -  Th e  day  wi l l  c ome,  and
maybe not  very far away. when the
,aw s t eps  in .  I t  h a s  i n  Germany
already.
MEL -  You mean their banning of
Barbarian?
CLIVE - Yes indeed. And I think such
things wi l l  b e  banned here before
long. S a d ,  bec aus e I  d o n ' t  l i k e
censorship at all.
MEL - You'd like to see self-restraint
as oppos ed  t o  t h e  l a w  get t ing
involved"
CLIVE -  Manuf ac t urers  s h o u l d
respect their customers. Very soon_
with developments  i n  laser disks ,
things are going t o get  much more
realistic, more gory.
MEL -  But  d o  y ou believe people
won't  be able to separate reality from
imaginary experiences"
CLIVE - It is a worry. I don't  honestly
know. Yes, it 's my fear!
Whether y ou agree wit h Sinclair or
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riot, his  picture of  the next stage in
computer s imulat ions is very bleak.
indeed, the sort of stuff that sf writers
have been predic t ing f or  decades.
where people lose themselves inside
weird and often horrific fantasies. Sc
what makes people like me continue
to develop 'entertainments' with the
potential to backfire like this? I want
my work to be as 'realist ic' a fantasy
as possible, so do most others.

IAN STEWART
is t h e  b o s s  o f  t h e  h igh l y

successful Gremlin Graphics outfit. l
paid him a visit.
MEL - I've just won Second Prize in
your Charles  Bronson Deathwish 3
lOokalike comp°.  Do I 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 fi rearms around with him,  his
back mus t  be  k illing him.  Anyway,
thanks very much, what do I win?
IAN - One Philips CD midi-system will
be arriv ing at  your f ront  door very
soon, probably in bits."
MEL -  Brons on,  Dea t hwis h  3 ,
Hungerford, sick.
IAN -  Oh.  I  see.  Sex  is  okay,  but
violence is out,
MEL - Sure. I believe that, that's fine
with me. People can have a bon k after
watching bonk ing fi lms ,  b u t  wha t
about Bernard Get z  wh o  gunned
down people i n  t he  s ubway  af t er
watching Bronson do it on screen, or
Michael Ry an wh o  dressed u p  as
Rambo a n d  k i l led 1 6  peop le  a t
random?
IAN -  ( l ong  paus e) I  h a d  ev ery
opportunity to maximise the coverage
I could have got f rom the Hungerford
massacre. W e  d i d n ' t  s p e a k  t o
anybody. Nobody at all. Not even you.
Mel. And that 's the way it  stands at
the moment.
MEL -  Pres umably  y ou ' v e b e e n
approached personally to comment.
IAN -  It would have been ideal as a
promotion, but  there is no way  I 'm
going t o use or abuse anything as
tragic as that.
MEL -  Wi l l  y o u  b e  wit hdrawing
Deathwtsh 3?
IAN - It's still in the shops, and as with
any software product, it  really hasn't
got that much of a long life.
Neither had Michael Ryan. I suppose
the best known pacifist in Britain is the
next person I talked to:

MONSIGNOR BRUCE
KENT

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

• Mel Croucher expects  t hat  many
readers think he's a hypocritical cynic
for ac c ept ing t h e  Dea t hwis h  3
competit ion p r i z e  f r o m  G r e ml i n
Graphics, Before you write in, Mel has
told us that yes, he is a hypocrit ical
cynic, but  he has turned the Philips
CD midi-system into three years of
education for the eight-year-old child
of an agriculture coolie,  t hanks  t o
Act ion A id .  Th e  c hi ld ' s  n a me  i s
As h wathappa, and he doesn't  care
one iota about violence in computer
games He ' s  too busy try ing not  to
starve.

22
1
1  
4
8  
T
G
M  
T
X  
D
A
T
E
:  
1  
2
-
8
7

Sir Clive Sinclair; has his
ZX  Spectrum com puter
becom e a fester ing
w ound of corruption?

I t  •  •  •  t h e  d i f f -
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 wine, (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, I remember a bandage
on a playmate's  head, but  most ly it
was hide-and-seek, not killing games.
MEL -  Wh y  are  v iolent  c omput er
games so popular?
BRUCE -  K i d s  a r e  encouraged,
there's a business there, Something
in human nat ure i s  v iolent ,  c ruel,
competit ive a n d  t h e  s o f t wa r e
business has  dec ided t o  exploit  it_
Raid Over Moscow ties in with insane
Nationalism, it 's frightful.
MEL - Let 's keep of f  the nuclear bit
today. You're reviewing Deathwish 3
here, joystick in hand. What  do youreckon?
BRUCE - I'm a Christian. Christmas is
a t i m e  o f  reconc iliat ion,  p e a c e
making_ I f  t h i s  i s  bough t  a s  a
Christmas pres ent  I  t h i n k  i t  i s

Monsignor  Bruce Kent, personal
chum  of Pope John-Paul
outrageous. As a game I think it is a
very, very  dangerous  perversion. I t
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,  just ice and judic ial
procedures, and this bypasses all of
that. It turns a killer into a hero. Why
aren't heroes  c hampions  o f  non -
violence?
MEL -  Mold-mannered Bruc e Kent
from the planet Krypton?
BRUCE -  Seriously.  I  feel quit e i l l
looking at  this, I think it 's dreadful.  I
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 -  No b o d y  pay s  f o r  t h e
personal advert is ing poster I 've got
here unless it has results. I don't  have
any personal ev idence.  I  certainly
know o f  k i d s  w h o  h a v e  h u n g
themselves after seeing it on TV. I read
the papers c a s u a l  violence on our
street, I just Can't believe these games
DO NOT affect people's behaviour!
MEL -  This  sort  o f  game is  about
'winning' about  being aggressive, a
world of  male dominance, How can
this stereotype be broken?

BRUCE - Produce games on a non-
sexual basis, where your skill is about
getting people out  o f  danger,  no t
murdering them.
MEL - Mild-mannered Lucy Kent from
the planet Krypton?
BRUCE - Rescuing a crashed aircraft,
stop t h e  assass inat ion o f  Mar t in
Luther K ing ,  t here  a r e  s o  ma n y
alternatives. Wh y  i s  t he  sense o f
challenge perverted like this? These
games don' t  c reate v iolence,  t hey
ARE violent, full stop.
MEL - Don't  you like computers very
much?
BRUCE -  We  call 'security '  being
willing to murder millions of people —
we s el l  weapons  t o  anyone b u t
computers a r e  neu t ra l  l i k e  a n y
technology. I t 's  how you use them.
Like t he telephone,  y ou can plot  a
murder on it. you can plan a wedding
on it, a computer itself is just neutral.
MEL - Always?
BRUCE -  Ex c ept  wh e n  I  p lay ed
computer tennis. It thrashed me. Non-
violently of course!

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

JEFF MINTER
If Mons ignor Kent 's  opinions  were
predictable, meet ing wi t h  t h e  o l d
llama-head is never predictable:
MEL -  I f  we  c an s t op danc ing a
minute, g iv e me  words  of  wis dom
about v iolenc e i n  y o u r  c omput er
games.
JEFF - What do you reckon to the new
Floyd. man?
MEL -  Bet ter t han t he new Roger
Waters.
JEFF - I don't  know, man, it depends
which m o o d  I ' m  i n .  F l o y d  a r e
Megagods, let's have a party, man.
MAN,  e r .  M E L  -  Tal k about
violence or I'll hit you.
JEFF -  Yeah, love it. I 've got  some
really heav y  shoot -'em-ups .  B u t  I
want to be abstract. Blobs. camels. I
don't  like games where you kill men, I
hate it  when they go 'eeaaauurghl'.
Can't relate to that. I like a good violent
shoot-'em-up, b u t  i t ' s  g o t  t o  b e
abstract violence. Guns are bad news.
MEL - Guns in computer games are
bad news? You mean for children?
JEFF -  I t 's  distasteful personally.  I
don't  know how it affects children. For
me it's bad news. I don't  want no gut
exploding.



MEL -  A r e  y o u  a wa r e  o f  y o u r
responsibility to your admirers?
JEFF -  I  d o n ' t  t h i n k  a b o u t
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 t o  impose my  v iews  on
anyone else.
MEL - Why not?
JEFF - I write games that I like. Weird
people play  them. I 've got  a  weird
following. I 'm writ ing something on
the S T  n o w,  h u g e  amoun t s  o f
megablasting, Y E A A H! ,  l o v e  i t ,
digitised llamas, very tasty.
MEL - Soundtrack by Pink Floyd?
JEFF - You ask 'em next time you see
ern. No, I'll ask Roger Waters myself,
let's dance. man.

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

JEFFREY ARCHER .  .
, star of  the High Court ,  Maggie

Thatcher's breakfast t able and t he
Dame Edna Everage show. Hi there
Jett! Wha t  d o  y o u  k n o w a b o u t
computers?
JEFFREY -  I  can't  type, I  have no
professional expertise at all. For NotA
Penny More.  No t  A  Penny  Less  I
sought expert  adv ice f rom my  13-
year-old son,  who  plays  computer
games every week.  I st ill 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 I wouldn't  allow him to play them.
Under no circumstances.
MEL Y o u  are talk ing censorship,
aren't you.
JEFFREY - In a democracy you can't
go too far, you have to be very careful.
I believe in parental control and self-
restraint, y eah.  B u t  v io lenc e o n
television screens  I  k n o w t he
Pnme Minister is worried, and rightly
so. Even if  i t  adds  one percent  t o
anyone's life being in danger, then it
Should be stopped.
MEL -  S o  y o u  d o  adv oc a t e
censorship. Do you think that active
participation in  a  v iolent  c omput er
game i s  m o r e  dangerous  t h a n
passively watching a video?
JEFFREY - I've never thought about it
before you said it, but yes, yes it would
make one feel powerful,  which can't
be a good thing.
MEL - Power isn't a good thing?
JEFFREY - Not that sort of power.
MEL •  What  sort  o f  power then,  I
mean, how can you stop your Willie
playing these games in the privacy of
his own room?
JEFFREY - I 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 themselves.
How very true. Which brings us back
to our  lady  c hi ld psychotherapist .
Aggressive infant thugs learn their art
from aggressive adult  thugs. But  let
us mov e o n  t o  t hos e ot her lady
Psychotherapists of software —

"I was so upset
by some of the
scenes, I 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
MARI ANNE - I wondered if you were
going to say that first.
MEL - Of course I was  going to say
that first, but if you prefer, let 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 -  H e  w a s  a  mo s t
unpleasant charac ter,  ex c ept  t ha t
there was more than one of him.
MARI ANNE - Two sugars please.
MEL - That 's very bad for you. So is
ripping the bowels  out  of  women.  I
find that offensive,
PRISCILLA -  Mos t  people do don' t
they? We don't  look at  the pictures
when w e  p lay  t h e  game.  Rat her
unpleasant.
MEL -  But  i t ' s  equally  unpleasant
without the pictures.
PRISCILLA - As a matter of fact we
don't  r e a d  t h e  g o r y  b i t s  eit her.
Seriously, I was so upset by some of
the scenes. I  s topped programming
for a while.
MARI ANNE - We programmed it with
our eyes open, but we play it with our
eyes shut.
MEL - You've gone a long way from
The Snow Queen haven't you?
PRISCILLA - No, it's exactly the same
theme, the battle between Good and
Evil.
MEL - Sorry, but I see a conflict here.
You've d o n e  a  p i e c e  o f  wo r k ,
presumably for money, yet you can't
bear to watch or read the violent bits
yourselves. What  about your little girl
admirers?
PRISCILLA -  A l f r e d  Hi t c hc oc k
favoured t he k ind o f  horror whic h
makes you break out in a cold sweat,
rather than the k ind that makes you
lose your breakfast. And I agree with
him.
MEL -  You  haven' t  ans wered my
question. Hit chcock -watching i s  a
passive 'entertainment*, playing your
Jack T h e  R i p p e r  i s  a c t i v e
participation.
MARI ANNE - One doesn't  take part

OPINION

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 i n  mourning f or
Civilisation. All Civilisation,
(At t h i s  p o i n t  C R L  b o s s  CL E M
CHAMBERS pops up from under the
table)
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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  wo r l d  wit hout
order, without reason, without justice,
that's a video nasty. Don't  forget our
product w i l l  h a v e  a  Ce n s o r ' s
Certificate.
MEL - That is a very important point
Vital in  fact. Whatever the sof tware
industry s ay s ,  g a me s  n o w c o me
under the law of the land.
PRISCILLA - I think Jack The Rippe?
is g o i n g  t o  h a v e  a n  ov e r -21
Certificate, t he fi rst  produc t  t o  get
one, I think. And I 'm glad about that.
Yes, we do have a lot of little girls who
follow o u r  games ,  ages  seven t o
twelve. I ' d  HASTE t o  think  o f  t hem
misguidedly buying The Ripper.

I lef t  t he ladies of  St  Brides t o the
tender lov ing c are o f  t he  Sunday
tabloid reporters,  and  targeted t he

biggest man in software

KEVIN TOMS
(Well, you t ry  sharing a seat wit h a
giant like Kevin).
MEL - I 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. I wore
glasses before.
MEL -  I  can' t  think of  any product
you've b e e n  inv o lv ed w i t h  t h a t
features overt violence.
KEVIN -  A  t ac t ic al  s ec t ion  i n
President, but  you're right, not  even
crowd violence in Football Manager
It is just not interesting. I've got plenty
of things I  c an writ e about  without
having to bother with all that rubbish
Strategy games  are more involved
with t he cerebral and tact ical s ide.
rather than man-to-man killing.
MEL - Are those games dangerous?
KEVIN -  No,  I  don' t  feel that killing
little objec t s  o n  s c reen leads  t o
violence elsewhere. People know the
difference b e t we e n  f ant as y  a n d
reality.
MEL - What about the recent spate of
deliberately gruesome advertising?
KEVIN -  The gory posters? Yeah, I
don't  like 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  t o  them,  i t  doesn't
seem to bother them. When you get
older you become more sensitive not
less, because y ou unders tand t he
realities.
MEL - Would you be willing to write
violent games in the future?
KEVIN - I am in a position now where
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OPINION!

I don't need to tuna business, and I'm
free to program what  I want.  It's my
profession, and I don' t  need to use
overt v io lenc e a t  a l l .  L o o k  a t
Codernasters, t h e y  s e l l  s qui l l ions
without resorting to computer nestles.
Which is exactly where I will look next.

DAVID & RICHARD
DARLING .  .

are the fraternal leaders of  t he
Codemasters empire.
MEL - Have you, are you or will you
ever, b e  inv o lv ed w i t h  v i o l e n t
computer games?
RICHARD - We have shoot- 'em-ups,
but w e  d o n ' t  i n v o l v e  p e o p l e .
Shapeless b l o b s  a n d  s pac es hips
have no connect ion with real life. I t
doesn't make players more violent.
MEL -  I f  y ou were approached t o
publish o r  wr i t e  a  Ra mb o  o r  a
Barbanan where you murder people
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 t ime in
combat, trying to kill each other. Two
people racing a BMX is just as skillful.
but harmles s ,  a n d  a  l o t  m o r e
enioyable I think.
MEL - Have you ever been influenced
by so-called violent games?
DAVID - I 've never killed anybody. I
don't know anyone who has.
RICHARD -  I  t hink  i t  does  af fect
people subt ly .  I t  migh t  jus t  pus h
someone over the edge.  Comput er
games a r e  mo r e  interac t ive t han
videos, you get  involved, especially.
as Dav id said, when you have t wo
players agains t  one  another.  They
shout and swear all the time, it 's a lot
closer to real life than a space shoot-
'em-up. I f  we  were t o  change our
graphics s o you're k illing babies  i t
would make a lot of difference. It's the
images that are important.
MEL -  W h a t  a b o u t  adv ert is ing
graphics? What  about  Rygar with a
saw blade ripping t hrough human
guts?
DAVID - We don't  like to criticise Our
competitors, but  I don' t  want  t o do
things like that.  We  have a certain
responsibility t o our customers. We
are aware of their age and how they
can be influenced.
MEL -  You take this very seriously,
don't you?
RICHARD - We think of all the aspect s
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 original Melbourne House karate
game.
RICHARD -  And  t hat  was n' t  t o o
violent. They've got a whole lot worse
since then, haven't they?

Well, folks I 'm taking away valuable
space f rom revot t ing adverts ,  and
reviews of  gruesome games, so just
one more interview. And who better

Solt And
Cuddly is fan-
tasy, some-

thing like
Deathwish 3 is
a no-no. per-

sonally, I
would never do

it. You can
quote me.'

ASHLEY
HILDEBRANDI

Dariongs both, Richard
and David

"Th;
type of game is

where two
people play at
the same time
in combat, try-
ing to kill each

other."
DAVID DARLING

than t h e  Supremo o f  Sickos.  t he
furnace inside the Power House, the
soft and cuddly

ASHLEY HILDEBRANDT
MEL -  Sof t  And Cuddly :  The Firs t
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 t h e  d a y  a f t e r  Hungerf ord.
People went  apeshit, s imple as that.
The Star ran a piece saying that these
kinds of  computer games are turning
people's minds ,  c orrupt ing youth.
Bloody Hell.
MEL - And, as usual, they hadn't seen
the game,  I  know,  it 's  happened to
me. B u t  i s n ' t  a l l  publ ic i t y  g o o d
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
violent thing in Sof t  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 d e a d  mot her ,  wh o ' s  b e e n
chopped to bits, stuffed in the fridge,
and so on.
MEL -  And that 's  non-v iolent  God
help us if you ever go violent!
ASHLEY - It's warped, but I was very
upset b y  t he  Hungerford fl ak  w e
picked up. Very.
MEL - Your poster might suggest that
Soft And Cuddly is somewhat violent.
A p i le  o f  severed heads  dnpping
blood.
ASHLEY -  I  suppose so,  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 moment.
MEL - In the fridge, is it?
ASHLEY - Seriously, I have published
violent games,  we  all have, except
yourself. B u t  I  w o u l d  n o t  r u n

something iike Rambo.  I clo think the
publisher has got  to be responsible.
Soft And Cuddly is fantasy, something
like Deathwish 3 is a no-no. Person-
ally, I would never do it  You can quote
me.
And so I have Ashley, so I have. Well,
it is not the function of a humble writer
to impose his own views on an item
like t his ,  b u t  I  hav e  nev er been
humble. and I don't  give a monkey's
about challenging people I disagree
with. As we approach the Christmas
software bonanza, I  would ask  t he
following groups  t o  cons ider these
requests:
PROGRAMMERS:  Y o u r  infl uenc e
over children is  real and important .
Why riot  be construct ive instead of
destructive?
MAGAZINES:  Ho w repuls ive does
advertising have t o  get  before you
refuse t o  t a k e  t h e  advert isers 's
money?
THE TRADE: If you are in the business
of fl ogging s of t ware t o  k ids  t hat
glorifies selfi shness  a n d  brutalit y ,
never ever shoot your mouth off if you
suffer a b u s e  o f  y o u r  pers on o r
property, because you,  my  friends,
are not without blame.
EVERYONE: W h e n  gov ernment s
start banning things  f o r  your own
good' we all lose another lit t le bit  of
our f reedom.  I f  y ou  s tart  burning
books, v ideos and computer games
you don' t  approve of ,  y ou end up
burning people you don't  approve of.
Ask t he  witches,  Catholics ,  Sout h
Africans and t he author of  my  fi rst
quote. When it  comes  t o computer
software, we don't  need censorship,
we n e e d  s el f - res pec t .  H a p p y
Christmas everyone.
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At last! The most famous
coin-op Arcade Game and one of
the most successful films of our
era come together in this
Domark publication.

Faithful to the original, the
home computer version of
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HIT THE BATTLETRACK TODAY!
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The next 38 pages are the core of
THE GAMES MACHI NE,  where
you will find the most  informative
and detailed select ion of  games
reviews i n  a n y  mu l t i - u s e r
computer magazine, wit h games
not just reviewed on one machine
-  bu t  every  vers ion.  A r id  i t  a
version is not completed, we will
do our best to tell you about  its
progress. No longer do you have
to read a Spectrum game review in
anticipation, only to discover that
when it is published for your IBM
PC i t  t urns  ou t  t o  b e  ent irely
different and less satisfying -  we
will tell you about each version as
and when we see it.
VERSION UPDATES
And when a  version whic h nas
already been rev iewed on other
machines is finished we will give
you the tull low down and rating in
a Version Update. In the first issue
of T H E  G A M E S  MA CHI NE .
Version Updates were in a section
of their own, but f rom now on, you

REVIEWS SUMMARY

COMMODORE 64/128

Buggy Boy
Chuck Yeager's  AFS
Flash Point
Freddy Hardest
Indiana Jones
Jack the Nipper II
Lurking Horror
Mad Balls
Maniac Mans ion
MASK
Meanstreak
Nebulus
Nord & Bert
Passengers on
the Wind ll
Renegade
Quedex
Thundercats
Yogi Bear

35
46
35
58
76
62

Adventure
56

Adventure
50
63
52

Adventure

70
54
64
73
68

it EIIIIS
will find them treated as reviews in
the main section which follows.

THE EXPANDING PC
And talk ing of  P C compat ibles ,
you will fi nd three reviews of  PC
games -  and there are more lined
up for the next issue. The market
for P C  games  i s  growing b u t
Mirrorsof t  say that it is ' a market
that hasn't really sorted itself out.'
For t h e  r e c e n t l y  c o n v e r t e d
Defender Of The Crown. Mirrorsoft
hope t o  s e l l  2 , 5 0 0  c op ies .
Meanwhile, Oc ean appear quite
happy: ' We' re  pleased wit h t he
initial react ion, '  comments  sales
manager Pau l  Pat terson.  ' a n d
we're continuing to support it with
Arkanoid which is  just released,
and Wizball isn't far off.

So, wh ic h  games  a re  wor t h
writ ing o n  y o u r  Ch r i s t ma s
shopping list? To help you find Out
THE GAMES MACHINE reviewing
team this month consists of  Nik
Wild, Robin Hogg,  Richard Eddy,
Mark Rot !
,  w e l l  
a n
d  
R o
b i
n  
( 7
a n
d y
.

SPECTRUM 48/128
720
-Dark Scept re
Driller
Freddy Hardest
Indiana Jones
Jack The Nipper II
Nebulus
Phantom Club
Red LED
Through the Trap Door
Thundercats
ANISTRAD
Basket Master
Driller
Freddy Hardest
Jack the Nipper ll
Lurk ing Horror
Nord & Bert
Passengers on
the Wind
Red LED

44
55
38
58
76
62
52
32
44
77
73

37
38
58
62

Adventure
Adventure

70
44

L E A D
R E V I E W S
DRILLER
Incent ive has been working on the
Driller project for over 14 months
arid n o w  i t  c o me s  a l i v e  o n
Spectrum and Nnstrad CPC - and
it's big!

DARK SCEPTRE
PAGE 38

From Fi r e b i r d  c omes  anot her
magnificent c reat ion b y  M i k e
Singleton,  c reator o f  Lords  O f
Midnight, Doomdark ' s  Rev enge
and Throne Of Fire. An ingenious
combinat ion o f  s t ra t egy  a n d
action makes Dark Sceptre one of
the most involved games seen on
the Spectrum.

AMIGA
Barbarian
Bat t leships
Diablo
Impac t

PAGE 55

Thundercats  7 3
Werewolves  of London 7 5
Barbarian The Ult imate
Warrior 4 7
Bat t leships 5 4
Bubble Ghost  5 0
Diablo 7 1
Impact  3 0
Indiana Jones 7 6
Lurk ing Horror A d v e n t u r e
Nord & Bert  A d v e n t u r e
Not  A Penny More,  Not
A Penny Less A d v e n t u r e
Passengers on
the Wind II 7 0
Rana Rama 5 7
Sapiens 7 4
Skull-Diggery  4 3
3-0 Galax 5 3

67
65
71
30

BARBARIAN

MROUGH M E
TRAPDOOR

ATARI ST
Addic taball
Airball
Barbarian
Lurk ing Horror
Nord & Bert
Space Quest
PC
Chuck  Yeager's  /WS
Sapiens
Tau Cet i
M S X
Metal Gear
Vampire Killer

NINTENDO
Excite Bike
Super Mario Bros
ARCHIMEDES
Zarch

REVIEWS

This has been available for a while
but the magical.  graphical 16-bit
arcade-adventure f r o m
Psygnosis with its novel control
method and horrors  that  would
make y o u r  g r a n n y  s c r e a m,
deserves more attention that it has
received.

PAGE 67

Piranha deal goods again with this
sequel t o  t he i r  b igges t  seller,
Trapdoor, Again, starring Berk and
Drutt t he ,  Sequel br ings  mo r e
action wi t h  t he s ame endearing
Don Priest ley graphics.

PAGE 77

30
60
67

Adventure
Adventure
Adventure

74
61

61
40

69
39

42
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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. . .

Tait°, t h e  c o m p a n y  w h i c h
produced t h e  c o r k y  c o i n - o p
Arkanold. are probably  to blame
for unleashing the craze, and then
Ocean for produc ing a series of
very competent  convers ions f or
the home micros. The ST version
is undoubt edly  t h e  s uper ior ,
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 Grernlin's Krackout. which
was somewhat  jollier but  s lower
and r e a l l y  d i d n ' t  h a v e  t h e
addictiveness Ancanoid provided.

Not to be outdone Elite shoved
in their fourpenneth in the shape of
Batty which now features on Hit
Pak 2. Writ ten by an ex-Ult imate
programmer. Bat ty  was polished
and s howed  great er  graphic al
sophistication than Arkanold.
And then everyone breathed a sigh
of rel ief  t hink ing t h a t  i t  wa s
over

Not o n  y our nelly ! '  shouted
Audiogenic, Alligata,  Pirat e and
CR_ in unison, all proffering their
latest versions which are: Impact,
Actdictaball, Smash Out! and Ball
Breaker.

Apart f r o m  t h e  g a m e s .
comparing inlay storylines proves
most interesting. Pirate's budget
Smash O u t !  g o e s  f o r  a
desperately-try-to-be-convincing
story where the bat is supposed to
be a spaceship lost in space and
bucks are blobs of plasma, while
Ball Breaker c laims  t he  ball  i s
some chappie called Ovoid on a
mission of annihilation, Personally
I prefer Impact 's  'Trapped in a
1970s arc ade ma c h i n e . . . '  o r
Alligata's s t raight  f or  t he throat
amoach w i t h  •  _ I  h a v e

difficulty imagining a  b a t  i s  a
spaceship s o  let's call things
a bat, ball and bricks -  it 's much
easier!' And so it is.

I t hink  y ou c an quit e happily
disregard Smas h O u r  it  is  lit t le
more than a poor man's Arkanoid
with meas ly  graphics,  nauseous
sound a n d  t h e  adict iveness o f
drying paint. Okay, so it may have
screen des igner t hrown in,  b u t
even this is fiddly to use and does
nothing to push up Smash Ours
credibility.

NOVELTY
There's a lesson to learn here -  if
you are going to produce a c lone
you have t o  d o  i t  very  well,  o r
devise a novel twist on the formula.
Which is  what  CR1 did with Bali
Breaker, originally released for the
Amstrad C P C  range,  i t  t o o k
Breakout into 3-D and worked well
with some great sound effects and
a colourful layout. Bali Breaker is
just released for the Spectrum and
retains its playabihty -  although to
avoid c o l o u r  c l a s h  t h e
monochromat ic g r a p h i c s  c a n
make i t  diffi cult  t o  s ee exact ly
where t o  pos i t ion  y o u r  b a t .
Complete wi t h  a l l  t h e  t y pic al
features, it  also includes a laser
gun w h i c h  s t a y s  w i t h  y o u
throughout the game. Bail Breaker
adds up to a worthwhile buy if you
fancy a different twist on the rest -
and soon t o be available on the
Atari ST and Amiga.

Audiogenic, quiet for some time.
return t o our 16-bit  screens with
the elaborate impact  for the Atari
ST and Amiga (and hopefully soon
for the Spectrum and Commodore
64/128). I mp a c t  i s  q u i t e  t h e
connoisseur's Ark anoid c leverly
topped off by some great sounds

S t
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genic's Impact -
a colourful ST screen

(each bric k ,  a l ien a n d  t he  ba t
produces an individual sound, so
occajsionally i t  s ounds  l i k e  a
decent t u n e  g o n e  wonk y ! ) .
Graphically, it  is what  you would

expect from 16-bit, utilising colour
very well and sharp defi nit ion 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 arid
catch are collec ted-a la Nemesis.
Yellow tokens  s pin d o wn  f rom
selected bricks  when dest royed
and. if collected, are stored in the
power select pad at  the bot t om
nght-hand corner of  the screen.
Pressing the mouse button when
one is  collected makes  t he ball
s low down,  collec t ing t wo  and
then pressing the button gives you
the catch effect and so on through

Right at the start, and it's high time to
knock out the laser blocks at the left
and right It you want the force to be
;vitt? you - Atari Sr screen

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

1 lommommon um m o o  Eisamon Emi 1A  n o n  e
= M a g a  1 1 1 1

• •  •

t

With 80  scrir,.•,s and 48 more
you can design yourself using Me
easy-to-use s c r e e n  des igner ,
Impact definitely wins my approval
as being t he best  just  f or sheer
addictiveness.

But coming a c lose second is
Addictaball f rom Alligata, whic h
doesn't quite make it to the very
top f or the s imple reason that  it
falls down  o n  presentat ion and
graphics. The use of colour is very
dull o n  t he fi rst levels -  mainly
greys. greens, and blues used for
the bric k s  a n d  surroundings  -
which doesn't  do much to create
an exciting atmosphere.

However. Addictaball proves to
be quite novel in the way the bricks
slowly scroll down the screen in
one long t rail -  its  great  saving
grace. The trail can prove t o be
frustrating when, having died, you
are returned to the beginning, or
one of the internal stages within a
level. Two weapons. laser gun and
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AVAILABILITY AND RATINGS
IMPACT (Audiogenic)
Atari ST (E14.95) 91%
Amiga (E14.95) 90%
Commodore 64/128
Spectrum

ICTASALL (Alligata)
ST (E14.95) 80%

Spectrum (17.95)
Commodore 64 (E7.95)
MSX (E7.95)

SMASH OUT (Pirate)
Spectrum (El .99) 15%

ARKANOID (Ocean)
Spectrum (17.95) 71%
Commodore 64/128 (C9•95)
87%
Amstrad CPC (18.95) 86%
Atari ST (114,95) 89%

KRACKOUT (Gremlin)
Spectrum (17•95) 42e/o
Commodore (19.95) 51%
Amstrad (18.95) 50%

BATTY (On Hit Pak 2 by El'
Spectrum (19.95) 78%
Amstrad (19_95) 75%,
Commodore (e9.95)

ERIK: PHANTOM OF THE OPERA
SPECTRUM 48 128 E7.95
SPECTRUM +3 19_95
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thruster (which allows you to move
up and down the screen) can be
collected at  t he very beginning,
though t h e y  h a v e  t o  b e
replenished f requent ly  by  hit t ing
the correct bricks.

Along the bot tom of the screen
is a barrier preventing the ball from
disappearing bu t  t h is  gradually
gets destroyed by  the shower of
fireballs whic h c ome down  t he
screen, unless  t he  fi reballs  are
destroyed with the bat before they
reach the bottom. There are cars,
bikes and the like to be battered
along the way  which,  i f  nothing
else, adds a bit  of humour to the
game.

So, n o w what ? D o  we  dare
breathe a sigh of relief or is the next
parcel w e  o p e n  g o i n g  t o  b e
Revenge Of The Mutant Bouncing
Balls From Jupiter .

STOP P R E S S !  N o  r e l i e f
breathing yet !  W e  ha v e  j ust
received Refl ex  f r om Players
priced at El .99 for the MSX

"Impact definitely
wins my approval as
being the best just

for sheer
addictiveness."
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M O V I E  M I S S I O N
PHANTOM CLUB

usko Dimitrijevic is a name to be reckoned with, i f

D
o
n
l
y  
b
e
c
a
u
s
e  
i
t  
i
s  
d
i
f
f
i
c
u
l
t  
t
o  
p
r
o
n
o
u
n
c
e
.  
T
h
i
s  
y
o
u
n
g

programmer comes from Yugoslavia, and the first
major game he wrote, M.O. VI. 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.

Many y ears  ago ,  a  g roup  o f
superheroes p o s s e s s e d  w i t h
strange a n d  d e a d l y  p o w e r s
banded together and formed the
Phantom Club_ The overlord, Zarg,
developed an evil streak, and over
the years managed t o persuade
the other members to practise his
nasty way s  a l l  ex c ept  f o r
Plutus. The club split up. and now
disapproving Plutus finds himself
facing an evil band of warriors, all
as powerful as  himself .  Play ing
Plutus, it is up to you to defeat the
band and destroy Zarg.

You start the game as Zelator,
lowest rank of  the brotherhood,
and aim to rise through the ranks
(ten i n  a l l )  t o  at t a in t h a t  o f
losisimus; only  then wil l  you be
able to defeat Zarg and restore the
club's good name To do this, you
must ex plore t he  c lub' s  many
rooms, overcome dev ious  t raps
and puzzles, and  c omplet e t he
various missions that have been
set, while coping with your former
colleagues whom Zarg sends after
you.

The Phantom Club is  instantly
recognisable as  being f rom t he
hands of  M.O.V.I.E.'s creator, the
design o f  t h e  i s o m e t r i c
perspective r o o m s  inev i t ab ly
recalling t he  earlier game.  Bu t
despite t he similarities, Phantom
Club is an enjoyable experience

because the problems facing the
player a re  whol ly  new.  Pay  n o
attention to your special power of
'Brainstorm' -  a bolt  of  psychic
force you shoot f rom your head -
it is  just  a laser gun in dif ferent
guise. and has  muc h t he s ame
effect o n  baddies  when i t  hit s
them, although some need more
than one shot; but the use of movie
screens ( a  bac k  reference?) i n

when blasted, earn bonus scores.
The game prov ides one miss ion
per ranking, accessed by shooting
al a movie screen, if you have not
reached the ranking and number
of points necessary to undertake a
mission y ou  a re  inf ormed -
requires at least 40.000 points to
start the first mission for instance,
and the aim of  the mis s ion, .  • ?
That is for you to find out.

some r o o m  4 h i c h  p r o v i d e
essential in f ormat ion o n  y o u r
mission, i s  a  genuine ly  fi n e
element, and the frantic search to
find the one necessary to enable
complet ion of the mission for your
next ranking gives the game that
'just one more go' feeling.

That, and  t he combinat ion of
more u s u a l  arc ade-adv ent ure
elements: e x t r a  l i v es  c a n  b e
obtained b y  t ouc hing fl oat ing
spheres, o t hers  p rov ide  ex t ra
speed, a n d  s pinning spheres ,

SPECTRUM 48/
128 •
Cassette: E7.95
This i s  t h e  i d e a l  s o r t  o f
presentat ion f o r  t h e
Spect rum,  a n d  s o  t h e
graphics  look good and work
well. T h e  s o u n d  i s
acceptable,  with a nice tune
on the intro and end screens.
Gameplay i s  compel l i ng,
even addictive. Don't expect
this to be another  M 03/  ! E ,
because i t  i s  n o t  a n d
perhaps not quite as exciting
either, but nevertheless it is
a worthy  successor.

OVERALL 78%

AMSTRAD CPC
Cassette: E8.95
Diskette: i14.95

Plays exactly the same as on
the S pe c t r um ,  b u t  t h e
appearance i s  br i ghtened
with colour - sometimes too
much, and when rooms have
an eye-wr enchi ng c ol our
scheme it makes the baddies
hard to see.

OVERALL 75%

16 • • • the frantic
search to find the
mission for your

next ranking gives
the game that 'just
one more go' feel -

ing."



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 abilities amongst O W N %
the numerous skateparks, improving your techniques both in freestyle and competitive
action as you attempt to complete a d o w i w i m i z m a r
the ultimate manoeuvre —
the 720 degree twist
while soaring
through the
air.
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REVIEWS

G E T  D O W N
A N D  B U G G Y
BUGGY BOY
Bits Systems

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 fi ve courses, wi t h
obstacles t o  b e  l u mp e d  a n d
negotiated. w h i l s t  c o l l e c t i n g
bonuses along the way in a bid to
reach a distant finishing line.

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

Scattered around the tracks in

awkward places are all sorts  of
obstacles, ranging f rom fences,
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

.••• huge hit tor Elite on the Commodore 64, Buggy Boy looks like repeating it or
tire Men St. a screen ot which is shown here

causes the car to jump (useful for
avoiding course hazards), running
over molehills tips your buggy onto
two wheels ,  a l lowing pas s age
through tight places.

Bonus point gates can be driven
through, each giving between 100
and 500 points,  wit h t ime-gates
adding ex t ra t ime t o  t he c lock.
Complet ing a stage of the course
gives a set time bonus and an extra
two seconds for each t ime-gate

,Age hit
,)n the

64, Buggy Boy

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 c orrec t  order.  Ramming  a
football on  t he racecourse also
earns extra points.

All the features of the original are
present, t h e  buggy  c a n  c ros s
bridges, roar through dark tunnels
and drive along on the slopes of
roadside KIN.

COMMODORE 64 /
128
Cassette: E9.95
Diskette: E14.95

Elite have done an absolutely
excellent  job with Buggy Bcry.
The graphics  are superb and
the g a m e  i s  e x t r e me l y
playable right  f rom the start.
Sound ef f ec t s  a r e  p u t  t o
good u s e  a n d  t h e  g a m e
moves a l o n g  a t  a  f u r ious
pace. T h e  t o r t u r ous  a n d
varied c o u r s e s  w i l l  k e e p
even the most hardened 64
arcadester playing for ages.
Buggy B a  h a s  o n l y  t w o
faults: one is the lack of  a
decent title screen tune and
the other  is the size of  the
electricity bil l  you are likely
to rack' up play ing it.

OVERALL 92%

ATARI ST
Diskette: E19.95
Given t ha t  t h e  unfi ni shed
version we saw still al lowed
the buggy  t o  g o  thr ough
brick wa l l s ,  t unne l s  a n d
other objects wi thout harm
(!), it is only fair to say that it
looks a s  per fec t  t o  t h e
original as it is possible to be.
Elite are still doing quite a lot
to t he  sound,  whi ch w a s
quite basi c,  a ddi ng m or e
effects a n d  m u s i c  t o
enhance t h e  ga m e .  Th i s
looks as though it is going to

a• -• -•
U r  U r d  v e r s i o n  t o  UM NS L  t
h
e m

1

all.

APASTRAD
Cassette: E8.95
Diskette: 04.95 Disk
SPECTRUM 48/128
Cassette: 0.95
+3 Diskette: E14.95
The Amstrad version might have to watch its scrolling, but the
colour-clashless Spect r um ver si on s houl d b e  per fectl y
acceptable, and on the 126 with extra sound may well better
other road racer greats like Enduro Racer. Version updates soon.

"Elite have done an excellent Job . . Buggy
Boy will keep even the most hardened

arcadester playing for ages."
miammilm=moolmoloommollinommilme
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For use with the _
Spectrum and Spectrum Plus.
Spectrum Plus 2 and 3.
Commodore 64 and 128.
Amstrad CPC. MSX.

•  Th e  only joystick that
actually fits your hand.
•  Fi re button positioned
right under your trigger finger.
•  Solid steel shaft and robust
construction
•  1 2  month guarantee.

for Jse with the
Spectrum and Spectrum Plus.
Spectrum Plus 2 and 3.
Commodore 64, 128 and VIC20.
All Atari Computers (inc s
-
r )
Amiga. Amstrad. M5X.

111 Auto-fi re to give Instant
and even fi repower (Auto-
fire only).
•  Micro-switches allow you
to not  only feel, but  hear
each move of  the stick.

SEGA®
MASTER SYSTEM

•011••••••••.m. .•••
-  -

1

nly the Konix Speedking joysticks can give
you the power you need to take on the

unknown -  and win.
Ultra fast responses to every command,

unbeatable autofire power and complete control.
Right where you need it - in the palm of your hand.

Trade or export enquiries welcome on
049525 5913.

AP' •  U  •  AO'Nb&

The fastest reactions in the business

NINTENDO
ENTERTAINMENT SYSTEM

•  Th e  only joystick that
actually fits your hand
•  Twin  firebuttons positioned
right under your trigger finger.
•  Solid steel shaft and robust
construction.
•  1 2  month guarantee.

•  Auto-fi re to give instant
and even firepower.
•  Start  and select buttons
(Nintendo only).
•  Micro-switches allow you to
not only feel, but  hear each
move of the stick.

I T K o n i x  Computer Products. Units 12114 Sirhowy Hill I ndustr i a7
7 Estate, Tredegar, Gwent NP2 402. U.K.

Please send me: S p e e d k i n g s  with Game at E11.99ea
Speedkings with Autofire at E12.99ea

Segas at E1199ea
N i n t e n d o s a t E12.99ea.

(Including Postage and Packing)
I enclose Cheque/Postal Order for
(Made payable to KONIX). Or charge my AccessNisa
No   S i g n e d
N a m e  m ock Gspttahi
Address

1P o s t c o d ePlease &HOW 14 days for de l.very.6  Credit card holden '7'4V televisor.. on 049525 5 3  1
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on-one basketball simulation based around th e
exploits of Fernando Martin, one of the worlds top
players. First out is the Amstrad CPC version, with

other 8-bit formats following as fast as possible. Coding
and graphics b y  Dinamic themselves, except fo r  the
Commodore, which is by Martin McDonald (also working
on Platoon) and Gary Besillo.
The game can be played by  one
against t h e  c omput er  o r  t w o
people head-t o-head o n  t hree
levels of  play: beginner,  amateur
and N B A  (Nat ional Basketball
Association level),

Below the main playing area the

status panel comprises an energy
bar, a  pers onal  f o u l  c ount er.
player's present score, and a timer
that k eeps  t rac k  o f  eac h fi v e-
minute t ime per iod — a  mat c h
consists o f  t wo  s uc h periods .
There are several ways of scoring

points, 'baskets (a  straight throw
within the goal zone), 's lam dunks'
(jumping up close and s lamming
the ball in) and 'rebounds* (speak
for themselves) a l l  s c ore  t w o
points, 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 u p ,  s l o w mo t ion  ac t ion
replay. When your opponent  has
control of  the ball,  however,  you
are not entirely helpless, watch the
personal f ou l  c ount er carefully,
and you will see a small basketball
icon appear when you are in range
to steal the ball f rom him, though
watch you don't  foul your him as
you are disqualified if you do this
too often. A  muc h safer way  t o
repossess the ball is to intercept
your opponent  as  he throws  for
goal , a l t h o u g h  giv en hal f  a

chance he will do the same to you.
The inev it able p rob lem wi t h

sports simulations is that they tend
only to appeal to those who really
enjoy the particular sport, possibly
excepting t h e  f urious  loys t ick  -
waggiers like Daley Thompson et
al. So unless the implementat ion
is exceptional, the game is unlikely
to have mass appeal, and in the
case of  Basket Master it really is
too hard to play and too s low to
watch t o  c omplet ely  succeed.
Added to that, Fernando Martin is
a great slam dunker, and you are
often left helpless as action replay
follows a c t i o n  r e p l a y  —  a n
unremitt ing s ight  t hat  t ends  t o
tedium r a t h e r  quic k ly .  B e t t e r
played with two humans then.

ANISTRAD CPC
Cassette: £8.95
Diskette: E14.95

Reasonable gr aphi cs  a r e
spoiled b y  t he  na t f  s l ow
motion replay,  t he  players
judder and flicker across the
screen atrociously. Even on
beginner level it is pretty hard
to hang onto the ball for very
long, and this causes a deal
of m ount i ng  f r ustr at i on.
Probably a  simulation best
left to real fans of the sport.

OVERALL 45%

SPECTRUM 48/
128
Cassette: £7.95
COMMODORE 64/
128
Cassette: £8.95
Diskette: 12.95

Both shoul d b e  r eady b y
December.  As the Spectrum
Basket M i
. -
1 0
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i s  
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Dinamic, expect i t to be as
hard as the Amstrad version.
The Commodor e one might
be a  touch mor e playable,
but will have to work all the
harder t o  appeal  a s  ther e
have al r eady 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: 12-87 37/148
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Incentive Software

ncentive's Driller project has taken over 14 months
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highly e ffecti ve  s o l i d  3 - D  g raph i cs ro u t i n e
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 b e  without th i s Christmas. Th e
package, a  large box including a  3-D map construct,
comes with a  hefty instruction manual, and within i ts
covers lies a novella telling the story of events leading up
to the action within the game. . .

F O R

The planet Evath has two moons.
Mitral and  Tncusip.  The  Ketars
who lived on Mitre' had set up 18
enormous plat forms t o  mine for
Rubicon c ry s t als  —  a  nat ural
source of energy used both on the
moon and on Evath. However their
mining techniques were primit ive
and before long great pockets of
gas bulb up. Aware of the danger
the Ketars fled.

Now an even greater danger
than the potential gas explosions
threatens, a  c omet  i s  heading
towards Mi t r a l .  T h o u g h  i t s
collision w i t h  t h e  uninhabit ed
moon would normally  have been
of lit t le consequence,  Evathian
scientists fear that  wit h the gas
build up it could act as a t rigger
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  posit ioning drilling rigs
over each of  the gas pockets to
burn of f  the gas and ensure that
when the cornet hits it will have no
serious effect upon Evath a n d

38/148IGM T X  DATE: 12-87

it is due in four hours

DRILLING
The game begins as you land on
the fi rs t  o f  Mi t r e s  1 8  sectors,
Amethyst, o n  b o a r d  y o u r
transportation v ehic le.  Th i s  i s
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 i t  c a n  b e  replenished b y
collecting Rubicon crystals which
resemble py ramids .  Up t u r n e d
crystals restore energy and base-
down crystals restore the shield
surrounding the craft.

Planting r i gs  ma y  appear  a

' I O N

tedious applicat ion,  b u t  wh a t
makes Driller so intriguing,  apart
from t h e  graphic s ,  a r e  t h e
marvellous crypt ic  puzzles. I t  is
quite poss ible t o  f orget  about
drilling and  ins tead explore t he
planet s earc hing f o r  switches .
Switches, usually  f ound i n  t he
shape of cubes, are activated by
firing a t  t hem,  whic h of ten has
some ef fect ,  s uc h  a s  opening

secret do ;..1 o p e r a t i n g  lifts.

FLYING ROUND

Unlike many  games, the puzzles
are n o t  o b v i o u s  i n  t h e i r
appearance — the installation of a
telepon s y s t e m i s  a  g o o d
example; early  in t he game you
may find a room with four cubes.
Eliminating . them i n  a  spec ifi c
order sets up the telepod system,
which you may well later discover
in a few of the sectors.

Mitrai's automatic defences still
operate s o  t r a v e l  i s  q u i t e
hazardous. Ket ar lasers c an be
destroyed, changed in posit ion Or
at least switched off, though some
continue fi r i n g  a n d  d o d g i n g
quickly past  is  the only possible
avoidance_

Mapping Mi t re l  i s  essent ial,
though diffi cult  f rom wit hin t he
tank, but  somewhere the Ketars
left a jet behind which you can use.
It operates similarly to your ground
yeti icle but of course it can fly and
skim over many  sectors — it  Is,
however, impossible to position oil
rigs using the jet.

Freescape, t h e  t e c h n i q u e
where all the 3-D graphics remain
solid in every perspective, works
extremely wel l ,  c reat ing a  real
sense of  exploring the unknown.
Admitedly it  is  s light ly jerky but
that subtracts  nothing f rom t he
gameplay. and i t  c an b e  made
smoother by altering the step size.
The highest step is 250, but it can



1

be t ak en d o wn  t o  j us t  one ,
although this renders it very slow.

Freescape i s  a  g r e a t
achievement, a n d  w i t h  t h e
addition of Driflees huge scenario,

innovative ideas  a n d  inv olv ing
gameplay. t h e  wh o l e  pac k age
offers a bundle of entertainment to
take you through this Christmas -
and probably the next one!

AMSMAID CPC
Cassette: E14.95
Diskette: E17.95
The Amstrad's benefit is the colour: using mode I (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
first-time excitement and long term playability. Definitely not to
be missed.

OVERALL 95%

SPECTRUM 48/128
Cassette: El 495
—3 Diskette: E17.95

Very much the same as on the Amstrad apart from the colour -
although the shading works to an almost sinister effect - which
because there is less to shift ar ound 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  f o r  s uc h a  ma mmo t h  game.  A t  a  t ime  wh e n
innovat ion s eems  halted,  Driller not  only  mak es  a  we lc ome
change but  also an excellent  one.

OVERALL 94%

COMMODORE 64/128
Cassette: E14.95
Diskette: E17.95

Already wel l  underway,  Commodor e DnIter should be  out  a
month after the Spectrum and Amstrad release. I t 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.

scape is a great achtew, D i l l -
s huge scenario and involving gameplay

offers a bundle of entertaipmf
- - -
•
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101AKING
T U R T L E
S O U P
SUPER MARIO BROS.

Cartridge: E19.99

REVIEWS

ario Bros. proved a great and playable game. A follow
up was a certainty. Super Mario Bros., it has to be
said, has an even sillier plot: La principessa del funghl

prigioniera della malvagia tribu delle tartarughe
Koopa. Well, that's the  Italian version, thanks t o
Nintendo's odd, but thoughtful, dual-language packaging,
and very cultural too. Now in English

Not c ont ent  wi t h  res c uing f a i r
damsels f rom giant  apes,  Mario
and Luigi have been hired to defeat
the evil Koopa tribe of turtles, who
have imprisoned the people of the
Mushroom K i n g d o m u s i n g  a
powerful b l a c k  m a g i c  s p e l l .
Princess T o a d s t o o l  ( t h e
Mushroom Kings  daughter) is the
only person capable of  reversing
this spell, but she is a prisoner too,
so it's up to the Bros. to rescue her
and destroy the invaders.

The Mu s h r o o m K i n g d o m i s
divided into several worlds of four
areas each. A time limit is given to
reach the flagpole of the castle 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 p a t r o l l e d  b y  t u r n c o a t
mushrooms (who now serve the
Turtle King). and several types of
turtle g u a r d s  inc lud ing g r e e n
Koopa Tr oopas .  r e d  K o o p a
Troopas, red  and  green Koopa
Paratroopas, and the delightfully
named Ha mme r  Brothers ,  wh o
throw hammers at brave rescuers,

As in the previous game, some
bricks s port ing ques t ion mark s
contain c oins  whic h giv e ex t ra
fives, whilst  mushrooms increase
Mario's size and provide a power
boost and fire flowers award with
fireballs to throw at all and sundry,
last, but  not  least, pick ing up a
Starman gives limited invincibility,
although t ouching any  baddies

whilst i n  Super  o r  Fiery  Mar io
mode returns h im t o his  normal
size.

Thus i t  i s  t hat  af t er bat t ling
through the many hazards of the
Mushroom Kingdom. Mario è Luigi
finally come face to face with the
evil wiz ard  K i n g  Bows er.  a n d
following a titanic struggle defeats
him, a n d  l ik e al l  good  stories,
everyone lives happily ever after -
or no'
, COMMENT

To play this game is to get
hooked.  S i m p l e  t o
understand, i t  i s  therefore
easy to play; no ploughing
through b e d s h e e t - s i z e d
instruction leaflets with this
one. Ni ntendo's small-sized
controller t a k e s  s o m e
getting u s e d  t o ,  b u t
perseverance reaps Its own
reward, b e c a u s e  t h e
graphics a n d  s o u n d  a r e
splendid, combining to make
a game that is colourful, jolly
and i n  pl a c e s  pl easantl y
frustrating as you try to work
out the best route r ound a
problem. Le t  us  hope  that
Super Mario Bros.  ma k e s  I t
onto home micros in better
shape t h a n  d i d  I t s
predecessor.

OVERALL 89%

TGM T X  DATE: 12-8739/148
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REVIEWS I

G O I N G  F O R  T H E
T H R O AT
VAMPIRE KILLER

MSX CARTRIDGE ONLY

s the full moon slides majestically behind an angry
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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.

The Dracula t heme has  always
been a  popular,  if  over-exposed
nightmare, and  generally  work s
fine a s  l o n g  a s  t h e r e  i s
atmosphere. Here, the music and
sound effects, whic h adorn t he
action t hroughout ,  d o  h e l p .
Despite t he v ampire l ink  being
tenuous, the game itself proves to

ELECTRIC DREAMS
S O F T W A R E

be quite good.
The o p e n i n g  s equenc e  o f

Vampire k iller shows the fi rst 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 t o walk  l e t  right ,
upstairs, downstairs ,  j ump  and,

Mail Order Activision (UK) Ltd, Units 3 & 4 Lloyds Close,
fineclon Rood Industrial Estate, Wellingborough,
Northampton NN8 4SR. Tel: (0933) 16168
Copyright 1986 Sega Enterprises Inc. (USA). All rights reserved
Electric Dreams Software. Authorised User.
Commodore 60128 Cassette (E9.99) and Disk (E12.99)
TX Spectrum 481028k1+ (E9.99)
Amstrad CPC Cassette (E9.99) and Disk (E14.99)
Amiga Disk (E14.99)

with the fi re button or space bar.
deploy any  weapon he may  be
carrying with him. These vary from
the pract ical whip to a batt leaxe
and even arcane weapons such as
a silver cross or holy water for the
disposing o f  t hos e part icularly
powerful foes.

Weapons a r e  h idden behind

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

twelve game levels. Help of  one
sort o r  a n o t h e r  i s  av ai lable
although sometimes it may be well
hidden. Key s  t o t reasure chests
can be picked up.  and when the
appropriate c o n t a i n e r  i s
discovered i t s  c on t en t s  a r e
Simon's to plunder. Some objects
can increase or decrease Simon's
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When you get here, you're at the final screen and staring at deadly Dracula
himself (the revamped versionl -  NISX screen

intelligence, locate weak walls and
even show the player a layout of
the level he is currently battling his
way t h r o u g h .  S h o u l d  S i m o n
succeed in reaching the very top



of the castle and destroy Dracula
then the invisible force behind the
all the evil foes he has previously
faced w i l l  r e v e a l  i t s e l f  a n d
challenge him to the death.

MSX
Cartridge: E18.95
The gr aphi cs sur r oundi ng
the main characters are well
presented and help to instill 1
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• V  a rr pirE• K d l e r
provides p l e n t y  t o  d o
although i t  can get  a  l i ttle
repetitive, the nice graphics
and sound coupled with easy
gameplay help to make it an
above average pr oduct
something to get your teeth
into.

OVERALL 69%

"Despite the
vampire link being
tenuous, the game
itself proves to be

quite good."

VERSION UPDATE
C a m p i n g  out
THE GREAT ESCAPE
Ocean

IBM PC £19.95
THE H I G H L Y  s u c c e s s t u
Spectrum g a m e  f r o m De n t o n
Designs arrives on t he PC af ter
almost a year. Incidentally. Denton
Designs have been at  work  f or
some t ime on another 3-0 game
with a massive playing area which
uses similar, although more open,
graphics t o  those o f  The  Great
Escape. De s i g n e d  w i t h  t h e
Spectrum 1 2 9  i n  mi n d .  T H E
GAMES MACHINE can now reveal
Tibet, as  it  was  codenamed.  will
be released soon as Where Time
Stood Still— and it will be available
in a PC format.

But back  t o  t he I BM PC and
Germany in 1942: set  in a WWII
German POW cast le prison,  t he
players t a s k  i n  t h i s  a rc ade-
adventure is to escape. The castle,
which is  described in  isomet ric
forced pers pec t iv e 3 - D  us ing
individual screens for rooms and a
scrolling sec t ion f o r  t h e  c a mp
perimeter, has  to be explored, a
daily r ou t i ne  es t abl is hed a n d
items, which will assist in the final
break for freedom, collected and
stored in a hiderhole.

Secret tunnels  can be used to
move around t he  cast le,  whils t

WWII escape thrills  on the PC

avoiding the camp commandant ,
his guards and their dogs. It's quite
an undertaking, with the bribing of
fellow p r i s o n e r s  t o  c r e a t e 1 diversions, drugging guards dogs

and cut t ing barbed wire,  being
only some of the tasks necessary
to effect the getaway.

This is a fine conversion from the Spectrum original, which was
a CRASH Smash (December 1986). It retains all the original's
atmosphere thr ough the detai l  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-i t-once game.  A pity, too,  that the I BM version
hasn't taken the greater  advantages offered by the machine
over the Spectrum, because it's not much of an improvement
cif any) over the original.

IBM PC
OVERALL BO%

COMMENT



REVIEWS

B E WA R E  T H E  I D E S  OF Z A R C H
ZARCH
Superior Software

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 i t

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 i ts 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 i s  ac tually  a  haverplane
which can flit over land and sea, or
power into space at the touch of a
thruster. Its main task in life is to
defend t h e  lov ely  count rys ide
against nefanous alien spacecraft

though its powerful weapons, in
the hands  o f  inept ,  o r  plainly
malicious, pi lot s ,  i s  a s  eas i ly
capable of scoring own-goals and
defoliating the landscape.

A lot  c an b e  said about  this
landscape t o o ,  b u t  obv ious ly
much of  the breath-taking speed
with wh ic h  t he  highly  detailed,
shaded graphics move, is owed to
the a m a z i n g  A r c h i m e d e s
computer (even more so when you
consider that  Zarch is writ ten in
BASIC!). If you don't  own one (and
who does yet?), then drooling is
the only proper response. So this
review is for the converted elite, or
for the masochists among us who
like t o  s ee what  w e  might  b e
playing i f  only we  had the large
quantities of loot necessary.

RED PERIL
But back to the game: the race of
outer space ogres against which
Zarch i s  pit t ed i s  int ent  u p o n
polluting t h e  l a n d s c a p e  b y
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everything d
to contaminate all

spraying Over
virus intended
forms of life.

The fi rst  s tep is  t o l c a t e  t he
enemy as soon as vou !tave lifted
off t he  ground a t  n a me  base.
There's a scanner at the top left of

Frozen by the photograph,Zarch's
graphics cease looking so
spectacular- nothing but hands-on
can convey then elegance
and sheer speed

screen whic h s hows  a n  orbit al
view o f  the planet 's  is lands and
seas: the positions of Zarch (white)
and t he  h o me  bas e (grey) a re
Shown, and  all other colours  of
dots are t he enemy.  Thes e are
made up of  s ix  types: Seeders.
Bombers, Crones. Mutants, Pests
and Fighters, of which the first two
actually spread the virus, Attacks
come i n  waves,  and  onc e one
threat h a s  b e e n  d is pos ed o f
another quickly follows, faster and
stronger.

You have three weapons at your
command activated by  the three
mouse buttons, a rapid-fi re laser
cannon, homing miss iles  and a
limited number of  smart  bombs
which dest roy  everything in  t he
vicinity ( l a n d s c a p e  f e a t u r e s
included if  you are low enough).
Each successful at t ac k  o n  a n
enemy craft increases your score,
and wi t h  ev ery  fi v e t hous and

points a smart bomb and an extra
life is awarded.

MOUSABATICS
Control is via the mouse, and, until
you achieve a reasonable level of
finesse, a very slippery little beast
it is  t oo t h e  first confrontat ion
with a n  a l i e n  t e n d s  t o  b e
somewhat unc ont ro l led (fl y ing
upside doWn i n  ever-increasing
circles lett ing off laser beams and
missiles willy-nilly).  Thoughtfully .
orientation of  the mouse relative
to the table top is done for you at
the start of  each mission, ie with
the h a n d  c ont rol  i n  a  cent ral
posit ion r e l a t i v e  t o  t h e
Hoverplane. The distance of  the
mouse f r o m  t h i s  p o s i t i o n
determines the declinat ion of  the
craft and the angle at which it  is
moved defi nes  t h e  c o mp a s s
direction. Thus, once in the air you
are set free to perform some of the
most a m a z i n g l y  e l e g a n t
aerobatics a  h u m b l e  h o m e
computer gamespla, '4
,
r c o u l d  
w i s h

for in the truly three-dimensional
screen world.

Relevant i n f o r m a t i o n  u s
displayed across t he t op of  the

Aliens pounce on Zarch. scattering the deadly red virus on the countryside while attacking with their lasers



screen, inc luding t h e  p l a y e r s
score, number of horning missiles
on board, lives remaining, number
of smart bombs, the current wave
attack and the high score. Directly
below this are t wo bars, orange
showing f ue l  lev el  a n d  g reen
indicating height. When you leave
the pl anet's atmosphere,  t h e
thrust cuts out, remaining dormant
until Zarch drops sufficiently to be
back within the envelope of air.

There appears to be no ultimate
goal to Zarch, except to fight off
waves of extrinsic creatures until
the odds become impossible and
defeat inev it able.  T h a t ,  a n d
delighting t o  t h e  ex t raordinary
sense of aerial f reedom the game
gives

ARCHIMEDES
Diskette: E19.95
zwch is incredibly fast. The
Elite style craft z ooms over
highly detai led landscapes,
which featur e r eal  ter r ai n
effects s uc h a s  hi l l s a nd
valleys, and whose gr ound
objects expand and reduce
in real 3-0 at a fair wack. The
sound i s  di s a ppoi nt i ng
though, Only minimal  s pot
effects throughout,  but even
with the enormous memory
available, i t's likely that the
complexities Of the program
running i n BASI C m a de  i t
difficult to squeeze anything
else in.  Expect to see and
hear amaz i ng thi ngs onc e
programmers ge t  t o  gr i ps
with c om pr e s s i on  a n d
machine code!  Zar ch is a
fascinating ga m e  t o  pl ay
because of its great attention
to detai l  (blast a  tr ee a nd
watch it smoulder).  The big
BUT i s  t h e  pr i ce  o f  t h e
Archimedes and its present
lack of  software suppor t -
who can afford it?
OVERALL 81%

OTHER FORMATS
It would be foolish to predict
that Zarch will never  appear
on a n y  o t h e r  e x i s t i ng
machine -  not so long ago
the pundi ts proclaimed that
BBC El.!e coul dn't fi t  on a
Spectrum or  a Commodor e
84, yet it did, very well. When
pushed. Super ior  Softwar e
were pr epar ed t o  suggest
that t he y  m i ght  m a k e  a
conversion for  the Amiga -
sometime

in the air you
are free to perform
the most elegant

aerobatics a
gamesplayer could
wish for in The truly
three-dimensional

screen world."

F O R E V E R  D I G G I N G  R U B B L L

a cULL-DIGGERY
he programmer/founders of Nexus. Paul Voysey and
Tayo Oiowu, 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 diamonds as
it c an.  Th i s  spark ling vocat ion
takes place in numerous  vaned
screens, t h e  ov eral l  objec t iv e
being t o  c ol lec t  t h e  requi red
number of gems within an allotted

Remo.' kilts& bland colours al a ! •  l e w  l i f e  under •ound In the
Skull-Diggery gem rectory - Aran ST screen

t ime and gain passage to the next
stage.

The little mite munches and digs
as w a y  t h rough t h e  caverns .
gobbling up diamonds when they
are encountered,  a n d  generally
avoiding other inhabitants such as
the crystal bats and crazy ghosts.
However, careful ut ilisation of  its
fellow t roglody t es  i s  o f t en  a
necessity if  certain obstacles are
to b e  overcome,  t hey  hav e a
tendancy t o explode on contact
with other objects and can prove
very useful f or blas t ing through
particularly t ough  barriers .  B u t
releasing t hem f rom their earthy
prisons i s  a  dangerous  mat ter.
since they rapidly  home in on the
nearest objec t  -  and that  could
well b e  y ou  i f  y ou  aren' t  f as t
enough to get Out of reach.

A FLAT-FARTHER
Another c a v e  dwel l er  i s  t h e
creeping vine which is invisible to
all but the mite (useful for causing
those necessary  explosions).  I t
rapidly engulfs the whole cavern if
left to its own organic  devices -

although i f  y o u  s uc c eed  i n
enclosing i t ,  s omet h ing  v e r y
interesting happens!

Skulls are everywhere and,  as
with t h e  diamonds ,  d o n ' t  g e t
caught underneath them for there
is little that can be achieved with a

flat mile.  Howev er they  c an be
used t o  adv ant age i n  m a n y
seemingly hopeles s  s ituat ions .
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
game, joystick or keyboard control
and a l s o  t he  c hoic e o f  wh ic h
screen number to start on. When
actually playing Skull-diggery in
two-player mode you can either
compete o n  s c r e e n
simultaneously (each mit e in its
own fi eld) against  t he c lock,  o r
combine forces, in which case, at
suitable moment s ,  o n e  o f  t h e
players may  be sacrificed for the
team's general good.

MIGHTY MATEY
MITEY

Skull-doggery is  easy enough t o
get into,  s ince it  follows  a well-
worn p a t t e r n  o f  g a me p l a y .
although t he  fi rst  shock  c omes
with the bland pastel shades used

rather than fr om a ny  exciting
action. T h e  cave-mi te  l ook s
around with those mitey big eyes
of his  as  he smoothly  digs  and
munches the surrounding rock in
search o f  g e ms  t hrough 1 0 0
screens, which should be enough
for mo s t  people.  T h e  s earc h
requires s o me  c aref ul t hink ing
although speed and dexterity are
also necessary from t ime to time.
The mus ic  is  annoy ing but  c an
thankfully be turned off, and the
option to start on different levels
prevents a lack of playing skill from
making t h e  g a m e  ins t an t l y
tedious.

ATARI ST
Diskette: E19.95
Taking i n t o  consi der ati on
the ver y basic i dea of  the
game, which owes an awful
lot t o  t h e  s e m i n a l
Boulder-dash, e v e r y t h i n g
seems to work well enough,
for thi s  i s  a  ga m e  wher e
graphics, and these are quite
chunky, take second place to
the i nevi tabl e how - t o- go-
about-d strategy required to
succeed. Skull-diggery  i s  a
little ar chai c a nd certainly
does not use the Atari ST to
its full potential.  Throughout
the game the programmers
have used remarkably bland
colours. A quick fiddle with
the monitor controls assured
US that this is how the game
Is s uppos e d t o  l o o k  -
perhaps i t  shoul d b e  pu t
down t o  be i ng a  pal ette-
subtle approach from Nexus.
However i t 's  playable a nd
quite cute  i n the  butchest
sense of the word.

OVERALL 64%

OTHER FORMATS
Nexus ha v e  n o  pl a ns  t o
release any other  machi ne
versions. I n  t r u t h ,  t h e
concept has been more than
adequately covered through
the Bcderclash games and
their clones on all the 8-b4t
formats, a n d  w e  w onde r
whether A m i g a  o w n e r s
would entirely welcome this
aged idea. Certainty if there
were to be any plans for 8-bit
versions, there would have to
be some very novel approach
used to give it life.

careful
thinking, speed and

dexterity are
necessary from time

to time."
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VERSION UPDATE
D r o i d i n g
RED LLD.
Anolasoft/Starlight

Amstrad Cass: E9.99, Disk: E14.99 Spectrum Cass: f&.99
We hav e already  rev iewed t he
Commodore 64 Red LED.  D. in THE
GAMES MACHINE to some critical
acclaim (see Issue One, page 61
for full game review). Now  this
surreal Marble Madness look-alike
has b e e n  l e t  l o o s e  o n  t h e
Spec t rum a n d  A m s t r a d .  T h e

COMMENT
On the Spectrum,  Star l ight
have o p t e d  f o r  a  m u c h
smaller playing ar ea,  w i th
loads o f  decor ati ve detai l
round the edges -  it 'feels'
even smal l er  than t he  o n
Amstrad. This restriction has
had l i t t l e  e f f e c t  o n  t h e
scrolling though,  a nd i t  i s
much jerkier than one would
expect (and considering the
monochrome p l a y i n g
graphic s ).  A l l  i n  a l l ,  d e s p i t e
the game's inherent playing
and addictive qualities, the
slowness i s  a  s e v e r e
detraction.

SPECTRUM 48/128
OVERALL 64/0
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games  objec t ive i s  t o  c ont rol
three dro ids  around 3 7  t hree-
dimensional levels in a bid to link
up a cosmic grid, and there are no
significant pl ay i ng di fferences
between the versions.

COMMENT
The Amstrad Red LED.  uses
colour excel l entl y,  be t t e r
than the 64 version in fact,
the sprites in particular are
nicely detailed. The scrolling
suffers slightly more -  a bit
jerky -  but  Only a  mi nor
problem a n d  o n e  w hi c h
doesn't affect game play. I t
runs s l ow e r  t o o ,  w h i c h
means It might take a while
to get into the game, but with
dozens o f  maz es a nd t he
varied attr i butes o f  e a c h
droid, it needs a good dose
of strategic thought to play
well and provides plenty of
challenge.

AMSTRAD
OVERALL 79%
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courtesy of US Gold with their latest licensed offering
from Atari  — 7 2 0 ,  a  sensational skateboarding
experience. 720', just in case you are wondering, is

the skateboarding term for spinning round twice on the
board whilst in mid jump. Converted for the Spectrum by
Tiertex Software. 720" is a  far better conversion than
Indiana Jones And The Temple Of Doom (reviewed in this
issue), which they also did. On the Commodore 64 it's up
to erstwhile Chris Butler, and judging by the preview copy
we had, it's looking good.

720'' takes you into the heart  of
Skate City,  performing stunts to
build u p  y o u r  s t reet  c r e d  b y
collecting medals and cash in one
(even if you do go to the arcades)
of t he  mos t  original games  t o
emerge this year.

A better cash level allows you to
buy bet t er equipment  s uc h as
boards, shoes and pads from the
city s hops  a n d  improv e  y o u r
performance. There's two levels of
skating t o choose f rom -  trainee
and adv anc ed;  t h e  dif f erenc e

being that advanced level includes
further hazards  whic h generally
make life more difficult.

Within the Skate City boundary
lour parks are to be found, each
presenting d i f f e r e n t  a n d
challenging skateboarding tasks.
take a look at the Park Patrol panel
for the details. Each park can only
be visited once per level. Finding
them can be  a  problem, but to
ensure nov ice skaters don' t  get
lost there are map icons placed at
intervals a long t he  s t reets  and
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COMPETITION *
Let us have your ending to this story in a cartoon strip.

The best 25 entries received by Crysys. Software
Publishing Associates will receive a free copy of

Erik: Phantom of the Opera.
Please slate Spectrum 48 I n  or • 3

Judges decision is final. No cash alternative.

*  Closing date for entries 31st December, *Winners notified by post.

ERIK: PHANTOM
OF THE OPERA
SPECTRUM 48.128 [7 95
SPECTRUM 3  E9 95
Software Publishing Associates
Lower Ground Floor
197-199 City Road
London EC1V

AVAILABLE FROM
ALL LEADING

SOFTWARE
STORES

'atZ%
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A most or,g,nal gorne -  clamber on your skateboard and ,,_; t  a  good time - Spectrum screen

skating over them reveals a map
of the city. And t o further make
sure you don't  get lost, there are
pointers on the roads. Tickets are
required t o  e n t e r  t h e  park s .

PARK PATROL
DOWNHI LL
On the slippery slope already -
and you can bet  your bot tom
dollar i t ' s  s lippery,  bec aus e
there's water either side of you.
Falling off the edge of the track
ends in a  resounding splash
and t ime being knocked of f
your clock. Keep kicking all the
time, add  a  f ew jumps  and
720s  and  y ou c ould eas ily
wind up with a silver medal first
time around.

RAMP
Rampaging ramps of the 720*
circuit brings you the half -pipe
as seen in California Games.
Quite s imple really, just  s lide
from one end to the other, you
don't even have to turn -  the
computer does  t hat  f or y ou
which gives you plenty of t ime
to do some fancy stuff to build
up those points.

JUMP
Another s l ippery  s lope wi t h
water on either side. The lump
track is basically the same as
the downhill course but  wit h
the addit ion of  vertical drops
which mus t  be  jumped.  I t  is
more dif fi cult  t o  obt ain t h e
higher m e d a l s ,  a l t h o u g h
getting a  bronze af ter a  f ew
goes is good going.

SLALOM
This one's  for the real clever
Clogs -  a combinat ion of  the
downhill course wi t h  s lalom
flags to weave in and out  of.
When you've cracked this one
you're in with a chance of being
the best skater in town!

fortunately two are provided at the
start. Ex t ra t ickets are awarded
when you first break 5,000 points,
and then one fry
- P  V  
a d d i t i
o n a l

10,000.

One of the 'pail, 2 0  Yourcharecter 's Jot. ,
at the top of the slope - Spectrum screen

NARCISSISTIC
Skate City itself is pretty big and
there is plenty to do before you
enter a  park  -  but  don' t  hang
around for too long as killer bees
have an  unnerv ing tendency t o
attack lazy skaters, whic h costs
you a credit.

The art of  skating needs some
practice. b u t  a f t e r  a  w h i l e

manoeuvring around the city and
parks s hou ld  b e c o me  s ec ond
nature. The skateboard is turned
clockwise or anticlockwise and to
get mov ing you propel!  yourself

, , , ,  ma a 'half-pipe', up

[REVIEWS
along wit h a kick key: in addit ion
there i s also a  lump and stop
function.

Naturally, y ou  aren' t  t he only
one in Skate City, there are plenty
of cars, bikers and bodybuilders
(narcissists o f  a  f eat her fl oc k
together") who line the streets -
colliding wit h any  mov ing thing,
though it  won' t  actually k ill you,
knocks you off the skateboard.

Perhaps 7 2 0 •
-
" s  o n l y  
f a i l i
n g  
i s

that the parks could have become
progressively harder.  Howev er.
fans o f  t he arcade original and
novices a l ik e s hould lov e  t h is
playable and addictive game.

SPECTRUM
Cassette: E8,99
720 i s  probably one of the
best c onv ers ions  US  Go ld
have pr offer ed for  a  l ong
while.  Th e  s c rol l ing wo r k s
extremely wel l ,  neatl y a nd
suitably moving in time with
the s k a t e r 's  k i c k s .  T h e
monochrome graphics wi th
the addition of some subtle
shading give a good feeling
of perspective and solidity.
Sadly, ther e 's  l i ttl e s ound
which is unnerving when you
can see the loudspeakers at
the s t a r t  p o i n t  b o o m i n g
away.

OVERALL 83%

COMMODORE 6 4 /
128
Cassette: E9.99
Diskette: El 1,99
November
As y ou c a n see  f r om t he
Commodor e pr evi ew c opy
screen s hot  o f  720 '  • t he
graphics ar e  l ar ge a nd a s
colourful a s  t h e  a r c a de
original, a nd w e  may  wel l
expect it to be an even better
rendition t ha n t he  al ready
excellent Spectrum version.

AMSTRAD CPC
Cassette: E9.99
Diskette: E11.99 disk
late November
We haven't seen anything of it yet, but If the programming team
make the best use of the Amstrad's capabilities, then there's
no reason why it should not be a marvellous conversion.

O M N I  1 2 0  C O N I N G  SOON FRO M U S  GOLD
PNOGNANNI NG B Y  C N N I S  O UTLLN

• • • fans of the
arcade original and
novices alike should

love this playable
and addictive game

— one of the most
original to emerge

this year."

1GM TX  DATE: 12-8745/148
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T H E  R I G H T  S T U F F
CHUCK YEAGER'S
ADVANCED FLIGHT
SIMULATOR
Electronic Arts

T h e  recent influx of American software companies to
Britain has had a  decided effect i n  the  area o f
'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 adven tu res a n d  comp l i ca ted  fl i g h t
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,
you can become a test pilot and fly
any of  14 famous histonc planes
from a 1917 Sopwith Camel to a
present d a y  F - 1 8  Hornet .  A
runway is  thoughtfully  prov ided
and various  landmarks  c an b e
visited- O n c e  t h e  s ight -seeing
palls, a series of racing courses are
also available t o fly round us ing
any of the aeroplanes.

On screen you see the cockpit
and standard instrumentation (this
does not change significantly from
craft to craft, which is  a bit  of  a
cheat. es pec ial ly  a s  S o p wi t h
Camels were not  noted for their
sophisticated ' head-up ' displays,
but each aeroplane flies very much
according to its specification and
performance). V a r i o u s  fl i g h t
influencing factors can be set up
including w i n d  s p e e d  a n d
direction.

The v iew of  the outs ide world
can also be altered through an
'Eye' menu to observe the plane
from a l l  angles ,  inc luding rear
view's o r  even f rom a  separate
chase plane. The various options
selectable from the main menu are
Test Fl ight ,  Format ion  Fly ing,
Airplane Racing. a Demonstrat ion
flight and Flight Instruction.

IN THE AIR

Test Flight  s imply means taking
to the skies in a chosen aircraft and
flying t h e  p lane  t o  i t s  l imit s .
Formation Flying involves closely
following a lead plane through a
series o f  s tunts  a n d  aerobat ic
manoeuvres, i n c l u d i n g  fl y i n g
under gates and around buildings.
as well as performing rolls, Stalls
and loops. I n Airplane Racing,
you take part in a race against up
to five computer-controlled planes
through a  series  o f  gates  and
slalom hazards.

The Demonst r a t i on F l i ght
takes the test pilot through all the
standard a e r o b a t  lc m o v e s

46/148 TGM TX DATE: 12-87

possible v i a  t h e  X P G - 1 2
experimental let. And finally, Flight
Instruct ion is  a  series o f  fl y ing
lessons in which you can either be
the pilot of a Cessna 172 or be an
observer, i n  whic h case Yeager
fl iesthe plane for you. Nice of him.

COMBAT
SIMULATOR
To c o m p l e m e n t  t h e
Advanced Fl i ght  Simulator
program, a n  Ai r  Com ba t
Simulator wi l l  b e  released
later, enabl ing the player to
go he a d- t o- he a d a ga i ns t
Yeager himself in simulated
dogfights.  T o p  G un watch
out!

THE AIRCRAFT
•  Cessna 172 Skyhawk
•  F-16  Fighting Falcon
•  F-16  Hornet
•  P-51 Mustang
•  Piper  Cherokee
•  Sopwi th Camel
•  Spad XIII
•  SR-71
•  Spi tfire
•  X-1
•  X -3  Stiletto
(and then there are three
'experimental' planes )
•  X141.-16 Instigator
•  XPG-1 2 Samurai
•  XRH-4  MadDog

The k p o t  Y e a g e r
the PC
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Fly ing around the lands c ape can be a touch s low on the Commoc it il e f.4
but  the sensaticm is rectfi sM
- e n o u g h

The warm, rounded, r e p r o v i n g  tones  u Gie Lit ear mai] ri ]
A l . c . r l p i c t o r p  f ro m  t h e  C o m m o d n re  64

PC
Diskette: E24.95
Comparisons with Flight Si mutator 2 are inevitable: Chuck Yeager
AFS shares the same sort of in-depth and comprehensive flying
techniques which made the Sublogic program such a classic.
Where AFS succeeds though is in the sheer number of options
available for test flying the numerous planes — and 14 different
planes are more than enough for anyone. Racing around the
courses against computer  opponents is both exhilarating and
challenging, and simply exploring the wor ld is enjoyable in
itself. Even wi th solid graphics, the program moves along at
quite a rate.

OVERALL 89%

COMMODORE 64
Cassette: E9.95
Diskette: E14.95
The Commodore AF S has most, if not ell, the features of the PC
version, the major difference being the speed.  Flying around
can take a while, as the solid graphics (rather more colourful
than on the PC) move in a series of large and slightly jerky
jumps in animation, with the screen update proving slower than
the speed of the aircraft at times. The actual game works well
though,  a nd t he  formation flyi ng a nd ai rplane racing ar e
particularly good,  and if you can accept the speed with which
everything runs, then Chuck Yeage
, A F S i s  w o r t h  
a  
p l a c e  
i n  
a n y

flight simulation collection.

OVERALL 78%

"Racing around the courses against com-
puter opponents is both exhilarating and

challenging "



VERSION UPDATE
I c e - c r i s p  s w o r d  c l a s h
BARBARIAN
THE ULTIMATE
WARRIOR
Palace
Atari ST E 1 4 . 9 9

DRAX, the dirty old sorcerer, has
the hots for Princess Mariana and
threatens t hat  something realty
nasty will happen to her people if
she doesn't  mak e  h i m happy
However, he ' s  a  typical manic
mystic and agrees  t o  a n  idea
which will hopefully prolong the
People's suffering. Should t hey
find a champion able to defeat his
demonic guard ians  t h e n  t h e
Princess shall be freed. Suffice to
say Drives deadly minions make
mincemeat of most ' heroes• until,
from the forgotten wastelands of
the North,  c omes  a n  unk nown

Another victory for Barbarian as
the lofty tittle green thing
;gays football -  Atari ST

COMMENT
Ah, the cut and thrust of the warrior world. The succulent sound
of ski n giving w a y  beneath metal -edged bl ows,  mingl ing
tantalisingly with the ice-crisp clash of sword on sword.  The
thud of your victim's head as it bounces on the hard ground,
and the pleasing laugh of the e r ,  green creature when it
drags off yet another  body to devour at its leisure. What more
could a gamesplayer ask for? Seriously though,  Barbarian on
the ST is great. The sound enhances the game no end and the
backdrops and side—snakes are very polished. The characters
themselves could, perhaps, have been improved upon as they
appear very similar to the Commodore (Aversion, however this
by no means detracts from the game play, and Palace will do
well with this very competent conversion.
ATARI ST
OVERALL 8754

Unlike the 8-bit versions, the Atari ST enjoys some stunningly vaned
backgrounds to the violent action

barbarian wh o s e  s t rengt h a n c
swordsmanship may  yet  win the
day for Mariana. B a r b a r i a n  can
be played as a one- or two-player
game -  the solo fighter battles his
way through ten of Drax's warriors
before me e t i n g  t h e  s orc erer
himself, and the duo opt ion allows
friends to fight each other through
rounds of  90 seconds unt il one
emerges the victor.

Joystick o r  keyboard may  be
used arid each player can take up
to t w e l v e  b l o w s  ( o r  o n e
decapitation!) b e f o r e  f a l l i n g
defeated t o t he ground.  Sixteen)
different movements are available
in order to win,  inc lude lumping
neck chops, crouching. head butt
and kicks. Music  or sound effects
may b e  selected,  a n d  a  demo
mode is available should your egr
-
.
need deflating.

Barbarian is  already  available
for t h e  Co mmo d o r e  6 4  a n c
Amstrad CPC (disk C12-99, cass
1:1199) and Spectrum 48K,  + 2
compatible (case C9.99).

AVAILA
1 1 1
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TEST 1:0111

SPACEWALK TO A CRIPPLED SURVEILLANCE SATELLITE. ZERO GRAVITY AND
ZERO MARGIN FOR ERROR!

THE DETAILED SPEC CHART FOR THE LAIABORGHINI COUNTACH. 173 MPH
AND 0-60 IN JUST 5.2 SECONDS'

ARE THEY CRATERS OR BOULDERS BELOW? YOU NEED TO BE COOL TO TAKE
MANUAL CONTROL OF THE APOLLO LANDER DURING DESCENT.

DRIVE SET ROUTES WITHIN GIVEN TIME LIMITS. LOOK OUT FOR SLOW
TRUCKS, OTHER TRAFFIC, MEN AT WORK AND BE CAREFUL TO USE YOUR

RADAR DETECTOR TO LOCATE SPEED TRAPS.
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11splatmottot: 5 1 1 7 t . c
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tomtit P rpm, lb-ft 341  P 510
Trissmissism 5  cp maul
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T H E N  G O  OUT AND BUY THEM BOTH. BET YOUBECAUSE THEY'RE THE BEST AROUND.



APOLLO 18

Apollo 18 - a brilliant simulation of
an actual Apollo 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.

THAN TEST DRIVE.
AND FANTASTIC SCREENS;

4
4

Electronic Arts — available from good software
stockists! Where you'll see this sign.
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Soliwore Cabin OIL AIM Sheet Dalai
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SUFFOLK
Comeau Magic 44 High Street loon, Ni Stienil. Wolk 0730 130579
Compete- Meek 24 C;(1w1) Street Ipswich. Suffolk 13413 5096.5
Compote' Magic Si Si Anatol Strati Soon. Burs St Edmonds. &MIA 0214 102305
Software Moe 22 SI Mathews Shoot. Ipswich Vo lk 0413 547/4
SUNNI V
games Room iii skips Unit iS. Marie HID Epsom 0312 44465
EAST SUSSEX
Gamer • • East Shea. Bnphian, E. Sasser 0213 711166I
ORKS11111

artrobyte .16 County Arcade. teem 0532 480520
Thogralis A C111110 33 Markel Street Hecemonamikl, VI YaltShIle 0924 442337
larortoors Would Paragon Shut Hull E Yorkshire 5402 241117
lore Computer Cootie 9 NI cyglile Deed Davygalo Yair 0904 641062
WARWICKSIHRI
Software taproom, 27 Broad Slier, !Immingham. WaremaiNit 1171 5439100
WALES
Combrao Comparer C11111 34 %bona Road. Old Cwmbran, Gwent 06333 60996
Solt Coors C w m b r a n  Iowa CeMre Conetuen. Watt 06333 61131
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UNLEASH THE POWER OF
YOUR IMAGINATION

ESecironic Arti ocrhware is available on a wee novae ot home comoulars including Commodore CM
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BUBBLE GHOST
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famous fo r  Ge t  Dexter, d o  seem t o  b e  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
dates 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
got lost somewhere.
Picture a derelict old castle fi lled
with surrealist hi-tech equipment.
quiet a n d  s t i l l  ex c ept  f o r  t h e
pulsing a n d  t hrobbing o f  t h e
machines arid the presence of a
restless s p i r i t .  T h e  g h o s t l y
wanderer is destined to travel the
thousands o f  rooms  within t his
melancholy mans ion and at  t he
same t ime protec t  h is  bubb le -
esque soul f rom the many  traps
therein. T h e  g h o s t  i t s e l f  i s
intangible and may  float through
anything i n  i t s  pat h,  t h e  s ou l
however, is incredibly fragile and
must be blown very gent ly f rom
place to place and not be allowed
to touc
-
r
,  
a n y
t h i
n g  
l
e
'  
:
t  
h  
i
r
o

-nit
s 
r
=
z
i
o
n
e

M
ff

M I =

ME
W W I

N E M  rel t imon
sionrimamit
m i a s ma =
tausemons

-
1
•
1
1
1
6
•
1
1
1
•
1
1
1
1
1
1
1
1
•
1
1
•
1
1
1
1
•
1
1

p;t11
-
1
1
0
1  
-

-
T

•
E
I
M
P
I
E

VIM,EL
, 
T
-

,!untmaw :tf J I I 1
1I B M  E i t E E   MM EET Jill

•  M I N
1•11

That's your immortal soul at rho top right, but you can't do anything with it until the candle's blown out. Bubble Ghost
is C./Uglily white uniess, like here, he blows himself red in the face -  and upside down ,  . Atar i  ST screen

VERSION UPDATE
U n m a s k e d
MASK
Gremlin Graphics
Commodore 64

Cass: E9.99, Disk: E14.99
Reviewed in Issue One of  THE
GAMES MACHINE (pages 63 and
64). t he Commodore 64 version
MASK- licensed from the Kenner
Parker Toy s  characters -  now
loins its  Spec t rum and Amst rad
counterparts.

MASK the Commodore 64 version's
graphics seem more confusing
than on either Spectrum or Amstrad

50/1 48 TGM T X  DATE: 12-87

GHOSTLY
NAVIGATION

The screen layout displays the
many cast le rooms as bordering
grey s t o n e  b l o c k s  fi l l e d
increasingly w i t h  t ec hno-t raps
which are, of  course, situated in
the mos t  inconvenient of  places.
Some of the more dangerous traps
may be disarmed by the means of
finding the correct object to blow
into its maw, thus opening a safer
route for the soul-bubble.

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

before t h e  nex t  sc reen sc rolls
vertically d o w n  a n d  p l a y
continues. Should the ghost blow
It, s o  t o  speak.  a n d  burs t  t he
bubble on a sharp spike, he gives
the player a  shake of  his  s ee-
through fist and the hall has to be
retac k led,

The ghost's waftings require the
use of both mouse and keyboard,
controlling left, right  and turning
movements and blow. The bottom
of t he  sc reen displays  t he  h i -
score, the present score, bubbles
remaining, which hall is currently
being negotiated and a bonus bar
which decreases as t ime ticks by.
The s i x  h i ghes t  s c o r e s  a r e
automatically saved t o disk  and
displayed.

Atmospheric s p o t  e f f e c t s
accompany t h e  s p o o k y
negotiating feats, all part  of  t he
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 t he cast le are really
tough to negot iate with dexterity
not b e i n g  t h e  o n l y  res ourc e
required, a little logical thought is
also necessary  t o  g e t  t hrough
some of them successfully.

Anyone wh o  fanc ies  a  quick
blow and can get into the spirit of
this g a me  wi l l  hav e  great  f un
exploring the castle and defending
their immortal soul.

ATARI ST
Disk: E19.95
Cute. Spooking around a non
too-ancient cast l e  i n  t h e
guise of  a  ghost,  bl owi ng
bubbles  left  right  and cent re
seems the recipe for a good
time. Wi th i ts smooth and
realistic ani mat i on -  t h e
bubble i s  e s p e c i a l l y
impress ive -  Bubble Ghost is
enjoyable, o f t e n  a m us i ng
and always entertaining. The
urge t o  s ee a l l  1,000 hal ls
does s eem t o  f ade af t er a
while a s  e a c h conquer ed
screen i s  r epl aced 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 al iens to bits or
slicing pa r t s  o f f  muscl ey
opponents t h e n  B u b b l e
Ghost could be lust the rest
and r el axati on i n  eter ni ty
you're looking for.

OVERALL 72%

OTHER FORMATS
While ther e's n o  technical
reason t h a t  Bubb le  Ghos t
shouldn't appear  on  8-bi t,
Infogrames are well  placed
to know that plenty of games
of a similar ilk have already
done so,  a nd t he  del icate
quality o f  t he  S T  ver si on
graphics is hardly goi ng to
look as  impressive on,  say,
the S p e c t r u m .  I n
consequence,  only expect a
PC vers ion s ome t ime in the
New Year.

Jiil

"With its smooth
and realistic anima-
t ion Bubble Ghost is

enjoyable, often
amusing and alway
, entertaining."

-

COMMENT

The g r a p h i c s  a r e n ' t  a s
detailed a s  t h e  A ms t r a d
version, as can be seen f rom
the s c reen  s hot ,  b u t  t hey
look good and work  wel l  in
movement .  The s c rol l ing in
part icular i s  v ery  s moot h .
The o t her  8-bi t  vers ions  of
MASK we r e  v e ry  p lay able
and t he  64  adapt ion i s  n o
exception. Not,  perhaps,  an
earth-shattering release, but
for arcade-adventurers i t is
well wor th considering,  and
MASK f a n s  s h o u l d  b u y
immediately .
COMMODORE 64
OVERALL 7 0c1/0
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A G O G OP O G O
NEBUM
Hewson

espite Hewson losing the major Graftgold service of
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signed up with Telecomsoft-Firebird, Hewson are still
well stocked with some excellent programmers such

as Raffaele Cecco (Exoton), Mark Kelly who is currently
working on Marauder and John Phillips, responsible for
Impossaball and now this, his latest top-notch offering
Nedulus.
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Pogo a-go-go on his way up the twirling tower • a rOgina0 and compelling
Nebulus on the Commodore 64

The pl anet Nebul us i s  having
problems -  wi th t he  Nebul us
Planning Permission Committee
(NPPC) having taken off several
millenia for  a  holiday, buildings
have sprung u p  l ike nobody's
business. Wor st of  al l  ar e the
aliens w ho ,  hav i ng t i r e d o f
intergalactic mar audi ng,  h a v e
settled down as illegal immigrants
and built eight towers in the middle
of the ocean.

The peopl e of  Nebulus want
them pulled down and call upon
Pogo -  a  one-gr een-thi ng
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
Phillips has opted for  a  novel
solution to describe the towers in
3-0, 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,

who come in many guises. have
different set movement patterns,
mostly r evol vi ng a r ound t h e
towers. S om e ,  however ,  dr i f t
across the screen and,  although
not particularly vicious,  knock
Pogo from a ledge if he collides
with one.  The  others don't  kill

Don't i t  the lacklustre colours of this screersehot put you off, c o i N - t r u n t
version's every bit as good
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either but, like drifters, knock Pogo
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
depredations in the tunnels, which
periodically cut through the tower
diameter leading from one side to
the other t hough their real use is
for traversing the  width of  the
tower to reach higher legdes.

As few aliens can actually be
killed, Nebutus is more a game of
timing and pattern learning w he n
to wal k under ,  o r  j ump 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 bel ts.  A n y  l a c k  o f
concentration, or memory leads to
Pogo's downfall, literally.

Surprisingly f o r  a  He w s on
game, the front-end presentation
isn't very good leading to a rather
weak first impression; al though
the t i t l e  s c r e e n m us i c  i s
com:-p•ent, there's no define I
, r . v s

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

option, or joystick selection on the
Spectrum. The  openi ng screen
just provides the title and credits.
with high-scores that  p o p  u p
occasionally.

Playing Nebutus late at night,
which is quite possible because of
its addictiveness, with bleary eyes
is not recommended as too many
mistakes c a n l ead t o  hideous
frustration -  especial ly w he n
you've got eight towers jammed
full of compelling garneplay and
beautiful graphics.

COMMODORE BONUS
Available only on the Commodore
is an intermission level between
towers. Thi s  involves P ogo's
underwater fishing tr ips i n hi s
submarine which transports him
from tower to tower. As the seven-
level p a r a l l a x  s c r o l l i n g
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 they
can be collected. The amount of
fish caught determines your bonus

score -  it's also quite a relaxing
break befor e commencing the
next v e r t i gi nous  t e a t  o f
destruction.

SPECTRUM 48/
128
Cassette: E7.95

The S pe c tr um  gr a phi c s  a r e
monochromatic, al though a bi t
more colour  coul d have been
splashed about on the ledges if
they were exactly one character
high; happily the mono graphics
don't have any serious effect on
the gameplay apar t that i t can
be difficult sometimes to notice
aliens a s  qui ckl y.  T h e  t i t l e -
screen m us i c  i s  surpr isingly
good ( the r e 's  n o  di ffe r ence
between 4 8 K  a n d  I  28K)
although there's little but spot
FX t h r oughout  t h e  g a m e .
Net)ulus wil l  have  you com ing
back for  m or e a nd m or e unti l
you've eventual ly fi nished a l l
eight towers. And once you've
done that you'll play it again lust
to remind yourself how good it
Is.

OVERALL 87(
1
/0COMMODORE 64/
128
Cassette: E8.95
Diskette: E12.95
Nemilis i s  fi endi sh i f  no t
downright d e v i l i s h .
Essentially it's a simple idea
turned into a highly playable,
if occasional ly,  frustrating
game. The graphics are well
coloured a n d  s om e w ha t
cutesy -  especial ly Pogo,
who's distinctly reminiscent
of Gribbly. Cl imbing to the
very t op l edge onl y t o be
knocked r ight down t o the
bottom again may leave you
feeling like you never want to
play Nebillus ever again, but
you can guarantee that in five
minutes you will be hack at
the joystick because it's so
addictive.

OVERALL 90%
OTHER FORMATS
Hewson have no plans for
any o t h e r  m a c hi ne s  a t
present.

It • • • the towers in
3-D work exceed-

ingly well J a m -
med full of compel-
ling gameplay and

beautiful graphics."



R O C K  S A N D W I C H
3-D GALAX
Gremlin Graphics

s we stated in our preview in THE GAMES MACHINE
Issue One, 3-0 Galax is Gremlins 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 -0  Galax uses
filled vector graphics fo r the alien ships, and you fl y
through them fo victory.

From t he  Vecton system they
came- A  mas s iv e s tarileet  o f
Vectoid spaceships heading f or
our system with one thing on their
alien minds -  destruction! As the
fleet sweeps aside all in its path, a
final, desperate plan is formed; if a
test pilot  can fl y t he brand new
Astrablitz fighter craft to confront
the enemy  t hen may be v ic tory
could just  be snatched f rom the
alien horde_

The enemy fleet is split into 99
attack waves, four different types
of attack craf t  mak ing u p  each
wave. flying through space in one
of 25  poss ible format ions.  Th e
Vecton s h i p s  f o rma t i ons  a r e
strictly s t ruc t ured a n d  m o v e
towards t h e  As t ral)litz as  s ol id
three dimensional graphics. Only
three pilot lives are given, and any
collision loses one of  them- As if
this f rene t i c  ac t i v i t y  w a s n ' t
sufficient f o r  y o u r  a v e r a g e

pilot 's v iewscreen and shows  a
more traditional Galaxians view of
the ac t ion,  wi t h  t h e  onc oming
Vecton format ions mov ing down
the radar  s c reen t owards  t h e
Astrablitz stationed at the bottom.

Shooting the aliens earns up to
400 points. A choice of gunsights
is available to help in destroying
the s y s t em invaders ,  ant i-c raf t
missiles can be launched at  the
enemy attack waves, while ant i-
asteroid missiles help you avoid
making a n  al ien's  breakfas t  o f
yourself all over the hurtling space
rocks.

The central problem wi t h 3 - 0
Galax lies in its lasting power, after
all it is based on a rather old game.
and wh i l e  t urn ing t h e  ac t ion
through 90' '  t o  prov ide a  3 - D
scenario brings new life to an old
formula, t he repet it ive gameplay
and the lack of graphical variation
in the enemy ships mean it might

A ',factoid ship looms large S o  does death . . . Atar i  ST screen

Astrabhtz pilot,  the craft  has the
misfortune t o run s lap-bang into
an as teroid s t o rm af t er  ev ery
fourth attack wave, and unless you
want t o be  t he fi lling in a  rock
sandwich, i t ' s  bes t  t o  nav igate
through them.

The Astrablitz can be moved in
all directions using a radar display
to locate and intercept the Vecton
fleet_ This is located lust below the

not h o l d  in t e res t  f o r  l o n g .
However. Greml in ' s  p l a n s  f o r
using t he techniques developed
with 3-0 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 t h e  addi t ion o f  s t ronger
gameplay elements ,  prov ide us
with s omet hing o f  f a r  great er
interest.

ATARI ST
Diskette: E19.99
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 i s l et down thr ough the gunsights which fail  i n
accuracy when it comes to lining up on the aliens, and also
through inconsistent col l ision detection.  The  Atar i  sound
effects are average, although the scream when ships collide is
excellent.

OVERALL 53%
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OTHER FORMATS
In our report in Issue One on Gremlin's future plans, It had been
left as a possibility that conversions of 3-D Galax for the Amiga
and ZBO machines might be undertaken.  But on checking with
the company,  THE GAMES MACHI NE was told that there are
absolutely no plans to do so now.

. . . turning the action through 90 brings
new life to an old formula, but it might not

hold interest for long."
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A SHOT IN
T H E  D A R K
LIATII6ESHIPS
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computer game — on the 8-bit machines. I t  was
declared a hit by, and featured on the covers of, both
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
highly of the implementation, but rather less of the game
itself. Elite decided to hold back on a full-price release and
Battleships wil l  n o w  b e  appearing o n  a  future Elite
compilation. Undeterred, however, Elite is now about to
release an improved 16-bit Battleships for both the Atari
ST and Amiga.

Based upon the tradit ional rainy
day two-pads -and-penc ils  g r i d
game. Bat t leships  features t h e
same ma p  plot t ing wi t h  s ome
animation thrown in for the firing
sequence. Th e  Amiga  a n d  S T
versions are identical in gameplay,
although on the Amiga it is a great
deal noisier with speech and extra
effects.

There a r e  es s ent ia l ly  t w o
sections; first you place your ships

on the grid and then plot where you
think the enemy's are posit ioned.
Second: the battle screen -  there
is no interaction but you Can watch
your o p p o n e n t s  s h i p s  b e i n g
gratuitously des t roy ed wh e n  a
direct hit is scored. The grid area is
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

A more recognisable as pec t -on the left , n e r m .  - ,
m p l e m e n t ,  o n  t h e  
o g h l
the light ing grid -A tari ST screen

THOSE BATTLESHIPS IN FULL
AI RCRAFT CARRI ER
The bIggest ship on the seas- taking up a massive six squares -s o
you can hai dly miss it! Probably the first one to be hit.

BATTLESHI P
Second in command of the fleet is the eponymous ship itself -  five
squares. Can be placed in any orientation, so even if you hit one
square it may still take some time before you sink it.

SUBMARI NE
The only time you find this submarine underwater 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.

ttieshipsANf:. i l r ,  or like this w in  pen and paper: the
screen shows how accurate you were A m i g a  screen
playing agains t  a  human rather
than the computer,  you are each
obliged t o  look  away  whi le t he
other plots  posit ions. Once both
sides are posit ioned, you can sit
back, re lax ,  a n d  wa t c h  t h e
fireworks, and with four shots per

ATARI ST
Diskette: E14.99

Battleships Is polished with some very nice graphics, which give
the game solidity, and coupled wi th sound,  the game does
come alive. However, it is still only Battleships -the same game
you'd play with pencil and paper -  and that's where it tends to
fall apart.  There's plenty of immediate appeal -  and a kind of
addictiveness is generated by the firing sequence, rather like in
a good card game where you just can't wait to see what you
have been dealt -  but that is shortlived. Unless you're playing
with a friend it is doubtful  that you will return to it often on your
own.

OVERALL 65%

AMIGA
Diskette: E19.99
November

We have seen the finished game, and as it stands it is the same
as on the ST.  However,  additional sound FX and speech are
being added which may in turn add some rating points.

" - rainy day two-pads-and-pencils game
with immediate appeal b u t  that is

shortlived."

VERSION UPDATE
Wi l d  S i d e
W a l k
RENEGADE
Imagine

Commodore 641128
Cassette: E8.95
Diskette: E12.95

ship, t hat  is  usually  satisfyingly
visual.

Playing Battleships on your own
against t he computer can prove
rather dull but  with two players a
little more excitement is added,

COMMENT

The gr a phi c s  a r e n ' t  a s
Impressive o r  detai l ed a s
those o f  t h e  A m s t r a d
version, but they are smooth
and f e a t ur e  s o m e  g o o d
animation. The keyboard is
required for  punchi ng a nd
kicking, whi ch adds to the
frustration o f  dyi ng i n t he
heat of the moment.  A minor
drawback for this otherwise
excellent c o i n - o p
conversion.

COMMODORE 64/128
OVERALL 83%

WE REVIEWED Imagines violent
street-fighting Renegade in  t he
last i s s u e  o f  T H E  G A M E S
MACHINE (page 54) in its Amstrad
CPC and Spectrum formats
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return o f  M i ke  Singleton (Lords O f  Midnight,
Doomdark's Revenge) — on a less happy note, it also
marks the  death o f  Beyond. fo r  the  game was

originally to be released under that label. So 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 tha t have been
notably absent of late.
As with so many Mike Singleton
games, t h e r e  i s  a  d e a l  o f
background story, which is worth
outlining, i f  only  t o  giv e s ome
indication o f  t h e  at mos phere
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 s torm when in disarray
ships o f  t he Nort hlenders 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 quelled,  t he Lord of  the
Isles of fered oaken ships t o his
guests so that they might return to
their h o me l a n d s .  B u t  t h e
Northlenders coveted the richness
of the Western Isles and refused
the otter. 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 t o  f orge a  Scept re Of
Power. I t  t o o k  fi v e  y ears  t o
complete; during which t ime the
Northlenders g r e w  m o r e
demanding unt i l  not hing wou ld
satisfy them except the Lord of the
Isles very throne. Raising the Dark
Sceptre above his head the Lord
summoned t he Dark  Powers  t o
defeat the Northlenders. Lightning
leapt f rom the Sceptre and began
consuming the Northlenders. 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 quenched,  yet  at  t he same
time their physical being seemed
the lose substance and became
shadowy; I n  r e t u r n  f o r  i t s
protecting them, the Northlenders
owed allegiance to the evil power
within the Dark Sceptre.

COMPLEX
INTERACTION

The player is  in c ommand of  a
company of  warriors  seeking t o
destroy t h e  Dark  Sc ept re a n d
restore t ranquilit y  t o  t he  onc e-

golden Western Isles. To  hinder
the p lay e r ' s  mov emen t s  t h e
computer c o n t r o l s  o t h e r
companies of  warriors.  Mos t  o f
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, whos e
sole purpose is protect  the Dark
Sceptre a n d  ann ih i la t e  y o u r
company. How the Dark Sceptre
is recovered and destroyed is left
up to the player to find out.

Dark Sc ept re i s  a  c omplex
interactive a r c a d e  a d v e n t u r e
which can be played by the use of
a joystick; Moving the joystick left
or r i g h t  fl i c k s  t h r o u g h  t h e
characters t h a t  y o u  c urrent ly
control, s howi ng  t he i r  c urrent
status a n d  whe reabou t s  i n
graphics and text forms. Mov ing
the joystick up or down highlights
one o f  t he  fi ve major  opt ions .
These are Watch,  Scan,  Check,
Plan and Quit. Pressing fire when
one of these options is highlighted
may take you to another sub-menu
or s wi t c h  c on t ro l  t o  anot her
character.

Watch:  when one of your men is
involved in combat ,  you hear the
clash o f  s teel.  bu t  y ou c annot
interfere in a fight to determine its
outcome -  the result  is  ent irely
dependent o n  t h e  indiv iduals '
personalities -  selec t ing wat c h
shows t h e  c harac t er current ly
fighting.

Scan: a  map  of  t he Western
Isles with the whereabouts of your
characters ind ic at ed a n d  t h e
position of your current character
highlighted. Check:  a run down on
the c u r r e n t  c h a r a c t e r ' s
personality, a  lis t  of  his  present
orders and any objects he may be
carrying.
Plan: mos t  c omplex  c ommand
available and really the whole crux
of t h e  game;  a  s ub-menu o f
possible commands you may give

Mike Singleton's new graphical adventure arrives and proves to be a thought provoker - Spectrum screen
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your charac ters .  Mo v i n g  t h e
joystick u p  o r  d o wn  highlights
each c ommand.  Selec t ing o n e
takes you to another sub-menu to
choose t he objec t  o r  character
that is  subject t o the command.
Commands  -  and there are many
-  range f rom killing the enemy to
charming them onto your side.

The characters have their own
attributes whic h affect how well
they are able t o carry  out  your
orders, some are better suited to
some tasks than others. All told
there are eight  dif ferent types of
personality: T h a n e ,  t h e
commander w h o  l e a d s  y o u r
group: My s t i c ,  b e i n g s  w i t h
magical powers; Herald, good for
giving mes s ages ;  Assass in,  a
hunter and killer: Reaper.  strikes
fear int o others;  Fool,  a  talker;
Savage, t o u g h  a n d  res i l ient :
Thralls. who are simple characters
but numerous.

The final option, Quit. caters for
loading a n d  s a v i n g  c u r r e n t
positions in the game as well as
abandoning a lost cause. It can, of
course, also act as a useful pause
mode f or t he essent ial t ea and
meal break s  wit hout  whic h t he
Western Isles would run dry.

SPECTRUM 48/
128
Cassette: E7.95
To say that  Dark Sceptre is a
Complex game is a bit of an
'understatement.  M i k e
Singleton h a s  de v e l ope d
character interaction t o  a
high level. Playing the game
Is fai r ly e a s y  b u t  get t i ng
anywhere takes some doing.
Graphically it is impressive,
The ver y  l ar ge char acter s
Move convincingly and the
fight scenes can be  fun to
watch. But what makes it so
outstanding is that i t oozes
atmosphere; b a c k g r o u n d
story a nd pl ot  a r e  al most
Tolk ienesque.  l . a n  SGept re
provides value for money - it
Won't be completed within a
few goes. The task ahead is
daunting but  perserverance
rewards w i t h a  ga m e  t o
capture the imagination.

OVERALL 90%

OTHER FORMATS
At the moment we have no
news of any plans to produce
Dark So  ept r e f o r  any  o t her
machine.

" Dark  Sceptre is  a
complex game .  .

but what makes it so
outstanding is that

it oozes atmos-
phere .  . "

TGM TX DATE:12-87 55/148
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AD BALL.

enton Design have been busy of late, what with Flash
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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 wit h the terrain
and one another. Their names are
charming: Dus t  Brain,  Slobulus,
Swine Sucker and Fist  Face are
Just a few, and give an indication of
their odious characters and their
equally dubious eating habits.

Beginning t he game as  Dus t
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 nat ure  o f  t h e  l ic ens ed
characters might lead one to think
that this  is  a  garishly  coloured
game full of  larger than life ugly
faces. N o t  s o ;  t h e  graphic al
presentation i s  a c t u a l l y
reminiscent o f  t h e  G r e ml i n
Graphics Pe-Bounder.  V i e we d
from above, your Mad Ball bounds
around t h e  mul t i -d i rec t iona l

scrolling high plat forms  of  Orb,
bouncing against other balls and
landing o n  v arious  objec t s  t o
collect points, special abilities and
food.

Dustbins and Goals are strewn
about. Forc ing ot her bal ls  in t o
Goals ma k e s  t h e m j o i n  Du s t
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 bal ls  bec oming ex t ra
lives.

Balls have their own individual
ratings (up to a max imum of eight
points e a c h )  f o r  s p e e d  o f
movement, s t r e n g t h  ( f o r
withstanding c o l l i s i ons )  a n d
hunger level. The lower the hunger
rating. t he s lower a  Mad  Ball 's
energy dec reas es .  E a c h  b a l l
needs a  dif ferent  f orm o f  food,
eaten by  bouncing on it, to keep
up energy.  Food  inc ludes  tasty
morsels of fish heads, bones and
even blood!

W r i n i

1-14-1444-1-1-i-i-i-:14-14-1-1-1-444-1-t-t-1-14-14-
1-1-1-1-14-1444.414-41-1-14-144-1-14-14-1444-
LIA-1-1-1-1.-1-1-L4-LLLLLIA.1-1-1-1-1-1-1- - I -

( •  •  •  4
&A Sp,L•t rum s hot  m a d  Balls

Terrain features can be usefully
employed; s p n n g b o a r d s  a n d
catapults give a  longer bounce,
while oil slicks cause the Mad Ball
to slide around. Bubbles and fried
eggs g i v e  o u t  ex t ra  po in t s  i f
bounced upon, and points are also
gained f or collec t ing i t ems  and
bumping Mad Balls down Goals or
oft the platform edges.

Although Mad  Balls's graphics

are 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
capturing other balls, there is not
lot else to Mad Balls and an extra
task to perform could have given
the game far more scope.

COMMODORE 64/128
Cassette: E8.95
Diskette: E12.95

Colour is nicely. I f simply, used,  providing a  less cluttered
impression than,  say,  Re-Bounder.  The  i dea o f  swappi ng
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 playability, and that
makes it a fun game. Generally, it is a 'jolly' good game, that
falls just short of making it into the top grade.
OVERALL 72%

Are qou horrible enoughto go on the



SPECTRUM 48/
128
Cassette: E7.95
December
The monochr ome pl ay i ng
area c om pl e m e nt e d b y
coloured bal ls i n the tube,
offers a  c r i s p  i m a g e .
Cameolay l ook s  identical ,
but watch out for  a version
update in the next issue.
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Cassette: 61.95
Diskette: E14.95
December

Keep a n  e y e  out  f or  t he
version update.  Expect the
colours to be similar to the
Commodore,  but  the multi -
directional scrolling could be
a problem.

"Plenty of levels to
explore and

interaction with
useful items helps

keep the game
noing."

VERSION UPDATE
R e f  rogger
• RANARAMA
Hewsort

Atari ST

Wnow soon enougnl.
Rompoge, com•tng lo \Jour nome

cornpuAer screen, December.

09.99

WHEN i t first appeared on the
popular 8-bi t  machines (Steve
Turner fi rs t  wr o t e  i t  f o r  t h e
Spectrum) Ranat eme me t  wi t h
critical ac c laim;  i n  reapprais ing
Gauntlet p lay -a l ik es  t o r  t h e
Spectrum CRASH even reckoned
it outdid the genre founder,

The p lay er  t ak es  c ont rol  o f
Mervyn, a  sorcerer's apprent ice,
who through miscasting of spells,
has turned int o a  f rog.  Af ter a
warlock invasion of  his  dungeon
Mervyn's task is to destroy them
all and hopefully find salvation in a
return to human form. To aid him in
this task, offensive and defensive
spells can be collected, but only
alter defeating the  warlocks i n
ritual combat can the spells be
freed for collection,

Ritual c o m b a t  i n v o l v e s
rearranging the scrambled letters
of 'Ranarama wit hin a t ime limit.
Once freed, the spells can be used
to p r o v i d e  s t r onge r  s h ie lds ,
greater fi repower, defeat tougher
opponents a n d  loc a t e  h i dden
doors. The more powerful the spell
in us e ,  t h e  quic k er  Merv y n ' s
limited energy is drained, although

he c an  regain i t  b y  collec t ing
energy crystals and casting Power
spells.

Scattered around the dungeon
are mons t er generators ,  wh i c h
should be destroyed, and Glyphs
which per f orm s elec t ed tasks :
lower levels  can h e  entered by

REVIEWS

using Tr ave l  Gl yphs,  P ow e r
Glyphs are used t o  destroy the
enemy in a room. whilst Glyphs of
Seeing prov ide a  ma p  o f  t h e
currently explored level. A Glyph
of Sorcery provides information on
the c u r ren t  r a n g e  o f  s p e l l s
ayailahle

COMMENT
Ranarama on the ST has everything. Fast action, a large dose of
strategy, good,  finely detai led graphics wi th r ooms viewed
from above in Gauntlet style and some excel lent sampled
sounds a n d  s pe e c h.  T h e  g a m e  h a s  b e e n  i mpr oved
considerably whilst still retaining the playability which made
the 8-bit versions so good.  Careful, strategic use of spells is
required in order to survive the hazards of each level. Ranarama
is not  j ust a  straightforward 8  to 16-bi t conversion,  but
polished, excellent upgrade from Hewson.
ATARI ST
OVERALL 86%
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Imagine's third release from Dinamic, the Spanish
, s o f tw a r e  house who also brought us Army Moves_

Dinamic are Z80 programmers, so  Imagine's in-
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Commodore.

All-round mac ho man,  high-liter
and s elf -f anc ied s p y  Fr e d d y
Hardest, b l a s t s  i n t o  s p a c e
following a  ' s mall party ' ,  play s
Space Invaders  wi t h  a  met eor
storm, and inevitably crash-lands
on the moon of the planet Ternat.
By an incredible coincidence (and
a s pot  of  luck,  otherwise there
wouldn't  be a game to follow) the
moon also contains the alien base
of Kaldar.

His only hope of gett ing off the
moon is to discover the Kaidarian
base, hi-jack a ship and hi-tail it
off. The moon's  surface is pit ted
with chasms and bubbling craters,
guarded by robots and populated
by nasty alien fauna. a kick deals
with t he  orbit ing robots ,  mo o n
creatures are seen off with a swift
laser bolt.

Getting into the base, once it is
found, i s  n o  p r o b l e m s i n c e
reaching the end of part one gives
you an access c ode whic h you
enter as soon as part two has been
uploaded (Spec t rum 1 2 8  i s  a
single load). The Kaidartans aren't
so easily disposed of, immune to
laser fire, Freddy has no alternative
but to resort to fisticuffs, and whilst
he enjoys this k ind of  'full blown

bruise up', it does hinder the task
of get t ing t he Captain's  Code -
essential t o  take of f  -  f rom 16
computer t e rmina ls  s c a t t e red
throughout three of the base's tour
levels. The fourth level houses four
colour-coded ships,  and  hav ing
selected one,  on ly  t he  c orrec t
colour-coded c o m p u t e r
information is of any use.

The ship will need fuel too and
that i n v o l v es  c o l l ec t i ng  t h e
appropriately c o loured nuc lear
cells, p l a c i n g  t h e m  i n ,  a n d
operating, a  loading l if t  f rom a
nearby loading computer terminal.
Lifts can also be used to access
the bas e's  dif ferent  levels  a n d
tunnels us ed t o  mov e t o  other
parts of the current level.

In gene ra l  Fr e d d y  Ha r d e s t
sutlers most  -  the graphics on all
machines being jolly  enough t o
delight the eye -  f rom 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,

AMSTRAD CPC
Cassette: E8.95
Diskette: E14.95
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, al though it shouldn't take
too long to complete.

OVERALL 69%
SPECTRUM 481128
Cassette: E7.95
It suffers a bit in comparison due to the limited use of colour but
In one sense copes better  -  the graphics are well  detai led,
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
virtually made redundant once the access code is gained, but
this appl ies to al l  formats.  A  playable,  nicely put  together
release from Dinamec, but too soon completed to have high
lastability.

OVERALL 67%

Loads of colour and dashing graphics for the Amstrad CPC as hunk and all
round macho man Freddy leaps for space

COMMODORE 64/128
Cassette: E8.95
Diskette: E12.95

The 64 version is definitely the Hardest! The aliens and robots
move around much quicker; on the first level, Freddy needs to
make almost perfect jumps to land on the floating islands and
losing a life for being a pixel Out is very frustrating. The second
level is straight Out of Ocean's earlier ,,', but a lot better  in
execution, and surprisingly qui te easy. Level t w os  graphics
look messy compared with those of level one,  and the main
sprite is barely average.

OVERALL 62%

score - Spectrum screen

ask
lot L . ,  younger player, Freddy

Hardest suffers most from not being hard
enough for the street-cred brigade
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SO M U C H  F O R  S O  L I T T L E !
There la nothing that can compare with the incredible value for  money offered by Marra
520ST-FM. For  only E280 (+VAT=E299), you can purchase a powerful 5I2K RAM computer.
with a 95 key keyboard (including numeric keypad), MIDI  interlace, GEM, a palette of 512
colours, mouse controller, and a 512K built-in disk drive The  520ST-FM ha s .  TV modulator
built-in, and comes with a  lead to allow you to plug i t straight into any domestic colour
television set The  mains transformer is also built-in to the keyboard, so there are no T
r
a
i
n
s
;

external boxes. You couldn't wish tor  a more compact, powerful and stylish unit A i
computers are now firmly established in the UK, there are nearly 500 software titles already
available tor a wide variety of applications end the list is growing all the lime. And that's not
all Whe n you buy your new 520ST-FM lor any Atari ST computer) from Silica Shop, you will
get a lot more, including a FREE Silica ST Starter Kit worth over MO .  Read the ONLY FROM
SILICA section on the left, to see why you should buy your new high power, low price 520ST-
FM from Silica Shop, the UK's Nol  Atari Specialists. For further details of the range of Atari
ST computers and the FREE Silica ST Starter Kit. complete and return the reply coupon below,ATARI 520ST-FM N OW ONLY E260 (+VAT-4299)
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wizards are supposed to do, and perhaps this lack of
social and structural fulfillment in their lives is what
has traditionally made them such irritable and.

indeed, impulsive fe l lows w h e n  i t  co me s  t o  t h e
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 turned
you i nto something resembling
one o f  t hos e  r ai nbow-hued
glycerine bubbles that might have
come out of a small can of bubble

&Angry ri,  b v u t f r u  ,5 odor, iu rAs a  fra gile  DubDOe of  air_ O n ly through the  p la ye r's Care, M a y he  INS de ioeste  skinrepair .  . Aran ST screen
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liquid p u r c h a s e d  f r o m
Woolworths.

This wouldn't be so bad mi ght
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 a n extremely fragile
aorball 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. There's a task of
course: wicked wizards fall into
two categories, the ones who have
to be destroyed, arid those whose
irritability can be  appeased by
solving a problem for them. In this
case, the mealy-mouthed mage
would l i ke y ou t o  search t he
mansion a n d  r e c ov e r  h i s
spellbook. In return he might just
give you back your human form.

Designers Eddy Scio and Pete

Microdeal
Diskette: £14.95

ALL LONSTRU61
.
10N K I TWhen you get fed up of playing Airball in the castle provided by

the game, you might, if you're still hooked on it, want to get a
copy of this useful utility program by Soo and I yon 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 Airbag fan.
OVERALL 75%

Lyon hav e opt ed t o r  t he now-
traditional isomet ric  perspect ive
format o f  3 - D ,  w i t h  r oom s
containing doorways, staircases
and multi-layered platforms. The
rich, ever-changing combinations
of pattern all go to make Airbalf the
definitive for Ced-per spec t i ve
game.

AMIGA
Don't expect a version until
after t he  Ne w  Year ,  but  i t
should be  even better  than
the ST version. No prices or
release da t e s  ha v e  be e n
announced as yet.

The a i rba l l  c a n  b e  g u i d e d
around t h e  o d d l y  dec ora t ed
mansion, col lecting jewels f or
points and objects to help in the
task. These l i e  i n  positions
awkward for your average bubble
to reach, and inc lude pumpkins,
crucifixes, tins of beans, statues, a
candle, a Buddha, a torch, the sort
of things  y ou always  fi nd ly ing
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 u p  t o reach high up
doors or other items
, But d o n ' t  f o rget  t ha t  leak y
envelope of yours, all the while it's
getting worse,  and let t ing 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 t o
restore y ou  t o  fl atulent  health.
Don't stay on too long, though, or
you risk over-inflating _

Once t he spellbook has  been
ound, it 's  back to the start room
0 complete the game o r  is it?

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 t u n e s  a r e  e qua l l y
excellent, genuinely addi ng
to the game's playability. But
controlling the  action with
either mouse or  joystick is
awful, so using the keyboard
is defini tely recommended.
Apart f r o m  t h i s  m i n o r
problem, the game plays like
a dream. t-sirball on the ST is
highly pol ished,  graphical ly
and sonically of top quality,
and a delight to play.

OVERALL 85%

"The rich, ever-changing combinations of
pattern all go to make Airball the definitive

forced-perspective game."
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TAU CETI
Cal-
PC E19.95

PETE COOKE's  classic thinking
man's s hoot - ' e rn-up,  h a v i n g
made its way successfully onto the
Commodore 5 4 ,  Ams t rad a n d
through a  sequel.  Academy,  i s
now available for the PC.

The automatic defence systems
of Tau Ceti III have gone berserk,
and c a n  on ly  b e  s t opped b y
shutting down the main reactor in
the capital city of  Centralis. The

I WA N N A  BE  Y O U R  T H R I L L I N S T R U C T O R
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MSX CARTRIDGE ONLY

onami has supported the UK MSX market (consisting
of some two  hundred thousand users) since i ts
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 i s  n o  information concerning which o f  the  6 0
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 o f  t h e  d e v e l o p me n t
somewhere in the small country of
Outer Heaven deep in the South
African jungles.  o f  a n  'ult imate
weapon'. codename Metal Gear,
reaches Special Operat ions unit
Fox Hound.  Fox  Hound send in
special agent Grey Fox to get more
information. Unf or t unat e ly  a l l
contact wi t h  Grey  Fox  i s  los t .
Undeterred. Fox  Hound dispatch
another recruit ,  Solid Snake,  t o
learn the whereabouts of their man
and at t empt  t o  des t roy  Met a l
Gear. A r m e d  o n l y  w i t h  a
transceiver our hero sets out  on
his very first mission.

The opening sequence shows
Solid Snake (t he s t range c ode
names are probably  due t o  t he
Japanese/English t r a n s l a t i o n )
wading through the river adjacent

game i s  play ed f r o m wi t h in a
hovercraft. well equipped for the
task -  t hough t hings  c ould b e
better. Out  t o s top you are c ity
defence torts and Hunter at tack

COMMENT
Tau Ceti has some wonderful
graphical effects,  wi th t he
buildings and other  objects
viewed in very effective, solid
3-0.  The PC adoption retains
the very clever  shadowi ng
effect of the 8-bit versions; it
also r etai ns t he  de pt h o f
game and should provide PC
owners wi th a  chal lenge to
last for months.

PC
OVERALL 87%

to the enemy  base preparing t o
infiltrate. Once he has landed, the
player takes control of  him using
keyboard o r  k e y b o a r d  a n d
loystick. T h e  aer ia l  v iewpo in t
shows Snake i n 'sneak' mode,
running left, right, up and down in
search of weapons and equipment
to aid his quest, whilst  all the t ime
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 t h e  c hanc es  o f  s urv iv al
decrease rapidly as guards home
in for the kill. The only way to attain
'sneak ' mode again is by killing a
The start screen from Metal Gear
(MSX), which gives a good impression
of g r a p h i c  delights to follow

Pete Coohe's original Spectrum Style translates well onto the PC,
pmviding rich-looking graphics

I

craft. Along the way military and r o d s .
civilian s upply  cent res  c an  b e  I n  its previous incarnations, Tau
entered to re-equip your craft and C e t i  enjoyed huge success, and it
collect t he all important  reactor h a s  translated to the PC very weli.

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

The equ ipmen t  requ i red  t o
complete t h e  miss ion ma y  b e
found in storehouses, trucks or on
the guards themselves. A number
of pr is oners  a r e  inc arc erat ed
within t he c omplex  and s hould
Snake successfully rescue t hem
he is  rewarded wit h informat ion,
an inc rease i n  h i s  s t rength,  a
higher rank and greater potent ial
for c arry ing weapons .  Fur t her
information ma y  b e  of f ered a t
intervals v i a  t h e  t rans c eiv er
through which the Big Boss is in
constant contact.

An inf ormat ion pane l  s hows
Snake's life force, stars to mark his
rank, a graphical representation of
which part icular weapon/objec t
he is brandishing and how much
ammunit ion h e  h a s  le f t .  T h e

MSX CLUB NEWS
A cl ub for  MS X  user s has
been star ted b y  Dav i d J
Krawczyk f or  peopl e  w h o
require i nfor mati on a bout
hardware and software for
their machines. The club may
be reached at this address:
MSX Central Computer  Club
14 The Waredens Avenue
Mosl ey Village
Coventry
CV5

complete inv ent ory  m a y  b e
accessed at any t ime and any of
the items therein may be swapped
with the current one being used.
For ex ample,  a  securit y  d o o r
probably won' t  open if  shown a
gas mask but  take the key—card
from the inventory (if it's there) and
access i s  achieved.  There  a re
plenty of realistic spot FX in Mete!
Gear, what  wi t h  alarms,  gunfi re
and ex p los ions  a l t hough t h e
music, which unfortunately cannot
be turned oft, 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 lit t le small,
the quality of the games does at
least match that  of  the sof tware
available f o r  t h e  la rger  u s e r
groups. M e t a l  G e a r  w o u l d
certainly be a good addition to any
MSX gameplayer's collection.

MSX
Cartridge:120.95
The initial impression of disdain at this non too-impressively
animated macho man may rapidly change on delving 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 K •sr a n 1 software
Is maintained then maybe more people will think hard about
joining the other 200,000 MSX owners.

OVERALL 79%
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SG t h e  action and
suspense never

wanes — Metal Gear
would certainly be a
good addition to any
MSX gameplayer's

collection."
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JACK THE
Gremlin Graphics
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remlin Graphics  ha v e  frequently capitalised
successfully o n  c u te  characters i n  the i r  8 -b i t
repertoire, although not all of them have worked as
well a s  th e  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 . . .
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— in fact right round the world — for
his l as t  p rank  ga ined  h i m  a
deportation order to Australia, and
having s een h o w  t h e  out bac k
denizens t reated Mic k  Dundee,
Jack isn't too happy about this. So
during the fl ight down-under.  he
jumps out and nappychutes into
what turns out to be •  • deepes t
Jungleland.

As in the first Nipper One, Jack's
objective i s  t o  a c h i e v e  a
naughtiness rat ing of  100%.  To
help in this task, he can use such
useful objec ts  as  grease,  logs ,

onions a n d  d y n a m i t e  ( ! ) .
Performing naughty deeds boosts
Jack's naughtyorneter to that all-
important top level.

To t raverse t he  jungle,  J ac k
uses slippery slides, t ree vines —
Tarzan-like to avoid swamps and
quicksand — rickety bridges and
even a n  o l d  mi n e  c a r  On t h e
Spectrum —  t h e  Co mmo d o r e
game contains dark passages to
get t h rough .  T h e  j u n g l e  i s
populated wi t h  a l l  manne r  o f
beasts, i n c l u d i n g  mo n k e y s ,
elephants, parrots,  hippos.  Mick
Dundee's n a p p y - s n a t c h i n g

One of the many colourfully busy screens of adolescent mayhem from the fol-
low up - Commodore 64 screen

ardissmatiase- qmialissoiniash

The Spectrum versior
graphics

crocodile, as  well as  s ome very
unfriendly hunters  a n d  nat ives.
Bumping into any means losing a
life. But  it is survival of  the fittest,
and J ac k  is n' t  defenceless: b y
collecting c o c o n u t s  a n d
blowpipes, he can see off even the
most hos t ile t igers  a n d  rhinos,
Extra l i v es  i n  t h e  s h a p e  o f
dummies (Spectrum) and whistles
(Commodore) can be found, with
shields providing limited immunity

manages some crisply detailed. rich-looking

f rom attack by jungle creatures.
Jack isn't  the only member of

his family to be roaming the jungle.
Jack's dad has also parachuted
into the tropical forest, and if  he
catches u p  wi t h  h is  s on  t hen
Jack's j ung le  japes  a r e  ov er.
Lasting appeal onc e completed
will probably  be slight,  but  wit h
such a  large play ing area,  t hat
shouldn't b e  t o o  mu c h  o f  a
problem.
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NERD

SPECTRUM 48/
128
Cassette: E7.99

The S p e c t r u m  i s
marvellously a d e p t  a t
producing a r c a d e -
adventures wi th mul ti tudes
of screens, and this is one of
them. The graphics look and
work really well, the detail in
them excel l ently captur es
the a i n g l y  a t m o s p h e r e
despite r estr i cted u s e  o f
colour. The  s ound effects
(nothing extra on 128) play
along merrily and really add
to the game.  This is a  fine
arcade-adventure.

OVERALL 81%
MAST 11 AO
Cassette: E9.99
Diskette: E14.99
This r e s e m b l e s  t h e
Spectrum ver si on,  t hough
with a  f e w  m or e  col our s
mixed into the graphics.  I n
fact the  col our s ar e often
garish, look out of place in
some locations,  and lose a
lot of the game's atmosphere
because of  it. Playability is
retained, however, pity it fails
on the visuals.

OVERALL 74%

COMMODORE 64/
128
Cassette: E9.99
Diskette: 04.99

Jack The Nipper II on the 64 is
set in a scrolling jungle rather
than being flip screen. There
is a lot of graphical variation
and the sprites are pleasant
to look at. The amusing use
of s ound a nd  s om e  ne a t
graphic effects (try walking
down a  d a r k  pa s s a ge )
combine to make this a FUN
game. Just as playable as the
others, the  combination of
better tunes and neater  use
of col our  make i t  the best
version.

OVERALL 84%

"Lasting appeal
once completed will
probably be slight,

but with such a
large playing area,

that shouldn't be too
much of a problem."

VERSION UPDATE
M o t o r w a y  M a y h e m

REVIEWS

Commodore 64/128 Cassette: E9.95
Diskette: E12.95
DALALI SOFTWARE (creators of
Yogi Bear )  en joy ed a  mi x e d
reception for this when it was first
released on the Spectrum, Set  in
the 23rd century on a Zaxxon style
scrolling batt letrack (supposedly
the ruined M25 of yesteryear), the
player rides a powerful motorbike
armed wi t h  mac hine guns  and
missiles in a race against enemy
bikers t o  t h e  mo t o rway  end ,
collecting extra fuel, arms and oil
along the way. As  a incentive to
play t he game,  a  real life Et ta)
motorbike is  wait ing for the first
player t o  reach the batt letrack's
finish.
Commodore 64 screen

COMMENT

A fast scrolling, entertaini
release which is easy to
Into and very playable. Thi f
graphics l ook  g o o d  a n d
move smoothl y ,  a l t h o u
g tcollision detection is s
at t i me s .  Me a n  St reak  I s
difficult and does not contain
much in the way of variation,
but i t  has  sufficient depth
and gamepiay to keep bikers
on the battletrack for quite a
while. •

COMMODORE 64/1 28
OVERALL 71%

PLICABLE IS GOING TO HAPPENS..
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1987 Twentieth Century Fax Film Corp, All
rights reserved Trademarks owned by
Twentieth Century Fox Film Corp and

used by Activision Inc, under authorisation
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QUEDEX
Thalamus

halamus's third release is a  departure from their
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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
break the mould with its fourth release. Hunter's Moon by
Martin Walker — more news of that when we have It
Yes, i t s  another ball game,  but
Fasoulas has discovered a fresh
approach t o  t h e  s ubjec t  a n d
devised a fiendish test of  skill set
to h i s  t y pic al ly  s ha rp ,  e y e -
grabbing graphics. There can't be
many d e x t r o u s  j o y s t i c k
movements le f t  wh ic h  Quedex
doesn't test to the limit.

In Quec iex  -  t he  Ques t  Fo r
Ult imate Dexterity  -  t he player
controls a  metalhc  ba l l  v iewed
from a b o v e  a s  i t  ro l l s  a long
through t e n  play ing areas ,  o r

planes, and each plane demands
a different style of gameplay and
joystick skill,

The c ont rol l ing ac t ions  v ary
from plane to plane, in some keys
and amulets have to be collected,
whilst o t h e r s  i nv o l v e  s i mp l y
moving the ball f rom one side of
the plane t o the other.  A  useful
facility -  almost essential in this
type of game - is that planes may
be at tempted at any t ime and in
any order,  although an imposed
time l imit  i s  cont inually  t ick ing
away whichever plane you are on.
Running Out of  t ime brings on a
bad c as e  o f  game  over,  Th is
situation i s  r e me d i a b l e  b y
watching out  f or t ime units  and

64/148 TGM T X  DATE: 12-87

. . J I T H  D E X T E M ,  ri,
collecting them, which gives extra
time. Ext ra speed units  give the
ball a boost, and surprise objects
are s c at t ered t hroughout  t h e
planes wit h bot h benefi cial and
malefic effects.

The ba l l ' s  mov ement  v anes
considerably trom Forme to plane.

Moving up and down or left and
right i n  s ome ,  w i t h  f our -way
movement in others. Every t ime
you sat is fac torily  c omp le t e  a
plane, Quedex switches you into a
sub-game where arrows  flash in
random direct ions,  ex t ra point s
being a wa r d e d  i f  t h e  b a l l
successfully c o p i e s  t h e s e
directions.

The ball isn't just a holy-roller, it
can j u m p  o v e r  i n t e r f e r i ng
obstacles a n d  serious  hazards
such a s  dead l y  skulls ,  d e e p

fi l l  M O T S
ligb

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

There a r e  n o  f o e s  t o  b e
defeated, no heads to be lopped
off, hardly any damsels in distress
and no alien hordes to be zapped,
it's just you, your joystick and your
hand-and-eye coodinat ion, but  if
you can complete all of the planes,
then a t  l e a s t  t h e r e  i s  t h e
satisfaction of  doing it  -  and the
prize of  Ult imate Dexterity to be
won

COMMODORE 64
Cassette: E9.99
Diskette: E14.99
Ouedex Is full of  energy, the
ball rolls along at a  fur ious
pace and,  as a result, some
planes m a y  seem virtually
impossible a t  fi r s t  b u t
perseverance and patience
are the key words here. The
64 ver s i on i s  gr aphi cal l y
outstanding, t h e  ba l l  i s
convincing in i ts movement
and the plane graphics are
detailed, varied and pleasing
to l o o k  a t .  S i n c e  R o b
Hubbard,  who did the music
for t h e  p r e v i ous  t w o
Thalamus g a m e s ,  h a s
abandoned these shores for
the States, hes mantle falls to
Hadar H o i
-
r i t
-
J . 4 .  
w h
o  
R
o
b

nominated -  a happiness in
the midst of sadness, for the
drivingly upbe a t  t i t l e t une
suits t h e  ga m e  per fectly;
oddly, i t  i sn't  used i n the
game itself. I f  you thought
you'd seen the  last of  the
'ball ' game, then think again.
Think Queclex_

OVERALL 86%

OTHER FORMATS
SO f a r  conver s i ons  f o r
Sanxior and Delta have eluded
Thalamus, a l t h o u g h  a
Spectrum w a s
commenced,  a b a n d o n e d ,
and appar ent l y  r estar ted
again -  if it comes out, it will
be after  Chr istmas now.  At
present n o  conver si on o f
Quelitx i s  under  way  (ar id
Stavros Fa s oul a s ,  w h o
would l ike t o do i t for  the
Amiga himself, is stuck doing
his obl i ga t or y  N a t i o n a l
Service i n  Fi nl and f o r  a
while),  b u t  16-b i t  v ers ions
are planned.

a hush
approach and a

fiendish test of skill
set to sharp, eye-

grabbing graphics."
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IN THE LAND OF THE BLIND

"More challenging and c o m p l e x
e
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i
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Actual Atan ST screen shots

Commodore 64/128 E9.

LI 11111111111111F11114 1 1 2
3
1
E W4  1

1 1

-
-
4
"
.
•
•
•
•  
•

4 •

P4110dJo •
d
i  
•  
*
4
0
1

W •  1 1 1
%t • •
4  as  :  0 0  un_a

, 
a1
1

according to format

Spectrum 69.95 A t a r i  ST 614.95

rad 69.95 (E *95 Disk)

THE ON I M I M M I ' D  MAN IS KING

PUBLISHED BY ENDURANCE GAMES UNDER LICENCE FROM FINGER PRODUCTS LTD.
ENDURANCE GAMES. UNIT 1. BAIRD ROAD. ENFIELD. MIDDLESEX. 01-804 8100. TLX 295944.

ENDURANCE GAMES IS A DIVISION OF PRISM LEISURE CORP PLC.
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H E G O R  D R A G O N S L AY E R
BAR BAR
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of the many splinter groups that emerged from the
old Imagine software house (before i t became an
Ocean label). The strong influence of David Lawson,

driving fo r c e  beh ind  Imagine 's fa me d  b u t  fa te d
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 b y  Lawson, wi th animation and
graphics by Garvan Corbett.
hegor the Barbarian grew up with
the rough warr ior teachings  o f
Moron,  his  father. Thus  he was
taught h o w t o  fi gh t  dr ink  and
womanise. and his reputation as a
man to be avoided soon spread
far and wide  among t he  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 fi re-breathing beasts
with such ferocious consistency
helped mitigate the most negative
reactions t o  h i s  mo r e  an ima l
habits.

Like-father, l ike son,  mos t  o f
Hegor's savage traits could be laid
at his  father's  feet.  and indeed
Thoron had made many enemies
of h i s  o w n .  I nc lud ing  o n e
particularly nasty piece of work by
the name of Necron, an evil being
of a w e s o m e  p o w e r  w h o
commanded a  devilish band o f
subordinates. The feud between
Moron and Necron had built  in
intensity for many years until one
day Necron dec ided t o end the
Quarrel b y  s end ing  f o r t h  h i s

deadliest dragon ally. Vulcuran, to
destroy Thoron.

A horr ifi c  s t rugg le  ens ued.
which -
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of this t ragic battle. Hegor swore
deadly revenge and dared to enter
the underground k i n g d o m o f
Necron in hope of  s laying bot h
Vulcuran and the mighty Necron.
Should he succeed in fi nding a
way to avoid Necron's deadly fire
bolts and enlarge triumphant then
his destiny would be fulfi lled and
he would be king.

CARTOON MUSCLES
The quest opens with Hegor in the
marshes jus t  wes t  o f  Nec ron's
underground lair. Attempting to go
in the opposite direction results in
the Barbarian's swift demis e-and
offers an insight into the type of
booby-trap that may lie ahead.

Hegor is depicted as a cartoon
style c harac t er wi t h  glis t ening
muscles and fl owing blonde hair.
animated through a  select ion of
available movements ranging from
walking and light ing to dropping
everything and running away  in

blind terror. The detailed, scrolling
backgrounds vary  f rom mars hy
expanses to cavernous arenas, all
of which are patrolled by  deadly
dogmen, g i a n t  s o l d i e r s  a n d
numerous o t h e r  a s s o r t e d
assassins. Wh e n  t hes e s ingle-
minded subordinates  a re  s lain,
their ev il souls  drif t  upwards  t o
eternity as ghastly ghostly images.
Hidden traps, modelled very much
on those seen in Raiders Of  The
Lost Ark ,  abound,  demand ing
great care with every step taken.

Hegor ma y  b e  cont rolled b y
mouse, k ey board  o r  loy s t ic k
(although t h e  l a t t e r  i s  n o t
recommended bec aus e o f  t h e
slow cursor movement) via a panel
of icons at the base of the screen.
These represent different actions:
running, j u m p i n g .  a t t a c k i n g ,
defending. wa l k i n g  a n d  e v e n
fleeing along with the picking up,
dropping and using of any items or
objects found during t he ques t
The deeper into the underground
empire H e g o r  j o u r n e y s  t h e
tougher his  opponents  become,
until finally he comes face to face
with Necron himself.

There is  no cont inuous game
soundtrack or music, but  detailed
and ac c u ra t e  s ound ing  s p o t
effects c a n  o f t e n  m a k e  i t
acoustically frenetic. The omission
of a save game facility is odd, but
it's o n l y  a  mi n o r  annoyance.
Barbarian d r a w s  m o s t
successfully on expert ise gained
from a  long his tory  o f  arcade-
adventures, b u t  t h e
implementat ion of  so many good
ideas, not  least being the use of
icons, wh ic h  i n  t his  g a me  are
flexible a n d  v ery  f as t  t o  us e,
combined wi t h  a  t ru ly  go t h ic
atmosphere, makes it a novel and
exciting experience.

Uncivilised savage. womaniser and local president of the dragon-slayers* club. Hegor the Barbarian fights his way
through cavern and [UMW, monster and miasma and atmospherically gloomy graphics - Atari ST screen

AMIGA
Diskette: E24.95
Brilliant, gr e a t ,  wonder ful
and qui te good too.  Hegor
stalks t he  caver ns I n very
realistic fashion, hair waving.
weapon a t  t he  r eady a nd
slightly c r o u c h e d  i n
preparation for anything. He
needs t o  b e !  Ne c r on ' s
denizens a r e  ever ywher e,
attacking wi th axes, arrows
and magic,  but  just wai t tit
you s e e  t h e  dr a gon I
Perhaps the booby-traps are
a l i the unfair,  as there's no
warning of  thei r  presence,
and that  coupl ed wi th the
lack of  a save game facility
can become tedious- But the
urge t o  cont i nue r emai ns
strong throughout.  The large
area t o  e x p l o r e ,  t h e
wonderful  sound effects and
the marvel lous graphics all
add u p  t o  a  success f or
Psygnosis
OVERALL 87%
ATARI ST
Diskette: £24.95
Barbarian i s  a  l o t  m o r e
playable t h a n  s o m e  o f
Psygnosis's p r e v i o u s
releases. However  t he  S T
version suffers a  little from
jerky animation - a few more
frames ut i l i s e d i n  t h e
movement d e p a r t m e n t
would have been better - and
the collision detection could
have been improved, but,  as
It s t a nds ,  i t ' s  a  v e r y
entertaining release. Cavern
graphics a r e  atmospher i c
and v a r i e d  t hr oughout ,
becoming mor e  interesting
the further you progress. The
dragon i s  a  par ti cul ar l y
impressive creature if you're
unlucky enough to meet id
The sampled sound effects
are super b,  a s  realistic a s
you can expect from the ST,
and they really do add to the
game. With some extremely
devious t r a p s  t o  a v oi d,
countless screens and many
evil cr eatur es  t o  de fea t .
Barbarian wil l  certainly get
ST o w n e r s  bur ni ng t h e
midnight oil
OVERALL 80%

OTHER VERSIONS
Psygnosis have no plans
convert  Barbar ian t o
other machine at present.

MEM 0111111% I I I E

1 •  • a  t r uiy  yuktisC
a tm os phe r e ,  m a k e s
it a novel and excit-
ing experience."

TGM TX DATE: 12-8767/148
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in game adaptions, the likes of Asterix (Melbourne
House), F r e d  Fl in tsone (Yabba  D a b b a  D o o ,
Ouicksilva) and Road Runner (US Gold) all suffered

some nefarious contraction of their original charm. Only
Scooby Doo (Elite) maintained his equilibrium . . . w i th
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.

There i s  a l wa y s  s o me t h i n g
unpleasant going on in Jellystone
Park, and on this particular day it is
an unf eel ing hunt er  w h o  h a s
incarcerated s m a l l  B o o - B o o
within an iron cage. Luckily for the
hapless bear, his  friend -  a larger
brown bear who wears a hat and
tie and answers t o the name of
Yogi -  i s  f eel ing part icularly
fearless a n d  embark s  u p o n  a
quest to free him.

The dangers of Jellystone Park
are all in the game, ferocious frogs,
savage snakes, me a n  mooses ,
hot-tempered hunters and not to
forget Ranger Smith. On his way,
Yogi fi n d s  s u s t e n a n c e  i n
abandoned p ic n ic  hampers  o r
discarded fish. And then there are
t
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by his bondaged buddy.  Not  for
eating. these st icky c lues teach
him t he secret  o f  t he s tepping
stones which lie in Yogi's path to
lustice. But he must hurry, t ime is
Yogi B e a r s  ma i n  enemy :  h e
begins h i s  res c ue mis s ion i n
January a n d  mus t  c omplet e i t
before hibernation begins or Boo-
Boo will be lost forever.

AVERAGE BEAR
Yogi Bear is programmed by Dela II
Software (who did Mean Streak
Commodore update t his  issue).
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 t he Commodore 64
version). Y o g i  scurries  around
avoiding rivers, trees, geysers and
frogs. and it  is  through the pixel
perfection demanded in jumping
obstacles t h a t  t h e  gamep lay
falters.

His basic direct ions are left to
right (and up and down) along a

68/148 TGM T X  DATE: 12-87

path with snow capped mountains
scrolling smoothly  in  parallax  in
the d is t anc e.  B e l o w  i s  a n
information panel, showing Yogi's
energy. lives, how far he is f rom
Boo-Boo and what  t he date is
(hibernation nears!). There is also
a s urpris e pane l  f o r  w e l l ,
surprises. Yogi can be controlled
with either joyst ick o r  keyboard
except o n  t he Commodore 64,
which i s  s t ick only .  Apart  f rom
walking, Yogi can also duck and
completely fox his  assailants by
turning into a bush.

High s c ores  a r e  n o t  s o le ly
achieved by covering distance but
also by surviving for any length of
time, so failed rescuers who have
been t ry ing for a long while may
not los e heart  and  perhaps  b e
inspired to try again.

AMSTRAD CPC
Cassette: 0.95
Diskette: E14.95
We have seen nothing yet of the Amstrad version. It remains to
be seen,  therefore,  what the playability factor  will be like. I t
should be available before the next issue appears.

COMMODORE 64/
128
Cassette: E9.95
Diskette: E14.94

The Y ogi  spr i te  cer tai nl y
looks l i ke t he  Ha nna  a nd
Barbera car toon char acter
and ever y thi ng e l s e  o f
pictorial i n t e r e s t  i s
implemented very well. THE
GAMES MACHI NE  t e a m 's
opinion is very mixed, ratings
ranging from 45% to almost
70%. and reflecting more the
personal preferences for the
type of game and therefore
the resistance to frustration
caused b y  t h e  playabi l i ty
problem.

SPECTRUM
Cassette: E9.95

Graphic implementation on
the Spectrum is in black line
drawing o n  a  c ol our e d
ground (largely green) with a
parallax background strip at
the t o p  o f  t he  scr een.  I t
allows for a good cartoones-
clue representation o f  t he
characters and fluid anima-
tion. As we go to press, we
have not seen a finished ver-
sion -  due  any day -  and
therefore cannot  comment
on playability.

"Yogi retains his charm in a game of
reasonable ingenuity . . .  I t  is the

gameplay that falters."
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BIKE
Cartridge only: E21150

f you've ever had the
urge to be a king of the
dirtbike track, but are
a b i t o f  an armchair

sportsman, then look n o
further th a n  t h i s  l a te s t
addition t o  t h e  ra c i n g
genre. Excite Bike is a fast,
horizontally scrolling game.
There are three selectable modes;
race solo against the clock, race a
horde o f  c omput e r  c ont rol led
bikers against the clock and track
designer. The latter lets you make
up a  t rack and  determine how
many laps up to a  max imum of
nine are to be raced. I t  is  easily
mastered: pressing the A but ton
moves the rider along the track,
along the bottom of the screen is a
list o f  let ters f rom A  t o S  (the
different t y p e s  o f  obs t ac le )
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, m u d  h o l e  what ev er  i s
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, t h e r e  a r e  fi v e

increasingly difficult tracks to race
over a n y  may be selected b u t
before each main race y ou fi rst
have to qualify in a challenge race
by crossing the finish line in one of
the t o p  t h ree  pos it ions .  B i k e
control requires care, t oo 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 fostie you around
the screen quite mercilessly.

COMMENT
Excite Bike's gr aphi cs hel p
make it a good looking game,
but even with the addition of
a DI Y  track-bui lding ki t,  i t
gives a terrible feeling of dojo
vu. Racing games have been
around in many shapes and
guises for several years, and
al though t h i s  i s  v e r y
playable, i t tires steadily as
you play. Bei ng so easy to
play a n d  master ,  i t  m a y
appeal  m or e  t o  y ounge r
people, b u t  w e  d o u b t
whether  t h e r e  i s  m u c h
lasting appeal  for  hardened
arcade or racing fans.
OVERALL 52%
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Dept GAM-Unit 8-Falcon Street
Loughborough - Lefts • LEI! IEH
w  0509— 2622591266322 I  233893
(Prices & Delivery Subject to Availability E. & 0,E)

MD 70L - 31/2" DISK STORAGE BOX
•  Holds up to 70 Disks
•  High Quality
•  Impact Resistant

Plastic
•  Smoked Hinged

Lockable Lid (2 Keys)
•  Supplied with Dividers

TGM T X  DATE: 12-8769/148



REVIEWS

I N T O  A F R I C A

F
r
a
n
c
o
i
s  
B
o
u
r
g
e
o
n  
i
s  
a  
m
a
s
t
e
r  
o
f  
t
h
e  
c
o
m
i
c  
s
t
r
i
p  
i
n

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 born. 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, fi ve peopl e (isa, Dr
St Quentin
: 
M a r y
.  
H o
e l  
a n
d  
J o
h n
)

arrived i n  Afr ica fol lowing a n
uncomfortable sea journey 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 desi gns o f  Vi ar oux a n d
Montague. Love for H oel 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 a n d
you thought  Eastender s w a s
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 (zone
1 and zone 2) next to it, used to
either 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 O n The  Wi nd 11 is
played with the cursor, which may
Suciiing up to the King. French style

This guy is obviously inclined to be friendly

be moved anywhere on the screen
and a decision on who says what
and where taken by clicking the
button (joystick o r  mouse) o r
pressing the space bar. Should an
episode go drastically wrong then
the player can restart the game or
even load a previously saved one.
Action r epl ays o f  w ha t  h a s
transpired in a particular episode
(of which there are five) is another
thoughtful addition.

The graphics in all versions are
very nice indeed, it's a shame the

same cannot  b e  sai d o f  t he
gameplay. Cl icking ar ound t he
main pi ctur e a r e a  t r y i ng t o
discover someone to enter into the
character box is tedious, and it
would perhaps have been more
helpful t o begin the game with
these 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 mastered,
the initial interest i n 'what will
happen next' soon fizzles out as

the cur sor  gl i des ar ound t he
screen choking here there and
everywhere trying t o  establ ish
some sort of story and generally
get t he  adventure goi ng.  The
graphics in all versions are very
nice indeed, it's a shame the same
cannot be said of the gameplay.
Even w he n other  peopl e a nd
places are discovered the action
remains partially dormant and the
interaction b r a i n - n u m b i n g .
Perhaps Infogrames could have
released Bour ge on's  c om i c s
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a b o u i t  RP h a l  h a p p e n s  i n  h i s
I t Lirtsclon i s  a  * r e a l  I t  i n * .

11 T h e  l i  L o s  r i tast i t  l e  II 0 111 _ Ul l a  1: to i 9
hu-shatr i d  i - s  s u i 4 o P e r  L o s  P r  ON a
-
,
Y e r 4  m m s t e r i o u s  L e e n e s s .

PASSENGERS 0 1
7 -
1
- 1

THE WIND I
It's flashback time: in case you
haven't played i t,  or  woul d
rather pick up straight off with
the sequel ,  her e i s  a  br ief
outline of  what happened in
'last week's episode

The adventure takes place
on t he  e v e  o f  t he  French
Revolution i n  t h e  troubled
district o f  t h e  Tr iangular
Commerce (the slave trade
routes between the shores of
Brittany, America and Africa)
Hoel, a  French sailor, flees
France when unjustly accused
Of murder. He is accompanied
by Ise. a countess with a taste
for a d v e n t u r e
unfortunately has had her
Usurped. From ports in Britt
to t he  Afr ican shores t
travel thr ough thi s s t r a
Eighteenth century world
their quest for the truth.

The game begins with
and Mary on the shore of
Storm tossed sea. Their  f•
task is to smuggle Hoot

hn of f  t he  semi-wreck
ading shi p.  t h e  Por no

safely into their arms. The st
is similar to that of Passeng
On The Wind II, with the pia

Ewing t o  m ov e  a  c ur
ound the screen, clicking

:whoever and whatever he
to get some sort of respon
Its gameplay is about as n
existent as the sequel.

instead. I'm sure they would have
been much more interesting.

ATARI ST
Diskette: E19.95

AMSTRAD
Diskette: E14.95
Cassette: E9.95

COMMODORE 64
Diskette: E14.95
Cassette: E9.95

PC
Diskette: ft 9.95

The actual  gameplay on all
versions is very similar the
only real difference being the
quality of  the graphics and
disk a c c e s s  t i me.  I nde e d
they are enough alike as not
to warrant individual ratings.

OVERALL 43%

"The graphics in all
versions are very
nice indeed, i t's a
shame the same

cannot be said of the
gam eplay. "
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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 objec t  is  survival.
Keep a  bal l  roll ing around t he
playing area until all panels on the
screen are removed. The screen is
made up of a series of tracks and
bndges spread over 119 panels,
each of which can be moved and
repositioned any where  i n  a n
attempt t o  f o r r n  a  s i n g l e .
connecting path for the sphere 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
To complicate things, once a panel
has been rolled over, it is removed
from play, mak ing it  a  one-way
journey for the ball.

As soon as a number of panels
on e a c h  s c reen  h a v e  b e e n
removed, the border turns green
and the ball can be made to wrap
round to the opposite side of the
playing area.  V e r y  us ef u l  f o r
getting out of tricky corners.

Complet ing a  t rack gives  t he
player a screen complet ion bonus
the more panels rearranged, the
lower the bonus) and the next level
is started. Further levels include a
faster rolling sphere and a higher
number of planes to be removed
before wrap round can occur.

Icons on the title screen perform
various f u n c t i o n s .  i n c l u d i n g

loading a saved game f rom disk.
saving the current game to disk,
starting and paus ing a game as
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Os this SC119•11 possible or is If all a
pope dream? 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 i s  c ert a in ly  o n g i  nal
although it  bears some similarity
to M i c r o s p h e r e ' s  h i g h l y
entertaining Spect rum oldie.  The
Train G a m e ,  a n d  m o r e  t o
Incentive's much more interesting
Confuzion• Diablo, however, won't
appeal to everyone, unless you like
visual puz z les  wh i c h  r e q u i r e
thinking several moves ahead. The
challenge o f  p l a y i n g  f u r t h e r
screens is  lost  when you realise
they are s imply variations of one
another. B o t h  S T  a n d  A mi g a
games  are v irtually  ident ical.

PAM I GA
Diskette: E19.95
ATARI ST
Diskette: E14.95
With such a simple idea for a game, at least the graphics and
sound effects could have been improved.  As  they stand, they
are very  muc h below average,  doing no jus t ice t o either t he
Atari ST or the Amiga at all. An interesting idea poorly executed.

OVERALL 37%

COMMODORE 64/128
Cassette: E7.95
Diskette: E9.95

Not yet released, and we have not seen a preview copy ver si on
update soon.

11Elo
A na l,  but  Intl 4;aitosieitwu

you real ise the screens are simpl'
v triat- i s  of onr —

Atari 520 F M
Built-In 1/2 Meg. D r i v e
Built-In 1/2 Meg RAM Memo
Built-In T.V. Modulator
Built-In Power Supply
Separate Numeric Keypad
Midi Interlace
512 Available Colours
Free Mouse Controller
GEM on ROM
Free Atari Language Disk
5 Free Disks
C/PM. Utilities, Demo's etc.

0 1
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EX. VAT
Inc. VAT =  E299.00
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•  M D  701_ STORAGE BOX
•  MICROBLASTER JOYSTICK
(Total Value of these items - Nearly f4011!)

Compumart Care MORE....
We now offer a "FREE LOAN MACHINE"
(subject to availability) should any delay
occur during your Warranty Repairs.

Great Conwumart Deals always available
on the full range of ATARI ST Hardware,
So f t wa re  a n d  Pe n p h e re ls

Eompumart
DeptGA m -Unit 8 •Fakon Street
Loughborough • Le ts  • LEH 1EH

osog - 262259 /  266322 I  233893
(P r im ell Delivery Sit4tect to Avaliabilitv  E &  0.E.)
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string o f successes such as Tir Na NOg and Dun
Detach, most notably on the Spectrum and Amstrad,
although with their FIT label, Shockway Rider made

its mark wi th Commodore 64  owners a s  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, tha t El i te  called upon when they asked
Gargoyle to program Thondercats, 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-a . . .
The t h i rd  Ear t h  i s  i n  t urmoil.
Agents o f  ev i l  Mu mm- r a  hav e
entered the Cats Lair and stolen
the Eye 01 Thundera -  a magic
jewel that is the power of the sword
of Omens -  and captured a few

Thundercats wh i l e  t h e y  w e r e
about i t .  Mu mm- r a ' s  agen t s
succeeded i n  i nc a r c e ra t i ng
Witykit, Panthro and Tygra but the
others managed t o escape. The
Eye 01 Thundera was  given t o
Lion-0 for his  safe-keeping, and
he now v ows  t o  return it  t o it s
rightful place. To do this he must
Thunder Cats is an excettent job
across all the popular 8-Ott machines
-  this from the CBM 64 version

journey t o  cas t le Plun-dar ano
retrieve it, or die in the attempt.

There a re  1 4  levels  t o  fi ght
through in Thundercats. including
the fert ile plain, the caves of  the
Molemen, the hunt ing plains and

Crouched in the centre despatching a monster, doesn't Lion-0 remind you ot
Cuchutainn? Amstrad CPC screen

eventually t he  fi nal bat t le.  Each
level is a horizontally scrolling hive
of action with Lion-o as the central
character running,  jumping f rom
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 f rom all direct ions;
one touch is all it takes to end a life.
although extra lives, weapons  or
transport may be gained by hotting

containers wh i c h  a r e  s i t uat ed
throughout.

ATTENTION TO
DETAIL

Levels three,  eight  and  1 3  are
rescue miss ions where lives are
not lost, but  t he player has only
one at tempt to free his fellow cat
before moving on to the following
scenario. A t ime limit operates for
each non-rescue level, and should
the player go  ov er it  Mu mm- r a
himself enters the fray and Lion-0
meets a  s wi f t  d e mi s e ,  T h e
elemental levels from four to seven
(Fire, Water.  A i r  and Earth) are
slightly different from the others in
that t h e  p lay er  i s  a l lowed t o
choose in which order he wishes
to enter them.

Thundercats f e a t u r e s  f a s t ,
smooth parallax scrolling which is
very effective. The top of screen is
decorated with a nicely digit ised
picture jus t  b e l o w wh ic h  i s  a
slower s c r o l l i n g  a t mos phe r i c
backdrop ( t r e e s  o r  r o c k s
depending on the current location)
with the main action taking place
below that. Gargoyle Games have
worked hard on each version so
that Lion-0 runs and jumps  in a
quite realist ic way ,  hair fl owing,
arms pumping and with a general
air of meaning it. Thundercats may
not b e  t ot a l ly  or ig inal  i n  i t s
implementat ion bu t  the attention
to d e t a i l ,  g a m e p l a y  a n d
addictiveness as s oc iat ed w i t h
previous Gargoyle games that are
all present, make it  a great game
to play. If your joystick dexterity is
up to it, t hen Third Earth should
soon be free and Mumm-ra  sent
p a c k
,
n oCOMMODORE 64

Cassette: E9.95
Diskette: 04.95
Thundwcats i s  compel l i ng.
Each level  compl eted i s a
victory and each new one a
challenge that just has to be
bested. The 64 version has
beautiful animation and very
smooth scrolling. Control  of
Lion-0 i s  per haps a  l i ttle
frustrating someti mes,  but
once the basics have been
mastered you can usually get
out of most tricky situations.
Then there's the music; the
sound thr oughout  i s  ver y
good b u t  7
z o t
-
:  
l u b b a r
r t
,
,

music is outstanding, adding
a gr eat deal  t o the  overall
effect of the game.

OVERALL 86%

REVIEWS

AMSTRAD
Cassette: 0.95
Diskette: E14.95
The digitised graphics in the
Amstrad a d a p t i o n  a r e
probably the best of all the
versions. al though it's a pity
the 464 7
1 , u r
-
o i c , a !
• - ;  
I
s  
l i
m i
t e
d

to only one digitised picture.
The game graphics are nicely
done,  var i ed a nd  smooth,
keeping f a i t h  w i t h  t h e
cartoon.  R o o  Hu b b a r c f s
'feline' s o u n d t r a c k  i s
excellent a n d  wor ks  wel l .
This i s a pol ished,  playable
and exci ting r el ease f r om
Pan.

OVERALL 87%

SPECTRUM 48/
128/4 3
Cassette: E7.95
Diskette: E14.95
The 48K sound is admittedly
a bit thin, you need a 128 to
appreciate the  effects a nd
music.Grgovir:'s experience
with par al l ax scrol l ing o n
earlier S pe c t r um  g a m e s
pays dividends,  a nd usi ng
colour planes neatly avoids
what otherwise woul d have
been a very monochromatic
appearance.  This is probably
the fastest version of what is
a highly addictive game_

OVERALL 90%

ATARI ST
Diskette: E14.95
The ST version of ThunderCalS
is imminent,  and given that
the game itself remains as
well constructed as we have
seen on the 8-bi t machines,
there's no doubti ng that  i t
should be an excellent buy.

NINTENDO
El te a r e  pr om i s i ng  a
Nintendo car tr idge shortly.
It's sti l l  ear ly days i n thi s
market, n o t  m a ny  ga m e s
have been conver ted fr om
home computer  for mat t o
games console yet.  So this
should b e  a n  i nter esti ng
experiment t o  w a t c h ,
Clearly, though,  the game's
design is ideal for cartridge.
and w e  m a y  e x p e c t
something q u i t e  s p e c t -
acular.

. . at tent ion  to detail, gameplay and
addictiveness make it a great g ame. .  a n

exciting release from Elite .  .
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E A R LY  IVIA6 Ki ts  D
( E A R LY  W O M A N
E V E N  K I N D E R )
SAPIENS
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of French software companies with over 200,000
sales b y  1984. They started their own in-house
advertising agency, and then founded Microids to

concentrate on micro and domestic robots and design
software fo r home computers. Today LondeIs i s the
number one publisher in France and has become one of
the th ree  largest distributors. Th e y  h a ve  recently
approached Elite Systems to help with their latest project,
Loriciels UK.
Sapiens (one of  the first Londe's /
Elite releases) i s  a  rea l - t ime
graphic adventure style game with
over three million locat ions: this
vast number is  achieved via the
utilisation of 'algorithms of fractal
vision in  perspective' (  t h a t ' s
what we  thought too). Des igned
and writ ten by Didier and Oliv ier
Gulllion,  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 opt ion/
action menus  below.  The  main
neanderthal (he  c a n  ei t her b e
played as Torgan or as an original
character created by  the player)
laces s e t t i n g  o f f  i n t o  t h e
wilderness in search of food for his
starving t r ibe a n d  bec oming a
great hunter in the process.

Interaction w i t h  o t h e r
inhabitants is integral, as they may
be bearers of useful information or
items whic h Torgan needs  — a
maror achievement in the game is
to actually get another character
to join Torgan on his quest for food
and glory.

INTERACTION
To per f orm t h e  ma n y  ac t ions
available, s e l e c t  t h e  o p t i o n
required f r o m t h e  appropriat e
main menu; a corresponding sub—
menu then appears. For example,
choosing SAY creates a sub-menu
of usable phrases. such as 'Who
are y o u  'Y ' I  c a n  c ont rol  t h e
lightning' ( a  part icularly  f r ight -
ening statement) and 'Good hunt-
ing'.

LOOK's s u b - m e n u  o f f e r s
landscape choices. lateral v iew,
panorama and map.  Landscape
and panorama depic t  t he s ame
kind of picture but the latter slowly
rotates t o  s h o w  t h e  w h o l e
surrounding. T h e  lat eral  v i e w
displays To r g a n ' s  v i e w  w i t h

74/148 TGM TX DATE: 12-87

anything or anybody in the vicinity:
In t h is  mo d e  mo s t  interac t ion
scenes take place. Should Torgan
upset any  t r ibe members  wh o
happen t o  be nearby,  then they
casually stroll over and cut him to
shreds (very  pret t y  o n  t he  S T
version). The map, which may be
zoomed int o o r  out  of .  gives  a
better i d e a  o f  ex ac t ly  wh e r e
Torgan i s  wi t h i n  t h e  g a me ' 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 a t  DI Y  i s  graphically
portrayed with the ideal shape of
the weapon s hown i n  a  green
dotted line, the player points the
cursor to where he requires his flint
to be cut and hacks away: but be

warned, great care is needed not
to chip too much away or the stone
will break apart and leave Torgan
weaponless.

ORIGINAL
Travel a c r o s s  t h e  t e r ra in  i s
regularly in t e r rup t ed  b y  t h e
appearance of other neanderthals
with whom he may converse and
trade, o r  ev en wildlif e s uc h as
rabbits which he may befriend or
kill depending on how hungry he

° w h e r e  look ing a lit t le bushed

is, Each area Torgan finds himself
in should be thoroughly searched
as i t  m a y  c on t a in  fl in t s  f o r
weapons o r  berries  f or  healing
potions a n d ,  v e ry  important ly ,
water t o  dnnit .  I t ems  ma y  b e
added t o t he inventory wit h the
TAKE command and traded via the
GIVE option.

Sapiens i s  int eres t ing a n d
certainly quite original in both plot
and implementat ion. 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 at t rac t iv e s c reen f rom
Sapiens  on the Atari ST

.a
organ sausipprutiRT DO YOU WANT

SAPIENS
HEAL T H
TAKE
PUT DOWN
SAY
GIVE

PRE
T DO YOU T ?

HAT ARE Y
HERE I S  YOUR C H IEF

AM T  organ
HUNTING.

YOUR KNEES
WITH ME



easy to get  into. Frustrat ion can
set i n  when  conversat ion wi t h
other game inhabitants is quickly
reduced t o  a  hail o f  abuse and
eventual bloodshed when you do
not know precisely what  it is they
want. It is  easy enough,  when a
tribesmen d e c i d e s  t o  t e a c h
Torgan a lesson for his aggressive
manner, t o  s pend  game-day s
recovering f rom the attack -  but
isn't that life?

There is certainly a lot to do in
Sapiens and it  looks  very pretty
whilst do ing i t  b u t  i t  i s  qui t e
repetitive and it s  interest factor
may dwindle quite quickly.

ATARI ST
Diskette: E19.99
The mus ic  in Sapiens is  very
Depeche M o d e  ( a n
appropriately  n e a n d e r t h a l
band) and surpris ingly  adds
quite a  b i t  t o  t h e  g a me s
atmosphere.  A l l  t h e
graphical s c e n e s  a r e
Impressive, a l t h o u g h  t h e
character a n i m a t i o n  i s
somewhat  halt ing, Perhaps a
litt le m o r e  c o n t r o l  o v e r
Torgan's  act ions would have
been nice, walk left or right,
stoop down and hit  (with his
axe) or t hrow a spear do not
seem q u i t e  e n o u g h
cons idering t he task  ahead
of him.

OVERALL 64
( 1
/0

•

PC
Diskette: E24.99

it plays the same as the Atari
version e x c e p t  t h a t  t h e
keyboard i s  u s e d  r a t h e r
more t han t he mous e.  The
colours  a r e  pas t e l l y  a n d
unreal ( P C  1 6 4 0  S D  -
although i f  y ou ha v e  t he
colour graphics board,  this
may not  be qui te the case)
and the sound is awful, more
a fault of the machine than
the game. Having said all that
Sapiens is still very playable
on the PC compatibles.

OVERALL 62%

AMSTRAD CPC
E14.99
Available mid-January

"Sapiens is interest-
ing and certainly

quite original in both
plot and implemen-ilt ion."

A H O W L I N G  S U C C E S S ?

WEREWOLVES
OF LONDON
Viz Iliisigns
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sound like), but another offshoot in the growing list of
Arlolasoft labels. This is their first game and it is out
first fo r the Amstrad, with other 8-bit versions to

follow shortly.

For reasons unknown to you (and
why not ?) a  wic k ed f amily  o f
Sloane Rangers  hav e plac ed a
curse o n  y o u  ( t h e  wh i ms y
becomes more sublime) -  a curse
that causes you to transform into a
werewolf  every full moon! Seeking
revenge for this  dastardly deed,
you intend to search London for
the family members and 'dispose'
of them, one by one. It may sound
like a rather gruesome scenario.
but in fact Werewolves Of London
is a nicely constructed, humorous
and pleas ant  release f r om V iz
Designs.

To r e a l i s e  y o u r  i n h u ma n
passion, y o u  c a n  r u n  ac ros s
rooftops, p rowl  t hrough park s ,
stroll along streets, scamper down
sewers a n d  e v e n  u s e  t h e
Underground ( a  desc ript ion o f
abilities t h a t  c o u l d  d e s c r i b e
almost a n y  Londoner i n  fac t ).
Should you chance upon a Sloane,
a c ros s  fl ashes  i n  t h e  s tatus
display. the moment  at which you
should quickly run up and kill him
or her before they scamper off.

The c i t y  c o n s t a b u l a r y
disapproves o f  y o u r  a c t i o n s
however, and  unlike those s illy
policemen in the movies with their
preiudices a b o u t  c o m m o n
superstition, this lot is iust wait ing
to fi re s ilver bullets  at  anything
remotely hairy.  Being shot  by  a
silver bullet, falling off rooftops or

electrocuting y ours el f  o n  t h e
Underground rails causes a loss of
blood, and losing all of it ends your
hunt. Pounc ing o n  Londoners
restores blood, although you have
to catch your meal first.

As soon as daylight breaks, you
naturally t u r n  b a c k  i n t o  a
respectable, innocent human. This
provides an ideal opportunity  t o
explore the city and collect such
useful obiec t s  a s  c rowbars  (t o
open the manholes leading to the
sewers) and flashlights (useful for
dark passages and the tunnels of
the Underground). Bandages also
come in handy for s temming the
flow of blood.

The police won't  tolerate all this
mayhem. a n d  ge t t i ng  n i c k e d
means a night in jug with any illegal
possessions being put back where
they came from.

Only when all eight of the Sloane
Ranger family are killed, can the
werewolf  c urs e b e  lif t ed,  a n d
London made safe again -unt il the
next game.

I
R
E
V
I
E
W
S

COMMODORE 64
Cassette: E9.99
Diskette: 02.99

SPECTRUM
48/ 128
Cassette: E8.99
The other 6-bit  vers ions  are
In the pipeline, and should be
available bef ore Chris tmas .
The Com m odor e  ver s i on
should be  no problem,  but
the Spectrum will depend a
lot on how the graphics are
implemented.

AMSTRAD
Cassette: E9.99
Diskette: E14.99

Oddly, t he r e 's  somethi ng
very pleasing about running
around, eat i ng passer s-by
and dodgi ng t he  bobbi es.
The ga m e  uses t he  basi c
elements o f  a n  a r c a de
adventure, coupled with over
a 100 screens, and combines
them t o  good effect.  The
action can slow down quite a
bit w he n ther e's a  l ot  o f
people on screen, but eating
them s o o n  s ol v e s  t h a t
problem! The  graphics ar e
relatively simple considering
what the Amstrad is capable
of. but  they wor k well; the
way the  lycanthrope l opes
along i s  e s p e c i a l l y
convincing.

OVERALL 75%

"Werewolves Of London is a nicely
constructed, humorous and pleasant

release from Viz Designs."
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T H E  C H I E F  W H I P
11111ANA JONES AND THE TEMPLE OF

T h e  hero is back! Licensed from the Spielberg/Lucas
film of the same name via the Atari coin-op machine
version o f the same name, Indiana Jones is on a
rescue mission to  recover the lost Sankara stones

from th e  malevolent Thuggee cu l t, U S  Go l d  have
employed a n  army o f  programmers fo r  the  popular
machines — Tiertex (who did Ace Of Aces and 720s, 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 of f  t o  recover t he s tolen
Sankara s t one and  rescue t he
Indian villagers' children who have
been ens laved beneath Pankot
Palace, s e c r e t  wo r s h i p p i n g
ground of the Thuggee Death Cult.
There they are forced to dig in the
mines for precious gems and the
other missing Sankara stones,

The game i s  s pl i t  int o t hree
distinct levels. Indy's first task is to
rescue t h e  c h i l d ren ,  w h i c h
involves travelling through a series
of c av erns ,  t unnels .  ladders ,
chutes a n d  c onv ey or bel t s  t o
discover the whereabouts of each
child. The labyrinth of  pathways
are pat ro l led b y  Th u g s  a n d
infested b y  v enomous  s nak es
which can give a fatal nip if  they
get too close.

WHIPPING UP A
STORM

The odds  aren't  entirely stacked
against I n d i a n a  bec aus e,  a s
always, he's armed with his trusty
whip, Za p p i n g  Th u g s  wi t h  i t
renders them helpless for a short
time, while whipping the snakes
dispenses wi t h  t heir disservices
permanently, T h e  c hi ldren a r e
hidden inside tiny cells. and to free
them Indy can whip open the cell
doors. When all the children have

been freed, it 's  on to the second
level.

This features a  death-defy ing
race in mine cars  along the rail
network inside the confined space
of the tunnels. The player controls
the car containing Indiana Jones,
and m u s t  s a f eguard  aga ins t
derailments as well as  watching
out for jumps and missing sections
of rail.  The route t o f reedom is
guarded by  Thugs  and a  Thug
giant all intent on stopping Incly's
progress.

The final level takes place within
the Temple Of Doom itself, Here
the Sank ara  s t o n e  mu s t  b e
recovered from beneath the statue
of Kali, the four-armed goddess of
death, To achieve this Indy must
avoid pursuing guards and other
nestles. Clever manoeuvring and
a maels t rom of  skillful whipping
are essential t o get  through this
screen. The action continues until
all three San kara stones have been
recovered, when Indiana is  then
faced with a perilous rope bridge
to get across.

Indiana Jones And The Temple
Of Do o m suf fers  f r om several
problems, some associated with
individual mac h ine  res t ric t ions,
but in general it  seems to be an
indifferent implementat ion o f  a
great ac t ion fi lm.  Th e  c oin-op
itself, t hough pret t y  t o  look  at .
wasn't  muc h abov e average I n

The graphics might be neat-I f you coufri soft them. The Amstrad version co
,tainly has the most cluttered 'oohing
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gameplay, and it must  be a point
that i n  convert ing a  les s  t han
perfect source,  wh ic h mus t  b e
accurately copied,  the designers
and programmers  are serious ly
restricted, The game's stages are
obviously based on the fi lm, but
poor game design lets them down
tremendously; t he Thug guards,
for instance, regularly appear out
of thin air to attack, giving you no
chance at all to retaliate (they are
fairest in Spect rum version). And
then, rescuing the captured kids
seems too easy and doesn't  take
very long.

AMSTRAD CPC
Cassette: E9.99
Diskette: E14.99
Temple Of  Doom h a s  s ome
atmospheric, b u t  b l a n d
graphics, w h i c h
unfortunately don' t  wor k  -
due to the colour scheme,  it
Is dif fi cult  t o see where the
edges of ledges are until it's
too late. Also unfair  are the
guards who are faster  than
Indy on the ladders, and the
scrolling scr een is lust too
small to avoid them with any
success. Wha t  soundtr ack
there i s  i s  hor r endous ,
adding nothing to the game.

OVERALL 42(
1
/0COMMODORE 64
Cassette: E9.99
Diskette: E14.99
Incty marches ar ound level
one though the Ark had some
terrible lasting effect on his
gait —  a n d  h i s  w e a pon-
wielding s e e m s  deci dedl y
dodgy. R a c i n g  t h r o u g h
tunnels, steer i ng t h e  c a r
whils t  fi ght ing of f  Thugs  is a
sensat ion w h i c h  i s  s a d l y
lacking, t h e  l i t t l e  m obi l e
cruises through the screen at
about the pace of a 1541 disk
drive. N o t  a  hi gh qual i ty
game graphically,  the thing
creates suffkient frustration
to w a r r a nt  t ur n i ng t h e
computer  of f  a nd  l oadi ng
something else q u i c k l y .

OVERALL 32%

ATARI ST
Diskette: E19.99
After t h r e e  l e s s  t h a n
Inspiring Dooms, hopes were
high for  the ST.  What a let
down; t h e  p l a y  a r e a  o f
section one is larger than in
the 8-bi t  versions a nd t he
backdrop and characters are
thankfully m u c h  m o r e
detailed, but Indy still walks
like a clockwork doll.  Whi p
accuracy i s a  touch better
and the Thugs give more of
chance t o  fi g h t  b a c k .
However the scrolling is very
poor (the main character has
to r e a c h t h e  e n d  o f  t he
screen be f or e  i t  scr ol l s
which m e a ns  t h a t  s o m e
adversaries a r e  n o t  s e e n
until the last minute) and the
speed o f  t h e  g a m e  i s
painfully slow. Overall, wi th
the option of playing a hard,
medium' or sl ow game,  the
ST Indiana Jones is better than
the 8-bit versions but not to
the extent that  per haps i t
could have been.
OVERALL 56%

SPECTRUM 48/
128
Cassette: E8.99
Tiede* sensi bl y opt e d f o r
monochrome g r a p h i c s ,
which actual l y  m e a ns  I t
comes off best in many ways,
avoiding t h e  c l u t t e r e d
Impression pr e v a l e nt  i n
other ver si ons.  However ,
they move jerkily and bear
little r esembl ance t o  t h e
characters they ar e based
on. I t's also annoying, when
you've let the tape steam to
the end, that the instructions
neglect to tell you that this is
a multi load game.  A lack of
definable control  keys is a
definite d r a w ba c k ,  a n d
another frustration i s  t he
whip, which doesn't work as
fast as the player would want
it t o .  Never thless,  Indiana
Jones can be enjoyable, but
you a r e  unl i kely t o  k e e p
returning.

OVERALL 84%

1 1 1 1 . 1 1 = 1 1 1 . 1 = I M I N E L

• • • an indifferent Implementation of a
great action fi lm and a less than perfect

coin-op "



A P L U N G E
IN T H E  G U N G E

'ROUGH THE RAPOOOP
ir

on Priestley's been writing computer games fo r

D
l
o
n
g
e
r  
t
h
a
n  
h
e  
m
i
g
h
t  
c
a
r
e  
t
o  
t
h
i
n
k  
a
b
o
u
t
,  
w
a
y  
b
a
c
k  
t
o

early Spectrum days and games like Maziacs. Most
were released through Dietronics, and the last he did

for them before the company turned away from software,
marked a  new style characterised b y  giant, colourful
figures with plenty o f animation, Popeye. After a  fi rst
release, the then newly-formed Macmillan software house
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 act ion than
Don's last offering, Flunky. but still
retains an irresistable charm that
makes it a winner

Deep down below the t rapdoor
s a  place where y ou don' t  g o
alone U n l e s s ,  o f  c ours e,
you're as stupid as Boni the Skull.
But to be fair, he is helped. There
he is, quite content sitt ing above
the trapdoor, when it bursts open
and out  fl ies a hideous bird-like
creature who grabs  Boni by  t he
crainium and  disappears  d o wn
below with him. This slight mishap
hails t he return of  Berk  and his
worm-gobbling chum Delft .  Thus
begins t h e  n e w  adv ent ure -
Trapdoor T h e  Search For Boni.

The game takes place in t he
strange lands ,  s p l i t  i n t o  f o u r
regions. below the trapdoor. Boni
remains captive at the farthest end
of t he fourth region and t o  get
there Berk and Drutt must collect
three keys which unlock the doors
between the regions.

Through Th e  Trapdoor  relies
much more on act ion and t iming
than puzzles for its main appeal -
where puzz les  are encountered
they aren't as involved as those in
either Trapdoor or Flunky. While it
appears most people still love Don
Priestley's graphic style the task -
onentated games are wearing a bit
thin. A t  fi rs t  t he  g a me  proves
dtificult, a n d  i t  ma y  s e e m a s
though y ou' re get t ing nowhere
until you discover one little secret
that helps to complete a section a
gives a clue to the nature of  the
difficutties ahead.

DIGESTING HELP

Unlike t he original,  where  Berk
was t h e  o n l y  c on t r o l l ab l e
character, i n  T h r o u g h  T h e
Trapdoor you can operate both
Berk a n d  Drut t ,  ut i l is ing eac h

creatures' unique abilit ies. Drut t ,
for example,  can jump very high
and bears a charmed life when it
comes t o  meet ing any  o f  t h e
monsters that inhabit the tunnels;
Berk's far too fat to jump, but  he
can c a r r y  ob iec t s .  a n d  h i s
hyperactive digestive system has
some odd, though useful, effects
on the things he eats Work ing the
characters on unison, it 's relatively
easy to complete most puzzles.

Controlling Berk is simple -  just
left and right  -  although eat ing
sweets a n d  mag ic  mus hrooms
provides h i m wi t h  jumping and
flying powers.  Drutt, on the other
hand, i s  r a t h e r  m o r e
independently minded and when
not ac tually  being mov ed i n  a
direction tends to wander off and
begin chasing,  and later eat ing.
the worms  which wriggle around
in t he  corridors .  I n  f ac t  Berk 's
carrying ability comes in useful at
t imes for imprisoning Drutt within
his capacious arms.

Control between the characters
is switched by depressing the fire
button, a n d  t o  indic at e wh ic h
character is currently in control, a
row o f  l i t t le bulging-eyed b lue
Berks o r  y el low Drut t s  appears
along the bottom of the screen. As
the game progresses  t he ey es
gradually close -  when they are all
closed your t ime is up. and Berk
and nriit t  are zapped

COMMODORE 64
Cassette: E8.95
Diskette: 03.95
Late November
Games dev ised f or the Spec t rum haven' t  always  gone down
well wi th Commodor e owners.  Happi ly,  Don Priestley's big
figure games have. Using character  graphics, the 64 version
will virtually mirror its Spectrum counterpart.  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 arty other
machines.

atto cAgo ctSoqi) c L P  e a )
A splendid moment of genuine terror-Berk and °ruff almost meet their mak er
-  Spectrum screen

AMSTRAD CPC
Cassette: E8.95
Diskette: E13.95
Mid November
Previous Priestley offerings have been converted very well by
Five Ways Sof tware and been well received crit ically ;  r hrougt 1
The Trapdoor should be no excption. Obviously the graphics will
be blockier for the CPC version to make full use of Mode O's 16
colours, but  thi s shoul dn't  affect gameplay.  As  wi th the
Commodore 64 version, a title tune and more sound effects
should be included.

SPECTRUM 48/128
Cassette: E8.95
Don Pr iestley ha s  al ways be e n a  commthed Spectr um
programmer, so clearly Through The Trandoei is crafted with the
machine v e r y  m u c h  i n  m i nd.  T h e  l a r ge  car toonesque
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 o f  t w o characters t o  control ,  pr ovi des enough
entertainment to make it an excellent sequel.
OVERALL 82%

Don Priestley's large graphics
shown to good effect, as Berk
cuddles Drutt, w ho otherwise
might wander off on his own -
'watch the birdie '
-  Spectrum screen

"Through The
Trapdoor has the

mixture just
right a n

irresistable charm
m akes it a winner. "
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SHOOT A PATH
TO THE STARS

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.
•  Lef t  or right hand—it is as

effective in either.
•  Long life micro switches give

precision control.
•  Hardwear ing steel shaft and

ball bearing pivot.
•  Ultra sensitive control level for

faster responses.

•  2  years unconditional
guarantee for normal use.

•  Extra long cable for additional
mobility.

Any problems in obtaining your
"Phasor One" joysticks you can
contact us at:

Britannia Software Limited
Cardiff Workshops, Lewis Road
Cardiff CFI 5E8
Telephone: 0222 481135

Ell
Trade enquiries welcome i



Welcome t he  t h e  fi r s t  o f  a  ser ies o f  regular
adventure sections in THE GAMES MACHINE. I, 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 I look a t Level 9's Gnome 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
Remark.

NOT A PENNY MORE
NOT A PENNY LESS
Domark
ATARI ST Diskette: E19.95
SPECTRUM 48/128 Cassette: E14.95
AMSTRAD Cassette: E1495, Disk: E19.95
COMMODORE 64 Cassette: E14.95, Diskette: E19.95
BBC Cassette :f 14.95, Diskette E1995

effrey Archer is the author of six bestselling novels

41 to  date, including A Quiver Full Of Arrows, Shall WeTell The President and Kane And Abel. Born in 1940
Archer was educated at Brasenose College, Oxford

and became the  youngest member o f  the House o f
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
from a huge loss he had taken after being conned in a
manner very similar to that in the story itself.
It all this makes Jeffrey sound like
a computer wizk id as  well,  then
just read Mel Crouchers  piece on
page 2 1  -  i n  f ac t  t h e  g a me
scenario was  writ t en by  Rob in
Waterfi eld (who has also written a
role-playing game based on the
story for this issue of THE GAMES
MACHINE - see page 97), and the
programming was taken care of by
Imagitec Design,

Nor A Penny More Not A Penny
Less, the computer game, puts the
player right  in the middle of  the
action. Taking the role of Stephen
Bradley, t he game opens  in his
office with the knowledge that he
has jus t  been s windled ou t  o f
$200,000. Let t  virtually penniless
by the collapse of  the company
Stephen worked f or (caused by
the u n s c r u p u l o u s  o w n e r
Metcalfe). Bradley, aided by other

ROB STEEL'S
G E T T I N G
A D V E N T U R O U S

victims of this evil man, aims to get
his money back - to the penny.

Unfortunately the forces of law
and o r d e r  hav e n o  proof  t hat
Metcalfe carried out this dastardly
deed and can therefore be of  no
assistance, the four victims are on
their own.  They  dec ide t o  us e
Metcalfe's own modus  operand).
and Stephen must now attempt to
control his vengeful comrades as
they each carry out the sting using
their own methods.

I 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 posit ion. Below this  are the
very brief  descript ions of  where
Stephen currently is and what  he
can see. A single line is reserved

for text input  at the bot tom of the
page. The basic aim of the game is
to fi l l  S t ephen ' s  f o l d e r  w i t h
information about  Metcalfe and
his other three vict ims and then
use it to gain revenge.

The v oic e o f  Jef f rey  hims elf
vibrates out  of the monitor at the
very beginning of  the game and
orally describes certain situations
throughout t h e  ' a d v e n t u r e ' ,
although bot h t he graphics  and
sound may  b e  swit ched of f  t o
speed gameplay  up.  Tex t  input
may be edited via the cursor and
delete keys. The size of  the text
may b e  selec ted as  4 0  o r  8 0
column depending on how good
your eyesight is.

Although mo s t  o f  t h e  us ual
adventuring words can be used in
Not A  Penny More Not  A Penny
Less, t h e  w a y  t h e y  a r e
implemented i s  s o m e w h a t
frustrating. F o r  ex amp le ,  a l l
puzzles in every location must  be
solved before the player can move
on t o  another place.  Mov ement
itself is sometimes achieved in an
unconventional way ,  t h e  g a me
does inc lude the usual compass
directions ( t h o u g h  n o t  i n
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. I did
find that in the first location I could
type EXAMINE ROBI N a n d  t he
game would reply OK, but  I was
still in Stephen's office.

The pa rs e r  ex pec t s  prec is e

Metcalfe on his way to ruin -  Alan ST screw?

ADVENTURE

input, typing EXAMINE LIST is no
good i f  y ou want  t o  s tudy  t he
telephone numbers  list, it  has to
be E X A M I N E  T E L E P H O N E
NUMBERS. T h e r e  a r e  o t h e r
annoying lit t le glitches within the
program s u c h  a s  w h e n  t h e
cupboard has  been opened and
the magaz ine therein read,  t he
screen changes to the show the
folder and its contents, and when
it r e t u r n s  t o  t h e  l o c a t i o n
description t he inventory of  t he
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 b e e n  learned t h e  ac t ual
depth o f  p lay  i s  revealed -
doesn't take long. Overall I would
say t he  c omput er game i s  n o
match f o r  t h e  b o o k  ( wh i c h
incidentally is supplied as part of
the packaging) and  i s  certainly
very frustrating to play. But it is by
no means a terrible program and
definitely w o r t h y  o f  s o m e
perseverance.

All versions of the game except
BBC a n d  Spec t rum hav e bot h
speech and graphics.

ATMOSPHERE 62%
INTERACTION 51c/0
OVERALL 5 9
1 3
/0
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GNOME RANGER
Level 9
AMIGA Diskette: E14.95
ATARI ST Diskette: E14.95
COMMODORE 64 Diskette: E9.95, Cassette: E9•95
AMSTRAD CPC Diskette: E9.95, Cassette: E9.95
ATARI XE, 800XL Diskette: E9.95, Cassette: E9.95
MSX 64K E9.95
SPECTRUM Cassette: E9.95

evel 9  is one o f the original U K games houses,
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years, i t has produced some 15 adventures in all.
Through the years their products have become more

and more sophisticated progressing from the verb/noun
input to  the modern versatile parsers. The size o f the
games has greatly increased as has their complexity, now
they include multi—player puzzles, RAM save/restore,
Undo and digitised graphics. But are the story lines any
better? The Level 9 greats such as Snowball, Adventure
Quest and Lords O f  Time are hard acts to  fol low,
regardless of the advanced writing utilities used nowadays
(Kaos is the preferred Austin tool at present)and sometime
one gets the feeling that these prestigious games will
never be bested.

Gnome Ra n g e r ,  t h e i r  l a t e s t
offering, i s  actually  released on
their own label again, rather than
through Rainbird.  Us ing a l l  t he
adventure wr i t i n g  s k i l l s  a n d
technology t h e  Aus t ins  h a v e
mastered over the years, is this the
quest to end all quests?

80,148 IGM T X  DATE: 12-87
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gnorthvest. Ingrid could see sone priciiy brambles.What gm? n
Ingrid went gnorth and was outside the vitchis cottk Tthe ate here and a high f

The story concerns a gnome by
the name of Ingrid Bottom low who
has got to find her way back home
after being accidentally teleported
to a strange and wonderful land.
Set in three parts, it includes all the
hi-tech f e a t u r e s  m e n t i o n e d
earlier: go to, follow, run to, find,

or_

Gnome, gnome on the r ange. . .  Atar i  ST screen

RAM save/restore, undo (not on
the S p e c t r u m 4 8 K  v ers ion) .
digit ised pic tures on t he Amiga,
Atari ST.  I MB PC,  CB M 64 and
Amstrad diskettes and an auto-
play feature for demo purposes is
included in the ST version.

ADVANCE PARSER
The parser in  al l  cases  is  very
advanced wit h t he capability  o f
accepting int ricate input .  There
are ot her characters wit hin t he
game wh ic h  I ngr id ma y  c o me
across on her travels who can be
recruited and given fairly complex

orders to carry out, for example.
'Nymph, go to Llama and get the
flower then fi nd me and give the
flower to me. ' Impressive isn't it?

The digit ised pictures are very
pretty wi t h  t h e  o n e s  o n  t h e
Commodore 64 being t he mos t
impressive, given that it is Only an
8-bit machine. Gnome Ranger is
immediately playable,  consist ing
of no sudden deaths and a huge
area t o explore. Interact ion with
the g a me  i s  qui t e  eas y  a s
displays a n y  wo rds  i t  does n' t
understand and is quite lenient as
to how certain ac t ions  required
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 wi th one o f  the  greats o f  American
adventure games, INFOCOM's David Lebling. Co-author o f
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 I heardthat  David Lebling
west° be available for interview
at the PCWShow.  I jumped at
the c hanc e o f  meet ing him.
Brandishing my weapon in one

hand and shield In the other (pen and
paper to you), I left the relative safety
of Newsfi eld's fortress on Olympius
to join my  ques t  in search o f  this
member o f  t he high pries thood o f
adventure authors.

Charged with the task of  bnnging
home a few words of wisdom from the
esteemed shaman, the very thought
of s uc h a  meet ing gav e m e  t he
strength I needed to face the terrors
which lay before me. Would I survive
the human t idal wave which pushed
against m y  e n d e a v o u r s  a n d
successfully reach the Guardian Of
The Stairs where all my stealth would
be needed t o  pass,  o r  else suf fer
banishment to the the Side Exit?

Once o n  Lev el One,  h a d  I  t he
willpower to pass the Siren (Lesley of
Elec t ronic  Arts who seemed to guard
all s tands) wit hout  f all ing int o her
deadly arms? (No! Between you and
me). And could I challenge the Out-
Run ogre while still having sufficient
t ime left  in t he day  to quest ion the
master? As  the Tower 01 Activision
loomed into view, I realised that the
toughest part  of  my task was  yet to
come -  the interview
, Suddenly t he re  h e  wa s ,  Da v e
Lebling, a u t h o r  o f  I n f o c o m
adventures, s t anding no t  t e n  f eet
away. St ar ing a t  m y  ident ifi cat ion
medallion h e  s mi l e d ,  a n d  w e
exchanged greetings. He led meto his
inner sanctum. Reclining on the silken
cushions of Electric Dreams amid the
bustling o f  many  fair maidens  and
musclebound eunuchs, and with the
friendly sounds of 8-bit  playing in the

"A bunch of us
guys from MIT

(Mas-
sachusetts
Institute of

Technology)
thought ourse-
lves so intelli-
gent that the

world would be
our oyster."

background, t h e
commenced.

conversing

MONOSYLLABIC
Full of  trepidat ion and finding it hard
to concentrate being this near to one
so great .  I ' m af raid I  as k ed t he
obvious: ' Ho w  d i d  I nf oc om c ome
about, ' I squeaked.

Looking a t  m e  w i t h  a  po l i t e
expression h e  spoke,  h i s  s t range
accent adding t o  t he power of  his
words: 'A bunch of us guys from MIT
(Massachusetts I n s t i t u t e  o f
Technology) t hought  ourselves  s o
intelligent that the world would be our
oyster. Se t t i ng  u p  a  c ompu t e r
program Orientated company seemed
inevitable, a n d  development  o f  a
business package called Cornerstone
and an adventure ut ility named Zi t
(don't ask!) began.

'Unfortunately our first real taste of
the big bad outside world came when
Cornerstone fl opped 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. I was now really getting into this
question a n d  ans wers  g a me  a n d
thought the next inquiry should be a
real humdinger,  soul-searching and
revealing. ' How many writers do you
have at Infocom?' asked

'Six. '
' a n d  d o  y ou al l  work  in  t he

same office?'
'No. '



UNHUMAN
Having said all this I 'm not sure I
like running all over the place, true
it may  b e  more  lifelike b u t  i t
smacks of gimmickry and doesn't
add anything to the game except
speed of play. Commands such as
FOLLOW a n d  WA I T FO R a r e
•,,seful• a s  i s  t h e  w a y  o t h e r
characters may be ordered about.
but there seems to be something
missing. Perhaps it s  the plot, it is
so far out  of  context with reality
that it cannot possibly be believed
and therefore fails to inspire the
feeling of being involved. I realise

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  s tarts  wi t h 'NJ* 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 f ar away .  Fr o m a  personal
point of  v iew Gnome Ranger is
very well impiemented, but getting
through i t  bec ame nothing less
than a n  a n  a r d u o u s  t a s k .
Eventually I could care less about
the fate of Ingrid and indeed it was
not t oo long before the digit ised
pictures faded to a blank screen.

Level 9  began t heir downhil l
slide with Worm In Paradise and
have not  yet  produced a  game
good enough to drag them back
up to the good old verb/noun days.
I have added a Lastability rating to
this review, a one-off  as I feel it is
important.

ATMOSPHERE 57%
INTERACTION 72%
LASTABILITY 19%
OVERALL 49%

SPACE QUEST
ADVENTURE

Sierra
AMIGA Diskette: E24.99
ATARI ST Diskette: E29.99

7 h e  system of planets known as Earnon has a dying
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climate and the  populace i s  incapable o f  doing
anything about it. Help in the form of the scientific

community o f  Xenon, wh i ch  i s  developing a  Sta r
Generator, is their only hope and the plan is to convert one
of the systems lifeless planets into a new sun. Spacelab
Arcada is sent to the outer edges of Earnon to attempt the
still experimental task, reporting to  base frequently on
developments a n d  progress. Unfortunately th e s e
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  wi t h  t h e  F o r  a man with little brain ne very
player i n  t h e  ro le  o f  a  lowly  q u i c k l y  dec ides  t ha t  h e  mus t
apprentice sanit at ion engineer,  e s c a p e  the captured vessel and
who, due to his attempts at taking s o m e h o w  r e n d e r  t h e  S t a r
a qu ic k  n a p  i n  a '  convenient  G e n e r a t o r  inoperat ive before the
storage closet, is not  discovered d a s t a r d l y  Sariens can use it.
by the attackers as they rape and M o s t  o f  t he screen in Spac e
pillage. He waits  quiet ly unt il the Q u e s t  is taken up by the animated,
commot ion has  died down  and c ar t oon-s t y le  graphic portrayal of
eventually plucks up the courage t h e  adventure wit h a  small area
to venture Out into t he comdor• b e n e a t h  f o r  t e x t  i npu t .  A n y
The sight that  greets his  eyes is r e l e v a n t  rnesdages are shown in
not a  pleasant  one,  dead c rew w i n d o w s  ov erlay ing t h e  ma i n
members l i t t e r  t h e  fl o o r  a n d  d i s p l a y  wi t h a  help screen and
damaged equipment  smoulders  i n v e n t o r y  table available. Cont rol
quietly in a haze of  blue smoke. o f  the main character's movement

Looking heav enward I  pray ed.
Please. n o t  a n o t h e r  o n e - wo r d
answer. But the gods were with me it
seemed. for he continued: 'We have a
large open-plan af fair wi t h smaller
offices leading off. The central area is
a very useful place to be if you want to
learn t h e  innermos t  s ec re t s  O f
forthcoming games . '  Aiming t o  b e
professional I  adopted a puzzled look
designed to coax him on. It worked:
'Here any puzzles and their solutions
are inadvertently given away,' he went
on, ' a s  t h e  writ ers ,  ex c i t ed a n d
pleased b y  t h e i r  wo r k ,  c o m e
screaming out of their office and. well,
BRAG"

'Does this  not  give you an unfair
advantage wh e n  play tes t ing t he i r
games?'

• I try not to listen!•
A small element of panic now crept

into my  brain.  To  t ry  and maintain
some sort  of  conversat ional fl ow I
needed to ask about  playtesting, or
continue wi t h  t h e  aut hor  t heme.
Having a  quick  brain.  I  dec ided t o
incorporate both ploys.

When you playtest a game can you
tell from the way it's written which of
your colleagues wrote it?'

He s mi l e d  ( wo w) .  O h  Y e s .
definitely. Jeff O'Neill (Nord And Bert
Couldn't Make Head Or Tail Of In, for
example, has a sardonic we which IS
very b u b b l y  a n d  e a s i l y
recognised •  •

I interrupted, t oo  quick ly  I  think,
And your own style?*

'I hav e a  reputat ion f o r  purp le
prose. My descript ions are what  my

partners call 'flowery'. '
I desperately t ried to remember a

particularly fl owery  locat ion in  The
Lurking Horror,  failed miserably and
blurted o u t  s omet hing abou t  t h e
zombie waxing the floor.

'Did you realise that the whole of
the G U E  c a mp u s  w a s  ac t ual ly
fashioned on MIT which me and my
buddies attended?'

'Was it really?' I asked realising that
articulation may  not  be  one of  my
stronger points.

'Yes, it 's actually a mirror image of
the p lac e ,  a n d  t h e  d o m e  a n d
everything is realty there. The guy who
waxes the floor looked like a zombie
and he  did t ry t o s top us  students
exploring all those lit t le nooks  and
crannies and ' h e  looked at me as
though some revelation was due •
'there w a s  a  r o o m  a l o n g  t h i s
featureless corridor which had a door
marked Alchemy Lab.*

My eyes widened as I recalled what
lay behind this door in the game.

'What was  in this room?'  I asked.
hardly danng to listen to the answer.

'I don't  know. I never went into it.'
Damn" One shock horror scandal

Out the window.  I would at this point
have dearly loved to cont inue my in-
depth ques t ioning o n  Th e  Lurk ing
Horror (and perhaps  even gleaned
some tips), but  professionalism took
over, and  tak ing a  s ip o f  nec tar I
decided to change the direction of my
questioning. Unfortunately Mr Lebling
couldn't  hear me with my back to him
so I turned round again.

"We use a Dec
System 20
which is a
large, early

Sixties main-
frame."

DISCOUNTING
GRAPHICS

'Do you feel that perhaps Infocom are
being lef t  behind b y  t h e  l ikes  o f
Magnetic Scrolls  and Level 9,  what
with t h e i r  c omp lex  pars ers  a n d
picturesque graphics?'

'No. '
Aaaaaarrghhh • • n o t  a g a i n

please. 'Why?'
'Discounting t heir graphics.  t hey

are doing what  I nfocom has  been
doing f o r  y e a r s .  I t ' s  v e r y
complimentary t o have such skilled
people emulate your efforts.'

Failing mis erab ly  t o  h i d e  m y
shocked expression I grilled David on
the graphic s  issue.  ' Wh y  d o  y ou
discount t h e i r  r a t h e r  s p l e n d i d
graphics s o  easily .  don ' t  y ou l ik e
them?'

'Yes they're very nice, but  do they
actually add to the game and how one
may play or win?'

I knew about  these situations. I've
watched Wogan.  There is  always a
stage during the interview when the
interviewee tries to turn the tables and
take control.  This  was  not  going to
happen to me.

Brilliantly turning his quest ion into
another I said: • So you feel graphics
are an extra to adventure games and
have no real place among the prose?'

'That 's right. Houses. trees and so
on which appear in the pictures and
not i n  t he  t ex t  c annot  usually  b e
examined or manipulated,  and once
they can we begin to approach that

TGM T X  D ATE 12-87 81,148



I t  l a n d s  w i t h  a  p l e a s i n &t h u d .

Any ono for tondge? Amiga

may b e  ga ined b y  e i t her  b y
positioning the cursor in the area
you want him to go to and clicking
the fi re button if  using a joystick.
left button if using a mouse, or by
pressing the cursor keys. And our
hero's walk ing s peed ma y  b e
selected as  slow, normal or fast
depending on the situation he is
currently dealing with.

The p a r s e r  i s  a d e q u a t e ,
understanding phrases like 'Talk

thin line whic h div ides  arcade and
adventure games.'

This was obviously a huge topic for
debate. Sadly  t ime was  against me
and a couple more questions had to
be answered and quickly if  I was  to
make i t  bad(  t o  fortress Newsfi eld
before nightfall.

Forget the fl ow I thought, just ask
the questions. 'What  machine do you
write your adventures on David?'

'We use a Dec System 20 which is
a large, early Sixties mainframe with
thousands o f  megaby t es  a t  i t s
disposal. It's a very fast machine of an
architectural t ype no  longer made.
Visually it 's reminiscent of something
used i n  t h e  ear ly  Flas h Gordon
movies, all wheels and pipes.'

'Finally,' I lied, 'where do you see
Infocom going?'

'Our games  system Zi/  has been
updated to )(zit (don't ask), and its  on
this utility that Beyond Zork has been
written, •

'Beyond Zork?' I asked, pretending
to know nothing about this venture.

'Yes, Bey ond Zork.  I t 's  our  new
game_ We're very excited about it as it
incorporates more of  a role-play ing
style with statistics such as strength.
charisma and so on, being available
to the player. These 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 f rom
the adventure element of the game. It
will add to it. There's even the option
to work your way through the game as
a text adventure with hardly any role-

• • • •MIN

" I  have a repu-
tation for pur-
ple prose. My
descriptions
are what my
partners call
'fl owery'."

to the gnome' or 'Give the keycard
to t he  Saner ' ,  a n d  any  words
which t h e  g a m e  d o e s  n o t
understand are printed on screen
with t h e  mes s age ' I  d o  n o t
understand '   -  v e r y
helpful. S h o u l d  y o u  e n t e r  a
particular l o c a t i o n  a n d  n o t
recognise what you are looking at,
then L O O K  A RO UND giv es  a
description of  where you are and
what surrounds  y ou -  ideal f or

identifying c e r t a i n  o b s c u r e
graphical representations.

Picking u p ,  d r o p p i n g ,
examining and using items found
may be ut ilised via text input  as
can i n t e rac t i on  w i t h  o t h e r
characters met .  Lo t s  o f  useful
functions are inc luded in Space
Quest such as a save/load option,
the sound may be toggled on or
off, the last input may be repeated
and a line of text can be cancelled

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 point ing
the way for us to go.'

It does  sound very interest ing, ' I
said, 'What  if it flops?'

'Then we go back to the old style
game. '

should t h e  play er hav e a  las t
minute change of heart.

Space Quest is huge and once
you get  used to the regular disk
accessing (every  locat ion!),  t he
game becomes very enjoyable. It
is perhaps a little s lower than the
more text orientated adventures -
forgetting to pick up the cartridge.
for instance, unt il jus t  about  t o
board 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 f rom has probably blown
up.

The graphic s  themselves are
nothing to inspire and the spot FX
are barely functional but  there is
something about the game which
is h i gh l y  addic t iv e a n d  v e r y
enjoyable. One just has  to keep

IN

Dirtmicint Fill1101
E M 4S V

STWVIRD

"Our playtus-
ters have had

more fun play-
ing Beyond

Zork than any
other adven-
ture we have

done."
82/148 TGM T X  D ATE 12-87
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NORD AND BERT
COULDN'T MAKE
HEAD OR TAIL OF IT
Infocom
ATARI ST Diskette: E24.99
AMIGA Diskette: E29.99
PC Diskette: E29.99
COMMODORE 64/128 Diskette only: E24.99
AMSTRAD Diskette only: E24.99
ATARI HAL Diskette: E24.99

someone's nicked the Glow
Generator - AttiV8

going against all odds to see what
lies i n  t h e  n e x t  s c reen a n d
ultimately exact ly  h o w b i g  t his
adventure is. I was  quite pleased
with my s elf  wh e n  I  eventually
escaped the ship and landed on
the planet, only to find out  that I
had barely scratched the surface
(pun int ended).  I  s h a l l  k e e p
returning t o  Space Quest  unt il I
surface t h e  v ic tor,  b u t  i n  t h e
meantime I  t h a n k  S ie r ra  f o r
supplying a very good game.

ATMOSPHERE 79%
INTERACTION 56%
OVERALL 74%

t i s  confession time I  think, I  have never played
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was written by the same guy, Jeff 0' 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, n o t the one who wears his knickers outside his
trousers!),) and Mort Sahl (who didn't!). The very fi rst
Infocom story he wrote was Ballyhoo.
Nord A n d  Ber t  i s  a  dec idedly
different sort  of  offering f rom the
Zorn zone than we have come to
expect. The first thing t o note is
that it is a collection of eight short
stories eac h o f  wh ic h  involves
punning, wordplay  and  general

verbal trickery. The scenarios are
played independent ly  o f  e a c h
other although a password has to
be gleaned from the first seven (the
order in which they are tackled is
entirely up to the player) to enable
access to the last story, which is

entitled Me e t  Th e  May or  Th e
necessity f o r  mapping i s  made
redundant as accessible locations
are displayed at  t he t op of  t he
screen and movement is gained by
inputt ing t he appropriate name.
Examining items may be achieved
by simply typing the name of the
object the player wishes to study -
no m o r e  e x a mi n e  er rors !  -
although a closer look may require
inputs such as  LOOK INSIDE or
LOOK THROUGH 'object name'.

The basic idea of the game is to
study the locations and objects or
characters in the vicinity and try to
spot the spoonerisms (words with
sounds t ransposed such as  the
'well-boded ic ic le' and the ' well-
oiled b ic y c le ' )  o r  h o mo n y ms
(differing wo r d s  wh i c h  s o u n d
alike,' s t a i r '  a n d  ' s t are*  f o r
instance) t o  s olv e t he  puzzles.
Whilst in the British aisle within the
Shopping Biz arre scenario t h e
player is  confronted wit h a  Box
Boy who  is  busy  put t ing boxes
onto shelves beneath a sign which
reads 'Put t ing Area'. The way to
dispose of this boy is obscurity at
its worst:  the idea is to input the
words 'Pudding Sect ion' to clear-
up the put t ing area and reveal a
line of  ants which of  course will
transform i n t o  bus t l ing lad ies
when the player types in the word
Aunts. A tantrum throwing little girl
appears at one point, the ribbon in
her hair carries the words  'wors t
brat', i f  the player is get t ing into
the swing of the game then it will

SLOW ON THE 64
Here it was  then. The final question.
the one which I had been building up
10 all through the interview, hoping I'd
have the courage when it came to it. I
did. 'Why  is the disk access t ime on
the Commodore 64 versions of your
game so s low?'

He stared at me with those eyes of
his (what else?). The ground trembled
and beams  o f  l ight  s hot  in t o t he
sanctum (as Clare opened the door),
Would Dav id Lebling,  t his  k ing o f
adventuredom ac t ual ly  bo t he r  t o
answer, o r  wou ld  h e  jus t  end t he
interview here and now with but a flick
of a hand? To my relief he smiled and
spoke .  ,

• At this present t ime our days are
taken up developing new systems and
writ ing n e w games ,  Wh e n  t hings
quieten d o wn  suffi c ient ly  w e  wi l l
certainly make t ime to work  on this
problem. Obv ious ly  t he  larger t he
game i s  t h e  m o r e  t h e  s mal le r
machines such as  t he 64  have t o
access the disk. But until we develop
the system, players  wil l  regret tably
have to sacrifice speed for size.'

Throughout our short t ime together
my opinion of  Mr Lebling had grown
higher and higher_ His calm thoughtful
answers, and his patience in dealing
with a  n o n e  t oo-ex per ienc ed
interviewer were certainly elements of
the day which I would remember.  All
too soon, and feeling a mite drained, I
departed f o r  t h e  doma in  o f  t h e
innkeeper to collect my  thoughts on
the very pleasant previous hour.

TGIM T X  DATE: 12-87 83/148
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soon dawn that to change her into
something more manageable he
must type in •Bratwurse. which. as
we all know,  is  a  sausage and
much easier t o deal with than a
little girl.

I d idn' t  enjoy  t his  game,  n o
atmosphere n o  exc itement  jus t
lots of experimenting with words,
very du l l .  I t s  l i nk s  w i t h  t h e
adventuring w o r l d  a r e  v e r y
tenuous i n d e e d  a n d  I  h o p e

F R E E

841148 TGM T X  DATE: 12-87

Infocom don ' t  mak e No r d  And
Bert a precedent I  shan't vote
for either of them

ATMOSPHERE 31%
INTERACTION 51%
OVERALL 41%

PBM AVALON

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 E1.00. The
game features, 1000s of player armies and fleets con-
stantly involved i n  conquest, a  playing area o f
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.
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, POI OBR
(no stamp required)

THE LURKING
HORROR
Infacom
AMIGA Diskette: E29.99
ATARI ST Diskette: E29.99
PC Diskette: E29.99
COMMODORE 64/1213 Diskette only: E24.99
AMSTRAD CPC Diskette only: E24.99
ATARI XUXE Diskette: E24.99

had the pleasure of meeting the author of Lurking
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to m e  h e  seemed pol i te, mild-mannered a n d
generally a nice guy (see interview elsewhere in this

section). I would never have thought that this symbol of
niceness could be  capable o f 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 I held with him he states
that his trademark is purple prose, I think he's changed his
colour preference to red.
The night mare begins  wi t h  t he
player, as  a student at  the GUE
Tech., b r a v i n g  a  v i o l e n t
snowstorm in order to get to the
computer centre on campus and
finish wo r k  o n  a n  ass ignment .
Unfortunately t he power  o f  t he
storm increases drastically and he
finds himself  t rapped wit hin t he
complex for the night — he is not
alone . . .

Accessing h i s  p e r s o n a l
computer (something which very
wisely can only  be done via the
contents of  the game package),
the intention was to complete the
assignment, u n f o r t u n a t e l y
something seems to be amiss and
he i s  dragged in t o  a  dif ferent
world, a  p r imi t i v e  w o r l d  o f
sacrifices, tribal rituals, magic and
unearthly c reatures .  Thank f ul ly
escape isn't too difficult and soon
the player should find himself back
in front of his computer wondering
what t he hell  is  going on  T h e

hacker, who Is in the room with our
hero, appears  ignorant  o f  these
strange goings  on,  although he
does have his uses on the game,
you could even say he plays a key
role. •

Exploration o f  t h e  c a mp u s
reveals plenty to see and do. What
lurks beh ind  t h e  d o o r  t o  t h e
Alchemy L a b  p r o v e s  v e r y
interesting and places the player
in a very exciting predicament, one
which i s  v e r y  s at is f y ing t o
overcome.

Throughout t he  adventure Mr
Lebling maint a ins  t h e  s pook y
atmosphere although the tension
is brok en periodically  b y  l i t t le
snippets o f  humorous  prose.  I
have played both the Commodore
64 a n d  A mi g a  v ers ions  a n d
although t hey  are basically  t he
same, the Amiga game does have
sound effects (IN AN INFOOCOM
GAME!? well yes, and they) nicely
complement  the text descriptions.
The s iz e o f  t he  game and t he
amount o f  puzzles there are t o
solve, t oget her  wi t h  t h e  v ery
professional implement at ion o f
Lancing Horror make it yet another
masterpiece f r o m  I n f o c o m .
Playing it alone in a darkened room
at t h e  d e a d  o f  n igh t  i s  n o t
recommended f o r  t he  weak  o f
heart.

ATMOSPHERE 88%
INTERACTION 82%
OVERALL 8 5 %

Back to reality I suppose, until January, when I
shall be coming at you monthly (can you wait?).
If you fee l stirred t o  put  pe n t o  paper  a nd
communicate w i t h  m e  about a ny  adventure
related topic please feel free: ROB STEEL, THE
GAMES MACHINE, P O  B O X  1 0 ,  LUDLOW,
SHROPSHIRE SYS 1DB.
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SPECTRUM

SPECTRUM
COMMODORE

12•95

COMMODORE

8•95
AMSTRAD
AMSTRAD

14•5Dtsg
In the knife-edge world of the vigilante there is no place to rest,no time D a l tO r ,

to think - but look sharp- there is always time to diel 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.
A breathtaking conversion of the arcade hit by Taito now for your home computer.
With all the original play features. PLAY RENEGADE...PLAY MEAN!-
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1MegDiskDrive 4'-096 COlOiltS Stereo Sound
Built -In Speech gynthesis Multi-Tasking

5IREE 10 Public Domain Disks Worth E39•95
FREE 4migallandbook Worth E795

? M E  Deluxe Paint Worth E24•95
;pFREE Mouse Mat Worth £755

FREE -11 / Modulator Worth E24,95
FREE Karate Kid IT Worth i24•95
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VALUE-PACK

114RWOODS

Commodore C64 oaN Cassette Unit.
Moonraker Joystick.
6 Came Value Pack -

Computer Peopler
Howard theDeick.Pap,
Prodigy,Molecule Man.

• ...wire ituitnus•••
All Prices Include MT Postqe.egind Are Correct At Time
of Going To Press 14 OE Offers Subject to Availability

69 - 71 High Street Alfroton Derbys TEL 0773.836781
Official Commodore Business Centre

onlyt169
94TARI ST

Phone NOW
for gapa -Deals on the full

Atari ST range
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NEW -  TRANSFER PACK 4
SPECTRUM TAPE TO DRIVE

A software system t o conver t m any ol d a nd new  TAPE based
programs to your DRIVE n o  metier  what typal + OTHER USEFUL
UTILITIES. Most jerky programs and others ley .  with zero counter) are
EASILY converted to drive. Pack  has at least 7 programS
1 O p u s ,
,
B e i A

owners add El for OPTIONAL extra program. Stale TYPE of Spec t rum
•  name of  drive when ordering (e.g. 128K Spectrum and Microdrive)
01.99 on TAPE (C12.99 on cartr idge for 48it Spectrums only). (ER if
updating)
INFORMATION S HE E TS -  E l  e a c h  -  approx  8  TRANSFERS o f
POPULAR programs  per sheet -  needs  TPA. Up  to No. 50 available.
SPECIAL DEAL -  Nos 1-20 for £3. Nos 21-30, 31-40 or 41-50 £3.50.

M/DRIVE OWNERS NEED MICROTRANS
MICROTRANS 2b -  lor midnve to midrive back-up. easy ERASE, tape
to drive (inc !leaderless) d o e s  NOT convert programs. Includes MICRO-
TAPE  and RUN programs. ONLY EA on TAPE. ES on Cart. ALL Spectrums.
CODE COMPRESSOR -  Many uses, but  ideal for use with hardware
devices that dont compress saved code ONLY £3.50
NO RISIO - ALI PROGRAMS CARRY OUR MONEY BACK GUARANTEE (no! updates'
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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 P0 .  to ROSS WARE (Dept 45), 646 London Road
Westcliff, Essex SSO 9HW

For fast delivery put Cheque Card number on back of cheque

twa
4 HOUR — 1

TURNAROUND

TRADE SUPPLIED
FROM STOCK!

Telephone: Glossop (STD 04574) 66555/67761
140 High St West, Glossop, Derbyshire, England

Ltd
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VIDEO VAULT INTERNATIONAL
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Eopynght Ydeovaui t Ltd NO 151085

COMMODORE M REPAIRED FOR ONLY £35.00 including POST & I l l
PACKING • PARTS . INSURANCE -NO HIDDEN EXTRAS!
Are you fed up waning weeks for *  wriiie you wait repair service *  Most Commodores repaired
your computer robe repaired *  3 rnOntll written cruarantee on aii w i t h i n  i re
,wet wait no ionper we repair am r e p a i r s  *  All kiKros insured for return mummy
Commodores same day we alSO *  linternationai Repair Company we *  Over e years expertence*Oriting wirti
do Corn 16, t it  20 r e p a i r  computers from au over Me c o m p u t e r s
plus& or lou can order w o r l d  e t  AD computers fully tested
the Re0Weinent Chips from our *  Ail computers sent kuti Order turned *  Power supplies fully tested
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BEST SE - VICE — B E S T  PRICES!

N— I
,Nr I f  you Know what chip has gone in your computer you

can order the replacement I C from our range
6526 2 3 . 0 0  901225-01 2 3 . 0 0
6510 2 3 . 0 0  6 5 6 9  2 3 . 0 0
6581 2 3 . 0 0  4164 RAMS 3 0 0
901227-03 2 3 . 0 0  Po w er Supply
901226-01 2 3 . 0 0  Units 2 9  00
All prices Include V A T , please ADD El 50 to Cover
P & P and handling costs, Insurance
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Hey Hey Hey!
Are you smarter than

the average bear? You'll
need to be to get out of this

one. Boo-Boos been bear-napped
and must be rescued before

hibernation time_ Hunters, mooses,
vultures, bees, caverns, geysers as well

as good old Ranger Smith
determined to stop you! ' _ -

Spectrum Commodore Amstrad
Cassettes E9.95 Discs E14.95

The Royal
Family as they have

never been seen before!
This is your chance to work

Buck House a s  a menial
manservant. Your lob is to cater to

the residents every whim, but you'll
'
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reactions if you are going to avoid a
nasty end.

m Commodore Amstrad orf
Pt e s  E9.95 Discs E14.95

Coming soon for •the Atari ST

Berk is back!
Now you can actually

• e x p l o r e  the dark and nasty
gions 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 to spook you in exciting
arcade action!

Spectrum Commodore Ams
Cassette E8.95 Discs EU.



city
being tetTorised t h e
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 Commodore Amstrad
Cassettes E9,95 Discs E111.95

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

m mysteriously disappears.
s he rescues them he may end

Up facing the opposition alone!
Spectrum Commodore Amstrad
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Powerful,
manoeuvrable and

deadly, the Gunboat under
your command carries the

most lethal waterborn weaponry
to date. Deep in the complex maze
of fjords and canal systems are your

*targets — huge submarine pen& yourmission — to seek and destroy!
Spectrum Commodore Amstrad

Cassettes E49.95 Discs 03.95
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address below. Piranha games are available from all good
stockists or, in case of difficulty, direct from
Helen Holland, Piranha,4 Little Essex Street, O p :
London WC2R 3FL. Tel: 01-836 6633.



DEGAS THE1MPRESS
Electronic Arts have Just released the follow up
to the Atari ST art utility Degas. Priced at only
E24.95, Degas Elite is a sophisticated package,
as Robin Candy found out.

Until recently, art packages for home computers were very
limiting. A t  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 the budding graphic artist, and
provided software which apes that being used in very much
more sophisticated and expensive dedicated graphics front
ends. and sometimes even matches them.

•

A doodle f rom THE GAMES MACHINE:  Nik  Wild  c onc eiv ed the
pic ture -  outs ide the Goblin's  Cave f rom The Hobb it  -  and drew
it, Oliver Frey  added s ome c olour and s moothed it  out

WIarkated i n  t h e  U K  b y
Elect ronic  Arts, Degas Elite is
a versatile, high quality  Atari
ST graphic s  ut i l i t y  f r o m a
Canadian c ompany  wit h t he

rather hard cell name of  Bat t eries
Included, Degas (apart from being the
name o f  a  f amous  Frenc h pos t -
impressionist painter,  i t  s tands  f or
Design & Entertainment Graphic Arts
System) runs in a WIMP environment
(see box), so it's quick to used to.

Three modes  are catered for: low
resolution -  1 6  c olours  available:
medium-res -  four colours; and high-
res -  o n l y  av a i lab le  w i t h  a
monochrome monit or.  Th i s  art ic le
only deals with the colour functions.
And if you are using Electronic Arts's
file format  i t  is  poss ible t o  import
pictures from the At ariBOO and XL and
XE series or the Amiga,
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FROM STIPPLE TO
SMEAR

it n o  art
utility would be

complete
without a zoom

facility and
Degas Elite

boasts a highly
effective
one .  "

All t h e  Degas  f unc t ions  c a n  b e
manipulated f r om t h e  ma in  menu
screen. The top line, Desk, File, Set,
Make and Block  prov ide pull down
Sub-menus, and more of those later.
The other opt ions  relate mainly  t o
Degas's d rawing  features .  Th e s e
include all t he funct ions you would
expect from a powerful art utility, such
as airbrush,  s t ipple,  smear,  brush,
erase as well as a host of shapes, line
drawing opt ions and fill. Let 's take a
quick look at those first.

Airbrush prov ides  t he art ist  wi t h
the ability  t o paint  large areas very
quickly wit h a  random pixel effect.
St ipple behaves in a  similar manner
but reproduces the effect us ing the

1

A pic t u re  whic h c learly
s hows  the ric hnes s  that
can be c reated by k eeping
the work ing  c olours  in a
t ight  c hromat ic  key.

Neit her The Light  Bikes or
Robin  Candy 's  Mus ic  For
The Masses , was  digit ised,
they were all done
f reehand

ON

Degas  Elite 's z oom fac ilit y  has tee s elec t ions  f rom c oars e to very 'far.
Whils t  z oomed in, the window can be s c rolled in four direc t ions  with the
ic ons  at  top right

ST
currently selected brush.  However,
for fi ner work  i t  proves t o  be less
controllable t h a n  ai rbrus h mode .
Smear.  a  f unc t ion n o w  a lmos t
essential to artists on really powerful
professional f ron t  ends .  '  smears'
colours into each other where they
meet, avoiding those ugly mechanical
hard edges .  Profess ionally  t h is  i s
done b y  blending adiacent  pixels.
Degas randomises the pixels in the
area around t he  current  brus h o r
airbrush, consequent ly  t he result  is
less than satisfactory. In fact the same
effect can be achieved and improved



upon by airbrushing over the area you
wish to smear.

Fifteen pres et  brus h s iz es  a n d
shapes are available (though you can
design your own),  and t he prec ise
effect t hes e  h a v e  o n  s c reen i s
dependent o n  what  ot her drawing
functions are selected_

Point allows you to click a single
impression of the current brush on to
the screen. Eras er rubs  out  in t he
shape of the brush. Draw paints the
brush shape on screen freehand by
following the movement of the mouse
until t he mouse but ton is  released.
Line produces a guideline which can
be dragged any where o n  sc reen.
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.

BRUSH B L O C K SOLID P A T T E R N
CYCLEERASER DRAW NORMAL

POINT STIPPLE
L IRE

POLYGON
CI RCLE

K-L INE
RAYS

ANIMATION

DISC
FRAME BOX

EDOUTLINE ILL
AIRBRUSH TEXT

MIRROR SHADOW

• • • •

B
diammE nb

SLOWDRAW [ S N A PAP

SHAPING UP

Shapes a r e  w e l l  c a t e r e d  f o r .
especially i n  conjunc t ion wi t h  t he
rotate and distort  facilities. Polygon
operates similarly to K-Line. mak ing
many-sided s hapes  whic h,  wh e n

closed, automat ically  fi l l  wi t h  t h e
current colour.  Ray s  draws  several
lines a l l  s t art ing f r o m t h e  s a me
specified cursor point  and going t o
any other desired points.
Circles of  any size can be dragged
within a  box  guide — if  the box  is
elongated then an elipse is  formed
when the mouse but ton is released.
Disc is essentially the same as circle
except the end result is filled with the
current colour/pat tern.  Fr a me  and
Box h a v e  a  s imi la r  relat ionship
respectively — you define the opposite
corners of the proposed shape, with
Box automatically filling the resultant
quadn lateral

Outline is a useful function; clicking
within a  shape of  colour, draws  an
outline in a specified colour around
the shape.  This  c an b e  us ed f o r
highlighting objects, or neatly erasing
any 'pencil roughs' that were used to

define shapes at an earlier stage of
drawing.

Fill fi lls  shapes wit h t he selected
colour/pattern. Fil l  funct ions always
require c a re  i n  us e;  i t  needs  a
delineated area and even one pixel
break in a line will cause the adjacent
shape t o be fi lled as well.  However.
pressing the UNDO key, erases the
last action. Otherwise, of course, you
can select solid white and refi ll the
shapes before repainng the damage!

While mos t  o f  Degas 's  funct ions
have legit imate uses, I think that Disc
and Box are a bit  pointless when the
same effect can be achieved with little
extra ef fort  by  us ing t he Circ le o r
Frame command coupled with Fill.

DISTORTING THE TRUTH

So muc h f or  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  t he
screen, s p l i t  i n  t w o  horizontally ,
vertically, diagonally or a combination
of all three.

Shadow adds  a  ' s hadow'  o f  a
selectable colour to the current brush
shape and colour being drawn.  The
shadow posit ion and its size may be
defined. Two  useful and increasing
standard art utility functions are also
provided in Degas  Elite: S lowdraw
defines the speed at which the cursor

"Degas Elite is
a marvellous

utility at a price
hardly above

that of a
game .  . "

Degas Elite main menu

moves. w h i l e  S n a p  ov er lay s  a
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 writ ing
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 mos t  powerful facility is  Bloc k
mode, w h i c h  i s  d e d i c a t e d  t o
manipulat ing windows .  A  wi n d o w
around a selected part of a drawing is
defined by dragging full-screen cross
hairs t o create a regular block — Of
polygonal blocks may also be formed.
Once this is done, several opt ions are
open. Th e  block  c an b e  grabbed,
dragged and printed anywhere else
on screen, and the process can be
repeated t o  f o rm mult iple blocks .
Rotate in the Block mode works very
well in Degas, with a full 360' rotation
available. St ret ch allows redefinit ion
of t h e  bloc k ' s  s iz e t hrough bo t h
horizontal and  vert ical parameters ,
while H
-
S k e w  
a n
d  
V -
S k
e w  
t
i
l
t  
i
t  
e
i
t
h
e
r

horizontally o r  vertically. Dis t or t  is
used t o  c r e a t e  a  f r e e h a n d
manipulat ion of  the block's contents
to qu i t e  dramat ic  ef fect ,  ev en t o
folding the drawing over on itself.

Finally, blocks may be saved to disk
for future use, o r  copied into other
work files. Here Degas makes working

I T T I L E E L 1 E
-
T
-
E 7 '

Music For  The Masses:
after  only one hour 's
hands-on-exper ience
with Degas, Robin Candy
star ted on this freehand
digitisation of the newest
Deoeche Mode album
cover. I I  took him two
hours to complete i t

"Distort Is a
manipulation

of quite
dramatic

effect, even to
folding the

drawing over
on itself "

•

PRESS
ANYACV



GRAPHICS 1

fast and easy. The main menu offers
up t o  e i g h t  s i mu l t a n e o u s
workscreens, n u m b e r e d  a n d
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 f orm o f  ' r ipple an imat ion  o f  a
sophistication only restncted by  the
ingenuity o f  t he indiv idual art ist,  is
possible t h r o u g h  t w o  f unc t ions .
Animat ion and Cycle. When used in
conjunction with each other, they give
the impression of  movement .  What
they are really  do ing  i s  swit ching
between a preselected sequence of
colours at a predefined speed, Cycle
also works  through the preselected
colours, c hanging t he  c olour wi t h
each new brush stroke, or it  can be
used to create mult icoloured lines.

DEFINING OPTIONS
Most definable settings are achieved
by double c lick ing o n  t he des ired
function box ,  wh i c h  produc es  a
dialogue menu. But  greater function
enhancement is possible from the top
line of the main menu.

Desk jus t  tells  y ou t he program
name and its author. File pulls down a
sub-menu dealing wit h loading and
saving fi les. You c an also erase a

92/148 TGM T X  DATE: 12-87

The Light Bikes from
Tron by ZZAP! 64's
Steve Jarrett -  theme In
a restr icted palette of
blues

"Shapes are
well catered

for, especially
In conjunction
with the rotate

and distort
facilities."

The rainbow-hued colour
chart: one way of selecting a
working palette - j u s t  click on
the colour  and the r ight-hand
bar shows what you've got

complete workscreen: As is usual with
WIMPs, i t ' s  wel l  error-t rapped and
trying to load a picture brings about
the prompt that doing so will erase the
picture currently in Workspace 1 -  OK
or Cancel?. At  every load or save, a
quick disk directory is  prov ided -  a
friendly touch. Degas also includes a
compression function which reduces
the amount of disk space your picture
takes u p  and  an  opt ion t o  defi ne
picture resolution.

Set allows alteration of the default
parameters Of  various  ma in  menu
options. Airbrus h -  defi ne size and
spraying s peed.  An ima t i on  -  s et
colour-change speed, set  animat ion
left, r ight  o r  of t ,  selec t  palet t e o f
colours to be affected. Mi r ror -  define
which way the image is to be mirrored
and distance separation. Shadow -
set parameters and shadow colour,
size and distance. Co lour -  set colour
palette: a colour can be changed by
altering t he amount  of  red,  blue or
green in it .  Colours  may  be copied
from one area of the palette to another
simply b y  dragging t hem wi t h  t he
mouse. And it is possible to define a
range o f  hues  bet ween a n y  t wo
colours - just pick colours you want to

use, leav ing a  f e w empt y  palet te
boxes b e t we e n  t h e m,  a n d  t h e
computer w i l l  w o r k  o u t  t h e
intermediate shades for you.

Make p rov ides  t h r e e  opt ions .
Mak e Fi l l ,  a l lows  t he  c reat ion o f
patterns in an enlarged window, pixel
by pixel. Make Line and Make Brush
let you define lines (so that patterned
lines can be created, for instance) and
extra brus hes ,  s h o u l d  t h e  o n e s
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 t en dif ferent  z oom
sizes accessed through the function
keys, and the result ing box  can be
moved over the area to be enlarged.
The enlarged pixel editor pic ture is
displayed on the right of screen with
the unenlarged area shown on the left.
repeating t he changes made in the
zoomed pixel editor.

CONCLUSIONS

Degas Elite is  a  very powerful and
flexible art  ut ility. Though it  comes
complete wi t h  a n  eas ily -read bu t
detailed manual, the program itself is
so easy to use that the manual soor
becomes only  a reference guide for
the odd moment  when you get stuck.

The Block  functions are extremely
powerful, 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 I've
seen. The only  real let -down is  the
cursor. This  always takes the colour
currently selected, which is fine when
working i n  areas  o f  a  contrast ing
colour b u t  n o t  s o  us ef ul  wh e n
airbrushing in an area predominantly
made up of the current colour - it's all
too easy to lose the cursor. k bet t er
choice wou ld  hav e been a  blac k
cursor (s wit c hing t o  wh i t e  wh e n
necessary).

But apart  f rom this  minor niggle.
Degas El i t e is  a  marvellous  ut ility
allowing the artist to exploit the Atari
ST's graphics capability to the full at a
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
Some years ago Apple attempted to create a computer operating system
that would  be  instant ly accessible t o  business people who  needed
computers but  c ouldn' t  c ope wi t h t he arcane complex it ies  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 point ing at  relevant
options a n d  c lick ing t he  mous e key ,  t hus  negat ing t he  need f or
complicated keyboard sequences.  Choos ing a  part icular opt ion may
- us e  a sub-menu to be pulled down containing further options, which
lay lead to yet further menus. Some selections act as toggles to switch

• inct ions on or off. Options currently selected are highlighted by inverting
• 'ie. box.

The philosophy behind Lisa was that the computer clod all the work for
c.iu. It was much friendlier than DOS. Lisa never took off, but the idea did,
,r id so did Apple's Macintosh computer which really used the system to
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•ir;c1 Pull-down menus .  Degas  Elite follows this  vogue whic h is  now
currently us ed o n  almos t  al l  popular machines,  f rom t he Spect rum
upwards.

WIMPs have had a vital part to play in the growth of Desk Top Publishing
(DIP), 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 fascinating
new field holds in store for the hobbyist and the professional, f rom both
the point of view of text and graphics.
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And of course it's courtesy of Ocean

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 selling
martial-arts simulation "Yie Ar Kung

Wouldn't that be sensational?

WELL NOW YOU CAN!
It's called...
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In the late 1990 's  the streets of New York are a  Jungle.
You a r e  the  i c e  cool  l eader  of  a  gang o f  drug crazed
terrorists. Yo u r  m a i n  g o a l  i s  t o  b e c o m e  t h e  r ichest ,

toughest and most notorious gang in the city.

GET INTO CRIME!

FREE 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:—
KR GAMES. PO BOX 11. CLEVELEYS. BLACKPOOL. LANCS FY5 2UL.



nOW TO LOSE,
A MILL ON to
DOLLARS 'n
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 Waterfieid, 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 Sim 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

— 1  —

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 horn a lot of easy
money.

The stage reached so tar is this:
Harvey ha s  s e t  u p  a  legitimate
company called Prospecta Oil, with a
holding in the North Sea. He himself
holds the majority of the shares, North

5
3

6
2

Sea Oil exploration is an exciting field.
so t he  shares ar e  standing a t  a
moderate price,  Nothi ng illegal s o
far . .

Harvey i s  i n  consultation w i th
Bernie Silverman, his equally crooked
sidekick. ' We  need a  dupe,  s a y s
Harvey, ' Ha v e  y ou dr awn u p  a
shortlist of candidates for the iob we
advertised for  a  manager  o f  t he
London office o f  Prospecta
'Yes,' says Bernie. 'Ther e are tvido
possibilities: one is not too smart, but
thanks t o  ha r d w or k  he ' s  j us t
graduated fr om Harvard Business

— 2 —

— 3 —

— 4 —

School; the other is pretty bright and
has equally good qualifications, 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.

David's instincts are too strong: he
rebuffs the stranger. What will you
have David do next? Return to 10 and
choose again.

Over di nner ,  t h e  conver sati on
naturally turns to David's present job,
and h i s  r el ati ves a r e  sui tabl y
impressed by his swift acquisition of a
managerial post. You are tempted to
do something silly like causing Uncle
Dick's toupee 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: Aunt i e  M a y  i s  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, whi l e  M a y  goe s  o f f  a n d
prepares coffee. Will you have David
use t he  opportuni ty t o  appr oach
Uncle Dick alone about investing in
Prospecta Oil (go to 11J, or Auntie May
alone (go to 39), or both together (go
to 32)?

— 5 —
Dr Robi n Oakl ey epi tomises t he
young. successful and slightly bored
GP. H e  makes smal l  ta l k  whi l e
prodding and poking at David's body,
and you have no difficulty in arousing
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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 t o an American football
match the evening before, but is free
for lunch that day, Go to 31.

-  6 -
Back in Stephen's rooms, you work
on the conversation and especially on
Stephen's mind unt il he tells Dav id
that he has recently come into a lot of
money and would like to invest it  in
this exc it ing-sounding c ompany  o f
his. Keep a note somewhere that you
have arranged f or $250,000 t o  b e
spent on Prospecta shares.

When David returns to London, he
tells S i l v e rman  a b o u t  S t ephen :
Silverman tells Harvey, and Harvey
releases a  large block  o f  his  own
shares on to the market for Stephen to
buy. The  interest  in  Prospec ta Oi l
pushes t he  share prices  u p  ev en
more. What  will David do next in his
spare t ime? Aunt ie May  is  away on
holiday n o w ,  a n d  c a n n o t  b e
contacted. Return to 10 and choose
again.

-  7 -
What lit t le he can fi nd out  does not
give him any reason to think that there
is anything wrong with the set-up. He
doesn't even c ome across Harvey
Metcalfe's name:  a s  f ar  as  h e  i s
concerned. Bernie Silverman is  t he
boss. Da v i d  wa s n ' t  l ook ing  f o r
anything fishy anyway: he thought  it
would create a good impression if  it
got back  t o Silverman that  he had
made a few inquiries. Go to 41.

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  t o  face lunch a t  a
London Club.

Again, it  takes lit t le of your skill t o
get Dr  Robin Oak ley  t o  s teer t he
conversation round to Prospecta Oil.
David has come equipped with a copy
of the geologist's report, and Robin is
suitably impres s ed.  H e  w i l l  b u y
$250,000 worth of  shares -  make a
note of this.

David tells Silverman that Robin will
invest; S i l v e r ma n  t e l l s  H a r v e y
Metcalfe; Harvey releases enough of
his own shares for Robin to snap up_
Harvey is  very happy. What  should
David d o  nex t? Return t o  1 0  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 t he hopeless task of  t ry ing t o
deflect t h e  g o o d  int ent ions  o f
someone called Bob Geldol.

— 0  —
You mus t  now infl uence Dav id 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,  s o  that  when y ou
return to this location, you know what
to do next.

Visit friends and
relatives G o  to 42

•  See the sights G o  to 22
O  Go to a

gee-new-me Harley
Street doctor G o  to 27

•  Go to a Soho
night club G o b  o 17

12 Shop in the
West End G o  to 12

12 Go to the theatre G o  to 2

If you have now pursued four courses
of action, go to 35,

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, bu t  as a diplomat I can't afford
to get  involved i n 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.

- 1 2  -
David is usually required to work even
on Saturdays -  the American work -
ethic 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 t he idea of  buy ing a
moderately priced painting for the flat
in which Prospecta house him rent-
free_ Th e  paint ing mus t n' t  b e  t oo
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_ I f  Da v i d  h a s  prev ious ly
insulted a 'dapper little Frenchman',
go to 25; otherwise; go to 38.

- 1 3 -
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 thong as friendship among humans,
you ma k e  t h e  phone  connec t ion
between them crackly and arrange for
a crossed-line conversation in Arabic
to break in once in a while. But you are
only t ry ing to be a nuisance, not  t o
prevent t he meet ing,  o f  which y ou
have high hopes.

In d u e  course,  Dav id t ravels  t o
Oxford. Stephen Bradley is a bespec-
tacled, pleasant, mild-mannered man

-  a weakling, you judge. High Table
provides the usual sumptuous fare,
and Dav id is  beginning t o get  a bit
drunk. Will you have him talk about
investing in Prospecta Oil over dinner,
so t h a t  o t h e r  pos s ib le inves tors
among the dons can Overhear (go to
20), or should he wait for the privacy
of Stephen's rooms (go to 6)?

-  14 -
Dr Vic tor Pritchard is  a  Crusty o ld
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  al low Dav id any
time t o boas t  about  Prospecta Oil.
You are disappointed, Dav id isn't  of
course, since he doesn't know what's
going on,  and is  content t o be pro-
nounced physically fit. Return to 10
and choose again.

-  15 -
'You asked f or 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 ov er  his  'shoulder. I t  doesn' t
make any sense to you, so you read
David's mind. It doesn't  make much
sense to him either, but  the bot tom
line is  that  the oil fi eld 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 i n  o n  t h e  ac t?*  as k s  Dav id.
(' Where did that idea come f rom' '
wonders. You chuck le t o  yourself.)
'No, ' says Bernie.  ' bu t  lust  let  me
know who wants to invest, and don't
spread it  around t oo muc h. '  Dav id
reckons that ment ioning Prospecta's
prospects t o  a  f ew selec t  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
interest in them, You and Dav id go
thoughtfully to 18

- 1 6 -
To your amusement, a glimmer of rec-
ognit ion begins to pass over the Fren-
chman's face,  b u t  i s  replaced b y
blankness. Then just  as  quickly, he
becomes t h e  neut ral a n d  s light ly
obsequious gallery manager.  Go t o
38

- 1 7 -
David prowls  around Soho late one
evening, peering int o shops  whic h
offer 'books and magazines' and have
strangely wo r d e d  adv ert is ement s
taped onto the windows.  There are
many basement clubs offering various
forms o f  exot ic  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 f o r  Harv ey ' s  s c heme,  a n d
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ROLEPLAY

towards a more up-market club, f re-
quented b y  businessmen,  of f -duty
politicians, a n d  altogether a  nic er
class of criminal.

Having pa id  a n  exorbitant  ent r-
ance-cum-membership f ee ,  Da v i d
sits through an unspectacular fl oor
show. He tries t o engage people in
conversation at the bar and at nearby
tables, b u t  i n  s uc h  surroundings
people a r e  reluc tant  t o  talk :  wh o
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.  Ret urn t o  1 0  a n d
Choose again,

-  18 -
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!

-  19 -
Auntie May is delighted to hear f rom
David. and invites him round for dinner
at their luxurious house. However, the
invitation i s  f or t he evening o f  27
February. after May  gets back f rom
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
to 4.

-  20 -
Stephen is upset at the change a few
years have wrought  in his friend: he
reckons that  Dav id is  drink ing t oo
much, and gett ing big-headed about
his 'success' in business, You try to
insinuate y ours elf  i n t o  St ephen's
mind, t o  get  him t o ignore Dav id'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.

-  21 -

he thinks. 'Haro work  beats natural
talent any day of the week. After all,
I've been of fered a  plum lob in an
exciting company  while some of  my
cleverer f e l low graduates  a re  s t i l l
unemployed. ' Trus t  you t o  use the
opportunity for instilling a bit of the sin
of pride! It occurs to David to investi-
gate the company before accept ing
the lob. Will you let him do so (go to 7)
or not (go to 30)?

-  22 -
David v is i t s  mus eums ,  gal leries ,
HMS Belfast, the Tower of  London,
Madame Tus s aud's ,  Buc k ingham
Palace and 10 Downing Street.  No
opportunit ies present themselves for
furthering Harvey 's  ingenious  lit t le
plan. Moreover,  you and David both
detect that Bernie Silverman is getting
impatient wit h David,  as  if  he were
somehow not  fulfi lling his  expecta-
tions. Will you risk one last trip, to the
Houses o f  Parliament ,  wh ic h  y o u
reckon 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)?

-  23 —
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).

-  24 —
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 s how,  a n d  Dav id t ells  J ames
about Prospec ta Oi l  and  i t s  pros -
pects. The very next day. James buys
$300,000 worth of shares, which Har-
vey, when he heard f rom Bernie Sil-
verman (who had been told in all inno-
cence by  David) what  was going on,
released ont o t he market .  Dav id is
playing his  part  very well,  thanks to
you. Note somewhere that $300,000
worth of  shares have been bought .
Harvey is  get t ing 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 c lub 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 sod of
thing. Are you quick enough? Gener-
ate a number.  On 1-3,  go to 38; on
4-6, go to 16

-  26 -

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 talk ing s et s  of f  bas s  drums
inside his  head. Once lunch is over.
return to 10 and choose again.

-  27 —
As far as you or David know, there's
nothing t o  tell between one Harley
Street doc t o r  a n d  another.  A l t e r
eliminating t h e  spec ialis ts ,  Da v i d
plumps for either Dr A Oakley or Dr
V Pritchard. Bot h are general prac-
titioners and c ould give Dav id t he
physical check -up he likes t o have
once in a while. Will he choose Dr Oak-
ley (go to 5) or Or Pritchard (go to VI)?

-  28 —
Stephen will have nothing further to
do with David. He feels a niggle in his
mind that  Dav id has  been try ing t o
manipulate him (actually, it was you!).
They part  on c ool terms. What  wil l
David d o  nex t  i n  his  s pare t ime?
Auntie May  is away on holiday now.
and cannot  be contacted. Return to
10 and choose again.

- 2 9  —
David is lucky: he manages to get hold
of a returned ticket for the hit musical
Mice, i n  wh i c h  p e o p l e  pranc ing
around the stage in mouse costumes,
looking for cheese, are supposed to
represent man's eternal quest for sell-
fulfilment. 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 y e t .  And by
now Harv ey  Met c alf e h a s  dis ap-
peared from view: Bernie Silverman is
the boss as far as David is concerned.
Go to 41.

-  31 -
David is  a fan of  American football.
and es pec ia l l y  o f  t h e  B o s t o n
Bulldogs, who are over in London for
a demonst rat ion match against  the
Chicago Crunchers. He has a couple
of strong mart inis before the match,
to get  himself  into t he mood,  and
takes a six-pack of New Amsterdam
beer into the match with him.

David starts to get rather drunk. You
know that  t he dev il wh o  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
it is odd, go to 28: if it is even. go to 8.

Midrib
— %SA —

The next day, Dav id is  so hungover
that, while he makes it to Robin's club Over 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 Oil 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 were saving all our money for
a sweet  lit t le house in Boston when
we go back -  aren't  we,  Dick?'  she
adds with a significant glance at her
husband. You gather f rom the vibes
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.

— 33 —
You decide to make this more than a
tourist t r ip,  a n d  y o u  hav e  Dav id
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 Dav id eagerly  await
developments -  but  these are not
quite what  you expect.  Prospecta's
licence t o  explore the North Sea is
revoked a n d  t h e  c ompany  f olds .
David hopes that Bernie never discov-
ers why this happened. You'll have to
face Old Nick; David's lucky not to be
facing the Old Bill.

— 34 —
The major Stock Exchanges in Lon-
don_ To k y o  a n d  N e w  Y o r k  a r e
extremely sensitive to the quality of a
company. Th e  appointment  o f  t he
shady Arnold Klausberg does  not
inspire them with confidence in Pros-
pecta Oil. Accordingly, the share price
fails to rise a n d  Harvey's plan is
doomed. As for you, Old Nick will have
you overseeing piggy-bank robberies
for the next eon or two!

— 35 —
To David's  horror, but  your satisfac-
tion, Dav id goes  into work  the next
Monday t o  fi nd t he  offi ce c los ed
down. It emerges that the whole com-
pany was  a  f ront  f or a  fraud_ The
geologist's report was a fake, to gen-
erate interest in the company, so that
share prices rose. Harvey could then
sell his worthless shares for a lot  of
money_ Harvey  was  never direc t ly
involved, and cannot be incriminated:
Bernie Silverman is  nowhere t o be
found; David realises that he has been
used as a pawn - he flees the country.
his future bleak.

How ma n y  do l la rs  h a v e  y o u ,
through David, arranged to be spent
on Prospec ta Oi l  shares  -  shares
which, when news reaches the City of
the company's collapse, are more or
less worthless? If you had no success
at all, go to 18; if you had some suc-
cess, but less than 61,000.000 worth,

go to 9: if  you managed to rip-off  of
61.000,000, go to 43.

— 36—
The Frenc hman 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 expedit ion_ Ret urn t o  10
and choose again.

— 37 —
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 t he man,  i n  what  s ounds  t o
David's American ears like a parody
of upper-c lass English. ' I  say,' con-
tinues the stranger, 'can I buy you a
drink t o apologise?' This looks like a
good opportunity to you. but David's
instinct to refuse is very strong, since
his mother taught him never to accept
gifts f r o m s t rangers .  I s  i t  s t rong
enough to overcome your malic ious
influence? Generate a number. On 1-
2, go to 3; on 3-6, go to 24,

— 38 —
The owner of  the gallery introduces
himself as Jean-Pierre Lamanns and
hovers near David. As David browses
around the shop, Lamanns comments
on part icular art is ts and paint ings.
David chooses a tasteful nude for his
bedroom. While the paint ing is being
packed, Jean-Pierre and David chat.
Jean-Pierre soon learns what  Dav id
does and that  he would be wise to
invest in Prospecta Oil shares. Note
somewhere that  he buys  6200,000
worth of shares.

When Harvey hears that Lamanns's
stockbrokers are looking for a sub-
stantial block of shares, he prompt ly
releases enough of his own onto the
market. Harvey is enjoying himself  -
like tak ing candy  f rom a  baby,  he
thinks. Return to 10 and choose a next
course of action for David.

— 39 —
To Dick 's intense disapproval, when
May gets  up and leaves t he 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 Italy. Return to 10 and
choose again.

— 40 —
David books a seat to see the hit mus-
ical Mece, in which people pranc ing

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  t he 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.)

(3) Just this once, you can return to
10, pursue another course of action,
and then, the next t ime you go to 10,
you can take up the theatre opt ion
again. I f  y ou d o  this,  y ou c an g o
straight to 37 (take a note of that loca-
tion number),  when y ou 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 t o you now,  but  it  will if  you
come across the relevant situation.).

— 41 —
David accepts the lob of office man-
ager of Prospecta Oil's London office
-  Prospecta Oil's only office, in fact,
but Dav id isn't to know that. This  is
David's first visit to London. and there
are lots of thinks he wants to do. Top
of the list are things like seeing the
sights, visit ing 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 opportunit ies for Har-
vey's plan to succeed? While you (and
David) are mulling over what  t o  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 other hand, there is Stephen Brad-
ley, now a research fellow at Magda-
len College, Oxford. who was a friend
in Dav id's  student days at  Harvard.
Who will you have David visa: Auntie
May (go to 19) or Stephen Bradley (go
to 13 ) /  I f  Dav id has  been t o  t he
theatre, go to 23.

— 43 —
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 k e e p  h i s  money ?  No t  i f
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
OUR GREAT GAMES - VOLUME 2

'Microvalue 2 follows on from the phenomenally
successful first release with the quality and

- value of games better than ever.
CBM84
PYJAMARAMA
PHANTOM
SPECTRUM
BATTLE OF THE PLANETS
DISC OF DEATH
AMSTRAD
BATTLE OF THE PLANETS
FUTURE SHOCK
ELECTRON
MOUSETRAP
THE GREAT WALL
MSX
EUROPEAN GAMES
CETUS
ATARI XUXE
WHO DARES WINS II
SPACE HAWK
CBM CI6/4-4
JET SET WILLY I
LAWN TENNIS

FROSTBYTI
TOP DUCK

STAINLESS STEEL
BUBBLE RUN

STAINLESS STEEL
TUTS PYRAMID

MEGA FORCE
GUNSMOKE

QUASAR
BILLY BOPPER

MOUSETRAP
KILLER CYCLE

WORLD CUP
RAFFLES
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UPER P

N • TYNE &WEAR NE21 4TE • TEL: 091 4144611



CALL IT A SEQUEL...
AND YOU'LL LAND UP FLAT ON YOUR BACK.

l e n

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 (1.999) and Disk (C12 99) Coming soon tor Spectrum and Amstrad home computers

Marl Order Activision (UK) Ltd, Units 3 & 4 Lloyds Close, Finedon Road Industrial Estate, Wellingborough, Norinampton NN8 4FR, Tel (09331 76768
Access, Visa and AmencEtn Express Cards welcome





Role-Playing Games first came into being around 1974, and
since then hundreds o f thousands o f enthusiasts have put
millions of orcs to the sword and liberated dozens of planets
from the clutches o f evil Federations. Whilst other yarning
crazes have been forgotten, the numbers of role-playing garners
and the range o f 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 Di 0 and an orc
from a hobgoblin, read on

he first t rue role-playing game,
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now i n  ex is tence,  wa s  TS R
Hobbles 's  Du n g e o n s  A n d
Dragons. This in turn had been

developed f r o m  s ingle-c harac t er
wargame rules coded by TSR founder
Gary Gygax, who must therefore go
down in history as the inventor of the
RPG. Remark ably ,  M D  a n d  i t s
various e x p a n d e d  v e r s i o n s
(Advanced and Expert  CAD) remain
the single most popular RPG system.

D&D i s  set  i n  a  vaguely-defi ned
fantasy wo r l d  i n  wh i c h  humans
coexist with other intelligent species
and monst rous  beasts drawn f rom
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sources ranging f rom Norse myth to
Tolkien. PCs  belong t o  a  part icular
'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 cast ing spells, and fi ghters good
at , • we l l ,  fighting.

As t h e i r  adv en t u r i ng  c a r e e r
progresses, P C s  g a i n  ex perienc e
points b y  fi nd i ng  t reas ure  a n d
defeating enemies. Sufficient of these
increases t h e i r  ex per ienc e lev e l ,
resulting in an improvement  in their
skills. T h e  c o m b a t  s y s t e m i s
straightforward -  charac ters  a n d

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 .  .

E FANTASY

John Woods
takes a look at

some of the
best-known
Role-Playing
Games and

explains why
they have been
so consistently

popular for
well over a

decade.

monsters have hit  points  which are
lost when injured. When none are left,
the character dies.

The overall f eel o f  DenD i s  very
simple, the only complicat ing factor
being the need for frequent reference
to tables to determine the results of
combat and other actions. This  can
spoil t he  game atmosphere:  ' Let ' s
see G a n d a l f  as  an u m
twelfth-level magic  user needs . .
uh . fi v e  or more to hit the troll',

This simplicity was well-suited to a
typical early RPG scenario, which was
very muc h of  the dungeon bashing
type. Play ers  wo u l d  us ual ly  fi n d
themselves exploring an underground
complex o f  r o o m s  a n d  c a v e s
populated by  a bizarre collect ion of
monsters w h i c h  o f t e n  h a d  n o
compelling reason for their existence.
But though simplistic, gaming of that
sort could still be great fun and D&D
was a  rapid success. The range of
material cont inues to expand today,
with a  very large select ion of  of ten
excellent prewrit ten adventures and a
long (in my  opinion t oo long) list of
rulebooks. D&D is also making its way
onto computer,  SSI have licensed the
game and  p lan t o  br ing ou t  bot h
computerised gamep lay  a i d s  ( t o



replace some of  those tables) and a
role-playing type game.

OUT OF THE CLOSET
After a  y ear o r  t wo  underground.
RPGers left the dungeon and games
started to appear set in an enormous
variety of  worlds.  Just  as  M D  had
drawn inspiration from fantasy fiction.
some n e w  RPGs  we r e  bas ed i n
science fiction. The first of  the t o
take o f f  w a s  G a m e  Desi gner '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 wi l l ,  Trav el ler inc luded highly -
detailed background material as well
as rules. There are a lot of advantages
to this approach, s ince it  allows an
adventure to be set in a universe of
great complexity without requiring the

GM t o  s p e n d  we e k s  prepar ing
background mat erial,  y e t  does n ' t
prevent an inventive GM f rom using
self-created material if preferred. This
wealth o f  detail,  c ombined wi t h  a
simple rules system and a very large
selection of commercial supplements
and adventures, has kept Traveller in
posit ion as the most popular game of
its type.

CHARACTER ABILMES
There a r e  several o t her  excellent
games inspired by  t he St ar Aiars"
EE Doc Smith school of SF, but none
has bec ome vas t ly  successful.  O f
note are Space Opera, whose highly
detailed r u l e s  s y s t e m pe rmi t t ed
virtually a n y  S F  i d e a  t o  b e
incorporated, but  which was lust too
complex f o r  mo s t  garners ,  a n d
Chaos ium's  Ringworla an excellent
RPG t rans lat ion o f  Larry  Niv en' s

WHAT I A  ROLE-PLAYING GANN?
Role-playing games  wil l  be familiar t o mos t  readers  of  THE GAMES
MACHINE. But rf you have somehow escaped their influence, here's an
outline of what all the fuss is about, and some explanations.

RPGs can be played by any number from two upwards, with the best
size tor a group being around four to eight people. Unlike other games
there is no deck of cards and no board. Instead of competing against each
other to determine winners and losers, the players participate in a dramatic
adventure set in almost any time and place they care to imagine - a quest
for treasure in a Tolkien-like world of goblins, dragons and magic: a battle
against the perps of Megacity One alongside Judges Dredd and Anderson:
an invest igat ion o f  ghos t ly  apparit ions  i n  Vic torian London;  o r  t he
exploration of a newly-discovered planet in the far reaches of the galaxy.

One of the players has the crucial Job of being referee (usually known as
the Games  Mas ter or GM) who creates the setting of the story that is to
take place and determines the subsequent progress of  the adventure,
according to both a preplanned plotline and what the other players attempt
to do. The rest of the group take the roles of part icular beings within the
game -  warriors.  warlocks,  samurai,  space marines.  superheroes or
whatever. Thes e  P lay er  Charac t ers  o r  P Cs  (meaning charac ters
controlled by the players rather than the GM) usually form a group that
cooperates to achieve some common goal rather than compet ing against
one another.

Each player has  a  writ ten record (charac ter sheet ) describing t he
abilities and skills of their PC as specified in the rules of the particular RPG
in use. These abilities determine such characteristics as the strength and
intelligence of  a PC, his iher/ its skill at  fight ing or jumping or pilot ing a
spaceship and so on. The init ial skills of  a PC are usually determined
randomly as  laid down  in t he c harac t er generat ion sect ion o f  t he
rulebook, but if a PC has survived previous adventures the sill levels will
have been improved by experience.

The GM starts the adventure by describing to the players where the PCs
find themselves and usually by giving some sort of  introduct ion to lead
them into the action: 'You hear a rumour that a great treasure hoard is
hidden somewhere in the mountains', perhaps, or the even more subtle:
'Suddenly you are surrounded by 20 fully-armed space marines . . ,  they
look kinda angry '  From then on, each player tells the GM what his or
her PC is trying to do The GM decides whether they succeed or fail in any
given act ion by  a combinat ion of  common sense, art ist ic licence and
occasional reference to the rulebook.

The GM also takes the role of any other beings they run into along the
way, these being known as NPCs  (non-player characters). How this all
works out  is best  seen by example -  see 'Sample Of Play'. The game
continues in this way until the session is brought  to an end by the final
success or failure of the group's quest, or by the coming of  morning or
opening t ime.  Surv iv ing PCs  go on t o  adventure again another day,
perhaps with new skills and possessions gained through their endeavours.

The only items needed to play an RPG are a copy of the rulebook, pens
and paper for record keeping and a handful of  those funny many-s ided
dice. Only the GM really needs to be familiar with the full game rules, but
other players may  want  their own copy.  Many  games  have separate
rulebooks for players and GMs. Other optional extras are miniature metal
figures and floorplans to represent characters and scenery, and luxunes
such as preprinted character sheets. There are also a large number of
()rewritten adventures and scenarios available for all the popular rules
systems. and these can be a real boon for busy or lazy GMs• The quality
of these adventures vanes greatly, but many of them are truly excellent,

• h u m a n s
coexist with
other intelli-
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and monstrous
beasts drawn
from sources
ranging from
Norse myth to

Tolkien.

series of the same title.
At the same time that Traveller was

becoming popular,  o t he r  fantasy -
based RP G s  w e r e  emerg ing  t o
challenge MD.  Many have long since
been forgot ten,  bu t  t he handful o f
survivors st ill around today includes
Flying Buffalo's Tunnels And Trolls -
best known for its solo adventure -
and m y  o w n  pers onal  f av ouri t e
fantasy RPG,  PuneOuest.  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 RuneQues t  was  set
firmly in Greg Stafford's unusual and
enormously-detailed fantasy world of
Glorantha. M u c h  e x c e l l e n t
commercial material was available for
the set t ing,  inc luding poss ibly  t he
best campaign pack of all time, Griffin
Mountain, The current print ing of the
rules has moved from Glorantha into a
fantasy Roman Europe. But in spite of
the change,  t he  underlying rules
system has altered very little. Its great
strength lies  on the system used to
detail c h a r a c t e r  ab i l i t i es .  A n y
character can be skilled in any field.
be i t  spell cast ing, weapon use or
potion brewing,  and skills  increase
through experience in a much more
realistic w a y  t h a n  D& D ' s  L e v e l
system. Rules are structured in a way
that makes addit ions and alternatives
very simple, so Rune Quest is an ideal
system for those who wish to set a
campaign in their own fantasy world.
The range of prewrit ten adventures in
print at  the moment  is much smaller
than i n  t he past,  but  is  expanding
again fast.

SAMPLE OF PLAY
To give some idea of the feel of an RPG. here's a brief extract from a typical
game session. The setting is that of Call Of Cthulu. Daphne, Reggie and
Batty (played by Sarah. Peter and Tony) are three intrepid explorers who
have been contac ted by  t he enigmat ic  Professor Magis ter (an NPC
controlled by the GM). He has told them of a long-lost temple devoted to
an unknown god and has given Reggie an ancient amulet  supposedly
associated with the temple. Spurred on by the hope of adventure, fame
and fortune our three heroes have accompanied the Professor to the South
American jungle.  As  they have progressed s lowly  towards  their goat,
Reggie has been increasingly troubled by vivid nightmares about a many-
tentacled monster. .

GM: After another two hours of hacking your way through the jungle. the
Professor calls a halt. The heat and humidity are more overpowering than
ever
Tony (as Batty): 'My God, Reggie, is there no end to this jungle?•
GM (as Professor):  'According to my calculations, the temple should be
within a few hundred yards of here.'
Sarah: Daphne looks around carefully.
GM: (Rolls  dice) She catches sight of  a strangely-shaped stone figure
sticking out f rom the undergrowth.
Sarah (as Daphne): 'I say, chaps, look Over there!'
Peter: Reggie makes his way towards it.
GM: As you approach, you see the figure is exactly like the strange amulet.
(Rolls dice)
Tony (as Batty): 'Careful. Reggie! I smell a rat!'
GM (malic iously):  Reggie. distracted by Batty's shout you fail to notice a
concealed pitfall ahead of you. You fall about ten feet into darkness
Sarah (as Daphne):  Reggie! Eeekl
GM (to Peter): As you start to pick yourself up, you hear a distant slithering
sound.
Peter (as Reggie): 'My God! The tentacles •
(Many scenes of unspeakable horror ensue).
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'TWIXT AND 'TWEEN
An honourable ment ion in the list of
less successful fantasy games must
go to the feudal Chivalry And Sorcery
from Fantasy G a m e s  Unl imi ted,
which still has  a small but  fanatical
band o f  devotees at t racted by  t he
comprehensive rules  system. More
popular, though still a minority game,
is ICE's Middle Earth Role-Playing -
an RPG recreation of  Tolkien's Lord
Of The Rings  wor ld  wi t h  a  large
selection o f  supplements  prov iding
great detail of  places such as Mona
and Isengard. It polarises Tolkien tans
into those who love it and those who
view it as blasphemous!

Finally, a relative newcomer to the
fantasy m a r k e t  i s  G a m e s
Workshop's  Warhammer  Fant as y
Role-Play which I 've given a  more
detailed review of elsewhere.

For a  long t ime 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 ment ion a few, so
apologies if your favourite isn't listed!

First to appear were games set in
realistic historical settings -  Bushido
and Flas h ing  B lades  a r e  FG U' s
games of Imperial Japan and France
of the Three Musketeers respectively,
Then c a m e  a  wh o l e  r a n g e  o f
superhero games  in  whic h players
could masquerade as their favourite
comic hero(ine) in their fight against
crime M a r v e l  Superheros  a n d
Champions, for instance.

In a  s light ly  dif f erent  c at egory
comes G a m e s  W o r k s h o p ' s
wonderful Judge Oredd a  real must
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the thrill of
playing a really

good etholu
scenario has to
be experienced
to be believed.

WARHAMMER
FANTASY
ROLEPLAY
Games Workshop
f14•95 for hardback rulebook (366pp)
Supplements from around f6•95

The appearanc e o f  t h e  ru les  i s
excellent, wi t h everything you need
both t o  p lay  a n d  G M  t h e  g a me
contained in a heavy, well-illustrated
hardback. Th e  us e  o f  imaginat ive
typefaces adds to the overall quality,
which is only marred by a number of
silly typos - get a proof-reader Games
Workshop!

The rules themselves have evolved
directly f r o m  G W ' s  Wa r t i a mme r
fantasy wargaming system, and are
compat ible with it. So your favourite
character c a n  a d v e n t u r e
independently or,  i f  y ou have bot h
games. l e a d  armies  i n t o  p i t c hed

for fans of the 2000 AD comic-strip,
and anyone else who enjoys the idea
of dispensing justice in a futuristic city
with a unique blend of  violence and
sardonic wi t .  Inc identally .  G a me s
Workshop was set to convert Judge
Dredd into a computer game but their
hasty exit  f rom sof tware product ion
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 writ ings
of HP  Lovecraft. I n the game,  dark
forces o f  horrible power are latent
within the world, and players take the
roles of  unsuspecting investigators
who s t u m b l e  u p o n  t h e i r
manifestations. Or iginal ly s e t  i n
America o f  t h e  T w e n t i e s .
supplements are now available t or
other t imes and places. To maintain
Lovecraft's s i n i s t e r  a t mo s p h e r e
requires a high degree of GM skill, but
the thrill o f  play ing a  really  good
Cthulu scenario, as your character's
sanity is gradually undermined, has to
be experienced t o be believed. The
prewhtten adventures for this game
are amongst the best around.

Last but  not  least in this whis t le-
stop t our  o f  today 's  RPGs  c omes
Paranoia from We s t  E nd 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

"  ames Workshop have in the past been best known for
r  their UK editions o f  other companies' RPGs, such as1 Rune Quest and Paranoia. But they write their own rules

too, o f 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, I feel it is worth reviewing here.

battles. However, this has meant that
the rules system of WHFRP is rather
more simplistic than one might expect
for a modem game,  owing more t o
Di&D than to say RuneOuest or MERP.

Characters improve their skills by
gaining ex per ienc e po in t s  wh i c h
allows t hem t o  adv anc e i n  way s
determined by  their chosen career.
Thus a  PC who is a physician may
improve intelligence or dexterity, or
team healing and drug-mak ing skill.
This sounds  good in princ iple,  but
soon becomes unrealistic in play: 'I
want to improve my initiative, so I'll
become a highwayman! '

survivors o f  a  f ut ure holocaus t  -
trouble is  what  they invariably lino
and s hot  is  what  they  usually  get
Fortunately. c omput er  game-s ty le,
each c harac t er  h a s  fi v e  c lones
available in case of rapid demise, and
these are frequently needed. Fear and
Ignorance a r e  t h e  k ey words  f o r
Paranoia referees, and a skillful GM
can soon have the players mistrusting
each o t her  ev en mo r e  t han t heir
hostile surroundings and the Insane
computer. Par anoi a i s  gr eat fun.
unique, and a real ant idote to over
serious gaming

SIMPLE OR COMPLEX
So wh y  hav e RPGs  been s uc h a
success s tory? I  suppose a  prime
reason must  be the general feeling of
fun a gaming session generates. With
no winners  o r  losers,  players  c an
forget c o m p e t i t i o n  a m o n g s t
themselves a n d  l u s t  i m m e r s e
themselves i n  t h e  g a m e ' s
atmosphere. Fo r  t he  players ,  a n d
especially for the GM. an RPG gives a
chance to be creative in an informal
way. t o put  on funny voices and t o
escape into a fantasy adventure in a
world t ha t  t hey  hav e  themselves
shaped. And unlike most games, they
can be as simple or complex as you
like and can be played for any length
of t ime from a few minutes upwards.
There's no Iboard to set up and no disk
or cassette to load!

So to all of you who have never tried
role-playing, w h y  n o t  fi n d  s o me
friends who are interested and give it
a go? You have nothing to lose but
your hit points!

The Com ba t  system,  t o o ,  i s
simplistic, w i t h characters be i ng
either alive or dead instead of being
gradually iniured.  A n d  t h e  mag ic
spells a v a i l a b l e  t o  c h a r a c t e r
magicians don' t  s eem 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 G M isn't
restricted by historical accuracy.

A n u m b e r  o f  a d v e n t u r e
supplements are currently available,
with each forming part of a Continuing
campaign. The two I've played. The
Enemy Wit hin and Shadows  Ov er
Bogenhafen have been excellent in
their detail and physical quality, but
rather lacking in scope for skillful play

the PCs have little choice but to be
swept a l ong  b y  t h e  events ,  a n d
there's lit t le help for t he GM if  t he
players w a n t  t o  t r y  s omet h ing
unusual.

In c onc lus ion:  probab ly  n o t  a
system w i t h m uc h t o  of fer  t he
experienced R P G e r ,  b u t
straightforward and detailed enough
to give good value t o beginners or
those mo v i n g  i n t o  P P G s  f r o m
wargaming T h e  ru lebook  h a s  a
rushed feel to it .  with some sections
ill-organised and  several misprints.
Worth a look, especially if availability
of g o o d  v a l u e ,  unc ompl i c a t ed
scenarios is important to you.
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Wars ()roped, the battle in space
has been going on for several
years, a n d  t h e  lat es t  H i g h
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 t o  Ams t erdam o r  Paris  o r
Dusseldorf or  Copenhagen.  you will
be amazed a t  t he nonchalance o f
European teleheads, as they flick from
the UK football results t o the world
news live f rom Atlanta. t o the latest
pop videos, to a dose of soft porn, to
the B ig  Rac e a t  Longchamps .  t o
Doctor W h o ,  t o  t h e  M o s c o w
Philharmonic. to Beverly Hills Cop 2,
to an Optrex eye-bath and a couple of
Anadins. Meanwhile, back in the Thirdet&

World o f  Andover o r  Pontefract  o r
Dundee o r  Covent ry ,  w e  gloomily
discover t hat  there's  nothing wort h
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 f rom the skies, and countries
like Holland and Belgium already offer
up to 17 choices, including ITV. BBCs
One a n d  T w o  a n d  Ch a n n e l  4 .
Meanwhile, over in the States, up to
32 channels are on offer. A wise man,
probably myself,  once said that  we
used t o  hav e t he choice bet ween
garbage on BBC and dross on ITV.
but w i t h  t h e  adv ent  o f  satell it e
television we' v e got  t he  choice o f
garbage from Europe and dross from
the US A .  ( O n  s ec ond  t hought s ,
maybe Harold Wilson said that.) But
this at t itude is  very s implist ic.  The

we've gut
the choice of
garbage from

Europe and
dross from the

USA.

WHAT HARDWARE DO I
NEED?
Not a lot. Your existing TN, will show
the pictures and play the sounds. Your
existing v i d e o  w i l l  r e c o r d  t h e
programmes. Because your existing
aerial is  designed to pick up signals
from ground-based transmitters, and
is pointed at the nearest tower block,

choice is incredibly varied, and these
days it is almost impossible not to find
something of  interest being beamed
down at us 24 hours a day,

WHAT ON EARTH IS
SATELLITE TV?

FUTURE

Good question. The answer is, it's riot
on Earth at all. Unlike ground station
transmissions and  c able networks,
S W broadcas ts  aud io  a n d  v ideo
signals f rom geostat ionary satellites
(bits o f  hardware i n  fi xed-pos it ion
orbits.) Th e r e  a r e  t w o  o f  t hes e
satellites w h i c h  c o n c e r n  u s ,
INTELSAT VF-11,  a n d  t he  equally
catchy named EUTELSAT ECS F-1.

WHO CAN RECEIVE ME
SIGNALS?
You can, mate, unless you live in the
west of  Ireland, in which case you'll
need a  receiv ing dish the size of  a
cartwheel and a reinforced root  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 to
early blindness.

ARE YOU RECEIVING ME?
•-••   I N T E L S A T  recept ion f rom 1500mm dish
- -  - -  INTELSAT recept ion f rom 1800mm dish

EUTELSAT recept ion f rom 1200mm dish
ELITELSAT recept ion f rom 1500mm dish

'7
6

1
1

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 b o x  t o  uns c ramble c ert ain
channels, b e c a u s e  a  l o a d  o f
spoilsports a n d  breadheads  hav e
decided t o  e n c o d e  t h e i r
transmissions and charge you for the
privilege of decoding them.

TGM T X  DATE: 12-87107/1 48



FUTURE

WHAT WILL IT COST ME?

I wish I could tell you, but the answer
to this lit t le poser is a bit  complex. I
know a young gent who has built  his
own satellite dish and decoder for
E293 (including VAT), from a boxful of
components that he bought f rom an
electronic store. On the other hand, I
also know a rich moron who went Out
and spent one and a half grand on a
ooncy sys tem which performs  very
well Indeed.

Readers of THE GAMES MACHINE,
being a discerning bunch of  people,
would probably  opt  f or an of f -the-
shelf system retailing at  about  E425
(plus VAT). Chances  are that  within
two years there will be 50 channels on
tap, Amstrad will be fl ogging dishes
and decoders  f or £199.  and s ome
smartarse will be  advert ising in the
small ads  o f  c omput er may s  t he
circuit diagrams  o f  a  do-it -yourself
decoder a n d  a  dus t b in - l id - t o -
satellite-dish conversion for a fiver.

You will also need a special licence
to receive STV. although disguis ing
your receiving dish as a circular roof
cat would overcome this. But  don' t
panic, your Post Office should have
Licence Form TWO,  and it only costs
ten quid FOR LIFE! (Buy now before
government loonies wise up.).

WHAT ELSE 001 NEED TO
KNOW?

Quite a lot  realty. Firstly, just like the
early day s  o f  television, a n d  t hen
video, there area load of cowboys and
rip-off merchants out there, who will
try and  exploit  t he would-be STV
viewer. You don't  need their advice.
Honest. II you can't work out where to
site your receiving dish, and how to
plug the cable into your aerial socket,
then y o u  a r e  reading t h e  wr o n g
magazine. Try  The Beano, or if that's
too hard, The Daily Telegraph,

Depending o n  wh e r e  y o u  l iv e,
opt imum recept ion will be with your
dish angled between 25'' and 30.  and
pointing 2 7
1
b °  
d e g r
e e s  
w e
s t  
o
f  
d
u
e

south (Intelsat), o r  13 eas t  o f  due
south (Eutelsat).

Those clever Japanese chaps have
just come out with a flat dish receiver,
complete w i t h  a l l  t h e  elec t ronic
hardware bui l t  in,  wh ic h picks  u p
anything f r o m c ruis e mis s i le b u s
routes to The Benny Hill Show, thanks
to armchair steering for its angle of
dangle. A  pric e o f  1225 i s  being
seriously dis cussed f o r  t h e  near
future, but  I've got  this strange litt le
noise i n  m y  h e a d  t h a t  s ounds ;
something l i k e  ' MSX-MSX-MS)C,
which I can't quite explain.

Some greedy folks will try and get
you t o pay  extra f or watching their
discharges f r o m heaven,  a n d  n o
doubt several thousand hackers and
boffins wi l l  at t empt  t o  c hange t he
rules of the game. Other greedy folk
will let you watch for free, and instead
make y ou suf fer great  wadges  o f
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  except ion religious
fanatics, p e r v e r t s ,  g o v e r n me n t
agencies, insuf ferable bores  o r  a l l
four.
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• a load of
spoilsports

!ncode trans
missions and

charge you for
the privi lege of

decoding
them.

EUTELSAT CHANNELS
Super Channel/Musicbox
Sky Channel
Europa
TV5
Filmnet
Teleolub
Sat-1
RAI-Uno
RTL (East Spot)
World Net
WPN
3-Sat
Visnews

Okay, you've got  a few facts, a few
more figures and you've already done
my pithy  lit t le Triv ia Quiz ins ide the
Back Cover; what  you need now is an
unbiased review of the STV channels
available in your very own home,  at
this very moment  In t he space-t ime
continuum. How can I refuse you? So
here it is, the ultimate guide to satellite
entertainment, f ree f rom flavourings,
preservatives and artificial colouring_
Almost.

SUPERCHANNEL —
MUSICBOX

Owned b y  Rober t  t h e  Fa t  M a n
Maxwell,  a n d  s u n d r y  o t h e r
opportunists, Superchannel is  a  bit
like a Brit ish t imewarp.  Archive stuff
like Few/1y Towers. Doctor Who, Alio
Alto, &ekes  7, Emerdale Farm J im
Fix It and The Muppets is balanced by
prerelease pop  v ideos  whic h don' t
arrive in the UK for yonks. The illusion
of t imewarp is  completed by  hour-
long bulletins of the ITN News_ Movies
tend to be the sort of blockbuster and
box-office hits that  are in the v ideo
rental To p  Twenty .  Th e  Benny  Hil l
Show pollutes the airwaves regularly.

SKY CHANNEL

Funded by Rupert Dirty Murdoch, and
right now the mos t  popular satellite
channel i n  Europe.  Unbel iev able
amounts of crummy Australian soaps
dominate t h e  scheduling,  c los ely
followed by unbelievable amounts of
crummy Americ an Soaps .  Serials ,
movies and sport  make up the rest of
the o u t p u t ,  a n d  S k y  i s  t h e
downmarket  equivalent of MurdoCh's
crummy newspapers.

EUROPA

Difficult to comment  on this one, as it

HO
HATI

INTELSAT CHANNELS
Lifestyle
Premiere
Screen Sport
The Children's Channel
The Arts Channel
w r y  Europe
CNN (Cable New Network)
Intelfax
Reuters

doesn't seem to be broadcast ing at
the moment. Lovely little logo though.

11/-5

French language upmarket  service,
generously ladled wit h internat ional
news. Half decent music programmes
and h a l f  indec ent  ent ert ainment
shows. I 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
sport, a l mo s t  a l l  w i t h  Eng l i s h
soundtracks a n d  Du t c h  subt it les .
Adventurous s c h e d u l i n g  o f t e n
provides superb entertainment. Most
titles a r e  reasonably  u p  t o  dat e.
Recommended, and it 's  24 hours  a
day.

TELECLUB
Swiss-German movie channel, which
is really interesting for all the Swiss-
German mov ie fans among us. Also
favours s of t  porn,  wh i c h  i s  really
interesting to some others.

SAT-1

Twin channel German output .  One
provides t he usual ITV-type mix  of
entertainment, sports  coverage and
news_ t h e  o t h e r  a t t e mp t s  t o
entertainment, sports  coverage and
news, the other attempts to entertain
the American Occupying Forces, and
fails

RAI-UNO

The I t al ian equivalent  t o  BBC-1,
soaps, news, sport, movies and some
of the most amazing game shows you



will ever suffer. As it 's state run, you
will be denied the dubious pleasure of
watching t h e  amt eur porno muc h
loved by Italian pirate broadcasters.

irn. (EAST SPOT)
From t he makers  who brought  you
good o r  Rad io  Luxembourg,  t h is
French language station broadcasts
for about  fi ve hours  a  day,  and is
extremely missable.

WORLD NET

The very worst form of American Reli-
gious holy-roller garbage, of the 'send
us $100 or you'll bum in the bot tom-
less pit• variety. Bloody hell!

WPN

Equally horrifi c  American garbage,
this t ime pumped out  by  the State
Department. Eight  hours  a  day  o f
Yank propaganda 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 ' s er ious '  c hannel .
with in-depth news and analysis, and
the occas ional entertaiment  p rog -
ramme t ha t  s l ips  i n  b y  mis take.
Recommended if  you want  t o learn
German, no t  rec ommended i f  y ou
want to stay awake.

VISNEWS

IA

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

THE FUTURE
Technical Predictions
Everyone will go satellite eventually.
Next year 600mm dishes will arrive
which work  as  well as  the exist ing
monsters. By  1990 you'll be able to
pick up a little satelite dish and a sim-
ple p lug- in  b o x  f r o m mo s t  T V
suppliers, and STV rental will become
common. Within five years, dirt cheap,
flat-dish receivers will fl ood the mar-
ket, capable o f  receiv ing any thing
being broadcast,  and the Japanese
will clean up yet again.

Many m o r e  satell i t es  w i l l  b e
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-

Premiere is the
justification for
installing your
satellite sys-

tem on its
o w n
. . .

ments wi l l  t ry  t o  j am t he  s ignals.
Clever pirates will retalliate by encod-
ing automatic channel switching, and
hijacking official channels. A splendid
t ime will be had by all.

Social Predictions
Maybe we'll all go blind, or mad, or fall
asleep. Maybe well still head off in the
rain towards the nearest pint of gnat's
pee. Many myths will be exploded, as
Ivan sits down to Dallas and Chuck
sits down to Teleiournal. Propaganda.
pornography a n d  c ens ors hip wi l l
battle it out, as ever, but  much more
important changes will happen. Live
Aid proved that, television can link the
whole wor ld  I f  power  changes  t o
Action. This year the Intelsat is being
used t o t rain 5,000 doctors all over
South America. As I write this, Intelsat
is being used t o wheel and deal in
armanents_ s o m e  o f  wh i c h  w i l l

CASTS
little hands  o n  I t .  High ly  rec om-
mended.

LIFESTYLE
WH Smith's enforcement  o f  every -
thing sexist for the capt ive 'house-
wife'. Morning to late afternoons filled
with rubbish about clothes, cookery,
orgasms etc.

PREMIERE

THE mov ie channel par excellence!
Unbelievably good choice of  t it les.
including c u r ren t  releas es ,  b a c k
catalogue classics and, as the chan-
nel'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  available! I t  is worth
listing this  weeks's schedule, just to
get you drooling, Nightmare On Elm
Street 2  (Freddy's Revenge). Co m-
mando, Agnes  O f  God,  Clue,  A
Chorus Line,  Tranysylvania 65000.
Dream Lov er,  Wi s e  B lood,  J a k e
Speed, Knights  Of  The City. Beverly
Hills Co p  2,  and  more,  and  more
• • y owz ah!

SCREEN SPORT

When WH Smith have finished turning
women's  minds  into pudding,  they
call themselves Screen Sport  f rom
6pm to one in the morning. and try to
turn me n ' s  mi n d s  i n t o  pudding.
Worldwide internat ional sports ,  b ig
matches, t iddlywinks,  y ou name it .
they mangle rt.

THE CHILDREN's CHANNEL

Non-stop hardcore porn,  er,  sorry,
wrong spot  on my  tuner,  um,  nine
hours a  day  of  appallingly bad car-
toons, patronising drivel and pathetic
pre-teen pop  videos. Due t o s ome

Technology Is
neutral. Infor-

mation is
power

power will be
In the hands of
whoever owns

the Chan-
nels

weird aberration, the most wonderful
natural his tory  features manage t o
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. c inema,  t our  news .  inter-
views. Due to the fact that the world is
run b y  morons ,  t h is  channel only
broadcasts from 6am to gam. Makes
you want  t o  weep tears  of  bat tery
acid.

MTV EUROPE
Lavatory-scraping stuff. Poor quality
concerts ranging f rom bubblegum to
heavy metal. interspersed with vapid
vid-jokes. P o mp  rock ,  w i mp  rock ,
schlock rock,  cock rock, tour news,
interviews. Due t o the fact  that  the
world is  run by  morons ,  and MTV
Europe is  run by  Robed Maxwell &
Co., this channel broadcasts 24 hours
a day. Should carry a Health Warning.

CNN
Live round-the-c lock  news  serv ice
from At lana USA.  Many  of  you wil l
already have got a taste for the brash.
simplistic but  largely  accurate and
unbiased report ing, on the new late
night link up on ITV.

INTELFAX AND REUTERS
Both London-based electronic equi-
valents to their City and Neves Agency
businesses_ Yuppy delight.
The Editor would like to point out that
the v iews  expressed in  t he abov e
analysis of  S W stations are those Of
Mr M  Crouc her a n d  a l l  l a w suits
should be directed towards him. He
will then tear thern up  because his
analysis is remarkably true.

undoubtedly end up blowing the legs
of t he  very  Sout h Americans  t hat
those doctors will have to treat.

Technology is neutral. Information
Is Power. The way Satellite Television
is going, power will be in the hands of
whoever o wn s  t h e  Channels ,  t h e
Robert Maxwells ,  t he  Rupert  Mur -
docks, t h e  Richard Bransons,  t he
Church o f  t h e  C o m e  A g a i n
Stormtroopers of Saint Samantha, the
KGB, the BBC. Tescos, but power will
also be in t he mouths  of  Jonathon
Woss, Pres ident  Wogan,  S i r  Al is -
tarkstairingbonkers. Bananarama and
Sooty t he  Bear.  What  d o  y ou say
Sooty? Real ly !  Hones t ?  N o  k i d -
ding h m m ,  t hought  s o,  Soot y
says he can't  wart for all this to hap-
pen, and af ter deep thought  and a
Dunhill Internat ional Luxury  Length,
neither can I. Now what 's on the box
tonight , ?  Bluddyell,  I 'm off out in
the rain for a pint of gnat's
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COMPETITION

GREMLIN
GRAPHIC'S
ALTERB)A111/1oco

'Very good.  Harry.  Why  don' t
you carry on?'

'Thank you David,  I  will.  Well
here we are again, and the items
included in the first prize are lining
up n o w  u n d e r  s t a r t e r s
orders . .  , A N D  THEY'RE O FF
The Football and set of  Goalie's
Gloves (a good all rounder with no
indication of being all fingers and
thumbs) s u rge  f orward  a t  a n
incredible pac e,  a l t hough t h e
Booted Roller Skates (bearing up
nicely) are coming up last on the
far s ide .  T h e  Tennis Racquet
with its set of six Balls (trying not to

m o t
WIN . . .
AN AWFUL LOT . . .
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Over 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 competit ion 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, w e  say ,  ' s i t  bac k  and  enjoy  t he  Alternat ive Wor ld  Games
Competit ion' H o w  was that, David?'

get court  out  there) is mak ing a
very strong effort in third position,
but t h e  Badmin t on  N e t  w i t h
Rackets and Shutt lecocks (make
up your own amusing ditty!) is a
very close fourth.

'Jostling f or  fi f th pos it ion we
have a set  of  Flat  Green Bowls
(toward whom I'm slightly biased),
a Table Tennis set  (what  is  that
strange pang?) and a Swing Ball
Set (just to keep you dangling on
the edge o f  y our seat). Behind
these, o n  t he  ins ide,  a  Pair o f
Trainers (look  at  t hose musc les
pump) and a Hoola Hoop (trained

by Sir Kull) are batt ling valiantly to
gain lost ground. But  bnnging up
the rear (trying not  t o  hang ten
back), it 's the Skateboard a n d
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 compet it ion_ F o r  t h e  2 5
runners u p  t here are copies  o f
Alternative Wo r l d  G a me s  ( o n
various formats) to win_ This new
game f rom Gremlin places up to
eight players  i n  dif ferent  wor ld
locations compet ing in what  one
might call sports with a difference;
Sack racing in Naples (italy), boot
throwing at the Colosseum (Rome,
Italy) and pole c limbing in Verona
(Italy h e r e ,  w h a t  e v e r
happened to the 'world'  bit?) t o
name but three.

All you have to do to enter this
very s po r t i ng  c ompet i t ion  i s
answer t h e s e  fi v e  s i m p l e
questions. 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 line!), in yards, on a full
size football pitch?

2) Wit h w h a t  s p o r t  d o  y o u
associate John Parrot?

3) Whic h c ompany  wr o t e  t h e
original World Games

4) Wh o  hos t s  '  A ques t ion o f
sport '?

5) I n  which sport  would players
Bully Off?

Send your entries on a postcard
or back of a sealed envelope to
ALTERNATIVE G A M E S
COMPETITION,  T H E  G AME S
MACHINE.  PO Box 10, Ludlow,
Shropshire, SY8 IDB, All entries
must b e  w i t h  u s  b y  1 9
December. Don' t  for get your
name and address, and tell us
the computer  y ou ow n.  O ur
usual competi tion rules apply,
check out the masthead if you
are in any doubt.
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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.

Each company has a different approach to image. Ocean cuts
a tomboy image with Top Gun, Gryzor and 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.

mage building is  not  an easy
business, even for corporations
such a s  Oc ean.  Th e r e  a r e
hundreds o f  fi lms ,  telev is ion
programmes and comic  book

titles appearing every month whic h
you can license. You might be able to
spend a  f ew thousand o n  a n  o l d
licence s uc h  a s  Nos feratu,  o r  a
relatively unk nown one ,  s uc h  a s
Centurions. Alternat ively  y o u  ma y
take part in an auction to buy titles like
Star Trek or Masters Of The Universe
— The Movie for vast sums, but  even
then y o u  c o u l d  bank r up t  y o u r
company because of  the market ing
complexities.

RACE AND CHASE
Licensing became an important  part
of the software industry three years
ago w h e n  Ac t iv is ion  l a u n c h e d
Ghostbusters on the crest of a giant
hype wave. The game was moderately
good with a so-so soundtrack, but the
computer p r e s s  l a p p e d  u p  i t s
connection wi t h  t h e  h i t  fi lm a n d
confirmed games  players  f eel ings
that a game of the film must be a sure
fire success,  Mo r e  t han 250. 000
copies were sold in four months and it
still retains t he number one s lot  in
licensing history, although Top Gun,
from Ocean, is only a tail away.

Activision a ls o  t ook  t h e  r is k  o f
buying the rights to any Ghostbusters
sequels that  might  be made and it
looks as though it may have paid off.
Ghostbusters I I .  s t a r r i n g  D a n
Ackroyd. s t art s  produc t ion i n  t h e
States soon and it looks as though it
could be another success. Whether
the g a me  — wh i c h  has n ' t  b e e n
officially announced by Activision UK

will be an equal success depends
upon how it is marketed.

The indus t ry  has  got  a  lot  more
sophisticated since the Ghostbusters
days when you could simply t ie-in a
game to a fi lm and be guaranteed a
best seller.  L ic enc e pr ic es  h a v e
rocketed a n d  compet it ion bet ween
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  market ing expertise
came from managing director and co-
founder David Ward. He admits that it
was difficult to get fi lm producers and
distributors, s u c h  a s  Twen t i e t h
Century Fox and Cannon, to take the
software indus t ry  serious ly .  F i l m
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companies were willing to almost give
licences away but were not willing to
support c o mp u t e r  g a m e s  w i t h
promot ions o r  s p e c i a l  g u e s t
appearances b y  s tars  a t  sof tware
press launches.

Ward had to develop contacts with
potential licence outlets, promote a
positive image o f  t he  s ize o f  t he
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  fi lm's  in  produc t ion o r  an
American Tv  series is being bought
by BBC or I N  for transmission in a
few months  time, You could find, as
Ocean d i d  wi t h  i t s  fi rs t  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 fi lm but distributed in the US
and UK by Warner, from whom Ocean
purchased t he  rights.  B y  t he t ime
Ocean had the rights, dec ided what
the game would look  like and put
together a programming team the film
was a l m o s t  t h r o u g h  i t s  p o s t
production-edit ing-stages. I n  t h e
following mo n t h s  t h e  fi l m  w a s
released in the States and then went
on London and  Limit ed prov inc ial
release in Britain.

Several m o n t h s  a f t e r  a  f u l l
provincial release i n  t he  UK,  a n d
during an autumn s lump 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  t o
non-cooperat ion w i t h  t h e  fi l m
distributor, t h e  adv ent ure  g a m e
format, and the lousy release date.

Ocean h a s  s inc e learnt  b y  i t s
mistakes. When you're looking for a
new product  you don' t  go to a fi lm
company's internal hierarchy, such as
managing d i rec t ors  o r  ex ec ut iv e
producers. Agents ,  s uc h as  public
relations c o mp a n i e s ,  a r e  a l s o
guaranteed t o  s h o w ignorance o f
projects in product ion and will make
sure that you get no information until
a film is officially launched.

Instead, you can take all the trade
and f a n  papers  s uc h  a s  Sc reen
International, Fan goria in the States
and Starburst  in the UK. Get to know
the journalists on those papers, fi nd
out who their contacts are and finally
get t o  k now t he people who really
count during the mak ing of  a fi lm —
writers, direc tors  and  may be even
actors. Just one rumour f rom any of

"Once you've
made a nui-
sance and

shown that you
won't be put off
by PR flannel,
the fi lm com-

panies will
start offering

you new prod-
ucts."
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TO KNOCK

these sources could get  you in on a
mult i-million pound licence deal.

Once you've made a nuisance and
shown that you won't  be put off by PR
flannel or  the so-called closed set -
where any  o f  t he produc t ion t eam
found leaking information or pictures
from t h e  fi lm s e t  wi l l  hav e  t heir
contracts tom up -t he film companies
will start  offering you new products.
The c ompanies  w h o  a r e  i n  t ha t
position a t  t h e  mo me n t  inc lude
Ocean, Ac t iv is ion,  U S  Go ld .  a n d
Gremlin Graphics, a tight clique if ever
there was one.

The best  t ime t o have a produc t
offered to you is when the script for a
film, or manuscript for a book is being
written. Your programmers  can use
the s c ript  t o  s t r ip ou t  sequences
which can be computerised, and the
film has not gone into product ion yet
so you' ll hav e at  leas t  s ix  mont hs
before it premieres.

Domark was given the script for The
Living Daylights  at  the end of  1986
when t he  007 dea l  wa s  fi nalised.
Designer Richard Nay lor t ook  nine
stunts f rom the fi lm and hung them
around a  c ore in  whic h gives  t he
player only  a few seconds to select
weapons for each scenario.

The result looks impressive but, as
several reviewers pointed Out, if you
take t he status panel and colourful
cassette inlay away what you are left
with is a s imple shoot-'ern-up which
could have applied equally well to a
vigilante fi lm or any of  a dozen spy

Roger with moon,  of  his
eyebrow ideas

J ames  the Filt h  k ic k ing
the liv ing day lights  out  of
all and sundry

LICENCES

thrillers. The same c an be said f or
Death Wish I ll and Cobra;  and while
we're at it Top Gun is no more than a
barely adequate dual-sc reen fl ight
simulator. I 've seen better, but all the
games have got those names behind
them and very often that guarantees
su cce ss.

GETTING IT RIGHT
When y o u  negot iate f o r  a  mov ie
licence you have the option of buying
several dif ferent product  rights. The
most important is the plot, unless you
plan t o  wn t e  y our  own,  a n d  t his
includes t he  characters  wit hin t he
movie, the way they dress and the way
they look.

Once the plots  settled you will want
a soundtrack f or your game whic h
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 t h e  t ape  wi t h  t h e  game,  t h e
recording artists.

Dornark h a d  t roub le  w i t h  t h e
original soundtrack of A View To A
when the company decided to include
the Duran Duran theme on side B of
the tape. In 85 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 w e n t  o n  t h e  g a m e  a n d
contributed to the financial flop that it
quickly became.

You won't  find a trace of The Living
Daylights either in or out  of the latest
Domark 007,  wh i c h  i s  a  h i t  b y
anyone's e s t i ma t e s .  D i r e c t o r s
Wheatley and Strachan wanted the
Monty Norman 007 theme in the game
but, according to the official line, the
budget didn't  stretch to it,

Specialised logos ,  l ik e t hos e o f
Miami Vice, Masters Of The Universe
and J a me s  B o n d  mus t  a l s o  b e
bought. Very often they are owned by
authors, art is ts ,  o r  agenc ies  ot her
than the film corporation. The Batman
logo, f or instance, is  owned by  DC
Comics who can dispose of  it  wit h

TGM T X  DATE:12-87113/146

V



but the Bond gun logo
trademark of  Danjaq

their character,
is a registered
SA.

To fi nalise the main contract  you
need the film's poster artwork for your
cassette i n l a y  a n d  ma g a z i n e
advertising. Cons umers  a r e  mo r e
likely to associate the game with the
film if the original artwork is used as in
Oceans C o b r a  c a mp a i g n  a n d
Gremlin's f ort hcoming Mas t ers  O f
The Universe advertising. For that you
have to go back to the original artist,
who is likely to be a freelancer.

The rout e t o  a  fi nished cont rac t
sounds a  l o n g  o n e  b u t  t h e  fi lm
company. l i k e  a n y  g o o d  b o o k
publisher, should be able to act as a
front for all the companies concerned
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

Ktri4 'n' Scott about to
change the laws of
physics

Only ten bucks for a
headband? Ah the good
old days
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are handled by agents who can easily
destroy negotiations for fi lm rights by
declaring that  their c lient 's  likeness
cannot appear in any artwork  or on
the c omput er  screen.  Very  of t en.
however, they will be satisfied if they
get e n o u g h  m o n e y  a n d  a n
undertaking that their client will have
the final okay on his game likeness.

Getting the green light from an actor
about his  game likeness c an 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 b y  sof tware hous e
Micro Power,  was  part ly  jinxed by
persona problems.

Micro Power intended to have the
tenth Dr  Who,  Cohn Baker.  on  t he
cassette in lay  b u t  Bak e r  wa s  a
popular Doc t or  and  want ed mo r e
money t han t he  sof tware house's
budget could stand. As  a result the
other Doctors were approached, Tom
Baker b e i n g  t h e  f a v o u r i t e .
Negotiations broke down and, l i t he
game h a d  e v e r  b e e n  publis hed,
though it  was  widely  rev iewed,  t he
face of Dr Who on the cassette inlay
would have been anonymous or non-
existent.

On relat ively  f e w occas ions  t he
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. Bey ond Sof tware,  (whic h
has recently been disbanded) owned
by Brit ish Telecom. out-manoeuvred
Bntish s of t ware houses ,  s u c h  a s
Piranha, wi t h  a  b id  o f  more  t han
£50,000. Th e  cont rac t  s t at ed t hat
Simon and Schuster should see and
agree a l l  aspects  of  t he game.  it s
graphics, sound and packaging. No
doubt t he buzz  o f  landing s uc h 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 t he interior o f  t he
Enterprise's bridge all had to come up
to Simon a n d  Schuster's  perfec to
standards; and once, after two years
and t wo  programming t eams  had
overhauled and finished the game, the
packaging -  boxing, instructions and
artwork -  came under scrutiny. The
game i s  d u e  o u t  a t  t h e  e n d  o f
November but ,  cons idering i t  was
finished more than three months ago,
it has  taken t wo months  t o get  t he
inlay past the licensee.

Similar problems were experienced
by Beyond wit h Superman,  by  US
Gold wi t h  Ro a d  Runner  a n d  b y
Melbourne House with Judge Dredd,

COMICS AND COIN-OPS
Movie licences may hold the prestige
end o f  t he  entertainment  sof tware
industry but coin-ops and comic book
characters, part icularly  t hos e f rom
2000 AD, are cutting the action not far
behind.

The m a j o r  p a r t  o f  O c e a n ' s
Christmas l ine-up i s  c ompos ed o f
coin-op tit les f rom Konami -  Gryzor
and Combat  School- and Tait°. Coin-

op deals  are easier t o do than fi lm
rights because the licence comes as a
package including program, logo and.
in the majority of cases. artwork. Coin-
op manufacturers are also less strict
than fi l m  c ompan ies  a b o u t  t h e
conversion f rom original product  t o
computer s c r e e n  a n d  c o i n - o p
adaption usually takes two, instead of
six mont hs  -  f o r  a  mov ie  -  t o
complete. There's no need for original
story boarding or elaborate program
design.

There i s  s t i l l ,  howev er ,  s o me
element of risk in choosing a particular
coin-op l ic enc e f o r  t he  c omput er
market. Most are developed in the US
and Japan where consumer tastes are
different to those in Britain

Ocean has taken the usual risk with
its Chns t mas  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 market ing direc tor Colin
Stokes are sure that the games will fill
chart s pot s  in Britain and f or that
reason -  and because of all the lurid
hype put out about them - they'll also
reach the top of the home computer
top ten.

Marketing J a p a n e s e  c o i n - o p
Conversions i s  mo r e  diffi cult .  Th e
Japanese s e e  t h e i r  he roes  a n d
heroines 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  admit tedly  female
but i s  c ut e,  rat her t han  s ex y  -
something which Ocean lust couldn't
have. T h e  s p u n k y  l i t t l e  g a m e
character was, therefore, modelled as
a scantily clad Valkyrie on the poster
and advertising artwork_

Ocean's approach hasn' t  always
worked with press arid public. Several
magazines c ov ered u p  t he  peek y
nipples o f  G a me  Ov et s  v illainess
before s h e  a p p e a r e d  o n  t h e i r
advertising pages.

Mastertronic, which doesn't rely on
advertising t o sell it s  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 A rc ad ia  c o in -ops  c on t a in
Amiga circuit boards so the company
dump the machine's code to disk and
sell it  for home-based Amigas -  the
perfect h o me  arc ade games ,  and
they're the real thing not conversions.
Amiga and ST owners can therefore
look forward t o their own copies of
new games. such as R Type. almost
as soon as they appear in the arcades.
It is just a question of t ime and could
happen as soon as Spring H.

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. Trans formers .  Cent unons ,
MASK, and the occasional oddity like
Roland Rat, hit the racks and for the
most p a r t  h a v e  jus t  a s  quic k ly
disappeared wi t hou t  c aus ing t o o
much fi nanc ia l  d is t res s  t o  t h e
software companies t hat bought them
from t h e  T V  s tat ions.  Th e  s ame
cannot, however,  be said of  comic
book characters.

Rogue Trooper,  Judge Dredd and
Nemesis. A l l  t h e s e  2 0 0 0  AD
characters, ba r  t he las t  one,  have
come a cropper. The reason is simple.



The characters are lit t le more than
cardboard fi ght ing mac hines  bu t .
unlike those you control in the coin-
ops you can read about their exploits
within the pages of a comic. You can
associate with t hem and when you

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-
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Taking a swift break from
Allen blasting for a quick
pose
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come to play the games you are let
down b y  c reak y  animat ion.  Y o u r
sense of the real disappears.

Nemesis T h e  War loc k  w a s  a
success, and in all likelihood Judge
Death w i l l  b e .  b e c a u s e  t h e
manufacturers have concentrated on
the technical merit and arcade quality
of the games rather than the tie-in with
the c omic .  Rat her t han 2000  AlYs
Nemesis y o u  h a v e  a  c ompu t e r
character in its own right with which
you can relate.

CENSORSHIP
The growt h of  fi lm and TV licenced
products has made retailers such as
W H Smith and Boots  look  t o their
sales policies. Already Smith is taking
survival and vigilante-type magazines
down f r o m i t s  s helv es  a n d  t h e
chain store has started to fight shy of
gory covers  -  the CRASH featuring
Palace's Barbahan ran int o t rouble
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 looked at  the ethics
behind putt ing games such as CPUs
Jack The Ripper (see Previews. pages
15 to 19) on shelves which are sought
out by  children, and the advert ising
for products  such as  Deathwish
Domark's ill-fated Friday  The 13th,
and Ocean's  Renegade have been
called i n t o  i u d g e me n t  b y  t h e
computer press, retailers and parents.

Software houses  are als o being
forced t o tone down the violence in
their games  in  order t o  save their
export markets,  Oc ean has  had t o
alter i t s  vers ion o f  Renegade i n
keeping wi t h  ant i-v iolence laws  i n
Germany. The game included a thug's
head bashed open on the pavement
and h i s  b lood  leak ing out .  S u c h
violence is  not  allowed in Germany
and it is  a less than subtle irony that
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another c ount ry  i s  af f ec t ing t h e
standards of our software industry.

LATEST CRAZES
The entertainment sof tware industry
only survives because it keeps up with
the tastes of players. At the beginning
of 1987 the craze was  for fi lm tie-ins
and w e  s aw Top  Gun,  Cobra and
Aliens high in the charts. Since then
coin-ops h a v e  fl ooded o n t o  t h e
market and, according to players and
software houses alike, there's nothing
better.

Next year. however, products such
as Mas ters  O f  The Universe and.
perhaps, Ghostbusters I I  will see a
resurgence o f  t h e  fi l m  l ic enc e.
Dornark's Not  A Penny More, Not  A
Penny Less is also likely to interest the
middle range sof tware houses, and
some o f  t h e  b i g  'uns ,  in t o  book
licensing w h i c h  i s  a  relat iv ely
unexplored area.

The b i g  n a m e  wr i t e r s  w h o m
everybody seems to be interested in
are Len Deighton, Frederick Forsythe.
Stephen King and Clive Barker. The
first t wo  hav e been exploit ed b y
Century Hu t c h ins on  a n d ,  n o w ,
Ariolasoft, bu t  King and Barker are
only just beginning to become aware
of t he c omput er potent ial o f  t heir
books and films.

The c o mp u t e r  mark e t ing  a n d
licensing industry is becoming bigger
by the minute. More money is being
spent o n  t rans fer f ees  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 f u n d i n g  a n d  mark e t ing
expertise. Very  soon,  however,  you
will see the game of the him advertised
on pos ter hoardings  along wit h the
book and soundtrack.
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COMPETITION

SMARTER THAN THE
AVERAGE STREETWISE
GUY OR GAL!
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American Rockies come the lovable escapades of Yogi
Bear — Hanna Barbera's parkwise bear. Piranha are now
set to  release the game o f the cartoon series on the

Commodore 64/128, the Spectrum and the Amstrad CPC.
To celebrate the launch of the game
(Commodore 6 4 / 1 2 8  v e r s i o n
reviewed thi s issue) Pi r anha a r e
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 o f  the  game -  on  ei ther
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  P hD i n Bears.  The
questions all revolve around Yogi, and
other members of the bear family.

Each q u e s t i o n ' s  a n s w e r
corresponds to the answer box in the
grid -  w he n y o u  thi nk  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 appar ent reading
vertically down the column with the
arrow above it. Now tell us where the
natural habitat of that bear is. Send
your completed form to SMARTER
THAN T H E  A V E R A G E
COMPETMON,  T H E  G A M E S
MACHINE,  P O  Box  10,  Ludl ow,
Shropshire SYS 1DB to arrive no later
than 19 December.

YOGI — THE QUIZ
1) Whe n hungry what type of

basket does Yogi go in search
for?

2) Wha t  is the name of of Yogi's
little pal?

3) Wha t  Park does Yogi reside at?
4) Wha t 's  the Latin name for the

Brown Bear?
5) T h e  alternative, not iatin, name

for the Black Bear

Win Yogi Bear
boxer—shorts
and T-shirts

and copies of
PIRANHA'S Yogi

Bear game!

YOGI T h I E  CI  n T 4 F s

For  ten lucky winners ther e are height-of-fashion boxer -shor ts em blaz oned
with Yogi  and Boo-Boo r unning ar ound being madly pursued,  as always, by
Ranger  Smith. Ther e is also a  cluck wear ing a basebal l  cap (but no-one can
remember  where the duck, or  even the baseball  cap, came into the stosy). And
then there are the Yogi T-shir ts with his familiar catch-phrase across it -  and a
copy of the game.

YOGI— THE ENTRY FORM
Fill in the answers and other details and cut out the form (or

, photocopy it, or redraw it on the back of a sealed envelope) and send
it in as fast as possible.

V

The

Name

bear's natural habitat Is

IMP S   • 1 1
,
0 .Address

Postcode
Computer

* P l ease note that at the time of going to press little has been hear
d o f  t h eAmstrad CPC version of Yogi. Amstrad winners should be prepared to welt

for their game, or alternatively may choose another game from Piranha's
back catalogue: State which please.

In case Amstrad Yogi is not ready in time, and I am not prepared to wad,
Instead I would like to have:
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1 W H I L E  YOU
WAIT SERVICE

CALL FOR APPOINTMENT

TEN *  REPAIR S V I C E
• wh i le  you wait Spectrum repairs (22 50

Also spare parts over the counter
• A ll computers f
u
l l y  
oveMauled a n d  f u l l  
-

tested before return
•Fu l l y  insured for the return Kiurney
.• Fixed low price Of E19 95 including post

packing anci VAT iNot  a between once
of really up to 0000 which some of our
competitors are quoting) mail order on lyi

, •  Discounts for schools and colleges

p .

BEST SERVICE

‘Iitleo%

• Six top games worth E39 00 for you to
On o "  and p lay w it h  eve ry Spect rum  repa ir

• We repair commodore M 5. VIC 20'S
Commodore  165300  Plus a 's.

• T n e  m o st  u p  to  date test  equ ipm en t
developed by us t o  f u lly test  and fi n d  a ll
fau lts w it h in  yOur co m p u t e r

•  Keyboard repairs, Spectrum rubber key
boards Only 00.00

•  3  m o n t h  w r it t e n  guarantee on a ll repa irs.

E
t a t
° 1
4

ppi,EAL

BEST PRICES !

W h y  N M  t Ap r t g l e  ', t o t  o r t e r o e t t  s p e w , "  w t c
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Update Your Rubber
Keyboard to a

New Spectrum+

ARE YOU ANOTHER CUSTOMER - fed up
waiting weeks for your estimate'? i i f *
Need your computer repaired fast') Then send it now to the Number One Repair
Company In the U.K or  call in and see us at our fully equipped 5 0 0  Square toot workshop
with all the latest test equipment available. You are more than welcome
We will repair your Computer while you wait and help you with any of your technical problems
Commodore computers repaired for Only C35,00 Please note we goye you a 100% low fixed
price Of £1995 which includes return post and packing VAT not a between price like some
other Repair Companies offer We don task you to send a cheque in for the maximum amount ano
shock you with repair bills ED upwards D o n  t forget we are Amstrad aprowed for quality and
speed clon t risk your computer to any other unauthorised repair centre We dont lust repair the
fauit and send your Computer back we  give your computer a 6
" OVERHAUL WITH EVERY REPAIR WE DO:- , - . 4

4We correct Colour sound. keyboard check the loading and saying chip, Put new feet on
Me base if required Crieck for Pull memory check ail sockets including ear mike and replace
where needed All  for an inclusive price of (1995 Including VAT all parts, insurance and post
and packing N o  hidden extras whatsoever We  Con t have to boast too much about our
Service as we have thousands of customers from all over the world highly delighted with our
service A  first class reputation for speed and accuracy Don t forget we also now have a
Service Branch in Manchester City Centre for while you wait service

Fitted for  Only E 2 9 , 9 5  •  E1.50
post & packing

tAlso DI Y .  Kit available for  only
E24.95 •  ci 50 p &

Same day service L I M I T E D  OFFER
1 (
1 t
1
6
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complaint against a Manchester  repair firm, Mancom p was upheld by the Advertising
Standards Author i ty on tw o counts, 'i t had Stated BBC repairs between £14 and C45
then charged the customer  cos The i r  guarantee policy was misleading as it did not

make Clear that all repairs were not covered

THE VIDEOVAULT COMPUTER COMPANION
I le - E D IT IO N  NOW HOT OFF THE PRESS
New bigger catalogue now available containing over 2 500 items including software for all computers, joysticks
Spare parts, business software books. plus many more. Just send 2 lap  stamps for your f r
e
e  c o p y  O v e r  2 0  p a g e s

I  full of top quality products delivered tc your door by return post

HOW TO GET YOUR SPECTRUM REPAIRED FOR ONLY 09.95
SPECIAL OFFER!

140 High Street West Glossop Derbyshire 5lc13 81.0
Tel: 04574-66555/67761 Head Office E. Access orders. queries
Manchester 061• 236 0376 while you wait repair centre only.‘ -
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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 original MUD. or Multi-
User Dungeon that kept keen modem owners
on-line late at night to a mainframe buned
the heart of an English university. Shades
was written by Neil Newell specially for
Micronet.

To access the game you need a
modern capable of 1200/75 baud Vie-
wdata operat ion so that you can get
online to Micronet, which occupies a
considerable chunk of  Brit ish Tele-
com's Pres tel informat ion serv ice.
You also need a computer.  a  tele-
phone a n d  o f  course a n  account
number v alid f o r  eit her Prestel o r
Micronet -  apar t  f r o m t elephone
charges (usually  at  t he local rate),
playing Shades  cos ts  either 6 p  a
minute or 1.62p a minute depending
on whether you're a mere Presto' sub-
scriber o r  have taken t he sensible
route for any horne-micro-owner,  and
are ent it led t o  t h e  c heaper  ra t e
because y ou are  a  Mic ronet  s ub-
scnber_

Up to eight people can play in one
Shades game, and up to eight games
can be run by the system at any one
time_ Entering a game with your spec-
ially assumed Shades persona. t he
aim is to wander around the land col-
lecting t reasure (for depos it  wit h a
mad k ing) and interact ing wit h t he
other players,  k nown as  Shadists.
Points are built up and added to your
Dersona'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
before you get a chance of collecting
some yourself. Points  are added to
the score associated with a player's
persona a n d  a r e  t rans ferred wi t h
characters f rom game to game. The
ultimate ambit ion of any self-respect-
ing player is to advance from the start-
ing rank of Novice to Wizard or Witch
-  Shades is  an equal opportunit ies
game. with separate rankings for male
arid female players, who progress up
the ranks f rom novice, t o  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 earned_

The range of commands  available
is remarkably  large -  f or ins tance
there are over 40 ways of interacting
with anot her Shadis t  on-line.  A n d
players 'socialise' during a game in a
neutral zone -  the pub known as The
Talking Shoppe where fighting isn't
allowed_

If the idea of playing Shades app-
eals to you. but you lack the modem,
Micronet might be able to come to the
rescue. They 're of fering a couple of
modems, together wit h a  Mic ronet
subscription and 25 hours free play
on Shades to two winners of this com-
petition. All you have to do is answer
the four quest ions we've set, c om-
plete the tiebreaker (in an interestingly
original way) in 15 words or less and
post your entry to Re-Shades Competi-
tion, THE GAMES MACHINE, PO Box 10,
Ludlow, Shropshire SY8 108 to arrive
before 19 December.

SHADISTIC QUESTIONS
1)
2)

3)
a)

What does MUG stand for?
What do SHADES players call them-
selves?
What is the pub In SHADES called
SHADES players start as novices -
what is the next level?
Our standard competition rules apply,
check out Me masthead if you're in any
doubt

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

cow) t i e  rncigic k e y  t o

We're giving away two of these
fabulous packages worth over €2501
A Pace LINNET auto-dial, auto-
answer inte lligent m ode m .
Plug this into your computer,
connect it up to the phone line
and the world of online com-
munications becomes  y our
oyster.

TOGETHER WITH
ONE YEAR'S FREE
SUBSCRIPTION TO
Connect ing your computer t o the vast
information store prov ided by  Micronet
gives ac c es s  t o  on- l ine,  interac t ive
games -  inc luding SHADES and  t he
mult i-user space strategy game STAR-
NET. There are interactive CHATLINEs
where Mic ronet  subscribers  c an c on-
verse with one another by  typing mes-
sages on their computer keyboard and

p L C I S  2 5  Hours of free adventuringin the land of SHADES

1

2

3

4

I want  to play S HADE S  because

N A M E

ADDRE S S

MICRON ET
broadcasting them to the Micronet world
at large. News, reviews, and downloada-
ble software are all available to the casual
browser, while special areas of The Net,
as Mic ronet  is  known t o its users, are
given o v e r  t o  mac h ine-s pec ifi c
databases where y ou c an fi nd all t he
latest information relevant to your micro.

- • • • • • • - -

S e nd y our  entr y to S H A D E S  CO MP E TI T I O N,  THE  G A M E S  M A C H I N E ,
P O  Box  10,  Ludl ow ,  S hr ops hi r e  SVIEI 1 DB
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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

poke to Stephen Blower, the man behind the
ticean 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 car) 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
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to create Ocean's image in an
exciting and  up-mark et  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 offi ces t hat  mak e up
Ocean's a r t  department .  St ephen
seems r a t h e r  q u i e t  a n d  m i l d
compared to the youthful exuberance
of his  ad  creations, But  there is  a
boyish s ens e o f  humour  t here t o
accompany t h e  p r o f e s s i o n a l
efficiency. And he and his  t eam of
three need both t o get  through t he
workload a large company like Ocean
generates.

i t ' s  ear ly  Oc t ober.  a n d  we ' r e
already into the run-up to Christmas.
We've got eleven new ads to prepare
this month alone, and on top of that
there's posters and other point -of -
sale matenal f or  t he shops,  whic h
Christmas demands. So much extra,
there just doesn't seem to be the time
to get round to doing it all.'

Due t o  t he  nature o f  magaz ine
schedules, Steve and his team have
to work  well in advance of  the t ime
readers get to see the results of their
efforts. Ads for a December issue of a
computer magaz ine h a v e  t o  b e
completed and with the printer mid-
to late-October;  t h e  print er t ak es
about a week to finish his job, and then
it takes distribut ion another week to
get t he magaz ine int o t he shops:
early- t o  mid -Nov ember  f o r  a
December is s ue,  d e p e n d i n g  o n
publication date.

STORY TO PICTURE
Add to this the fact that Steve is the
very first in line on announcing a new
game, t h e n  y o u  g e t  t o  s ee  t h e
problems: the game idea is there, a
possible release date is mooted: but
often o n l y  t h e  roughes t  g raph ic
elements of  the software exist, f rom
which packaging and advertising art
must be developed. So in a sense he

120/148 TGM T X  DATE: 12-87

has to be the blind leading the slightly
sighted t owa rds  a  c omp le t e  a d
concept.

Taking the game's storyline he has
to dec ide what  sort  of  illustrat ion is
required to best sell it, and what sort
of des ign wi l l  suit  it .  Paint ings are
obviously far removed in look  f rom
actual c omput er graphics, but  they
have to be exciting in their own right
or they will not convey the thrills to be
had f rom the forthcoming gameplay.
Bob Wak ehn produc es  mo s t  o f
Oceans advert is ing art :  'Wit h Bob.
you s how h i m t he  game o r  what
material we have on it , ' says Steve.
'He k nows  what  w e  want  f or  t he
market, and I know I can trust him to
go o f f  and  d o  a  pic ture t hat  fi ts .
Sometimes, it he cannot spark off the
idea, I  he lp  out  b y  going t hrough
books and developing a rough sketch.
He'll then take it from there.

'I 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  t o whether a  game
merits a double page spread, a single
page. o r  a  s hare o f  a  page wi t h
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 h e l p s  i n  ma k i n g  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 lit t le longer by
twinning it more cost effectively with
another game that  has  passed it s
peak selling s lot  in t he fast-moving
world o f  t h e  s o f t wa re  mark e t .
Whatever the decision, the fact that
Ocean publ is hes  ma n y  games  a
month means  t ha t  t ha t  St ev e i s

"With Bob
(Wakelin)
I 
y o u
show him the
game, and I
know I can

trust him to go
off and do a
picture that

fi ts."

Stephen Blower. the man
in charge Of creating
Ocean and Imagine's
public image through
advertising

constantly running t he  gaunt let  o f
magazine schedules to keep up with
their out put  o f  new and revamped
game ads.

Given the fact that he is responsible
for t he look of  the publicity, it  may
seem unusual that Steve Blower also
writes all t he text  in the ad,  a  task
advertising agenc ies  h a v e  c o p y
writers for. But  Ocean has grown in
the t ight -k nit  wa y  t ha t  ma n y  o f
Bntain's n e w dy namic  c ompanies
have, where the feeling is  that  it  is
'letter to be completely in control of all
aspects o f  one ' s  c reat ive output .
Spend less money with intermediates
and rely  on  a  t rusted team.  Steve
designs t he ad  and  feels  '  • t h e
copy has to be written so that it works
with the visual concept rather than just
be a  scenario f or t he game,  and I
posit ion i t  wit hin t he illustrat ion t o
hopefully look its best.'

NO APPROVAL TIME
Given the speed he has to work  at.
Steve e n d s  u p  w i t h  a l l  t h e
responsibility for his output. There is
hardly ever the t ime 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 jus t  i s n ' t  t i me  t o  c hange
anything when we've done it. so I have
to try and make sure it's nght first time.
Obviously y o u  g e t  t imes  when  i t
doesn't  work  out that way, and then
you're in trouble, but hopefully you get
things reasonably correct  when you
put them down on paper, '



An example of the problem Steve Blower faces every der  how will the lettering
he adds on an overlay look when it is combined with the illustration? • Oynamite
was an ad for four games timed to appear around 5 November two years ago.
As you can see, the text is all in black, the artist must use imagination to 'see'
how the final colours will integrate with the background, and then - i i  there is
no time for colour proofs to be made - hope he chose well.

THE NEVERENDING STORY
Ocean's advert for The Neverend-
ing Story went through many trans-
formations, and appeared in sev-
eral different versions.

For this particular game Ocean
wanted to tie-in with the fi lms
poster image (see John Gilbert 's
article on licensing in this issue.
page 112), and so Steve had to
work from coloured photographs
of the original poster artwork. On
its own, though, that would have
been boring. so he made up a mon-
tage of images. including several
screens taken from the game itself
,
A recent job he did typifies the sort

of problems Steve can be faced with.
Ocean d e c i d e d  t o  p u t  o u t  a
compilation of sports games, some of
their own and some to be f rom other
software houses. A title was decided
on. Game. Set And Match. and Steve
designed a logo and airbrushed it one
afternoon. Before all the games were
signed up an ad was urgently required
for abroad.  Only  having Ocean and
Imagine's own t it les t o  work  on,  a
compilation ad was  designed us ing
the old packaging artwork  and sent
off.

Obviously this version could only be
a s top-gap and unfair t o t he other
software h o u s e s '  c ont r ibut ions .
showing only Ocean product as it did.
So, the moment the list of games to be

Picture Ono
The montage is built up On a board.
The poster forms the background,
right down through the centre,
including the white dragon, to the
mountain and the rocks around it,
But the figure at the top right has
been cut up from elsewhere on the
poster and repositioned to make
the composition look more
interesting. The five screen shots
are also cut and pasted into posi-
tion, and then at the base, Steve
has used a monochrome film pub-
licity still Naturally, all these rag-
ged cut edges well show up, and the
whole thing has a rough-and-ready
look about it .  .

Picture Two
For the next stage of preparation.
Steve positions a sheet of clear
acetate over the montage 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 more effect. Steve
adds some pale clouds at the top;
and to help the mountain blend onto
the mono publicity still, he adds
some glow around the shape, and
leading down in rays towards the
small figure seated at the bottom.

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 -employed
for three years. during which t ime 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.

The background to this panel is f rom a piece of  artwork Steve did to be
used in this year's Ocean brochure for the PCW Show. It is all airbrushed
fusing masks) over a 'pixel' grid. In the event, only a fraction of the back-
ground was used -  a common enough happenstance in a commerc ial
artist's life.
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"There Just
isn't time to
change any-
thing when

we've done i t
so I 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 Pour
How the result combines to create
an atmospheric and highly
polished finish. All that needs to be
added on another overlay are the
text elements. The ad appeared el
many magazines in this form,
although the two screen shots on
the top overlay were added to later
versions to give more Impact as it
was felt the original version wasn't
plugging the game's screen
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 w a s  fi x e d ,  S t e v e
commissioned a  paint ing depic t ing
the various sports represented which
would also allow the addit ion of  his
Game, S e t  And Match logo.  The
illustration was felt to look a little loose
and not  strong enough, so when the
finished page design was sent of f  to
the repro house that would produce
the c olour separat ions f or print ing,
instructions were given t o artificially
add a  mezzot int  effect t o it. Also, a
green and white ghd background and
a pic ture 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
issue.

IMAGINE
Part of any designer's job when he or
She works on anything to be printed is
to imagine a  lot  o f  things: given a
finished painting to start off with: what
will t h e  let t er ing t h a t  y o u  a d d
separately look  like? Ho w wi l l  t he
colour you have instructed the repro
house to make the lettering work wrth
the illus t rat ion wh e n  t h e  t wo  are
combined (your typesetting text was
Only black in its  original form)? Will
that game logo design stand out like a
sore t humb? And s o 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 t he  c as e o f  Game,  Se t  And
Match. 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 h e  fi nds  himself  immers ed in
producing a 16-page brochure for the
PCW S h o w  w h i c h  i s  r equ i r ed
yesterday, and which he won' t  see
complete unt i l  i t s  delivery  o n  t he
stand! The worry of what that will look
like has taken over.

Does he ever lose his cool? 'Well,
the pressure somet imes  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 lust can't
talk t o  t h e m bec aus e y ou' re s t i l l
mentally i n  t he  offi ce,  spaced-out
somewhere. I ' m  l i k e  t hat ,  b u t  i t
doesn't happen too often.'

Picture Five
The advertisement for The
Neverending Story as it was
pnnted in CRASH Magazine
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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!

THE NOT TRIVIAL TRIVIAL PURSUIT
CHRISTMAS HALF PRICE OFFER
Join in on the fun everyone'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,Amstracl.
BBC) at £14.95 and get both
add-on packs of questions
FREE - Save 115.901

If you already own the TP
Genus Edition -  then buy both
add-on packs for E7.95] A sav-
ing of E7•95!

Get other versions of TP
Genus -  Cassette or Disk -  at
HALF the normal price-saving
up to 112.45!
Atari ST Disk

A speed of light game
for your Atari ST and Amiga!
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
disciplincExtensorl
Race your Videodrorne against
your opponent and ensnare
him with the solid wall of
energy you trail behind you.
Quick reactions only for this
one o r  you're dead!
Normally 1  4.95 N O W  C6.95

P F

Amstrad PCW 8256 Disk
Atari 8-bit Disk
All normally 119,95 -NOW
C9.96!
Atari 8-bit cassette down from
E14.95 to17.45
IBM Disk halved from £24.95
WV  2.45

COLOURFUL GAMES MACHINE T-SHIRTS
Full colour logo on white, and
available in two sizes:Medium
and trendy XX Lame. 50%
cotton and 50% polyester.

Fancy getting the likes of Xeno•
Deactivator's. Monty On The
Run, Starion, and six more
classic games in one brill Back
Pack compilation, and feel

arum
T
I
f
l
U

er..o,c-mrer a xs9Arg--

Ten great great games for the Spectrum 48K, CBM 64
and Amstrad
KIDSPLAY you're also helping others?

Then grab this opportunity at
Our great discount offer of only
C6.99 -  £3 OFF the normal
19.99 pricer Cassette only,

All proceeds go to the
NSPCC/RSSPCC

oto
cosActe'r

£5.50

Stop vacuuming your machine with
TGM COVERS
One day they'll ban dust, but in
the meantime it's one of the
biggest single keyboard killers
around. But don't worry' We've
had some super quality covers

made specially tor your
keyboard.
Amiga 500 £6. 00
Atari 520 ST £6. 00
Amstrad PC 8256 Set
(Monitor, Keyboard and
Printer) £15. 00



STICK IT ON DISK
Supped a disk'? Then stock up with THE GAMES MACHINE!
COM 84/128
Blank 5.25" single sided SS/DD 48 TPI box of 10 disks £6.80
Blank 5.25" double sided OS/DO box of 10 disks £7.50

ATARI ST/APRICOT
Blank 3.5" single sided SS 135 TPI box of 10 disks £14.00
Blank 3.5" double sided OS 135 TPI box of 10 disks £15.60

AMSTRAD
3" blank CF2 Amsoft box of ten disks E28.30

IBM PC/AT
5.25" blank HD 1.6 MB box of ten disks £18.50

Store 'em in your very own lockable Disk Storage Boxes
D01001., which will look after up to one hundred 5.25" disks onl y
£10
AMS 20L, which takes 20x3" disks in cases - £9.50
MD 70L, which stores up to 70x3.5" disks -  £9.50

J O Y S T I C K S  G A L O R E
Don't let those aliens get at you t o o l  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-speed
action. Solid steel break-
proof shaft with neat
clicking sound for every
precision move you
make.
Normal price El 1.99 -  OUR PRICE E 10.99

TERMINATOR
Built like a hand grenade
and just as lethal inaction,
this totally new Danish
design packs top quality
micro switches for top-
notch control and kool
high-scores_
Normally f  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 desig n. I deal
for left or right hand play.
1.5m cord
El 5.95

EUROMAX
PROFESSIONAL
AUTOFIRE
All the quality of the stan-
dard. with the added
bonus of the Auto Fire
Option for when the going
gets tough!CI 8.95

For Amstrad owners
EUROPIUM JOYSTICK
AUTOFIRE INTERFACE
Specially made for the
Arnstrad 464. 664 and
6128. this interface pre-
vents continuous use of
Autofire Joysticks caus-
ing equipment malfunc-
tion.
£5.95

N E W
-

r1
New from Euromax
MICRO-HANDLER
MULT1-FUNCTION
JOYSTICK
An array of features to get
those trigger fingers
twitching: extra-sensitive
microswitch-action stick,
two integrated paddles.
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-
Handler!
£24.95

Score like a pro with Dynamics!
COMPETITION
PRO 5000 (Normal)
Features arcade quality
microswttches, dual fire
buttons, robust steel
shaft and rubber return
for smooth control and
longer life. Extra long
1.5m cord.
Normally £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 thnll of its
unique see-through cas-
ing which offers a tantalis-
ing peek at the hi-tech
innards.
Normal price E15•95 -
Our price £
1 4 . 0 0
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

PLEASE NOTE: JOYSTICKS AND DISKS ONLY AVAILA-
BLE IN UK AND EIRE!



Interactive Video Entertainment with
THE SEGA MASTEHSYSTEM
Put an arcade machine in your living 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 Mas t er Sys tem:  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, aTV aerial fixture to let you watch TV even when the consoles
still connected and a 3-pin plug already fitted. Plus a built-in mystery
game!
C99.105

Sega Light Phaser: Take awn and fire at your target with ease and

3-D VISOR GLASSES
Glasses plug into the card port a n d
playing the special 3-D games!
£39. 95

AND THE GAMES
CARTRIDGES!
Mega Cartridges -  all at
£19.95

Choplif ter
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accuracy. Comes with free game. Marksman Shooting/Trap Shoot-
ing
£44. 95

you get extra realism when

World Grand Prix
Action Fighter
The Ninia
Black Belt
Pro Wrestling
Wonder Boy
Quartet
Fantasy Zone
Enduro Racer
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
E24.95

Space Harrier
Rocky
Outrun.

Mega Cartridges for the
Light Phaser at £19.95 each

Shooting Gallery
Gangster Town

3-0 Games (only for use with
glasses) £ 2 4 . 9 5  each

Missile Defense 3-0
Zaxxon 3-D

Enter the world of
NINTENDO HOME
ENTERTAINMENT SYSTEM
Enjoy the amazing 52 colour graphics and arcade quality sound
of this great new system from the top makers of coin-op arcade
machines!

Nintendo brings you the control deck, mains transformer, two hand
controls, and one free Super Mario Bros Game Pak -Only C99.99I

Super Nintendo Delux also gives you the amazing Zapper Gun,
which lets you shoot moving targets on screen from up to 16ft, and
your very own Robotic Operating Buddy (ROB),  plus two free
gasmeS, Gyromite and Duck Hunt. All for £159. 99

Or choose to complete your set in stages:
Zapper Gun at E19.99
R.O.B. at £44.99

And now f or
,  
s e l e c t
i o n  
o f  
g a
m e
s

Wrecking Crew C28_50
Excite Bike £28.50
Mach Rider £28.50
Golf £19.99
Soccer £19.99
Kung Fu £19.99
Urban Champion £19.99
Super Mario Bros £19.99
Donkey Kong £19.50
Popeye £1950

Zapper  Gun Games
Duck Hunt £28.50
Wild Gun Man E28.50
Hogans Alley £28.50

Gum Shoe £28.50

R.O.B. only Games
Stack Up 01. 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!



DRILLER (INCENTIVE)
BUGGY BOY (ELITE)
OUEDEX (THALAMUS)
BARBARIAN (PSYGNOSIS)
DARK SCEPTRE (FIREBIRD)
JACK THE NIPPER II (GREMLIN GRAPHICS)
FREDDY HARDEST (IMAGINE)
RENEGADE (IMAGINE)
CHUCK YEAGER'S AFS(ELECTRONIC ARTS)
THE LURKING HORROR (INFOCOM)
THUNDERCATS (ELITE)
THROUGH THE TRAPDOOR (PIRANHA)
IMPACT (AUDIOGENIC)
TRACKER (RAINBIRD)
MANIAC MANSION ILLICASFILM/US GOLD)

SPECIA
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BUDGET RANGE
ORDER FOUR GAMES IN THE E1.99 RANGE
AND PAY FOR THREE 115.97 PAYMENT
TOTAL] - A SAVING OF E1.991
ORDER FOUR GAMES IN THE E2.99 RANGE
AND PAY FOR THREE 1E8.97 PAYMENT
TOTAL/-A SAVING OF f2.991
JUST FILL IN THE NAME AND PUBLISHER OF THE
FOUR GAMES REQUIRED AND THE PAYMENT
TOTAL OF E5 97/E8 97 (DONT USE THE OFFER
PRICE TABLE/

MASSIVE DISCOUNTS
AT YOUR FINGERTIPS!

SHOPPING

THE MEGA CHOICE:
Apart from our highly recommended games
list, you can order any game released by the
major software houses to date on any of the
following formats:
SPECTRUM 48K/128K COMMODORE C64/0 28,
AMSTRAD CPC, MSX II, ATARI ST, AMIGA, IBM PC/
XT.
RULES:
OUR OFFER PRICES ARE VALID FOR ANY
GAMES AND INCLUDE POSTAGE AND
PACKING - NO OTHER EXTRA CHARGES
LOOK UP THE PRICE OF EACH GAME IN THE
OFFER TABLE, ENTER THE OFFER PRICES
ON THE ORDER COUPON, THEN ADD THEM
UP.
ORDERS FOR TITLES WHICH ARE NO
LONGER IN DISTRIBUTION WILL BE
RETURNED
YOU WILL BE REGULARLY NOTIFIED OF
ANY DELAYS CAUSED BY LATE RELEASES
REMEMBER; USE THE CORRECT RECOM-
MENDED RETAIL PRICE WHEN LOOKING UP
PRICES IN OUR SPECIAL OFFER PRICE TABLE
DON'T FORGET TO MENTION THE COMPUTER
AND MEDIA FORMAT (CASSETTE,DISK OR CAR-
TRIDGE/ REQUIRED - OUR MAIL ORDER DEPART-
MENT IS NOT CLAIRVOYANT (YETI!

Not all the listed products wilas soon l have Deenreleased at press time,
Goods will be despatched a s  possinle.
Customers Will be infogned of any long delays.

INSTRUCTIONS:
Write required gamessi on order list
Check in review or ad for correct recommended
retail price (FRP)
Look up special offer once and write on order NM
Don't forget to fill in boxes indicating computer
format and media type!
Add up total and enclose cheque of postal order
or alternatively use ACCESSMSA facility
(Don't forget to indicate the Expiry Date)
REMEMBER: Incomplete order forms will be
returned, so don't forget format, media, shirt me.
Expiry Date etc •
Please ring (0584) 5620 If In doubt!

PRICES VALID FOR
UK/EIRE/EUROPE ONLY
FOR OVERSEAS ORDERS
PLEASE ADO E ZOO
PER ITEM FOR AIR MAIL
DELIVERY

TGM T X  DATE: 12-87 127/1 48



The Special Sof tware Discount  Offer Prices do not  apply to
sof tware bargains highlighted in the prev ious pages, nor do
they inc lude Console Cart ridges,  blank disks or any hardware
listed.

ITEM SIZE an '

TOTAL

PRICE

Postcode

Signature

COMPUTER
Name
Address

PLEASE DEBIT MY VISA/ACCESS ACCOUNT E

I wish to pay by Visa/Access (delete as aopiicabiel

Please Charge My Account No:

1

PLACE
YOUR

ORDER
HERO

1 1
Ealowy Date

II I
SEND THIS FORM TO
TOM SHOPPING, PO BOX 20, LUDLOW,
SHROPSHIRE SYS 10B

Please note that Hardware, Consoles and
Cartridges are available in the UK only

128/148 TGM T X  DATE: 12-87

Hand held joysticks seem to be 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
ult imate dexterity as they allow
pixel perfect accuracy and
positive 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
accurate to use, and now courtesy
of Britannia Software and THE
GAMES MACHINE, here is your
chance to become the proud
owner of one of these joysticks.

We have 20 Phasor Ones to
give away, and all you have o do to
enter the compet it ion is answer
the five questions set out here,
4-

PHASORS
ON STUN
WIN A BRITANNIA HAND-HELD
JOYSTICK

Send your entries on a postcard or
the back of sealed envelope to
PHASOR COMPETITION, THE
GAMES MACHINE, PO BOX 10,
LUDLOW SHROPSHIRE SY8
108. and don't  forget your name
and address. All entries must
reach us by 19 December, The first
20 correct entries pulled out of the
bag will win their senders a
Britannia Phasor One joystick,

Our standard competit ion rules
apply, check Out the masthead if
you are in any doubt.

1) Wh a t  is the hero*s name in the
Psygnosis graphic adventure
Barbarian?

2) W h o  wrote the music for the
Elite Systems game,
Thundercals?

3) W h o  wrote the original comic
Strip stories for Passengers
On The Wind?

4) I n  which town is the Konarni
release Vampire Killer set/

5) I n  what country does Indiana
Jones And The Temple Of
Doom take place?

' 4 . 0 % 4
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ITCH INPUTS - AS EASY
AS 1-2-3!

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!

( jr  unique 3-2-1 Aenal Switch allows you the choice of three
different signal sources, plus the normal aerial socket. You can
choose to switch from your TV aehal to video recorder,
computer video game. cable and sattelite converter, instantly,
It is even possible to use the unit in reverse mode and teed up
to three TV s from one input source It's as easy as 1-2-3!

The swrtch is manufactured in the U K. to high specifications.
It includes goad plated switch 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 tilling in the coupon below or ringing
us on 0686 24508 for immediate despatch

,arnonan Distnbulors, NeMown, Powys SY16 41F
Please send me 3 -2 -1  Aenal Switches a E4 99 each inc p&p)
Payment by CheqUe'Postal Or det Cr plaase debit my Access Visa card

1 iCtE . . . . . . . . . . .
I Card No   E x p i r y  dale

Name
I
A
d
d
r
e
s
s

L_Signature

rran
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COMPUTER REPAIR CENTRE

VIDEO SENDER
NEW TECHOLOGY

Watch Video Recorder/Computer/Satellite TV on any set
in your home — VIDEO SENDER transmits to any number
of -
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than a Video Cassette.
PHOENIX COMMUNICATION
31 NIGHTINGALE LANE, FELTWELL
NORFOLK IP28 4AR
Tel: 0842 — 827267
Send Cheque/PO
for £33.50 (Inc P&P)

EurOpe s Largest Stock Of Video Games & Cartridges For —AL

( N i n t e n d o )

\  \ / z
YOUR MICRO L 5
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DESERVES THE BEST P R I C E S
I N N

When your home or business micro costs several hundreds of pounds. it deserves the finest
repair facilities in Europe And the finest prices -15 off trade rates for a limited period 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
and, most important, guaranteed reliability For the first three months we'll repair any fault free
For the next three, at half these quoted prices. *  It's the finest service available

EUROPE'S LEADING

AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS
SPECTRUM SPARES

LILA (COO I
Room, SUDO'w
ROO
4116 RAMS
l i x 65C
fi x 21

Keyboard Membrane
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,
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6525 CIA 1 2  00
6581 SP Chip 1 5  00
901225 Coaphic RDM 1 0  00
901226 Basic ROM 1 0 0 0

75 9 0 1 2 2 7  Kenai Rohl 1 5 0 0
906114 mouse Keepei 1 0 0 0

40 6 5 6 9  - VIC 1 8 0 0
4164 RAMS Memory 1
0 0Point Supplies

300 C 6 4  1 9 5 0
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and packing on all component
Or

HOW TO CONTACT US
•  For puotes on computers not timed
Or on any component telephone
0276 66266 1Quotins GAM [77 )
•  To send us your micro tor ro w
,mail it '
,
c u r t
l y  
P a
c k
e d

•ccompanred by cheque postal
cycler (made out to Ver r an Micro
Maintenance bruited) or quota your
Access or Barclaycard number
*  And to obtain your special
drecount quote GAY 127

TELE-GAMES
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IN STOCK NOW
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*WICO JOYSTICKS FOR NI NTENDO IN STOCK NOW
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TELEGAMES,  WIGSTON,  LEICESTER,  LE8 1TE (0533-880445)
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CAMERA!. ACTION!. ENTER THE SLAPSTICK WORLD OF SILENT MOVIES!
A,tteation all you budding film directors! Here's your opportunity to become a D i e d  the crazy antics of Charlie as be performs stunts and plays the fool with

movie mogul directiag none other than the t h e  rest of the East. Replay each scene in the editing mite;
legendary Charlie Chapba! b u t  be warned—a reshoot will be costly and youcould go over budget!

boost scripts, cast characters,
select scenery, props and

backdreps. lks it's
SCENE ONE—TAKE ONE...
CAMERA... ACTION!

fiend the premiere of your
Film! The critical acclaim

of the audience wM deter.
mine whether your box
office earnings allow

4
c
,  
y
o
u  
t
h
e  
b
u
d
g
e
t  
f
o
r

another film. or
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CBM 64 / 1_ j   E9.99 Cassette E14.99 Disk
Spectrum 48K  E 8 . 9 9  Cassette
Aznstrad CPC  E9.99 Cassette E14.99 Disk
Atari ST  E 1 9 . 9 9  Disk
IBM PC E 2 4 . 9 9  Disk

, tioi iron iti.n



E COLOUR
RED

The Hunt For Red October, a  n ew submarine
warfare simulation f ro m ARGUS i s  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  al l -
expenses d a y  ou t  t o  visit  HMS BELFAST i n
London.

Red O c t o b e r  -  Rus s ia ' s  mo s t
advanced missile submarine, with the
on-board capability  t o  dest roy 200
cities, is about to defect to the USA.
The scenario is taken f rom the huge
best-seller nov el  wr i t t en b y  T o m
Clancy.

Taking control of Red October and
its 113-man crew, the task ahead is
perilous. especially when the Russian
Navy h a s  o t h e r  p l a n s  f o r  t h e
submarine -  they built it and know its
strengths and weaknesses.

You p l a y  t h e  s u b ma r i n e ' s
commander, Navigat ing with the aid
of a seabed contour map,  you also
gain an overall picture of the Atlantic
showing Red October's  pos it ion in
relation to both the US Navy fleet and
the Russian fleet. Movement  of  the
fleet c a n  on ly  b e  wat c hed wh e n
Surfaced a n d  r a d i o  t ransmiss ions
intercepted. A ls o ,  wh e n  s urf ac ed
repairs are undertaken automatically;
but then you are risking detection, so
rt is worthwhile to use the periscope
before actually surfacing

I-lot on your trail is the Russian navy
in its hunter ships_ If the warning alarm
sounds then you have been detected
-  either go full steam ahead and make
a belt for it, or turn and fire a salvo of
up t o  f our t orpedos  at  t he enemy
above, either guiding them manually
or under sonar control. Alternatively, if
you feel like being violent right  f rom
the outset you can give chase to your
pursuers us ing t he hunt  and attack
systems and eliminat ing them before
they find you.

Argus's new submarine warfare simulation brings you the challenge of the high
seas. The screen shows the i t
-
Li m n t h s n l a y  
w i n d o w  
f r o m  
t h e  
A t a r
i  
S T  
v e r s
i o n

Orders to the c rew are controlled
simply through the mouse or joystick.
Reports are given back to you on the
effectiveness o f  y o u r  dec is ions
through a  sc rolling message.  Th e
same pane l  doubles  f o r  inc oming
messages on the bridge,

The Hunt For Red October is soon
to be available for the Atari ST. Amiga,
IBM P C (E24.95), Commodore  64/
128, Spect rum 48/128 and Amstrad
CPC (E14.95 cassette).

The four  ships of the Russian fleet

DIVE t
AVE!
DIVE!

_____
iL.
. _ .... ,m„1•,
:
i
iiiitivi

• PUl f tg  -• ;
1
4
i i
i i
i ;
t
o
t i
p
i •
•
"
"
- -
'
-  
-
-
-
-

Competi tion 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 a n  al l -expenses (water  a nd
salted biscuits thrown in too) paid
trip to the old port of London to visit
the famous World War II carrier ship
HMS Bel fast cour tesy o f  Ar gus
Press Software (plus a copy of The
Hunt For Red October). Argus let us
down a bi t on this one,  but try as
they might, they couldn't persuade
the Russian Navy to let us r oam
over Re d October  herself.  How -

Et
Win a visit to HO
FOR RED OCTOBI



irEEPAST
COMPETITION

Ms
RED OCTOBER!

Belfast and a copy of the new game THE HUNT

.111,•-•
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ever, if you happen to be nautically
minded and interested in warships.
The Imperial War  Museum's HMS
Belfast, w i t h s e v e n accessabl e
decks is a fascinating experience.

That's an admiral first prize, and
the next  ten under -seadogs wi l l
each receive a copy of The Hun f For
Red October on a machine of their
choice. To be in with a chance of
winning, answer  the five questions
below a n d  s e nd  t h e  answer s
together w i t h  y our  n a m e  a n d
address on a postcard or the back
of a sealed envelope to: RED OCT-
OBER COMPETITION,  THE GAMES
MACHINE, P O  Box  l a  Ludl ow,
Shropshire SY8 11313 t o  arrive no
later than 19 December.

11 What was the name of Captain
Nemc's submar ine I n  2 0 . 0 0 0
League Under The Sea by Jules
Verne?

2) Which side of a ship is larticird?

3) What
suffer from due to lack of Vitamin
C?

4) Wher e is the stern of a ship'
,5) Wher e would you find a  plimsol

line?

Our s tandar d competi t i on r ul es
apply, i f you're in any doubt check
the masthead.
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COMING SOON - CODE MASTERS-PLUS, A GENUINE ADVANCE IN GAMES TECHNOLOGY
ALL CODEPAASTERS GAMES E1.99. ORDER YOUR BUDGET GAMES THE
EASY WAY — THROUGH THE GAMES MACHINE MAIL ORDER!
You can order any of these great value Codemasters games on this coupon for only E1.99
each, and that includes 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 Newel leld Ltd
ride: T i t l e
Title I d l e
Title- T i t l e
Name:   A d d r e s s

Postcode- R e t u r n  form and payment to:
I am ordering'  I  Codemasters games at CODEPAASTERS OFFER, THE
0. 99  each, therefore I enclose payment G A M E S  MACHI NE ,  PO B o x  2 0 ,
of E    L U D L O W ,  SHROPSHIRE SYR IDB
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Ladles 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

ssue One of THE GAMES MACHINE, which went on sale
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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 n o  need to  wait, w e  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
GAMES MACHINE hasn't given you a
clear idea of  what  the magaz ine is
about, here is  a  brief  run down on
what to expect from Britain's newest
mult i-user c omput er entertainment
magazine.

Leading articles on people in both
the foreground and background o f
games software; articles on topics of
central c onc ern t o  t he  growt h o f
computer entertainment ,  s u c h  a s
computer nes t les  and  censorship:
features o n  t h e  prac t i c a l  a n d
enjoyable use of your computer such
as art, music and writing.
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THE GAMES MACHI NE is  mult i-
format, covering all popular 8- and
16-bit micros, with a strong emphasis
on up to date reviews, giving ratings
for each format, rather than the more
common * lumped-in' rating system of
other magazines.

And then there's  t he future. THE
GAMES MACHINE looks forward t o
the d e v e l o p m e n t  o f  n e w
technologies, and the convergence of
existing ones  whic h c reate a  n e w
home entertainment area, such as CD
ROM and Interactive Video.

And that's every month f rom Issue
Three onwards!

• • • reviews
give ratings for

each format,
rather than the
more common

'lumped-hi'
rating system

of other
magazines."
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1SUBSCRIBE FOR 12
ISSUES NOW, AND GET
ROMAX CONTROLLER

ABSOLUTELY FREE!
A normal subscription to THE GAMES
MACHINE costs £16 f or 12 issues
Ipost included) in the UK and £25 for
abroad (Cont inent a l  p o s t  a n d
Overseas s e a  mai l  inc luded).  B u t
using the form below, you can receive
a Euromax Wizcard (worth £495)
free as part  of  the full subscript ion
once. 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 direc t  f rom t he printers, y ou
should receive y ours  eac h mont h
ahead of its appearance in the shops
:subject to normal postal conditions).

Euromax a r e  i n t e r n a t i o n a l l y
renowned f o r  t heir large range o f

joysticks a n d  controllers,  a n d  t h e
Wizcard i s  o n e  o f  t h e  neates t .
Measuring a mere twelve centimetres
by six. and only 15 millimetres deep, it
is an unobtrusive and easily  hand-
held c ont rol ler  s u i t ab le  f o r  a n y
machine. Wizcard has a uniqe 8-way
rocker cursor control for left- or right-
handed users. There are two trigger
buttons, a n d  t h e  hy per  sens it ive
graphite contac t s  ens ure pos it ive
connections. I t  i s  ergonomic al ly
designed f or  comfortable use,  and
with a  minimum of  mov ing parts  is
sure to have good durability. I t s  also
guaranteed f o r  u p  t o  s ix  months .
Normally E4.95, the Wizcard is free
with all subscriptions to THE GAMES
MACHINE using the form

SUBSCRIPTIONS
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I would like to subscribe to 12 issues of THE GAMES MACHINE
c ommenc ing with Issue Three (on sale 21 January  1988) at the price
of fl e  (post inc luded — UK only), or £25 (Cont inental Europe and
Overseas post included), and receive my FREE Euromax Wizcard
controller.

Name
Address

Postcode
Payment must be by cheque or postal order made payable to Newsfi eld
Limited,  or by credit card as below. Please tick the appropnete box

I enclose £ 1 8 . 0 0 fl  I enclose £25.00
would like to pay by credit card.

PLEASE DEBIT MY VISA/ACCESS ACCOUNT El

I wish to pay by Visa/Access Ideiete as applicable)

Signature E x p i r y  Date

Please Charge Pity Account No

1 11 1 1 I I  I  1
1 1 1 1Wizcards will be despatched as soon alle receipt of your order as possible, but

please allow up to 28 days. Enquiries
- e i t h e r  w r i t e  
t o  t h e  
a d d r e s s  
b e l o w  
o r  
p h o n
e

(0584)5852. Offer closes on 28 February 1988.

M E  GAMES MACHINE SUBSCRIPTIONS, PO
BOX 20, LUDLOW SHROPSHIRE SYS 10B



VIDEO

Robots have been a part of movies even longer
than computers. In this, the second of their
microchip videographies, Martyn Lester and
Martin Coxhead get to grips with the
mechanical stars.

Before discussing robots on video, for reasons of clarity a few
definitions have to be made. Robots are entirely mechanical or
electronic, not bearing any resemblance to  a  human form.
Cyborgs are part mechanical/electronic and part human, while
androids are robots in pseudo-human form, definitely intended
to resemble a genuine person. Understood? We'll be covering
cyborgs and androids next issue but for the moment we confine
ourselves to the purely mechanical stars of the movies.
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obots a n d  robot ic s  sys tems
which r e p r e s e n t  g e n u i n e
current technology are very rare
in today 's  movies, Of  the few
examples a v a i l a b l e  i s ,

strangely, t he  Chuc k  Norris  ac t ion
pictures Code of Silence (Rank Video)
in which cop Norris finally turns on the
gang of  heavily-armed villains with an
armoured. weapon-c arry ing s emi -
tank, remotely controlled.

Although t he  mov ie takes  more
liberties w i t h  fi r e - p o we r  a n d
sophistication, police robots do exist,
as seen in a couple of episodes of Hill
Street Blues under the command of
gung-ho L t  Howard Hunter (James
B Sikking), These should eventually
reach v ideo 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 modifi ed form in the SF story Booby
Trap (Medusa), a post-holocaust tale
where a young couple, terrorised by
mutant s t reet  gangs,  dev ise a very
functional look ing robot  for revenge.
Its offensive capabilit ies include a few
gun barrels and a very useful testicle-
crushing claw. Etat!

More f eas ible c ur ren t  robot ic s
came in the highly praised Australian
production Malcolm (Virgin Video), in
which Col in  Fnels  play ed t he t it le
character, a  s light ly  ret arded a n d
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 c ouple as  lodgers  af ter t he
death of his mother, and the boyfriend
turns out  to be a convicted criminal
who c a n  s e e  t h e  pot ent ial  f o r
Malcolm's robot s  t o  per f orm t h e
perfect bank robbery.

Funny a n d  s light ly  poignant  b y
turns, at  as funding stage the movie
almost outdid the fict ion of  the plot
when the producer actually sent one
of the remote-controlled robots into a
potential investor' s office brandishing
a g u n  a n d  demanding a  mi l l ion
Australian dollars. The man, suitably
impressed, invested.•

On a more sinister level, one of the
cinema's fi rst plaus ible murders  by
current robot technology came in Paul
Schrader's Blue Collar (CIC Video). A
tale of union corruption in Detroit and
starring Harvey Keitel, Yaphet Kot to
and Richard Pryor, t he fi lm features
one character who crosses the bribed
officials and is  locked in the robot -
staffed p a i n t - s p r a y i n g  s h o p ,
asphyxiating as the automatic limbs
spray the steel chassis,

Generally Hollywood has wanted as
robots to be in 'human'  form, le two
armsflegs/recognosable head,  rather
than the more plausible forms which
will b e  a  realit y  l ong  bef ore t he
anthropomorphised versions the fi lm
makers would like. Indeed the robots
looked so human in Sleeper (Warner
Home V ideo)  t h a t  Wo o d y  A l l e n
doubled for one by donning a silver
carapace and sticking a funnel in his
mouth'

For '  realism', des igner Syd Mead,
also respons ible f or  t he v isuals i n
Blade Runner (Warner Home Video),
went to Japan to study their current
and f u t u re  dev elopment s  i n  t h e
cybernetics l i n e  bef ore  des igning



No, 5 for John Badham's Short Circuit
(CBS/Fox Video), an entertaining tale
in whic h a  military  at tack robot  is
struck b y  lightning,  sc rambling I t s
programming and turning i t  int o a
charming, wi t t y  charac ter.  N o .  5
escapes from the Army and ends up
in the protection of young Ally Sheedy,
as scient ist  Steve Gut tenberg and
Fisher Stevens t ry t o t rack it  down
before the military can seize it back.

No, 5 is a fully practical design on a
tank-track b a s e ,  a n d  h a s  a n
extendable head wit h t wo on-board
video cameras for eyes. The special
effects c rew const ructed s ome 16
different models ,  each capable of  a
different f unc t ion,  f r o m  ba l l r oom
dancing ( h o n e s t l y )  t o  d o i n g
impressions o f  t he Three Stooges!
Following t h e  box -offi ce success,
shooting i s  current ly  underway  o n
Short Ci rc u i t  I I ,  wi t h  on ly  Fis her
Stevens from the original cast.

Interestingly the design of  No. 5 is
similar to that of Hector, the first of the
*Demi-God' s e r i e s  i n  t h e  I T C
Production Saturn 3 (Channel 5), an
SF mov ie that deserved a far better
reception than it received.

Harvey Keitel play s  a  deranged
space pilot who travels to one of the
moons o f  Sat urn o n  wh i c h  K i r k
Douglas and Farrah Fawcett have set
up a hydroponics base. keitel brings
with h i m Hector,  a  lumbering bu t
highly skilled robot ,  controlled v ia a
brain implant with keitel.

But when jealousy for Ms Fawcett
sends Keitel psychot ic ,  i t  s imilarly
upsets Hec tor,  w h o  t urns  o n  h i s
creator -  dis membering h i m a n d
crating t h e  remains  i n  t h e  s ame
containers i n  wh i c h  He c t o r  wa s
originally packed -  and then lust ing
after said lady.

Design a n d  s c r ip t  w e r e  b o t h
effective, but  the fi lm suffered f rom
the original wr i t er ,  des igner  a n d
director, John Barry. dying after a few
days shoot ing,  t o  b e  replaced by
Stanley Donen, a director more suited
to mus icals  (! ).  a n d  f r o m k e i t e l
refusing t o  d u b  his  lines  i n  pos t -
production and being revoiced by Roy
Dotnce, A great pity, since the movie
shows s ome really effective writ ing
and ideas.

Always ready to lump on a trend,
veteran exploitat ion producer Roger

Corman saw the potential in a reversal
of S h o r t  Ci r c u i t  a n d  p r o d u c e d
Killbots, the story of a shopping mall
where the security robots go berserk
after lightning hits  t he main cont rol
system. Thus  t h e  janit or a n d  s ix
teenagers who have stayed behind in
a bed s hop fi nd themselves being
hunted a n d  k i l l e d  b y  t h e
uncontrollable mechanical guards.

Released i n  t h i s  c o u n t r y  a s
Chopping Mall  (Vestron Video),  t he
movie is an effective little chiller, with
enough black comedy to make it very
palatable.

Many robots  in  mov ies  are of  a
generally benev o lent  dis pos i t ion,
notably t he  giant  Gan,  helping his
alien master klaatu (Michael Rennie)
spread t he  wo r d  o f  peac e t o  a n
uncaring world in Robert  Wise's The
Day The Earth Stood Still (CBS/Fox) in
1956.

Recently the cause has been given
a giant  boos t  by  the characters of
C3P0 and R2D2 in  t he Star Wars
trilogy - Star Wars, The Empire Strikes
Back and Return Of The Jedo (all CBS/
Fox). The personalities of these two -
Anthony Daniels  being wonderfully
prissy as the fussy C3P0 and Kenny
Baker, split t ing screen t ime wi t h a
purely radio-controlled version, in the
R2D2 shell -  made them winners, and
naturals for market ing opportunit ies,
as c an be  seen i n  t he Star Wars
merchandise, ranging f rom toys  t o
bed spreads, lunch boxes, cosmetics
and slippers.

Producer a n d  d i rec t or  G e o r g e
Lucas inc luded a  number o f  other
robot characters such as medics and
background fi llers, but  realised t he
importance of  t he main robot  pair,
possibly m o r e  t h a n  a n y  o t h e r
characters, to the series.

A nice Star Wars joke comes in the
SF s e n d - u p  G r e m l o i d s
(Showchannel), t h e  mo v i e  wh i c h
spawned t h e  L o r d  Buc k e t head
character w h o  s t o o d  a g a i n s t
Margaret Thatcher at the last General
Election. I n  t h e  mo v i e  a n  a l i en
advances o n  a n  upr ight  c y l inder
vacuum cleaner, believing it is a close
relative of  R2D2 and that it carries a
recorded mes s age f r o m Princess
Serena.

The impor t anc e  o f  mark e t ing
nowadays can be easily seen in the

number o f  J apanes e - s ou r c ed
animation s e r i e s  a i m e d  a t  t h e
children's mark et ,  a n d  wh ic h  a r e
regarded a s  l i t t l e  m o r e  t h a n
promotional plugs for the large range
of t o y s  a n d  charac ter-supported
merchandising b e h i n d  t h e m .
Currently mak ing parents  part  wit h
their hard-earned cash to satisfy the
material cravings of their sprogs, are
tapes f r o m  Trans f ormers  (V ideo
Gems) -  fi r s t  a n d  m o s t  we l l -
established of  the robot  range; The
mighty arbors  (MGM/UA);  and the
Gobots (both Entertainment In
Video and Vestron).

Often a robot  will be  t he wise-
cracking but resourceful sidek ick of a
dependable hero. The most famous is
surely Robby  Th e  Robot ,  t h e  al l -
purpose h e r o  o f  t h e  S F  c lass ic
Forbidden Planet  (MGM/UA) -  the
movie being based on Shakespeare's
play The Tempest. amazingly -  with
Walter Pidgeon as the despot.

An enduring figure. Robby has also
made c ameo appearances in bot h
Joe Dante's Hollywood Boulevard (a
send-up of  low-budget  fi lm making)
and Greml ins  (bot h warner  Home
Video). Obv ious ly  Dan t e  i s  t ry ing
single-handed t o  rev iv e Robby ' s
career.

Jesse V i n t  a l s o  h a d  a  r o b o t
companion i n  t h e  s t agger ingly
tasteless b u t  ent ert aining Ro g e r
Gorman product ion Forbidden World
(Embassy), a  low-budget  gem wi t h
some excellent special effects made
with few bucks and less taste, while a
tin drum called Jinks was responsible
for launching a space shutt le full of
teenagers into space instead of it just
being a  s imulat ion in Spac e Camp
(CBS/Fox),

One of the most effective teamings
of man  a n d  robot  c ame wi t h  t he
dreadfully u n d e r r a t e d  D o u g l a s
Trumbull 1971 mov ie Silent Running
(CC).  a commit ted ecological SF fi lm
in wh ic h  t he  Earth's  las t  growing
plants and  gardens  are orbit ing in
large s pac e  f reighters .  Wh e n  t h e
decision from Earth to destroy them -
for budget ary  reas ons  -  c o me s
through, c rewmen Freeman Lowel l
(Bruce Dem) rebels, k illing the other
crew members  and absconding with
his gardens  int o deep space.  Very
moving in parts.

any robots in
movies are of a

general ly
benevolent
disposition.

Naturals for marketing
opportunities, tunny
R202  and prissy C3P0

Robby the Robot,  ai l -pur-
pose hero of Forbidden
Planet

Huey, Dewie
and Louie were

played by
young

amputees,  who
could fi t into
the confi ned

shell and oper-
ate them from

within.
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Animated action from
Transformers

The giant Gott  helpful
alien robot

• the robot
presence in

Flesh Gordon
was comprised

of large
dustbins on

legs with whiz-
zing, phallic

drill-bits amid-
ships
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The robots, here, Huey. Dewie and
Louie, were squat, box-shaped items
and almost certainly the inspiration for
R2D2 s ev eral y ears  lat er.  High l y
convincing, t hey  we r e  p lay ed b y
.0aung amputees  who could fi t  into
the confined shell and operate them
from within. Highly recommended for
anyone wit h an interest in intelligent
SF.

Disappointing was the highly touted
Lorca And  The Out laws  (Polygram
Video), which also went  through the
7itles 2084,  Th e  Out laws  A n d  The
Starship Redwing and Blood Storm.
The only real point  of  interest in this
depressingly fl at  s tory  was  midget
actor Deep Roy in an almost  kabuki-
like c os t ume a s  t he  hero's  robot
assistant, like a more stylish version
of Buc k  Rogers '  Twik k i  i n  B u c k
Rogers In The 23rd Century(C1C). This
was a passable updat ing of  the old
Alex Ray mond charac ter wi t h  G i l
Gerard in athlet ic f orm as the hero,
although our sympathies go to midget
actor Felix  Silla f or  ac t ing in  what
looks a very uncomfortable costume.

Buck Rogers  ended up  as  a  TV
series af ter t he pi lot  episode,  and
television h a s  p r o v i d e d  a  f e w
,nteresting entries in t he robot  line.
From the Sixt ies c ame the robot  in
Lost In Space, while the prolific Gerry
Anderson had the transparent Robert
The Robot (where have we heard that
before?) in Fireball XL5. More recently
Terrahawks (several available on the
low-priced Channel 5 label) gave us
both heroes and villains, the goodies
being t h e  Ze r o i d s ,  s p h e r i c a l
defenders o f  t he  Earth under  t he
command o f  Sergeant -Major Ze ro
(aptly v oic ed b y  Winds or Davies).
Their Mart ian opponents  were ugly
looking cubes with grimaces, all the
better f o r  t h e  programme' s  e n d
graphics which had the two sides in
noughts-and-crosses confrontation.

Dr Who also showed both sides of
robot loyalty, having an assistant for
several seasons in t he f orm o f  t he
robotic d o g  K 9 ,  wh i l e  t ak ing o n
mechanical m o n s t e r s .  M o s t
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 ( B B C  V i d e o ) ,  a n d  t h e
implausible Giant Robot, a seemingly
ordinary c reat ion which,  somehow,
grew to enormous proportions. Quite
how wasn't explained. And before you
cry •Gotchal• -  t he Daleks weren' t
robots!

Whatever one might think of the rest
of t h e  series ,  t h e  T V  vers ion o f
Douglas Adams '  The  Hit c h Hiker's
Guide T o  T h e  Ga lax y  ma d e  a
delightful job of Marvin The Paranoid
Android, a bit of a misnomer since he
was any thing bu t  human i n  f orm.
Voiced by  Stephen Moore,  Marv in
was one of  the f ew aspects of  the
radio s e r i a l  w h i c h  f u l fi l l e d
expectations when transferred to the
TV screen.

Incidentally, the prospects of a film
version of the series are still very much
alive u n d e r  t h e  d i r e c t i o n  o f
Ghostbusters producer and director
Ivan Reitman,  even though he has
rejected Adams 's  o wn  screenplay.
Apparently what Reitman objected to
were some of  the major characters
and incidents which made the original
series s o  successful.  A s  A d a ms
himself s aid:  •I t ' s  l i k e  as k ing t o r
chocolate chip ice-c ream and then
complaining about  t h e  lit t le blac k
bits '

Robot villains have been favourites
in the c inema for a long time, Disney
finally entering the field with their big
budget The Black Hole (Walt Disney
Home V i d e o )  i n  1 9 7 8 .  B a d d i e
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 disguised wires on the set. Not
exactly technically correct, but  what
can you expect  f rom a script  which
has the heroes venturing outside the

spacecraft without protective clothing
after a meteorite has crashed through
it?!

Japan has  had a range of  robot
villains in  it s  SF movies,  beginning
with t h e  aliens  Th e  Mysterians in
1957. In their monster series which
has g iv en u s  s uc h  c reatures  a s
Mothra, a giant moth; Roden, a giant
flying turkey with sparks coming out
of its bum and Godzilla, a giant -  er -
thing, came GodZilla Vs The Cosmic
Monster (Hokushin) whic h had t he
monster bat t ling Mecha-Godzilla.  a
Meccano-style v e rs ion  o f  i t s el f .
Similarly King Kong was  revived t o
fight a Mecha-Kong a few years later
in King Kong Escapes,

The Cylons in f3attlestar Galactica,
The Cy lon Attack and Conquest  Of
The Eart h (al l  CI C)  we re  metall ic
warriors, determined to give the crew
of the Battlestar Galactica a hard time,
while t h e  r o b o t  p r e s e n c e  i n
pornographic s poof  Fles h Gordon
(Hokustan) was  comprised of  large
dustbins on legs with whizzing, phallic
drill-bits amidships

One of the best realised visions of
the believable robot -ut ilis ing future
comes i n  M i c h a e l  Cr i c h t o n ' s
Runaway (RCA/Columbia).  Cnchlon,
who a s  a n  aut hor  has  giv en u s
credible predictions of things to come
with such books  as The Andromeda
Strain and Sphere, shows us robots
as domest ic  slaves, rout inely  doing
housework and tending kids, But the
robots a r e  prone t o  ' runaways  -
individual u n i t s  w h i c h  b e c o m e
uncontrollable, a iming  on  humans.
That's where cop Jack Ramsey (Tom
Selleck) comes in, to deactivate them.

Villainy comes in the form of Luther
(Gene Sirnmonds from the rock band
KISS and more recently the terrorist
leader in New World's Want ed- Dead
Or Alive), a genius who plans to sell
rogue chips to the underworld which
will t urn ordinary  robots  into killing
machines.

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 t o  a  certain
person's heat patterns and which will
chase t h e m around c omers ) a n d
vicious spider-like robots,  spray ing
acid f rom syringes. A  very effective
and entertaining movie.

Certainly o n e  o f  t h e  m o s t
Interesting concepts involving robots
in the cinema came with Star Trek -
The Mot ion Picture (GIG), the first in
the TV  spin-of f  series  wh ic h  has
improved as it has continued.

The Earth is menaced by an entity
called V'ger,  and  t he c rew o f  t he
Starship Enterprise investigate. After
a ponderous  middle sect ion.  V'ger
turns ou t  t o  b e  a  Voyager s pac e
probe, miss ing for many  years and
discovered by  a  robot ic  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 v illain of  Robot  Mons ter (Barry
Wiles Video).

The movie (as seen on The Worst Of
Hollywood) was rather low on funds,
so Ro-Man,  t he robot  monster,  is  a
man i n  a  gorilla suit  wi t h a  div ing
helmet on  his  head w e  k id you
not
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One of John Buchker's
Ghouhes goes for the
throat in Ghoulias II

Not a plant but a special
effects robot, from Little
Shop Of Horrors

. . t h e  pro-
ducer actually
sent a remote-

controlled
robot to a
potential

investor bran-
dishing a gun
and demand-

ng a million
Australian dol-

lars.

Robot villains
have been fav-
ourites in the
cinema for a

long time.
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ROBO SPECIAL EFFECTS
As with so much in the fi lm SEX (special effects) held,

robotics and cybernetics are being increasingly used in
fantasy, SF and horror movies to create bizarre Earth
creatures and aliens,  as  wel l  as  s ome of  t he more
extreme scenes of horror and mutation.

Many SEX technicians are now coming to the fi eld with
qualifications i n  mechanics ,  engineering and cybernet ics
rather than make-up kit and enthusiasm.

One of the first robotics SFX in a major movie was 'Bruce'.
the name given to the robot ic  shark in Steven Spielberg's
Jaws (CIC). Constructed by veteran Robert Mattey, the shark
looked relat ively conv inc ing mos t ly  because o f  t he brief
glimpses o f  it  t hrough Spielberg's  teasing edit ing.  I t  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 to robot ic
fabncation for the most  part for the creation of the Gremlins
(Warner Home Video) in Joe Dante's fi lm 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 Cronenbarg'S
The Fly (CBS/Fox).

Success l e a d s  t o  imi t at ion,  inev it ably ,  a n d  s o o n
independent p r o d u c e r  Ch a r l e s  B a n d  h a d  Ghou l i es
(Entertainment I n Video) o n  t he stocks, a  s imilar t ale o f
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 t he recent
sequel 'Ghoulies 2 (Entertainment In Video)

The fantasy and horror movie is the fi eld where SFX are
generally needed,  excus ing t he odd  family  fi lm s uc h as
Disney's Baby  -  Secret  Of  The Lost  Legend (Touchstone
Video). in which the star was an animatmnic  baby dinosaur
found by  t wo scientists in the jungle. The creature was  as
unbelievable as  the story. Similarly  Hugh Hudson's  Tarzan
story Greystoke (Warner Home Video), had animatronic apes
and facial masks for actors in ape suits.

Various ends to which robot ics have been used in horror
films inc lude t he t ransformat ion o f  people in t o snarling
demons in Demons  and Demons  2 (both Avatar). in which
Sergio Stivaletti used articulated model heads for scenes such
as teeth being pushed f rom gums  by emergent  fangs, and
Hellraiser (New World),  where Bob Keen's  c rew 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.U.D. (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
Bresslaw into a very convincing Cyclops through a remote-

controlled device with a realistic blinking central eye in the
fantasy K r a  (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 Litt le Shop Of  HOrrOrs
(Warner Home Video).

Actually the persistance paid off, and the SEX team, headed
by Muppet  c rew member  Ly le Conway.  produc ed s ome
superbly entertaining scenes in this  very amus ing horror/
comedy/musical.

As in any field there are experts, probably the master of
whom is Italian Carlo Rambaldi.  Initially experiment ing with
robotics to create bats for N i g h t
-
w i n g  ( R C A /
C o l u m b i a ) ,  
h e  
w a s

then hired f or a  full-s ized 45-foot  robot  f or  t he Dino De
Laurentlis 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 best
(CBS/Fox), have fared little better, the film dying swiftly at the
US 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 f rom a  Stephen King
werewolf  s t ory .  Alt hough look ing s light ly  bear-like,  h i s
werewolf  transformations are well-shot and lit.

Other luminaries in the field include Rob Boffin -  who turned
actors into werewolves for The Howling (Channel 5) and let his
imaginat ion run not  creating the alien mult i-shape-shif ter in
John Carpenter's  The Thing (CPC) -  and Tom Savini, an SFX
man whos e work  veers t owards  t he very gory .  Excellent
examples of  Savtni's work  wit h mechanscals and robot ics
come with the rott ing crypt-keeper in the opening segments
of George Romero' s  Creeps how (Mastervis ion) a n d  t he
remarkable opening sequence of Romero's  Day Of The Dead
(Entertainment In Video).

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 f rom 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 lop teeth and
has its tongue and vocal chords hanging down the front of its
shunt

The crew nicknamed it • Dr.Tongue'
But technology c an be  abused,  rarely  more so than in

Rawhead Rex (Vestron), a ludicrous horror movie set in Ireland
where the Ravihead 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 combinat ion of expression in
c l o s e
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for collectors of really terrible movies



--- INTO THE COMPARENT CALM OF THE
WHITE HOUSE BURSTS THE MANIC

I DR. MEGALOMANN. "STEP DOWN MR
PRESIDENT, SUBMIT TO MY RULE OR TODAY
MERICA WILL KNOW A PLAGUE FROM WHICH

DEATH WILL SEEM A HAPPY RELEASE".
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IS SET FOR AN
ALMIGHTY
CELEBRATION.

HI KIDS! NO TIME TO
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UNIDENTIFIED MISSitE
LOCATED IN AN
UNDERGROUND SILO IN
THE MIDDLE OF THE
CALIFORNMN DESERT.
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TOWARDS THE
TAPELES
STUD

hen reviewing music software
it is a great temptat ion to use
the Fairlight CMI as a yardstick
to hold against  other synths
and sof tware.  I t  i s  s uc h a

universal music concept that all other
software adopt s  on ly  part s  o f  i t s
resources.

Not that you are likely to rush out
and buy one at over E100,000 for the
top of the range. Point being that an
overview of  the Everest of  computer
synths will give us an inkling of what
we should expec t  f rom our  mus ic
software and in some cases how the
software dev e loped  f r o m  a r e a s
covered by the Fairlight.

The Fa i r light wa s  conceived i n
about 1970 when an Australian. Kim
Pyrie, started an Electronics proiects

- magazine. One of  t hem was  for a
synthesizer and he s aw a  future in
developing i t  a  bit  further.  A n  o ld
schoolfnend, 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 consult ant  c a l led  To n y
Fume who had been work ing in the
States o n  man ipu la t i ng  s o u n d
waveforms b y  digit al means .  Th e
prototype system was ready in about
1977 bu t  i t  wa s  s l o w a n d  v ery
expensive. A rethink using the faster
and then novel RAM chips meant they
had more speed and memory at their
disposal; whic h in turn opened the

1
In t h e  last  issue, micro-chip
musician Jon  Bates gave a  brief
overview o f  home micro  music. Now,
to go a step further along the road towards
the tapeless music studio, Jon puts what  is
possible w i t h  h o m e  c o m p u t e r s  i n t o
perspective by leaping fi rst to the top of the
chip pile and dissecting the Fairlight Computer
Music Instrument — the machine against which
all o t h e r  mu s i c a l  mi c ro s  m u s t  me a s u re
themselves.

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
future.

o
e
4

doors t o  sound sampling.  St ill t wo
years away from the final launch date,
they needed t o eat and so diverted
their t ime into producing an Electronic
Video Paintbox  f o r  'TV s tat ions t o
finance t heir operat ions  t hey  als o
produced t h e  h a r d w a r e  f o r
Remington Office Machines.

INFORMATION
EXCHANGE

The Series  1 CMI  featured s ound
sampling and sample manipulat ion,
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 machine.

As interest slowly picked up so the
software was  updated.  The  theory
being that a Fairlight shouldn't  go out
of dat e  a n d  neit her s hould i t  b e
recognisable by any one sound — in
practice that doesn't quite work, but it
has been possible to buy addit ional
upgrades t o  b o t h  hardware  a n d
software.

The Fairlight is unusual in that it has
always u s e d  a t  l e a s t  t w o
microprocessors in a dual processing
mode: o n e  wo r k s  o n  inf ormat ion
exchange with the user and the other
one controls the hardware. It usually
uses d u a l  fl o p p y  d i s k s  w i t h ,

s e
l f

4 * '
nowadays, a  hard disk  opt ion.  The
software on the Series 2 took up over
300K of  memory  space whic h was
improved on by using the higher level
C language and  greater hardware
memory.

WHAT YOU GET
Although n o w  av ai lable i n  t h ree
separate p a c k a g e s  a n d  p r i c e
brackets, your essential Fairlight as it
drops ont o  y our k it chen t able wi l l
consist o f  one (or  t wo)  s ix-octave
velocity-sensing keyboard,  a  green-
and-black super highlesolut ion VDU.
the main CPUs  and voice modules
and one or two disk drives depending
on your budget. The VDU is fitted out
with a lightpen to speed things up and
which g i v e s  y o u  t h e  o p t i o n  o f
redrawing t h e  v ar ious  wav ef orms
displayed.

Contribut ing to the expense of the
Fairlight are the specifications for the
hardware and power  supply  whic h
have been deliberately overated s o
that it  can funct ion in live situations
where the power could be less than
perfect.

On arrival the Fairlight 's memory is
empty. I t  c omes  wi t h  prerecorded
library d i s k s  o f  s ounds  b u t  t h e
intention is that there is not a typical
Fairlight sound.  Commands  t o  t he
software are issued through an alpha-
numeric keyboard or via the lightpen
(much quicker). In practice most users
build u p  t heir o wn  s ound library .
usually by sampling. It has sockets on
the bac k  t o  accept  s ound f rom a
microphone, mix er  o r  v irtually  any
other device with sophisticated A to
converters t o  change t he electrical
impulses i n t o  d ig i t a l  inf ormat ion.
Surprisingly, MIDI was a late addit ion
to its armoury.

Having connec ted i t  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 i s  c al led a  Page_ Wit hout
getting too technical I will now take
you on a conducted tour of the pages!
There are copious help pages. In tact
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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!

It is such a uni
versal music

concept that all
other software

adopts only
parts of its
resources.

TGM T X  DATE: '12-87 143/148

PRESS
ANv
KEY



the entire user manual is contained on
the system disk ,  and  y ou c an fl ip
backwards o r  f orwards  t hrough it ,
locate a  previously used page and
even e n t e r  c ommands  w i t h  t h e
relevant help page on-screen. There
is als o a  he lp  page  f or  t he  he lp
page .  .

PAGING MUSIC
PAGE 1
The main indpx -  easy!

PAGE 2
Disk control:  this  manages all user-
created fi les for voices, sequences,
waveforms, s a m p l e s ,  c o n t r o l
information, and screen print -out  via
disk. Back up files can be created and
unwanted fi les  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  o r  16-note polyhony.  This
page tunes the keyboard to your liking
over a range of  several octaves and
can inc lude odd  tunings,  t ypes  o f
scale et c .  I t  le t s  y o u  d iv ide t h e
keyboard up so you can have different
voices in different areas. If you have
two k ey boards  y o u  h a v e  m o r e
possibilities. The confi gurat ions can
be stored for future use (Instrument
File) -  v e r y  h a n d y  f o r  l i v e
performance.

PAGE 4
Additive Synthesis: the Fairlight can
also c reat e original s ounds  b y  a
variety of methods. The best known of
these i s  t h e  add i t iv e  ha rmon i c
principle, k n o w n  a s  F o u r i e r
Transforms. This reduces all sounds
to a series of sine wave components
and builds up the sound a layer at a
time. However by using the lightpen
the ac t ua l  s h a p e  o f  e i t he r  t h e
harmonic content of  the wave or the
overall sound envelope can be drawn
onto t h e  s c reen t h u s  mak ing  a
completely interactive and rapid form
of synthesis. Th e  displays,  l ik e al l
wave displays,  a re  accessed f rom
page D.

PAGE 5
An alternat ive met hod  f o r  s ound
creation is  contained on page five:
Waveform Generation. In effect pages
four a n d  fi ve deal  wi t h  t he  s ame
information but  present it in different
ways. A graphic representation of 32
'faders', r a t h e r  l i k e  a  g r a p h i c
equaliser, i s  displayed.  Eac h f ader
represents a harmonic  in sound and
when a sound is loaded the harmonic
levels a re  s hown o n  t he  graphic .
These c an be juggled around on a
scale of 0 - 255 to emphasise or de-
emphasise any  of  the harmonics  -
thus c reat ing  a  n e w  h a r mo n i c
contour. However since each sound
can be chopped into 128 segments
you can redraw the contours for each
segment. I n this  way  very complex
changing s ounds  c a n  b e  ma d e
without t h e  n e e d  f o r  addi t ional
filtering. Once a satisfactory result is
obtained it can be saved to the main
voice file.

PAGE 6
Waveform Design: waveforms are put
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directly into memory by drawing them
with the lightpen on the screen. You
can even do this by  put t ing dots  at
various points  and the CMI  will loin
them up for you. The advantage is that
the harmon ic s  a r e  aut omat ic al ly
computed and added -  the Fairlight
guessing w h a t  i s  r equ i red  a n d
merging the results.

PAGE 7
Control Page:  i t  allows  the user t o
specify the peripherals of each voice:
sustain, level, filtering, attack, vibrato,
depth, glissando etc, rather like an
analog synth.  I n  f ac t  t here are 17
different paramet ers  t ha t  c a n  b e
controlled. Each voice is given its own
unique cont rol sett ing, s tored on a
separate fi l e  b u t  p u l l e d  b a c k
whenever that voice is loaded. From
the controls  on t he keyboard or  by
foot pedals these can be adjusted in
real t i me  d u r i n g  a  perf ormanc e.
Thanks to the mult i-processor design
it is able to do this whilst playing back
sequences. Fr o m 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
memory and sample rates as there are
several dif ferent  upgrades that  give
different memory and hence sampling
capacities. There are a l l  t he usual
facilities here:  s ample rate,  t r igger
level, edit ing, looping, and the visual
display whic h is  s ummoned up  by
Page D.  I t  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,
so how was the Fairlight so good and
noiseless?

Excellent digital fi ltering controlled
the bandwidth,  the 0 to A conveners
were (and still are) a non-linear system
that is software controlled and allows
more code to be generated for soil
sounds -  t h e  peak  o f  any  input

generates t h e  m a x i m u m  c o d e
possible and reduces the chance of
noise being introduced. This coupled
with hardware s ound compress ion
and expans ion al lowed a  dy namic
range of  70db where only 48db was
originally possible. Distort ion is more
likely to come from the input system
or output  amplifi cat ion than the CMI
itself.

The user specifies the sampling rate
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 a r e  u s i n g  t a p e  o r  C D ,  a
microsecond d e l a y  b e f o r e  t h e
sampling starts. Af ter sampling t he
sound a  graph ic  d is play  o f  t h e
waveform tells  t he user i f  t he fi ne
details of the sample are correct and
allows you to edit with lightpen. After
edit ing the user may recall page two -
File Cont rol -  and save the voice to
disk. A n y  i ns t r umen t  c h a n g e s
harmonically at  dif ferent pitches. A
Sampler is not so clever and although
it raises or lowers the pitch according
to the note played it does not alter the
harmonic content. So to reproduce.
sag. a n  acoust ic  piano across t he
keyboard requires  several samples
which a r e  c ros s -f aded i n t o  o n e
another.

PAGE 9
Sequencer: i t  i s  programmed b y
playing t he mus ic  in real-t ime and
records all sorts of  informat ion that
you would expect: the length is limited
by the amount of space tett on the disk
and with the addition of hard disks the
sky could well be the limit .  On  the
Series 2  i t  c ould only  record eight
separate part s .  P a g e  9  requires
control decisions to be input such as
file/sequence n a me  a n d  play bac k
speed. Parts using the same voice can
be merged.  This  is  very  s imilar i n
performance t o t he MIDI  recorders
that a r e  n o w  av ailable f o r  mo s t
computers.

PAGE L
Library  this  allows  the updat ing of

by using
the l ightpen
the actual

shape of either
the harmonic
content of the

wave or the
overal l  sound
envelope can

be drawn onto
the screen .  .

The standard, and exten-
sive. Onboard library of
high fidelity sounds
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files, on voices. controls, sequences
etc.

PAGE C
Page C loads the Music Composit ion
Language. Th i s  i s  t h e  s t ep-t ime
writ ing page and has been developed
for exac t  writ ing,  and like all good
step-writ ing programs it is meticulous
and at  first a bit tedious. It  is menu-
driven t hroughout  and  peripherals
such as  note values and bariengths
can be defined. It works on the familiar
principle of  creating sequences that
can be made into 'parts* and these
finally go towards forming the *piece'_
Notes. rests, velocity, voice, octaves
etc, can be defined for each note and
it is  writ ten rather in the manner of
program with up to eight lines being
writ ten and running simultaneously.

PAGE R
Perhaps the most often used page for
music c ompos i t ions ,  T h i s  w a s
originally written with rhythm patterns
in mind and was modelled on the Linn

Drum machine pat tern writ ing.  The
user plays notes in real t ime which
appear as notation on-screen. Adding
another few bars to this builds up a
sequence. Instruments can be added
to this ,  polyphonically .  U p  t o  250
different patterns can be writ ten and
then assembled (chained), any eight
patterns can also be linked up to form
26 separate sect ions (A t o  Z) and
patterns and sections can be mixed
together to create a complete piece.
The Fa i r light c orrec t s  a n y  t iming
inaccuracies b y  q u a n t i z a t i o n
commands although it  is often more
human to leave in slight inaccuracies
to g i v e  t h e  mu s i c  ' f ee l ' .  T h e
corrections c an b e  done wi t h  t he
lightpen. mov ing not es  about  and
changing dynamic levels as required
-  it is very impressive and very fast to
work with. All patterns and sections
can be stored away for future use and
can be converted to the composit ion
page if you want to do some editing in
this mode.
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With the Fairlight. a light-
pen eradicates much
keyboard work

Is often more
litiman to leave
in slight inac-

curacies to
give the music

'feel'.

ne real-time sequencer
which with SMPTE (time
coding)

MUSIC

PAGE D
As ment ioned before,  t h is  i s  t he
display page used in conjunction with
any o f  t h e  ot her  pages  needing
waveform display.

ON THE HOME FRONT
Writing about  the Fairlight  is  not  an
easy task: because there are many
upgrades a n d  addi t ions  y o u  c a n
make, i t  i s  pos s ible t o  mis s  o u t
features or find that only some of them
use a part icular page.  For example
there are about 50 of the new Series 3
in the country but some of these are
actually upgraded Series 2  CMI s  -
Fairlight were not  keen t o give t oo
much away about the series 3: in fact
I couldn't  get any screen shots of it at
all.

All t he photographs  y ou see are
from the Series 2. But  what  the CMI
does today the 18-bit computer does
at home tomorrow,  as we shall see.
Although most of us will never afford
such a n  ins t rument  w e  c a n  u s e
programs that  emulate s ome of  its
feat ures_

If you would like to have a go on a
Fairlight. t h e r e  a r e  o n e  o r  t w o
Universities that open their doors at
weekends to the likes of you and me.
and companies such as Gateway offer
one- o r  t h ree -day  ins t ruc t ional
courses (Gateway can be reached on
(01) 350 0340).

In t he nex t  issue of  THE GAMES
MACHINE,  J on  wi l l  b e  rev iewing
s ome ' av a i lab le '  h a r d wa r e  a n d
sof tware,  of fering some adv ice on
set t ing u p  at  home,  and t ak ing a
look at the tapeless mus ic  studio,
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END

Jtiel E MEL S . 4 4  to.a
1) Which of these titles is a
genuine computer  game?
a Attack Of The Mushroom People
b Attack Of The Killer Tomatoes
c Attack Of The Mutant Camels

2) Spell PIRAHNA, THALAMAS,
AUTAMATO correctly, and say
what these software houses were
named after.

3) True or false:
a Virgin's NICK ALEXANDER is the
nephew of former Tory Minister
NORMAN ST. JOHN-STEVAS
b Domark's DOM INIC WHEATLEY
is the grandson of black-magic
author DENIS WHEATLEY
c Aclivision's ROD COUSENS is a
Chinaman

4) Who recorded Comput er Love
in 1981. and Comput er  Love
(Part 1) in 1986?

5) How many surrealists does it
take to program a computer?

6) 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?

8) What sort of packaging has
THE POWER HOUSE been using
for direct sales of Soft And
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computer charity,  M e l  Croucher, another f e w
column centimetres to help pay for the mortgage on
his new satellite TV station, and it  also fi lls that
most ditilcuft of magazine pages -  the last one -
with something entertaining, there's not much point
to this regular quiz. But if  you get more than 17
questions out of 20 right, consider yourself a Person
Renowned in Computer Knowledge

Cuddy?
a a blindfold
b nylon pantyhose
c a sick bag

9) Who is the boss of KONAMI?
a Dolores Del Rio
b Leonardo Da Vinci
c Luther De Gale

10) How long was Jett Minter's
hair at 12 noon on October 1st
1987?
a 131/2 inches, and can you find my
Walkman for me
b 231/2 inches, and come out of
there with my Walkman
c Mr Minter has unfortunately
been totally bald since birth, and
wears Bonnie Langford on his
head

11) What do the first three letters
of AMSTRAD stand for?

12) What have Ouicksilva got in
common with PAULA YATES and
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N E X T  (AND LAST)
B I - M O N T H
Now that  you've been satiated by  I ssue Tw o 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
from 21 January 1988.
•  Firs t ly ,  next month will be filled to overflowing with informative and

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).

•  Mar t y n Lester and Martin Coxhead follow on from this issue's Robots
In Video with a synthetic look at Cyborgs  And Androids  (if we can
squeeze them in between all the reviews).

•  Get t ing out the linseed and turps, Robin Candy will be doing another
spot of  pixel point illism with Deluxe Paint  II f rom Electronic Arts.

•  Rev iews  for both 16-bit  and 8-bit games will feature heavily with our
usual critical, no holds bard,  in-depth criticism.

•  I f  the force is with us we should bring you, courtesy of Domark, a fully
fledged review of Star Wars the computer game.

•  Firebird look set to change the laws of physics and actually beam
Atari ST versions of their better-late-than-never Star Trek experience
into our hands too. Has the delay and hype been worth it? We'll see.

•  I t  the reviews for both 8-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 v iews 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

JOOLS HOLLAND?

13) Who does THE GAMES
MACHINE's Advertising
Manager  ROGER BENNETT
resemble most?
a Norman (get that crucifix outa my
face) Tebbit
b Valerie (eez a boy's nem een
Frunce, rilly) Giscard D'Estaing
c Ming the Merciless
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14) Who is this wel l -known
chappie?
a former Lord Chancellor
Hailsham
b The Gremlin gremlin
c Mr Spock washing his hear

15) Unscramble these beet-'em-
ups: A FUNKIER GUY. I CUT A
HAM

16) How much was a copy of
CRASH in February 1984?

17) What is Conan The Barbarian's
middle name?

18) What does LED. .  L.Q.D. and
E.L.O. mean?

19) What same role have Yul
Brynner, Brigit te Helm, Ian Holm.
Patricia Roc and Rutger Hauer,
played?

20) Okay smartypants, name the
films in which they played it
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differences between the UK, the US. France and Germany and why
one country may censor that which another wouldn't .

•  A n d  then of course all the usuals will be in Issue Three, Role Playing
with John Woods, Adventure with Rob Steel, Compet it ions ,  Mus ic
from John Bates and Mel Croucher from M e l  Croucher.

•  P lus  some games review for both 8-bit and 16-bit  machines
ISSUE THREE IS ON SALE FROM
21 JANUARY,
AND THEREAFTER EVERY MONTH
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The mind blowing sequel to the No.1 smash hit !

SPECTRUM 48/ 128K
£8.99 TAPE
CBM 64/128

t9•99TAPE L 11• 99D1s

ATARI ST
£ 1 9 . 9 9  DISK

AMSTRAD
L 9 . 9 9  TAPE E l  4 • 9 9  DISK
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INTRODUCING

EESCAPE

SPECTRUM
COMMODORE
AMSTRAD CPC
Cassette £14.96

Disc E17.95

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. Mitral is MASSIVE

"The 3D presentation is Spectacular"siNcLAIR USER. " A  Major Breakthrough ''AMSTRAD USER.
"A New 3 Dimensional Reality... W 0 1 4
1
1 " c R A s H ,

THE DRILLER EXPERIENCE -  IT'S JUST LIKE BEING THERE!


