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CD-ROM REVOLUTI
gmillion words take up just a fifth 0f a compact disc -now reusable
discs are a reality, as Bamaby Page explains PAGE 26
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THIS ISSUE
REalLA RS

FEATLIZE5
15 BULLETIN BAWDY

Mel Croucher investigates
the nefanous side of
computer bulletin boards

84 GOING GLOBAL
Where is your computer most
popular - TGM spans the
world in search of the low-
down

86 TOUR OF THE UNIVERSE
MarshaiT Rosenthal flies the
Shuttle -  the biggest video
game in the world

90 TRADING PLACES
Old labels, newe companies:
John Gilbert explains why
companies change names
and identities

92 IN OUR SIGHT
Target Games and a new
presentation for strategy

M  HYPES IN A NAME
Companies may change
names, but why do they pick

CO1PE1ITION5
23 BATTLECAR MARAUDER

Celebrate Hewson's latest
game with radio control

4 0  COMPETI TI ON RESULTS
43 REVIEWS
89 GOING OVERBOARD

t hem in the fi rst plac e?
Barnaby Page tells all

97 THE CAMCORDER
REVOLUTION
If you want to get in on the
Computer & Video game,
you'll want a camcorder: Mel
offers some hints on the
range

101 BLUE MONDAY 2019
Stuart Wynne explains the
new wave multimedia SF
genre CYBERPUNK

118 ENGAGE PHOTON DRIVE
Robin Candy unveils the best
ever Amiga art utility

M E  CAMCORDER
REVOLUTION
Still a yuppie dream, the realtty
of today will be tomorrow's
commonplace when computers
lie down with video. Mel
Croocher advises on the new
generation of Camcorders for
your kit PAGE 97

33 LIGHT SIDE
Enter Incentive's Dark Side
and win a home laser show

42 FOOTBALL MANAGER 2
Get to the top of the league
with a massive Midi Hi-Fi
system

ISSUE 8 JULY 1988

THE MIDGET MONSTER
It weighs almost nothing, fits a hand and knocks arcade machines
Into a cocked hat. Will R-TYPE and the PC ENGINE give Nintendo a
run for its money?
PAGE 28

Issue 9 of THE GAMES MACHINE goes on sale from July 21 -  see
page 122 for details -  don't miss it because it will be packed with
essential features, reviews and articles -  as usual!
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CBM Ly4 I ,c-) 0.991 E14.99(1 \
Spectrum L7.99! + 3  E12.99d
Amstrad L9.991- E14.99(1

Don't miss these 4 great new
releases from the creators
of the most original and
exciting games of all time.
CBM64/128 0.991-P4.99d
Spectrum D-9 9 1  -  + 3  E 1 2 .
-
9 9 d
Amstrad E9.99t-E14.99c1
Amiga E24.99(1
Atari ST E19.99d

Scrimp mi Ohel horn * a fl , S  k'f•SkIPI

1

Become a warrior ot the fultekb with Blood
Brothers or  a warrior of the past in

Hercules, Skyer of the Damned.  Enter the
crazy world of the Pink Panther or

enjoy two different games in one with
Skaap Crazy -  the "Car Park Challenge"

OlF and the "Championship Course."

All mail order entwines to: Cremlin Graphics Software Lid-, Alpha House, 10 Carver Sheet, Sheffield SI US.

1 1

M64/12B E9.991 -L14.99d
trum E7.99t + 3  E12.99d

Amstrad L9.991- E14.99d
MSX E7-991

Atan ST L19.99(1

/1213 E9.99t -E14.99(1

Spectrum D .9 9 t  - +3 L12.99d
Amstrad E9.99t E14.99d I



FRACTURE
GHT

THE FUTURE FROM
PRISM AMIGA

Tecraforce £12.99 July
SPECTRUM Hot Shot £19.99 August
Hot Shot E7.99 August Addic laball £12.99 September
Metsplex £2.99 June Who Dares Wins II £12 99September

Zed E12.99 September
COMMODORE 64/128 Rocket Roger El 2,99 September
Hot Shot E9.99/E12.99 August BattleStations £12.99 September
Metaplex E2.99/ E6.99 June Artifi cial Dreams E12.99 September
BattleStations £2.99 June The Kristal £24.99 October

Trap £12.99 October
ATARI ST Pub Games £12.99 October
Artifi cial Dreams E12.99 July Arac £12.99 November
Terraforce E12.99 July
Rocket Roger E12.99 July ISM PC
Pub Games £12.99 October Bnx II £9.99 June
Hot Shot E19•99 August Who Dares Wins II £9.99 September
The Kristal E24,99 October BettleStations £9.99 November
Arac (12.99 November Zed E9.99 November

From a multicoloured past, can the
historical fragments of the Prism Leisure
Corporation combine again? The
company's taken a backseat for a while,
but this month, with the launch of Football
Manager 11
9 
P r i s
m  
s p e
a r h
e a d
s  
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n
e
w

campaign, with some great titles from Its
five entertainment labels. Richard Eddy —
designer-label specialist — investigates
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Corporat ion may sound a
pretentious title if you only
know its software operation,
however Prism is a large

corporate body with distribution,
sales, record labels,
merchandising and packaging
covering worldwide leisure
markets. It has a history too.

In 1980 it was modest ly-named
Geoff's Records after its chairman
Geoff Young. It began by
publishing old record titles deleted
from the mainstream market, and
in 1983 created the Platinum
Mum label.

Al the start of the Spectrum era
Prism was born as a marketing
force, and later still, Geoff created
its first software label, Endurance
Games, spec ialising in convecting
games across a range of machines
and publishing them - the first title
was International Karate on
Spectrum arid Amstrad.

This year Prism launched three
new labels: PC Leisure.  I T
Leisure and Amiga Leisure; the
aim: to provide 16-bit games at the
budget price of £12.99. Sadly, the
first few were poor and never
made it to the review pages. Prism
promise this is set to change.

Kicking off the new range of ST
and Amiga Leisure products is
Artificial Dreams - an ong i n al

twist on the vertically scrolling
shoot -'em-up theme designed
and writ ten by Max we l l
Tec hnolog ies ,  a development
house run by John Maxwel l ,
once part of the Mastertronic
management. He scooped up
Dav id J ones  (Magic Knight.
Spellbound. Stormbringer) as
protect leader for Art ifi c ial
Dreams  and others.

As the space scenery scrolls
upward, the object is to
manoeuvre a space ship through a
maze and addit ional hazards.
Control is eight-directional. It isn't
until Artificial Dreams is played
that you appreciate its highly
addictive and tactical gameplay.
At E12.99 it's a snip.

Also f rom Maxwell Technology
is the futuristic sports game Hot
S h o t -  a combinat ion of squash

The Hot Shot bonus screen
and Breakout, using vacuum
cleaners, or graviton guns as
they're known. Set in an arena,

A combination of mazelpuzzle/ shoot-'orn-up merges to make the
addrcnveArtificial Dreams -Atari ST screen

Hot  Shot is a two-player game.
Catch the ball and control it to
knock score blocks and rebound
off the pinball bumpers. Hot  Shot
is essentially a simple game, well-
programmed and immensely
enjoyable.

PREVIEWS I

One of the five main Commodore 64 playing screens in Hot Shot, a highly
addictive game - suck it to me one-time,

Ri char d Hen nerly, Prism's
PR Manager deems it 'a wonderful
combinat ion of action and
violence', fplayers can attack each
other with the plasma ball.) 'But
not serious violence a l m o s t  a
black comedy sports game.' he

KRISTAL CREATIONS
PRI SM is current ly work ing on its biggest sof tware protect ever.
Called The Kristal, it looks like being the most imaginative piece of
software dreamed up for a long time. THE GAMES MACHINE will
be taking a close look at the project, but  here's some exclusive

The Me t a l  is the brainchild of Mik e Sult in whose background
has in the music and moods of the Sixties. He was stage manager
for dramatic and exceptional stages shows such as Hair and Jesus
Christ Superstar and also designed the psycehedelic backdrops for
many of Pink Floyd's concerts.

The Kris tal was originally designed as a stage show written by
Mike, but never made it to the theatres even though a full two-hour
sound track sung by Elaine Page and the cast of Hair was recorded.

Mike, now work ing wit h computers,  specialises in the 16-bit
market -  primarily  Amiga and ST.  Work ing wit h Mik e are t wo
animators, one background artist, four coders and a host of others.
Prism's Export Manager, Mark  Pearce,  is heavily involved and he
says of it: i t  is a very intensive project and very important to all of
us -  we want to show the world that something really special can
be done. The Kris tal will be a graphic and sonic masterpiece. The
Kristal,  nght down to the storyline, is magical and very fascinating.
The way Mike tells it is a real experience

Stay tuned to THE GAMES MACHINE for the full story soon as
told by Mike and his colleagues.

TGM T X  D08: 7-88 7/124
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explains. 'Though Hot  Shot has
only five main playing screens,
they are all different and require
different tactics to become
proficient in each. Arid the bizarre
collection of alien opponents all
possess their own particular
combat capabilities and tactics, •

Hot  Shot is set for a full-price
mid-August release across
Commodore 64/128, Spectrum.
Amstrad CPC. Atari ST. Amiga and
IBM PC formats.

Tarratorce: Flying it7 from Prism later

Back to the ST and Amiga for
Terra force in August -  at the
moment in its early stages. I fs  an
exciting flight through four
sideways scrolling screens.
including passage across sky and
seascapes. Fight the batt ling
aliens with four weapons to reach
The Void for an all out
amramgeddon stnke (so it says
here , . )  Terraforcers  scheduled
tor release on the ST and AmigaHAWKEYE
THEN
Not a brain between them, doesn't sound
like a recipe for software success, but
THALAMUS isn't bothered. The company
dived into the Europool to drag a four-man
Dutch development team called Boys
Without Brains screaming into the UK
limelight

t's their first game, it's been
in development for almost a
year, it's called Hawk ey . ,
For the Boys Whitourt
Brains  its  an exciting

moment. This isn't the first t ime
Tha lamus  has relied on Europe
for its programmers -  Stavros
Fasoulas(Sanxion, Delta, Ouedex)
is Finnish. and he actually
introduced the Boys to Thalamus.

For the record, they are. Mar io
Van Zelst (coder), Jacco Van 'T
Riot  (coder),Artur Van Jobe
(graphics) and J aroen Tel
(sound)

Hawk e r ;  is for the Commodore
641128 (surprise!), and features 12

ail 24 TGM T X  0 0 8 : 7-88

Leisure labels at £12.99.
In addit ion to Maxwell

Technology. Prism also has
/ Me s t a  now working for them,
producing most of their ST/Arnigai
PC Leisure titles -so old favourites
make 16-bit appearances,
including Who Dares Wins 11.
Zed.  Trap. Addictabai i  and Pub
G a m s  as well as some original
titles like Batt leStat ions.  a cross-
fire shoot-'em-up.

'Alligata were the right team to

this year — Atari ST screen

produce games for the Leisure
range.' enthuses Hennerly.
*Though most are conversions
from 8-bit games, the price-point
is just right -  while many
companies are releasing any old
thing on the 16-bitters and
bashing it out at 20,25 quid, we are
happier producing a decent game
at a decent price: C12.99 -  or
£9.99 for the PC range. '

levels of horizontally scrolling
arcade combat action similar to
Rastan b u t  Hawkeye features
excellent parallax scrolling
between the fore-, middle- and
background screen layers.

In Hawkeye's  you battle
through the 12 levels. controlling
the actions of the heroically-
bronzed figure (as yet unnamed)
searching for a four-piece puzzle
on each level. Collect ing the 12
puzzles enables the character to
revert from his current robot state
to his more normal human body.

Each level has its own individual
theme, ranging from the wild west
to. what looks like, a crumbling

Stagger at the sight of the Stegasaurus -  Hawkeye

High noon for Hawk oye in the wild west scene as the goliath approaches -
Commodore 64 screen

ancient Roman city -  however, as
familiar as these settings may be.
the inhabitants are not
prehistoric creatures, giant
scorpions and other extras from
The Land That Time Forgot are
foes to fear, as well as smaller
creatures flying around the screen.
Watch out for ball-monkeys.
which curl up into spheres up and
hurl themselves into the air.

You are provided with four
different weapons for combat at

The scenery lends Hawkeye a hand

TURNING TURTLE
THREE arcade games and an
'intelligent' American chess
package marks the return of
business software publisher
Legot ron_ They entered the
leisure side of  software last year
with )(or, have been quiet since.
and are now ready to hit with three
arcade action games arid

Sargon 11, a chess package,
developed in America. Logotron

the outset, but maintaining a good
supply of ammunit ion is a
problem.

Thalamus Managing Director
Paul  Cooper,  who signed up the
boys at last year's PCW Show, is
pleased at their achievement: 'The
whole package is very impressive,
graphically. sonocally a n d  it plays
well. The parallax effect is brilliant
and just goes to prove that the
Commodore's  hardware can still
be pushed even further. It's good
to be producing a game from a
team new to the business. They're
new blood with fresh ideas,'

With a provisional release date
of late-July. Hawk ey .  will be
available on both cassette (C9.99)
and disk (including a selection of
demos - E12.99), An Amiga
version is a possibility later on.
Also coming soon from Thalamus
is Amaudito from Cybadyne
Sys tems ,  but more news of that
in the months to come.

IN PRODUCTION
say it's the best ever, with 68,000
opening moves and 107 classic
games and it has taken 21 man-
years to develop. Imminent
release for Commodore 641128, 8-
bit Atari, IBM PC, Amiga and Atari
ST.

StarRay  kicks off the 16-bit
product range - a horizontally
scrolling shoot-'em-up, it makes
use of an impressive parallax
scrolling routine. As it stands,
StarRay is  looking like a real tester
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for players with itchy trigger
fingers and a good ear for sound;
there's a neat theme tune and
some vicious explosions. It was
programmed in Germany by
Hidden Treasures and has
already been warmly received
there-full story on the Amiga next
month. Other versions of StarRay
to watch out for are Atari ST,
Commodore 841128 and IBM PC
(that should be interesting!).

And if you're looking for
programming names, Logotron
have snapped up two of the best
16-bit programmers -  Graham
'Kenny' Everett and graphics
man Steve Cain (Rankle Goes To
Hollywood and. more recently
Black Lamp for Firebird.) Their

the way the ship gathers intertia
and rolls around the planet surface
is excellent. Atari ST and Amiga
versions will be out in August
(E19.95) and a PC game to follow
in September.

Last, Ouadralien,  written by
Astral  Softwar e -  their first
product for the Atari ST and Amiga
-  combines arcade action with
strategy so while you're
wandering around the vast
graphical complex of Astra
disposing of as many alien forces
as possible, the other brain-
draining task is to use all six robots
at your disposal to sort out a
nuclear-fission plant which has
gone out of control and prevent it
melt ing down.

Have a gander at Star Goose the latest game from Graham 'Kenny'Everell and
Steve Cain

latest project is Star Goose, it's
set for a 16-bit launch initially. On
the bizarre world of Nom, you are
the pilot of a ground-skimming
vehicle pitched against a variety of
defences forces in culverts,
tunnels and on the plains of the
strange planet.

'It was inspired.' says Graham.
'by the kind of car race, often seen
in movies, where the cars race
around a basin-like track with
curved sides. At first Star Goose
was intended to be a first-person-
perspective race-game travelling
through a series of tunnels. But we
weren't happy with the overall
effect so we've switched the view
to an overhead-from-behind one;
it makes the action much more
visible

It is difficult to appreciate Star
Goose from the static screen shot.

FURIOUS...?
• O R  just plain hoppin' mad?

El i t e certainly is with the late-
June release Hoppin'  Mad. Take
control of four balls all at once and
guide them through forest and
beach scenes bouncing over
cacti, ducking the birds and bees
and a host of other prickly
characters -  certainly a deflating
expenence. on the Commodore
64/128 and Spectrum, review next
month.

It's all GO! with Capc om as
more arcade conversions come

under the hammer yet more
versions of the smashing Bionic
Commando (TGM007 861
1
0) ,
pictured here is the Atari ST
version -  also to come are
Amstrad CPC and Amiga versions.
Also, take a look at the ST version
of Street Fighter, hitting the

On the Atari ST vie grapti ,s are prac
Street Fighter from Capcorn
shops soon. On the brand-new
front are conversions of the
vertically scrolling fighter plane
s hoot em-up  1943 closely

1943: the year after, and it's still Just as tough in the skies - Atari ST ScreOn

followed by Black Tiger. The latter
places you in a mystical land full of
demonic creatures; if you can
rescue a few dainty damsels from
the dangerous grasp of a trio of
vicious dragons, you're a winner.
Conversions onto Spectrum,

The hero of Black Tiger at the begon-
ning of his quest through a mystical
land - Spectrum screen

PREVIEWS

Commodore 64/128. Amstrad
CPC arid 16-bit  machines are
expected in the summer.

And next month the Preview
Department has something
special for you W e  are
zooming off in search of some hot
Capcom news straight from the

Scatty the WM*  as tho coin-op version of

1 States, with the low-down on new

Capcom arcade machines which
are making their debuts late this
year and information on when you

can expect to be playing them on
the small screen. The exclusive
Capcom Countdown feature is
part and parcel of TGM009.

ROCK DA HOUSE
THERE'S no chance of kicking the
hobbit quite yet as Me lbourne
Hous e reveal that a third Lord Of
The Rings adventure is set for a

IGM T X  0 0 8 : 7-88 9/124



1 PREVIEWS I

late-summer release on Atari ST,
Amiga and IBM PC and major 8-bit
conversions planned for
September Very little information
about the game itself as yet but
there's always the screen
shots

The ever expanding Binary
Des ign (new office in Bristol, new
graphics studio, Andy Hieke's
waistline _ ) ,  have just
completed Vectorball,  up for
release soon by Mas t er t ron ic
across Spectrum, Amstrad CPC,
Commodore 64/128, Atari ST,
Amiga and IBM PC formats.
Vectorball is a two-player
futuristic soccer game on a pitch
with vector-drawn hills and
valleys. Both players take control
of a robot and try and gain
possession of a ball to push it into
the goalmouths either end of the
pitch. The pitch scrolls diagonally
(except on the Commodore 64/
128 where a flip-screen technique
IS used) and is smooth on all
versions_

However, while the 8-bit
graphics are all displayed as
vector line drawings, the 16-bits
are more colourful, as Nic k
Vincent ,  Project Manager
explains: 'On the ST and Amiga we
have used an intensity shaded
pitch, using eight variations on one
colour, to display the hills and
valleys. The robots were drawn as
vector graphics and filled by the
computer and a light source was
added using Videoscape 3-D.•

Complete with sampled theme
tune and sound effects,
Vectorball is on your screens
soon costing £2.99 on 8-bit and
E9.99 on 16-bit.

DEEPER DUNGEONS
' K UNO ,  thud, spurt (!),
Aaaaarghl ' says the press release,
and well it might too as it
announces the arrival of
Barbarian T h e  Dungeon Of
Dam from Palace Softwar e Bit
ol a difference this t ime since
Princess Manana (Maria
Whittaker) forms part of the
fighting team alongside Barbarian
(Mike Van Myjk) -  the player can
choose who to control. Like the
onginal. Barbarian II features
great gameplay, gory animation
and another helping of Ric hard
Joseph's  atmospheric sound FX,

The game is multiload, and has
a large mappable playing area of
around 60 screens, complete with
a bevy of characterfully gothic
monsters adding a black comedy
feel, It will be available in August
for the Commodore 64/128,
Spectrum, Amstrad CPC. Atari ST
and Amiga.

LANKHOR UFT OFF
FRENCH software is growing
more popular in Britain, and it's
hardly surprising t h e y  do have a
knack for producing original ideas.
Now software house Lani t hor is
due to enter the UK market this
June thanks to the marketing,
sales and distribution firm Ac t iv e

One of the first games is a cult
French adventure called
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Are you sitting comfortably? This peaceful scene belies the action to follow in
Mortvielle Manor, an adventure from Lankhor

Mortiville Manor, which won
three top awards in the big French
computer magazine Tilt. It's a
mysterious Cluedo-styled
adventure in classic whodunnit
guise, which combines text and
speech to help the adventurer
through a murder inquiry.
AvailableICKAtari ST and Amiga by
the time you read this, it's priced at
E24.95. In October there is the
sequel -  Mauptti  Island

G•nius 1July, Atari ST, E19.95) is

G'reus on the ST. from Lankhor

a cartoon arcade game featuring
robots pushing each others about
and knocking down walls. And
also in July we'll see of what
Lankhor can do with the
Commodore 64/128 in No!, an
intriguing animated graphic
adventure making use of the
WIMP environment. With 110
beautifully drawn locations, the
objective is to kill a strange alien
being before it kills you.

Vroom is an aptly titled car-
racing game set on some of the

Voila V room, le folio* grand pria. C'est fres twill

world's  most hazardous courses.
Complete with music and
smashing sound EX, Vroom has a
September release date on the
Atari ST priced at E19.95.

CLASH OF THE "ITTUS
TITUS is the company which gave
us Crazy Cars and with hands still
firmly on the wheel, the next game
is Fire And Forget. You're behind
the steering wheel of Thunder
Master, a four-wheel-drive vehicle
equipped with tripple turbo engine
and an arsenal of sophisticated
weaponry. The object is to blast a
path through enemy territory
avoiding mines, hidden bunkers.
helicopters and tanks. The action
is somewhat akin to Floadblasters.
Out soon on Commodore 64/128,
Spectrum, Amstrad CPC, Atari S T.
Amiga. IBM PC formats.

After Tynesoft's Winter
Oly mpiad comes, naturally
enough, Summer Olympiad
featuring five events -  Skeet
Shooting, Fencing, Hurdles,

Summer Olympiad - Alen ST screen

Tripple Jump and High Diving, The
whole package should be ready
for a July release to tie in suitably
with this year's Olympic Games.

Says Development Manager
David Crofts,  •We've tried to
throw a new angle into each event,
depicting them differently from the
usual sports simulation. For

example, the hurdles event is
viewed from behind the runner so
the track comes hurtling towards
the player.'

Planned formats are
Commodore 64/128, Spectrum,
Amstrad CPC, Atari ST, Amiga and
IBM PC.

Tynesott also has some US film
licences, first being Superman,
which is in development here and
over in the States. You should be
able to see it at the PC Show. Earl's
Court, in September: release for all
popular formats in November.

AT-AT ATTACK
DOMARK landed a lucky deal
with Star Wars, because they
got all three blockbuster Lucas
films thrown in. The second in
the trilogy, due for July, The
Empire Strikes Back (Spectrum,
Amstrad CPC, Commodore,  BBC,
Atari ST and Amiga) is also
licensed from Atari's coin-op as
was Star Wars. It's a one-player
game controlling Luke
Skywalker's snowspeeder and
later Han Solo's Millenium Falcon,
Split into four levels, the first is a

Walking the AT-AT is no fun for the
Rebel Alliance - Spectrum
battle on the planet Hoth, then a
battle against the AT-AT and AT-
ST walkers, followed by a 'aunt in
Millenium Falcon fighting against
a swarm of Tie fighters, Finally the
asteroid belt approaches, you fly
through it to reach your objective -
the asteroid planet. The Empire
Strikes Back is displayed in
vector graphics like Star Wars and
programmed, funnily enough, by
Vektor  Grafts.

ONE P'TA1110, TWO
P'TAITO
OCEANS conversion of Taito's
Operation Wol f we previewed
last month for 8-bit  formats, so
here's the ST version. The
graphics have been taken directly
from the arcade machine -  as you
can see from the screen shot,
they're impressive. The game itself
is a six-stage target shoot-'em-up
and is set for a September release.
Also on the Ocean/Taito front is
the forthcoming ST conversion of
Arkanoid R e v e n g e  Of Doh, a
great 8-bit game. Both will cost
E19.95.

Bouncing back from the Ti to cola-
op, here comes Revenge Of Doh
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Keep your balls under control as you negotiate the park -Hoppin Mad an the
Commodore 64
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One of the 110 graphic locations from Lanithor's adventure thriller, No

Nuclear reactions
from Logotron,

Ouadraken- Atari ST

Roll 'am! Futuristic football from Vectorball by Binary Design -
Amstrad screen

Foiled again - the fencing event from Summer Olympiad - Alan
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Axe wieideng Barbarian 11 strikes a
blow to a prehistoric enemy -
Amiga screen

With graphics taken directly from the Taito arcade machine. Operation Woe is
looking snaz
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Powerplay's new
tough Joysticks
YOU NEED a reliable joystick to
win in today's diffi cult -to-master
games, a n d  PowerPlay rec k on
they have the tools for the job of
eliminating marauding aliens with
two new joysticks.

Both joy s t ic k s  c o mp l e me n t
PowerPlay's successful Cruis er
range. in fact Cruiser Black is the
onginal design except for its totally
black cas ing and ergonomically
flat-topped s t ick .  T h e  s ec ond.
Cruiser Clear, is housed in a clear
case and has autofire when one of
the two fire buttons is held down.
Power in play from the Cruiser range

Cyberpunk wave
gets into
overdrive
COINCIDENTAL w i t h  t h i s
month's cyberpunk feature (page
101) is the release of  Mona Lisa
Overdrive, the concluding pad in
William Gibson's highly acclaimed
Cyberspace ' s equenc e'  -  t h e
other books  being Neuromancer
and Count  Zero. The new book
takes c harac t e rs  f r o m  t h e
preceding, a p p a r e n t l y
unconnected nov els  a n d  a d d s
some new ones  -  such as  t he
daughter of Yakuza cnmelord -  to
produce an exceptionally original
trilogy. Price is  £10.95 in Victor
Gollancz hardbac k ,  w i t h  t h e
preceding book s  n o w  o u t  a s
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All three are Brit ish produced
(apart f rom the Atari plugs) and
feature a  solid steel rod  in  t he
centre of  the stick and sensit ive
but robus t  microswitches.  Ov er
25,000 units of the Cruiser original
have been sold and to date only 50
have been found faulty.

The Cruiser Original and Black
retail (VAT inclusive) for £9.99, the
Clear s e l l s  f o r  £12. 99.  M o r e
information and  orders  c an b e
obtained by writing to PowerPlay,
Unit  2,  Rot hers t horpe Av enue
Trading Es t at e,  No r t h a mp t o n
NW4

Grafton paperbacks.
In Hollywood meanwhile it  has

been announc ed t hat  t h e  fi lm
version o f  Ne w Ros e Hotel,  (a
short story from Gibson's Burning
Chrome anthology ),  i s  t o  b e
directed by Kathryn Bigelow. Her
last mov ie was  the controversial
Near Dark  wh i c h  prov ided a n
exceptionally stylish rework ing of
the vampire mythology. Filming is
due to begin this autumn with most
principal p h o t o g r a p h y  t a k i n g
place in Japan. The film's score is
to be done by Malcolm McClaran,
the former Sex Pistols' manager.

ree AMS DTP Solution kit

AMS touts low-cost
DTP pack
MOUSE manufacturer AMS has
launched ' t he fi rst mass-market
desktop-publishing ( D I P )
package' f o r  P C- X T a n d  A T
compatibles.

Managing D i r e c t o r  N i c k
Pearson s a i d  D T P  Solut ion -
which c o mp r i s e s  a  mo u s e ,
handheld scanner a n d  Fines s e
DTP sof tware at  £447.35 -  wi l l
allow more people t o use DTP,
which u p  t ill now has  been the
expensive pres erv e o f  l a r g e r
businesses,

DTP sof tware such as  A MS
-
s

Finesse al lows  users  t o  des ign
pages o f  t e x t  a n d  p ic t u res
onscreen, placing them in muft i(*)
columns l i k e  a  magaz ine  -
whereas mos t  word-process ing
packages will only  produce text
that pr int s  i n  a  s ingle c o lumn
across the page, like a book.

The text is  writ ten on a word
processor s uc h  a s  Mic roPro' s
Wordstar and the finished fi le is
thee ' impor t ed '  i n t o  t h e  D I P
program; there's no retyping.

The D I P  s of t ware c a n  a ls o
produce different styles and sizes
of type for use in headlines and so
on. Finesse has three basic type
styles which can be used in sizes
from 5  point -  this big t o 72 point ,
which is about an inch high.

Like m o s t  p o p u l a r  D I P
packages, Finesse is described as
WYSIWYG - 'what you see is what
you get ',  meaning that  the page
appears onscreen exactly as it will
be printed.

And, again like most of its peers,
Finesse is controlled with a mouse
which selec ts  c ommands  f rom

Apple
than

onscreen o p t i o n s
Macintosh-style, r a t h e r
keyboard Input

The AMS Serial Mouse supplied

in the DTP Solutions package was
the fi rm's first major product, and
Pearson says it sells around 3,000
per month.

The handheld AMS Microscan
scanner is used to scan images -
photographs, cartoons, charts etc
-  turn them into digital data which
the PC can handle and put  them
on the monitor screen, where they
Can b e  fi t ted int o a  page and
printed out

It p roduc es  blac k -and-whi le
pictures with a resolut ion of  200
dots p e r  inc h,  f r om c olour  o r
black-and-white originals .  T h e
scanner's head is 105mm wide -
just over 4 inches -  which means
images wider than that have to be
scanned in sections, whic h can
create problems.

DTP Solution compares well on
cost with its competitors,  though
versatile PC DTP software can be
obtained f or  as  lit t le as  £68.95
(Polyrom's o f t - r e c o mme n d e d
NewsMastel,  and Epson's Image
Scanner for £224.25 -  both those
products cost less than their AMS
counterparts.

On t h e i r  o w n .  Fines s e  i s
£113.85, t he AMS Serial Mous e
with t h e  sof tware i t  needs  i s
£79.35 and the AMS Microscan
with its software is £286.35.

DTP Solut ion runs on the IBM
PC-XT a n d  A T  a n d  1 0 0 %
compatibles. A n d  f o r  g o o d -
looking results you'll also need a
laser print er,  wh i c h  c a n  c os t
anything from £316.25 (the Epson
LX-800) to the earth.

All prices in this art icle include
VAT.

AMS ( Adv a nc e d M e m o r y
Systems): War r i ngton 10925)
413501

Whose show is it
anyway?
Commodore Business Machines
(UK) i s  announc ing sat isfactory
sales figures for the Amiga range
of c omput ers  internat ionally  -
some 40. 000 un i t s  i n  Brit ain,
600,000 w o r l d w i d e .  B u t
arguments as to who is doing best
in t he United States have been
solved by  the composit ion of this
year's C E S  ( Co mp u t e r  a n d
Electronics Show) in Chicago.

Nintendo of  America Inc have

not only  taken over mos t  of  the
hotel rooms  where t he s how is
held, but so many of the exhibition
stands - which they sublet to third-
party sof tware publishers -  that
the standing poke on Chicago is that
the CE S  i s  appearing a t  t h e
Nintendo Show.

Marshal T  Ros ent hal  i s  i n
Chicago now for the show, and will
be reporting in full in next month's
issue.
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BLUE JEANS FROM PEPE
PEPPERONI FROM PIZZA HUT
WALKMAN FROM SONY
LIVE!CASH FROM MIDLAND

Wh e th e r you're going in to  town fo r a bite
to e a t  o r  a look ro u n d  the  shops, there 's one
thing you can ' t  a f fo rd  to  be without.

A Mid land LIVEICash Card.
You can  use  i t  a t  any Mid land  Au toBank

to g e t  to  yo u r money 24 h o u rs a  day 7  days
a week.  A n d  a s  lo n g  a s  th e re 's a  min imu m
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balance o f  £20  in  yo u r accoun t ,  you ' ll e a rn
a good rate of in terest.

If you a re  aged 14-20, you  ca n  open  a
LIVElCash account.

Just call in a t  your nearest  Mid land Bank
and till in an application fo rm.  O r ca ll f ree  on
0800 400 469 for writ ten  details.
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BULLETIN
The passion for Bulletin Boards is hotting up —
and it's passion that's running riot. But, as Mel
Croucher uncovers, the lush undergrowth of
tangled passion flowers hides some nasty
beasts
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profession', t h e n  advert is ing
such f orb idden f ru i t  i s  t h e
second o l d e s t .  S i n c e  t h e
Serpent p inned u p  a  not ic e

reading ' o ld  dev il wis hes  t o  meet
naked women to swap knowledge in
exchange for apple'  bullet in boards
haven't c hanged  mu c h .  a l t hough
today we are more likely to make use
of a telephone plugged into an Apple.

Discreet ' a l e  c lay  not ic es  hav e
been found in the petrifi ed ruins of
ancient Pompeii which translate along
the lines 'strict nanny for discipline'.
'French polishing given' and 'private
massage s erv ic e  av a i lab le  f r o m
willing slaves'. Excavat ions o n  t he
island of Crete have unearthed 3,000-
year-old bullet in boards  offering the
services of mercenary soldiers. houris
advertised their favours in Persia by
displaying erot ic  s t at ues  i n  t he i r
doorways and in old Cathay there was
a highly organised system of int imate
escort agencies catering for all tastes.

In 1 9 6 2 ,  t h e  B e l l  Te lephone
Corporation of America were looking
for way s  t o  ent ice subscribers  t o
spend even more hours running up
their phone bills, and came up with
the not ion of  something called The
Private Party -line.  Hu ma n  na t u re
being what  it  is, these dial-a-heavy-
breather services soon degenerated
into a mass market for lonely hearts.
sex-starved s ingles  arid unsavoury
perverts. I n  1 9 7 3 .  t h e  U S
Telecommunications Authority  tried,
and f a i led,  t o  c ont ro l  s o-c al led

specialist serv ices ,  wh e r e  c al lers
could dial up a whole range on one-to-
one conversations and talk dirty.

Here i n  t h e  g o o d  o l d  Un i t ed
Kingdom, we didn't  catch on until the
Eighties, w i t h  s erv ic es  l i k e  t h e
headline-hitt ing P a r t y - L i n e  a n d
Telk about  I f  you dial up any of  the
more • specialist' services today, you
are more than likely to be conned into
listening t o  a  rec orded message.
Corrine Russel athe Vixen girl) tells me
that when she takes part in the 'Dial a
Page-Three Girl* phone lines. far from
whispering erotic naughtiness into the
caller's earholes,  a l l  y ou  get  i s  a
prerecorded interview of her burbling
on about her favourite things. • I'm on
the cusp of Scorpio and Sagittarius,
and I love wearing blac k . . .  '(yawn).

It i s  on ly  wh e n  telephones  a re
connected to computer modems that
things really start to get intriguing. The
computerised bullet in board is  fast
becoming the favourite market place
for advertising dubious taste.

When y ou  r u b  y our modern u p
against a n  ex o t i c  s t ranger,  w i t h
nothing between you except several
hundred miles of cable and the phone
bill, s omet imes ,  j u s t  s omet imes
gentle r eade r ,  wonde r f u l  t h i n g s
happen in your search for true love,
eternal happiness and the odd bit  of
sex. Once upon a time - and this is no
fairy s tory  -  Deput y  Dawg was  all
alone in his sparse bedroom, trawling
for companionship in the deep waters
of Prestel's Micronet  800,  when he
met the girl of his dreams, the one and

BAW

The com-
puterised bul-
letin board is

fast becoming
the favourite
market place

tor advertising
dubious taste.

only Busy Lizzie. Electronic romance
blossomed, arid before many nights
had passed, declarations of love were
pasted all over t he bullet in boards.
When they met  in the flesh, to coin a
phrase. Deputy Dawg and Busy Lizzie
made two important decisions. One:
they decided to get married. Two: they
prompt ly cancelled t heir  Mic ronet
subscriptions! This is by no means an
isolated incident.  A  few weeks ago
„Mary the Wizard married The Vampire
Enchantress as a direct result of trying
to murder  one another o n  several
occasions. They met through the cult
roleplaying game Shades (TGM001),
and if rumours are to be believed they
can make the Earth move simply by
teleporting t o  anot her planet  a n d
blowing it up.

n u t  for every tale of happiness that I
EPhave c ome across,  t here are a
hundred i n c i d e n t s  o f  d e c e i t ,
corruption, and criminal incitement. It
gives me no pleasure to report  that
lestenng away deep down among the
bulletin boards there are some highly
unpleasant pits :  ranging f rom Naz i
propaganda i n  W e s t  G e r ma n y ,
organised racism in the States, child
prostitution i n  Franc e.  a n d  g a y -
bashing in Britain.

Jahn Waltbridge is the founder of
the Bullet in Board  Assoc iat ion o f
Great Britain.  and h e  has  recent ly
been quoted as saying: 'They can be
abused, but I would hate to see them
singled out for censorship. They are
largely used by  teenagers and they
are p r e y  t o  a l l  s or t s  o f  harmf ul
influences. I t ' s  ha rd  t o  s ay  wh a t
people might get up to.'

As a matter of fact. Mr Wallbndge,
it's not hard at all to say what people
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OPINION I
might get up to. It 's dead easy. And
what is more, there is precious litt le
that anyone can do about it. Brit ish
Telecom a r e  res pons ible u n d e r
Section 4 3  o f  t h e
Telecommunications Act  of  1984 to
inform the police when they discover
'a person who sends a message or
other matter that is grossly offensive,
indecent, obscene or menacing'_ But
when a group of  paedophiles (that's
people w h o  p r o mo t e  s e x  w i t h
children I were bus ted f o r  us ing a
bulletin board of contact lists for illegal
sex with kids, the police were *unable
to take action'.

There are three main reasons for not
being able t o control such uses of
bulletin boards. One, users are often
anonymous; t wo ,  y o u  c a n  s a y
anything you like on a  private line
between consent ing adult s ;  t hree,
nobody has got the t ime or money to
monitor the damn things.
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uncovered a  part icularly  nas t y
mollusc under a  part icularly  nas ty
stone. His name is  Darren Ingram,
and his  bullet in board  serv ices i s
named Corrupt Computing, operating
out of his mum's house in Brookside
Avenue, Coventry. A  sellconfessed
hater of gays, 18-year-old Darren has
weedy p rov ided  t h e  f o l l o wi n g
Services for anyone wit h a modem:
how to stop the emergency services
from get t ing t o  t he  s c ene o f  a n
accident, the Top Ten ways to kill a
cop, how to firebomb 'jerks at school'.
how t o  shoplif t ,  h o w  t o  ma k e
nitroglycerine and how to make riot
shields ' really  f
—
i n g  
b u r n . '  
N o
w

young Da n
-
e n  
w i l l  
s a
y  
t h
a t  
a
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information can be  found in public
libranes, but  old Mel wil l reply  that
libraries d o  n o t  h a v e  t wo - wa y
Conversations t h a t  e n c o u r a g e
children to kill people and send money
'to help corrupt'.

Overseas. bullet in boards  hav e
slotted in to the traditional hobbies of
the natives. Throughout the USA the
White-Supremacist morons of the Ku
Klux Klan are  recruit ing k ids  v ia
bulletin board net work s  t o  rac ial
hatred agains t  blacks .  Th e y  a r e
protected by cleverly shielded closed
user groups and Big Money. In West

within
Desire callers
are positively

encouraged to
transmit the

electronic
equivalent of
lavatory wall

graffiti.

The Ku Klux
Klan are

recruiting kids
via bulletin
board net-

works to racial
hatred against

blacks.

Germany n e o - Na z i  g r o u p s  a r e
infesting b u l l e t i n  b o a r d s  w i t h
propaganda against Jews, blacks arid
homosexuals. In France the state-run
Mintel v iewdat a serv ice has  been
successfully adopted by  prost itutes
selling t he i r  wares ,  inc luding bot h
male and female persons under the
legal age of consent.

I spent  a  night  checking out  t wo
British chathne options, the Telemap
network known as Telet alk
• a n d  t h eopen-to-all-corners n e t w o r k
advertised as Desire.  I logged on for
exactly the same amount of time, I had
exactly the same conversations using
exactly the same vocabulary and then
I checked up on who was monitoring
my private conversations. Now I don't
give a monkey's about what  both of
these outfits print on their rate cards
of charges, and how they advert ise
their services, this is what happened
for real:

COST
PASSWORD REQUIRED
NOTICEBOARD FACILITY
PRIVACY
'SERIOUS'
CONVERSATIONS
DIRTY WORDS RECEIVED
DIRTY WORDS SENT

ADVICE ON PREGNANCY
ADVICE ON DRUGS
FIRMEST FOR LEGAL SEX
REQUEST FOR ILLEGAL SEX
REQUEST FOR FIREARMS
REQUEST FOR PENPAL

IFIETALX
ay. E3 80p per hour
YES
YES
AVAILABLE IF REOUIRED

ABOUT 40%
A FEW
THROWN OUT OF
LOCATION
GIVEN A PHONE NUMBER
LINE DISCONNECTED
APPOINTMENT MADE
UNE DISCONNECTED
UNE DISCONNECTED
THROWN OUT OF
LOCATION

DESIRE
E18.90 per hour

NO
YES
NOT ENCOURAGED

ABOUT 10%
A GREAT MANY
NO RESPONSE

GIVEN A PHONE NUMBER
GIVEN A PHONE NUMBER
NO RESULT
LINE DISCONNECTED
MISUNDERSTOOD
YES

I I

1
.4

suppose that  various readers  wil l
conclude totally different attractions

or repuls ions t o that  lit t le analysis,
depending on  your proclivit ies, but
nobody can argue wit h t he phone
charges whereby one night  of  fruity
conversation c o u l d  l e a v e  y o u
bankrupt!

As f o r  t h e  monit or ing as pec t
Teletalk  does  indeed hav e s ome
shady grey  ghosts overseeing what
goes on, but as the amount  of traffic
increases mo n i t o r i n g  b e c o m e s
unworkable. However,  t here are a
number o f  real  safeguards  i n  t he
system. Firs t ly ,  pay ing subscribers
are supposed to be over 18, secondly
conversations are self monitoring, and
whoever is  ' in charge'  of  a  private
location or conference or chat has the
ability t o  t hrow out  any  part ic ipant
who gets abusive or obscene_

With Des i re  things  are dif ferent.
The w h o l e  ma r k e t i n g  s t r a t e g y
concerns t he exploitat ion of  young
people's lone l ines s  a n d  s o m e
mythical ques t  f o r  immediat e real
friendships. Indeed, there is a specific
location within Des ire where callers
are positively encouraged to transmit
the electronic equivalent of  lavatory
wall graffiti.

But t h e s e  c ommerc ia l  bu l le t in
boards are pretty harmless stuff, It is
the private networks where most  of
the d a n g e r  f es t ers .  Fort unat ely ,
comput ing has given birth to our very
own guardians of  just ice as well as
our very own outlaws; the hackers. In
February of this year, a group of Dutch
hackers wo rk ing  f o r  t h e  G r e e n
network got  so incensed by  bullet in
boards o f f e r i n g  w e a p o n s  a n d
weapons t raining that  they blew its
tiny silicon mind by patching it into the
local police HO.

Multinationals have also had their
noses tweaked.  Last  Christmas, an
IBM employee got so frustrated with
the garbage fl oat ing a round  t h e
corporate bullet in boards  t hat  s he
seeded a  neat  lit t le worm int o t he
system. The  worm appeared as  a
Christmas C a r d  o n  h e r  b o s s ' s
monitor, and at the same time sucked
in h i s  ent ire contac t  lis t .  I t  t hen
replicated itself to that list, sticking in
all of  their contacts, and spreading
seasonal cheer throughout the planet.
Unconfi rmed rumours  f r om wi t h in
IBM suggest  that  the system broke
down totally  in West  Germany, and
was reduced to a crawl here in the UK.
I s incerely hope that  that 's no fairy
tale. In the meantime, to Deputy Dawg
and Bus y  Lizz ie a n d  t o  Jhary  t he
Wizard a n d  T h e  V a m p i r e
Enchantress. ma y  y ou hav e every
happiness, and may the blessings of
the bullet in board bring you never-
ending mult iple

LINE DI S CO NNE CTE D,  S W I N E
HASN'T PAID HIS PHONE BI LL, , ,
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ARCADES

COIN OP
CONFRONTATION
Bleeding dry THE GAMES MACHINE's petty
cash box, Robin Hogg feeds Blackpool
coin-slots in a doomed attempt to keep
them quiet

N E W S
S L O T
BOLTED-ON G L A S S E S  w i l l
provide thrills  soon,  as  t he UK
coin-op scene is taken by  s torm
with the latest Tet te racing game.
It's called Continental  Circus and
uses a pair of 3-D glasses fixed to
the cabinet  t o  correc t  t he  3 - D
effect on screen. Away  f rom the
freeway and back t o Grand Prix
circuits, its  an impressive game in
play, wi th great sound FX  and
loads o f  graphical treats.  3 - D
glasses aren't new, but rarely have
they graced a  game this good.
Does this  mean w e  wi l l  s ee a
wholly n e w  t y p e  o f  c o i n - o p
emerging next year?

But success breeds problems,
and Tana has had its share, worst
recently with counterfeit copies of
the shoot-'em-up Operat ion Wolf
going by the name of Operat ion
Boar. Taito has already taken legal
action aga ins t  o n e  European
company as a result. I t  isn't  the
first t ime Taito has suffered in this
way, illegal copies were made of
Reston Saga and Kick And Run,

SNK a r e  s o o n  r e l e a s i n g
Fighting Soccer  - not a coin-op
about hooligans, but  the fast and
furious s por t  itself .  T w o  o t her
cabinets to look for are Capc om's
Fl  Dream - entering arcades now
-  and Soga ' s  Ho t  Rod,  whic h
should be  on  playtest  i n  major
arcades around the UK soon.

VULCAN
VENTURE
Konami

emeses smashed arcades in
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phenomenal. S a l a ma n d e r
followed t h e  y e a r  later .
further a d v a n c i n g  t h e

Nemeses cause, wit h dual-player
action, h o n z o n t a l l y - s c r o l h n g
screens a n d  s o me  lat er-level
motherships which even now give
some c oin-ops  a  run  f o r  t heir
money. Third in the series, Vulcan
Venture, is now upon us.

It cont inues  f rom where  t he
others lef t  of f ,  wi t h  t he Vulcan
spacecraft. T o  p rov ide  s o m e
variation i n  gameplay,  t he s tart
screen offers players a choice of
varied armament to build up in the

Battling through the ice asteroid zone in Vulcan Venture with lasers and bombs
unleashed left, right and centre

game: t h e  Ne me s e s  a n d
Salamander armounes are there
together with a new set containing
torpedoes, rear-fi ring lasers, and
other d e a t h - d i s p e n s i n g
weaponry.

Starling i n  space,  al iens  fl y
onscreen, l e a v i n g  b e h i n d
capsules when shot. Collec t  the
capsules to select and build up the
ships  arsenal.  A l l  fairly  rout ine
stuff dating back to Nemesis. The
ship flies past suns as Salamander
worms burst forth, turning circles
around t h e  play er's  s h i p  a n d
posing all sorts of problems. This
level is rather simple but employs
movement vert ically t o  increase
the size of the playing area.

Past suns and fire worms, alien
attacks c eas e,  t hen,  wi t h  t h e
machine shout ing 'shoot d in the
head!', t he  end-of-level Phoenix
comes into v iew.  Very  pret ty  to
look at  as  it  fl aps up and down
spitting fi re and lasers, but  that's
about all. Blow its head off and it's
onto Level 2  -  graphics straight
out of the nightmares of HR Giger,
Aliens p o u n c e  a t  t h e  s h i p ,
biomechanical growths have to be
blasted away to progress and gun
positions generally provide much
hassle.

Similar t o the second stage in
previous games, losing a life here
(and all collected weapons) means
you might  as well say goodbye to
getting a n y  f u r t h e r  ( wi t h o u t
resorting t o  t h e  cont inue-play
feature). Th i s  g a me  s hows  n o
mercy!

The ac t ion cont inues t hrough
zones c o n t a i n i n g  g i a n t  i c e
asteroids c ras hing together,  a
space fortress of narrow corridors,
twisting passageways and rapidly
closing blastdoors to name but a

few o f  t h e  dev ious ly -des igned
hazards that are part and parcel of
Konames Nemesis series.

Vulcan Venture is unoriginal in
play, but  like an old friend it 's  a
more than welcome coin-op in this
age of  beat -'em-ups  and never-
ending race games. Packed with
everything: great graphics, superb
sound a n d  s e c o n d - t o - n o n e
arcade action, Vulcan Venture is a
worthy sequel despite the lack of
any s ign ifi c ant  p r o g r e s s  i n
gameplay.

KAGEKI
Taito
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over-subscribed beat - 'em-
up genre, Kageko is slightly
different from the norm in
using a higher viewpoint of

the action,  a nd i t 's set  i n a n
enclosed alleyway complete with
other opponents watching.

You take the good-guy role.
laying into rival gang members one
at a time. Two screens make up
the alleyway and fighters move
around parrying blows, retreating
when the going gets tough and
delivering series of punches when
the enemy is weakest. If you can
get in a continuous volley of blows
on your  opponent as  the bout
begins, you stand a good chance
of beating him. On the other hand.
if you get stuck in a comer you can
be literally pummelled senseless,
which is a bit harsh in play.

The winner moves on to tackle
the next, tougher opponent with
the loser getting thrown down a
bottomless pit. The graphics are
amusingly done,  the characters
have large heads and do some
strange things while watching the
action ( o n e  by s t ander l o b s  a
morning star at the fighters if  he
gets bored.)

A humorous coin-op, devoid of
anything new, but it has got some
nice touches and that helps make
it worth a quick feed.

Thanks to Noel  at the recently
opened Oasis in Blackpool  for
the use of  the machines.

Taito's beat- 'am-up may not look anything new but it's tun and enjoyable to
pla y 11
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Kevin Toms, inventor of the world's best selling
football game says, silt beats my best seller
-  bands down"

ew improved features include:- Spectacular
-i  graphics and tactics with unlimited action, more

fun and excitement.

The press says l i l t's fantastic -  a n t h e rtime great's ;
L
i o n o l i p
The computer panel says "We were
looking for improvements on
Football Manager to be assured
of a good game. We were
surprised -  it's outstanding!
ft's gold class!”

CBM 64/128 Cassefte —  E 9 - 9 9
CBM 64/128 Dis k  —  E 1 4 - 9 9
Spectrum Cassette E 9 - 9 9

111 Spe c trum 4-3 Disk —  E 1 4 - 9 9Amstrad Cassette —  E 9 - 9 9
Amstrad Disk — E 1 4 - 9 9
Amiga Disk — E 1 9 . 9 9
Atari  St Disk  '  —  L 1 9 - 9 9

I BM PC Disk  S i
b p
_ . • — i t  
1 9 - 9
9

( f o o t b a l l  Manager
is not just an

improvement on
Football Manager -

it's the next
aenemtion!

[ 2  0 _FOR

IL

1-• -•ataguinallkw
•

S tr ee t  Da te  A l l  far yttats June  17th

•AddictIve  gamma in a  division a t.-
Prism Lemma Corporation plc,
Unit 1 . Ba ird Road
Enfield,
Middlesex EN I  I S]



7-95 8-95
SPECTRUM COMMODORE

ALSO AVAILABLE ON
AMIGA & PC+ COMPATS

PLATOON
SPECTRUM

1 9 -  9
3  
C O M
M O D
O R E

ASTRAO

Konarni's arcade hit now
for your home micro and
already a No. 1 hit. Seven
gruelling events featuring
the Assault Course, Firing Range, Arm Wrestling and Combat with
,the instructor himself? Combat school throws down the challenge to the toughest of thoroughbred

gamesters — but if you don't make the grade you're out!

GAMES OF COMBAT,

Special boxed pac • n a m i n g  FREE film poster
and audio cassette_ J, Smokey Robinson's "Ira
,Capturing the intimidating mood of conflict wit
Platoon has been hailed as "Best Film Tie-In to
,program has received brilliant reviews on all for
Lead your Platoon deep into enemy territory, yo
feel the humidity, sense the threatening danger
enounter the enemy and his many booby traps
at your peril! Enemy soldiers lunge at you from •
can find vital Information. If you come out of th
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Ocean Software Limited - 6 Central Street - Manches•
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pictur:
I my Tears
the Jungle" - "•e.
s.
n almost
you
ing fctind the underground maze of tunnels, enter
murky waters within, but this is the only way you
ive, you'll be Just one of the few!

A superb conversion for your home micro of
Konamr s arcade blockbuster. Featuring all the
game-play of the arcade original. Gryzor takes,
you into a thrilling alien world of force fields.
fanatical guerillas and strange enemy defence
systems - but you have the fire-power and
maybe. with a 'little' skill, grit and split second
timing, you can infiltrate the aliens'
headquarters. Play Gryzor once and you'll be hooked!

GRYZOR
SPECTRUM Ahi S TRAD
7-95 8 - 9 5
SPECTRUM COMMODORE

ALSO AVAILABLE ON
AMIGA & PC 4 COmPATS

PLATOON
IS ALSO AVAILABLE ON

ATARI ST. AMIGA &
PC
-4- 
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ve you got w at it ta es

undercover cop?
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Got an ST??? Then,
whatever you do, don't mi
out on the latest great rel
from U.S. Gold — all design
make the most of the graphics
capabilities and superb animation on
yourAtari ST.Don't waste a moment —
Get your kicks now! % .
1
0 6  o f r

in • m  7  X  Tel  021 35 3 2  6

trom %snow%
bit versions.



RIP UP THE R IBA

Win your own Battlecar
and games from HEWSON
BE MEAN, BE TOUGH

lay Battlecar Marauder, the
next hot  box  f r om Hows on,
and feel the power of  burning
rubber on a futuristic road. This
vertically scrolling shoot -'em-

up has you blasting invading forces
from the earth arid from the skies with
laser cannon which seer through the
battlefield.

Don't think you've seen it all before,
Battlecar Marauder has that special
sprinkle o f  Hows on  magic ;  w e r e
playing it at the moment -t hough you
are obliged to wait until the next issue
lot the full story - and the TGM team
is impressed. Bardecar Marauder is
written by Mark Kelly. author of many
a Commodore demo,  with graphics
by Steve Crow complemented by the
music ol Barry Leitch and Dave
Rodgers.

WIN A CAR!
Well, a little one anyway. Hews on is
stumping o n e  o f  t he lates t  radio-
controlled cars as top prize - run over
the cat 's tail, leave tyre marks in the
hamster, drive granny up the wall as
you d o  t he  s ame wi t h  y our o wn
battlecar h o u r s  of fun for all the
family. I n  addi t ion t o  t h e  rad io-
controlled hams t e r  fl at t ener,  t h e
winner receives a copy of  Bat t lecar
Marauder on either the Commodore
64/128. Spect rum or Amstrad CPC.
Not sk imping on the prizes Hews on
are supply ing 30 runners up with a
copy of the game, again on any of the
three formats.

BATTLE BRAIN
Hordes o f  marauding brain cells?
Good, you need them to answer the

WIN A RADIO-
CONTROLLED

CAR AND
COPIES OF
BATTLECAR
MARAUDER

FOR
SPECTRUM,

AMSTRAD OR
COMMODORE

64/1 28

I COMPETITION I

following incredibly difficult questions
if you want  to be in with a chance of
winning a battlecar o r  the game.
Jot the answerss lown on a postcard
or back of a sealed Dunlop and send
them to MARAUDER COMP, THE
GAMES MACHINE, P O  Box 10,
Ludlow, Shropshire SY8 1 0 8  to
arrive no later than July 21 a n d
abide by  t he compet it ion rules  as
detailed in the masthead.

1: Which of these titles is not Howson
game?
a) Pyracurse
b) Exolon
c) US Golds  Greatest Hits

2: What i s  t h e  s u rname o f  t h e
company's Managing Director'?
a) Hewson
b) Cousins
c) Barclay

3: Which game has Mark Kelly written
before?
a) Captain Courageous
b) Out Run
c) Impossaball

TGM T X  0 0 8 :  7-88 23/124
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HMG STANDS IN YOUR WAY

Amstrad
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Atari ST L19-99d

Scrum O M  Iron, Spectrum ye  MOD

Screen b o a  C M  114121111111•11.

Screen shot tram Ata ri 5T vereinta

=PLOSIVE MAW ACTION!
Battle your way across the globe taking
on the mighty fighting power of 10
awesome exponents of hand to
hand combat.
"A SINCLAIR CLASSIC"
"Thoroughly impressive combat
game which knocks Renegade for
6. Go damage someone." Sinclair User
"It's fast, good looking and
w e l l  h a r d "  Your  Sinchur

GIANTS OF THE VIDEO GAMES INDUSTRY
CV  Media Holdings lad- A Di v on of U.S Gold Lad.
Wi n 213 Bollard Way, Raiford, Birmingham 86 TAX.
Tel: 021 355 3363.



ksschNcksshksrssslisshck!
Sound familiar? If you've ever been driven
to distraction by an authentic golden oldies
buff s w ooni ng ov e r  h e r  authenti cal l y
scratched and shredded 78s, think on this:

hi ten years' time your flickery, crashing old copy
of Out Run could be just as tedious and Knight
Orc could seem as short as a side of shellac.

It's al l  dow n t o  CD- RO M or ,  t o  m a k e  i t
gobbledygook,  ' c o m p a c t  d i s k  r e a d- onl y
memory* -  essentially. plugging a compact disk
(CD) pl ayer  i nto your  machi ne a nd  l oadi ng
software or reading data from a disk just like a
music CD.  Just as that inscrutably shiny little
platter ha s  al r eady put  nuance-per fect Di r e
Straits into a  million mindless households,  so
the massive and virtually incorruptible memory
of the CD is set to transform computers -  every
kind, from mainframes to micros,  roomfuls to
laptops.

For games-players this will eventual ly mean
massive, detai led entertainment packages,  with
more levels and mor e intr icacy than today's
most sophi st i cated pr oduc t s ;  C D  a u d i o
integrated w i th t he  game;  a n d  hi gh-qual i ty
digitised phot os  ( t o  i l l ustr ate adventur es,
perhaps.)

Or at least the potential  will be there.  So far
CD-ROM has only proved valuable for producing
large, rarely-updated databases -  in effect, as a
replacement f o r  b o o k s .  I t ' s  n o  v a g u e
philosophising that pr ompted Microsoft Press
to name its standard work CO-ROM: The New
Papyrus, as the book goes on to point out that
these resilient face-sized disks (they measure
4.72" across) can each hold 250 'big books' -
more precisely, over 650 million characters.

And t he  fi r st  maj or  CD- RO M publ ication,
Grolier's Academi c Amer i can Encyclopaedia,
took up just a fifth of the disk space with its 9
million words.

But there's no reason why CD-ROM shouldn't
carry software as well as reference data. Though
mastering is expensive and it would take many
person-months t o  p r o g r a m  e n o u g h
entertainment t o  fil l  a  CD,  r epr oduci ng CDs
costs l i ttle mor e  than copyi ng fl oppy disks.
Another attraction to software houses is that,
because o f  t h e  c os t s  a n d  t h e  c om pl e x
technology involved, casual  CD-ROM piracy is
almost impossible.

And CD-ROM readers are very similar to the
audio CD players you fi nd in the hi gh street
(they're somet i mes  e v e n  c a l l e d C D - R O M
players): a  single cheap machine reading both
audio and CD-ROM data is seen as likely. ft will
be just like a disk drive or tape recorder, but a lot
faster t o  compare it with one of today's slower
beasts, CD-ROM will fill Spectrum 3  RAM in just
under a second.

But because of the development costs, CD-
ROM will  r emai n the preserve of  bi g-budget
software houses; a nd onl y games wi th l ong
periods of  real  r ecorded sound and compl ex
graphics, per haps digitised fr om real  images,
will be worth doing in the new technology.

A CD-ROM disk's 682 Mbyte memory capacity
means it could store well over 5,000 of today's
Spectrum games -  and though programmers
always want more memory than they're offered,
nobody is likely to write games that long just yet
not even for  Code Masters Plus. Even i f they
could, y o u ' d  e n d  u p  w i t h  a  5 , 000 -par t
multiload

International electronics gi ants Phi l ips a nd
Sony, whi ch star ted seriously developing CD-
ROM in 1983 and published details of a standard
physical for mat  i n 1985,  envi saged i t  a s  a
separate hardware.  But  then they,  w ho ha d
anriounced the standard for  CD audio in 1980,
had a vested interest in charging 1200 twice for
two different boxes.

Philips had already released a CD-ROM-onl y
resider, the CM 100.  for  I BM PC compatibles.
Within a year most major computer  companies
had taken an interest, ensuring that CD-ROM will
not wilt as an overprotected flower  of Phil ips/
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THE CD-ROM
Sony.

The next step came in 1986,  when 13 major
firms including Microsoft (which produces the
all-pervading MS-DOS operating system for IBM
PCs), Apple and Hitachi agreed on a logical file
format for  CD- RO M -  meani ng that CD-ROM
data can be read in any operating system.

One of  these so-cal l ed Hi gh Sierra Gr oup
companies -  A m e r i c a n  m i n i c om put e r
manufacturer  Digital Equipment Corporation -
has recently put all  i ts software on CD-ROM.
Micro software firms l ike Electronic Ar ts are
watching cl osel y,  t o o  -  i nter est  i s  k e e n
throughout the US, where CD-ROM players cost
little more than their audio equivalents and there
is even a CD-ROM magazine.

When audio CD appeared,  everyone but the
tec hies a n d  t h e  ai r headedl y aspi r at i ona I
treated i t as a  ga dge t  Now  the music i n-
dustry expects audi o C O  t o  take  ov e r
from records ('black discs') for  all but
a few specialised titles, as soon as the /
present generation of turntables has
died and everyone buys CD play-
ers a s  r epl acements i nstead of
new turntables.  I t  i s expected
that by  1990  al l  househol ds
with a udi o equi pment  wi l l
have a CD player.

CD-ROM appeared sudd-
enly, out of the blue to the
great c o m p u t e r - u s i n g
public, maki ng al l  those
science fi c t i on a t m o -
spherics about huge lib-
raries and databases on
a single screen,  a  sin-
gle k e y  a w a y ,  s e e m
suddenly plausible.

In 1980,  Di re Straits
CDs were the stuff of
fantasy; by 1986 Com-
puter  News was des-
cribing the stars of the
CD-ROM s h o w  a s
'small, silver and about
to take over the world'.

It happened so sudd-
enly because there was
no gr oundw or k  t o  b e
done -  all that had hap-
pened in the service of the
audio god, ever higher.
fidelity.

In audio,  CO was the rev-
olution t h a t  happened.  I n
computing,  C D - R O M  i s  t h e
revolution that is about to.

3-MILE ROUNDABOUT
It may look like a Fr isbee of precious
metals, and you can probably throw it
around t he  pa r k  wi thout  doi ng m uc h
harm -  as one American writer observed.
But the secret of the glittering CD-ROM disk
is the 3-mile-long track of pits and plateaus (or
lands) running on one side, from the centre out
These pi ts  a nd l ands encode  the  data.  Me l
Croucher  covered CD mechanics in IGM001,  but
to recap -  and add some more interesting facts
-  here's how it works:

The di sk i s  r ead by  a  l aser  a nd a  phot o
detector.  The laser is focused on the track, and
reflected by pits and lands at different angles.
The photo detector  senses these angles,  and
turns the sequence of pits and lands into binary
data which a computer  can use.

A CD-ROM disk can store up to 682 Mbytes
(698.3681(9 of data. But because the outer 5mm
of the disk can be flawed and gets dirty easily, it

It may not be the fastest IP
a second to fi ll a Spectroft
biggest portable means of
reusable disks soon avallz•

Imp



mt Nam -  it would take almost
m 3  RAM -  but CD-RONI is the

dita storage around, and with
abIe, Barnaby Page looks at the
lications

"The
CD-ROM

publication,
Groller's Academic

American Encyclopaedia,
took up just a fifth of the

disk space with its
9 million words.

is usual ly left blank (as you can see from the
main picture). That makes the practical limit 553
megabytes (566,272K).

Data is read from the disk at 153.6K/second,
but finding the right data 'seek time') can take
more t ha n hal f  a  second,  maki ng CD- RO M
slower than most PC hard disks, say -  though
still speedier than floppies and gloriously faster
than tape.

A logical file format standard set by the High
Sierra Gr oup in 19136 means all CD-ROMs are
data-compatible -  that is, they can all be read by
any CD- RO M player .  Softwar e and operating
systems stored on CD-ROM will, of course, still
have to be machine-specific a  different version
Is required to suit the internal structure of each

APPLICATIONS
There is no entertainment software on

CD-ROM yet,  and because no soft-
ware house coul d begin to fill the

disk wi th games i t seems likely
that CD-ROM's major entertain-
ment functi on wi l l  be  comb-

ining recorded music or  dig-
itised images and games.

A music CD can store 74
minutes o f  hi gh-qual i ty
audio, s o when a  single
CD-ROM/ audi o CD player
is available game sound-
tracks wi l l  b e  r evol ut-
ionised. Similarly, ver y
detai led di gi ti sed pi c -
tures can be  stor ed -
lifelike enough to give
the next generation of
high-resolution m on-
itors s om e t hi ng t o
grapple with.

Realistically c om p-
uter g a m e  gr a phi c s
and car toons will also
be possible,  but  CD-
ROM is too slow to play

back l ive-action video -
It can deliver only 2 or 3

frames a second.  where-
as 30 are needed to avoid

jerkiness.
CD-ROM bel ongs t o the

same family as the magnetic
Al si t  a nd tape  -  i t 's j ust a

y. gener ous but  rather
unfamiliar r e l a t i v e  f r o m  a

distant branch, offering lots more
memory in a small, safe space.  In-

formation c a n b e  stor ed virtual ly
error-free -  w i t h  er r or -cor r ecti on

codes i n t he  data,  mi stakes c a n be
reduced to I  misread bit per quadrillion -

and the  disks cannot be  erased.  Al l  this
makes CD- RO M sui table for  very large text-

dominated databases; al ready they are bei ng
published, much like books.  The CD-ROM disk
in our illustration shows a sample from Nimbus's
World He a l t h Know l e dge  Ba s e ,  a  medi cal
'knowledge base '  l i ke a n encyclopaedia but
using all the facilities of the computer  to search
for particular  words and help doctors in diag-
nosis.

It requires 640K of RAM, which shows why val-
uable CD-ROM won't  appear  in enter tainment
yet -  the storage technology is useless without
micros that can harness it.

A CD-ROM disk is more like a book thane floppy;
It's unerasabki ,  and you can't wri te on it. But
both pr obl ems coul d be  sol ved by  the  next
generation of  erasable CO - RO M a nd optical
disks, such as Tancty's forthcoming Thor-CD.

Though Ta ndy  i s  keepi ng m um  a bout  i ts
product,  observers bel ieve i t wil l  use a  l ow-
power  laser to even out the di sks pattern of pits
and lands, thus erasing the recorded data -  and
then start over again with a high-powered laser
to record new data.

But i t's not  known how many erasings and
rerecordings t he  di sk wi l l  s tand befor e  i t 's
literally worn away, so it won't be much good for
high-score tables.

But ther e's a  cl oser  solution whi ch coul d
harness the massive memory of optical storage,
and turn these disks from books into notepads.

CD-ROM is closely related to the WORMs -
optical di sks whi ch use  a  similar method of
reading unerasable data which is stored as a
bumpy surface.  The di fference IS that WORM
(write once,  r ead many times) di sks can be
initially written on by the disk drive, whereas CD-
ROM disks must be manufactured.  So a WORM
disk is l ike an ordinary magneti c floppy that,
once wr i tten to,  i s set permanently to wr i te-
protect.

Now (you guessed it) reusable optical  disks
have crept out of the WORMhold.  Sony expected
to shi p the first E3,800 drives (which read and
write) and £110 disks in May.

The new machines don't actually write on the
disk over  and over  again with a laser -  rather,
they r ecor d data  as  magneti c fields,  closely
targeted on the disk by a laser.

And then they read the disk with a laser beam
which is reflected in different ways by different
magnetic charges. just as the pits and lands of a
CD-ROM disk deflect light differently.

Sony's price tags aren't much higher than the
cost of  single-use WO RM systems,  and Sony
promises they'll come down when production is
in full swing -  and,  no doubt,  when rival Sharp
Electronics releases its competing product.  So
we can expect these reusable optical  disks to
steal the thunder from Thor-CD.

The  bus i ne s s  s i de  of  a C D - R O M  disk Omen
he r e  in the  c e ntr e  s om e  5 8 %  bi gge r  than
l i fesiz e).  The  e n c o d e d  data  onl y  oc c upi e s
a ppr ox i m a te l y  2 5 %  of  the tota l  ar ea fr om  the
c e ntr e  out.  Be l ow :  s how s  the r ever se side; this
di sk  c onta i ns  the  AI DS  E x pe r t / I nfor m a t i on
S y s te m  fr om  the  W or l d Hea l th K now l e dge
Base ,  a nd  is i nte nde d as a s a m pl e  to s how
doc tor s  how  use ful  a C D - R O M  nwildical
e nc y c l opa e di a  is
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PC ENGINE T H E
MIDGET MONSTER
We have several times mentioned the PC Engine in THE GAMES MACHINE and, understand-
ably, reader curiosity regarding this mystery-shrouded Japanese wonder-beast has
peaked. Contrary to the impression given by a Journalist recently in a certain other well-
known multiuser magazine of some venerability, very little is known about the machine
yet. What we do know is that its manufacturers, Japanese NEC, have allowed very few
UK software houses to have the machine for assessment, and have made them sign non-
disclosure agreements. You can't buy a PC Engine in Britain yet, but THE GAMES MACHINE
can reveal that you will be able to very soon — and tell you where. Will you want to? Read
o n
.  
.
Rare Ltd took delivery of a PC Engine back in December (see
the mammoth feature in TGM004) — probably the first in Britain.
Since then their hardware and software engineers have had six
months to play around with it, so it was to Rare that we went to
find out more.

nd actually, there isn't much to
find out. To every serious tech-
nical ques t ion,  Rare ' s  Chr i s
Stamper shook  his  head and
invoked t h e  non-dis c los ure

agreement. What  follows is only the
non-secret informat ion -  hardly  t he
stuff o f  exc it ing invest igat ive jour-
nalism! But  really i l ls  the games this
monstrous midge t  p lay s  t ha t  a r e
important,

But before the games, in brief:
The PC Engine is amazingly  small -
though somewhat  bigger than stated
by t he  above-ment ioned journalis t
who must have had a Cut-down ver-
sion at 4 "  square -  it actually meas-
ures 51/2" square by 11/2 '• deep,  and
weighs virtually nothing. Its rounded
corners make it slightly resemble the
Commodore C2N datacassette. The
deep-cut s lot  accepts a ROM-card,
there's an on/off switch and one joys-
tick port ,  mak ing this  a  one-player
machine. There is a massive rear port,
however, through which it is likely two
PC Engines c an b e  connec ted f or
two-player games, though at present
there is no two-player software. The
joystick is similar to the control cards
of other consoles, but the PC Engine
has a marvellous pause facility, con-
trolled by a button on the joycard.

Sound is of arcade quality through
six c hannels .  Me a s u r a b l e  p i x e l
resolution is  320 x 256, allowing for
32 background colours and 32 sprite
colours at  once out  of  a very large
palette (es t imated a t  u p  t o  5 1 2
colours). The ROM-card capacity  is
Something NEC aren't  talk ing about
but, fudging by the games, it's big! The
processor is also a secret; that well-
known journalist  (again!) confi dent ly
states i t  i s  16-bit  -  s o does  ACE
magazine, b u t  Shint aro Kanaoy a
(Readerpage T G  M006) s a y s
otherwise: 8-bit, a fact he offers f rom
Japanese m a g a z i n e  a d v e r t s ,
although t he phrase us ed is  ' 8-bi t
custom chip '  how much do you

A
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have t o customise an 8-bit  chip t o
make i t  16-bit?:  Rare,  wh o  k now,
refuse t o  disc lose,  b u t  t hey ,  l i k e
Shintaro, a d d  t h a t  on-s c reen i t
certainly looks like a 16-bit

The credit card-sized games meas-
ure 85mm x 55mm x 4mm (met ric 's
easier f or  this  one!), As  Rare's  Tim
Stamper says,  y ou  c an  put  a  P C
Engine i n  y our  bag/school satchel
whatever and stuff loads of games in
your pocket and cart the whole enter-
tainment s y s t em around wi t h  y ou
from telly  to telly. I t s  just  what  the
games industry needs, he thinks. His
brother Chris is more cautious: 'The
Nintendo is still for us, ' he says, his
support for the machine backed by
Rare's current success in the Amer-
ican Nintendo charts (See the News
pages and watch out  for our 16-bit
Nintendo coverage in TGM009.)

There is  lit t le doubt  that  t he P C
Engine is  t he neares t  t hing t o  a n
arcade mac hine i n  t h e  quali t y  o f
graphic presentat ion that  you could
get for the home, although at present
the software support is light. Hudson-
Soft are the major software company
behind the games already released in
Japan, b u t  Na mc o  a r e  t ak ing a n
interest (there's  one of  their games
previewed here,) Word has it that R-
Type is the game that will make the
PC Engine,  and in our  judgment  i t
should be no problem. Just take a look
at the screen shots and drool!

Speaking for Ocean. one of the very
few other Brit ish companies  to have
an assessment PC Engine. Sof tware
Manager Gary Bracey said of  it: 'I t 's
nice. I t ' s  important  f or  us  t o  k eep
abreast o f  new developments . '  But
when asked whether Ocean would be
producing a n y  g a m e s  f o r  t h e
machine, Gary  helpfully  replied: 'No
c omment . . .  • and then added some-
thing unprintable!

GO!'s Produc t  Manager ,  Da v i d
Baxter was a touch more forthcoming:
'Brilliant, fantast ic -  it  has  so much

potential wit hin t he Japanese price
point, It's obviously going to be some
time before the PC Engine hits the UK
with any force. In Japan demand is
outstripping supply; the next market
they are heading for is the US. ' And
are they GOling for it? 'If the machine
takes off we will produce games for it
-  naturally,' he replied.

UK prices are not firmed up yet, and
to predict  would be foolish -  it costs
around E100 in Japan, The games are
expensive by  UK standards, though
cheaper t han Nintendo_ But  i f  y ou
want t o give it  a whirl,  t he place to
keep your eye on is In Stock  Com-
puters, Etford Street, Ashby de la
Zouch,  Leicestershi re LE 6  W U .
They assure THE GAMES MACHINE
that they will be first with this amazing
arcade-quality home console and it
will be available shortly.

THE GAMES
Out o f  s ome 11 P C Engine games
which have drif ted into Britain, THE
GAMES MACHINE got  to grips with
the six best to give some indication of
what to expect. We' ll let the pictures
do most of the talking; but be assured,
the sound quality is second-to-none.
The s ix  we  looked at  -  Japanese/
English translat ions permit t ing -  are:
Shanghai, Wonde r  Boy ,  Dr unken
Master, Victory Run, R-Type and Tale
Of The Monster Path,

t

The credlt-card
-sized ROMe
That make it
all happen



SHANGHAI Hudson-Sott
Is a puzzle game us ing Mah- jong
character blocks. These are arranged
in vaned numbers of several layers in
a roughly pyramid-shape. The object
is to point at a character block on the
exterior of the top layer and match it
to another of the same character on
any of  the lower  layers.  I f  t his  i s
accomplished the selected block van-
ishes -  and so the game proceeds,
the final object being to eliminate as
many blocks as you can. As you can
see from the screen shot, the blocks
are beautifully detailed and rendered
in shaded, isometric 3-D. A compel-
ling and lengthy game.

WONDER BOY Hudson-Soft
We decided this one was aimed more
at the younger player. which isn't  to
say it's easy, and there are hours of
play involved to complete it. Wonder
Boy moves through many, often scrol-
ling, land and townscapes. attacking
monsters and other hazards. As  he
despatches his opponents, they turn
into money  o r  ot her useful i t ems
which aid him in the adventure. With
the money. he can visit shops and pur-
chase other essent ial goods .  Th e
larger sprite monsters are delightfully
designed and full of animated detail.

Shanghai: the hand has selected two identical Mah-jong blocks - now the one
on the top ffourthl layer will vanish

Japanese games relish cute charac-
ters - and the vendors in Wonder Boy
are decidedly cute .  .

FEATURE

With thanks to Rare Limited, Shin:aro
Kanoya for the translations (including
the fascinating but irrelevant
informatton that lakoushi'  is
Japanese for 'octopus cow') and
Mark Bettendge (who played the
games to perfection, except Tale Of
The Monster Path, brilliantly done by
Chris Stamper.)
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in Wonder Boy the bigger nasty spritos are neatly animated- As he vanishes in
a puff of smoke, the expression on the evil genie's face adds delight to the
gam .

This is the game the PC Engine has
waited for - -Type .  Turn ha  page to
see the action!

Ats
''
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DRUNKEN MASTER Hudson-Soft
A martial arts game which shows what
the PC Engine can do. The sprites are
more than hai l  t he screen's  height
with all major details fully animated.
Figure mov ement  i s  ext raordinarily
realistic, set against several dif ferent
backdrops (inc luding night t ime ver-
sions) wi t h  between-sc reen bonus
games. The odd title derives from the
fact that later opponents  keep swig-
ging from bot t les- the more they drink
the harder  t hey  a r e  t o  des pat c h
because they get so drunk they don't
even know they've been hit'
In Drunken Master the main enemies are rushing grey monks who bowl over
the hero unless he rapidly knocks them out of the way

Standing over half the screen's height. the 5pnles an Drunken Master are highly
deeded and fully, smoothly animated. The hero takes on a female opponent

R-TYPE iluo$oci-Sorl
This is the game t ipped to put the PC
Engine in t he big-t ime.  I f  you have
seen o r  p lay ed t h e  k e r n  arc ade
machine you will be able to judge for
yourself how accurate this version is
from the screen shots. Suffice to say
it has everything. The scrolling, explo-
sions. single sprites and conglomer-
ate sprites are astonishing. It seems
unbelievable t ha t  t h is  c a n  a l l  b e
packed into one tiny ROM-card.  and
R- Type shows -  better than anything
-  the PC Engine's hardware capabil-
ity.
The exciting !rem arcade machine in
a pocket-sized console! Everything
in R-Type is here! Multiple weapons
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collection as you progress, the eerily
organic backdrops. beautifully ani-
mated missiles, the repulsively pill-

TALE O F THE  MO NS TE R P ATH
Namco
Is an  immensely  detailed,  sc rolling
arcade-adventure -  a  q u e s t  f o r
Something w e l l .  Japanese,  The
running, jumping and swimming hero
is equipped with a sword to rid himseff
of many enemies as he moves swift ly
,through ever-changing landscapes.
The massive alien spaceship with its
disintegrating m o d u l e s  -  a n d
more.  _ T h e  t it le is translated f rom
the Japanese b y  Shintaro Kanoy a
(Rare didn't  know what it meant), so it
is approximate!
The t op-nght  corner has a window.
which is a marvellous variation on the
old Defender radar scanner -  a com-
plete isometric 3-0 world showing the
hero's immediate surroundings. Kill-
ing certain monsters  accesses sub-
game screens; in some you can gam-
ble on dice throws to increase your
wealth (which buys you much), others

sating heart and the snake writhing
through its ventricular chambers, the
brilliantly designed HR Giger-style

let you pray to a buddah which may
increase y our  spiritual healt h,  s t i l l
others turn oul  t o  be shops  selling
food, weapons  arid other items lost in
the Japanese text !  One,  s ome 15
minutes in t o  t h e  game,  s hows  a
geis ha girl perf o rming a s tnptease.

The hero swipes a nasty in Tale Of The Monster Path against densely dotalleo,
scrolling backdrops. Top-r ight is the animated 3-D 'scanner' showing current
lo ca t io n  in  t h e  im m e d ia t e  lo ca le

One  o f  the M o n st e r  Pa t h  su b - g a m e s: t h e  g e ish a  g ir l is a b o u t  to  st r ip  -  a  t e a se
almost custom-designed to show the PC Engine's marvellous pause facility!

' Al ie n s '  m o n st e r  -  and, o f  co u rse ,  the
massive alien spaceship with It, dis-
integrating modules -  and more • • •

1



• • • • •

•••••
go
,

,• • • • • • • •
• • • • • • • • • • • • • •

VICTORY RUN Hudson-Soft
As the sheer quality and ferocity of
Drunken Master' revitalises the beat-
'em•up game. so Victory Run adds a
new dimension to the road racer. This
is one of the best! It uses hidden hori-
zons and even double-hidden hon-
ions to add reality to the effect and
sometimes creates severe cornering
problems. Tak ing hills  t oo fast  can
have you leaping off the road. The 3-0
animation effect on bikers, other cars
and vast iuggemauts  is  completely
convincing without  the accustomed
frame lumps o f  other home mic ro
racer games. Careless  driv ing c an
cost you gear teeth t oo -  t ry ing t o
engage a damaged gear results in a
frighteningly accurate engine tearing
sound from the speakers!

A PC
Engine
game map
from a
Japanese
magazine
Tale Of The
Monster
Path
revealed in
en0f1770trS
detad
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Two consecutive shots only a
second apart in Victory Run
',Mich give some idea of the
uttra smooth 3-0 animation

on the hilts effect and the sprites
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EUROPE'S LEADING
COMPUTER REPAIR CENTRE

AMSTRAD 464
£25.00

i t r ran
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erran

(1:1,1110

E5
OFF

ALL TRADE PRICES

{_COMMODORE 64£22.95

'Yr

me t *

SPECTRUM
£15.95

AIM = M E M

Verran Micro-Maintenance Limited. Unit 2H & 2J. Albany Park, Frimley
Road, Camberley. Surrey GUIS 2PL Telephone 0216 66266.

'
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SPECTRUM PLUS 2
£19.95

YOUR MICRO DESERVES THE BEST •
When your home or business micro costs several hundreds of pounds, it deserves the finest repair facilities in Europe
(well. probably!). And the finest prices -  E5 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 hour 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.
*  Currently we handle over 3500 products on average every day. Providing services for such leading companies as
Amstrad plc, Commodore Business Machines. Sinclair Research, Rank Xerox, Dixons, Currys, Boots, W H Smiths, John
Menzies and many more. *  Join them and take up our special offer now.

Recommended and Approved by ACORN A M S T R A D  A T A R I  C O M M O D O R E  S I N C L A I R

AND UNBEATABLE DISCOUNTS ON ALL
* Wi th over E500.000 worth of spares in
Stock, we can meet many of your specialised
requirements. We've listed a few examples
and for anything not displayed just call us
and we'll quote immediately inclusive o f  first
class post
SPECTRUM SPARES
Z80 CPU
ULA6001
Power Supply
ROM
4116 RAMS
ZTX660
ZTX213
Keyboard Membrane
Spectrum

2.50
7.00
6 5 0
7.00

75
40
40

300

Spectrum Plus
OL
Metal Templates

COMMODORE SPARES
6510 Process°,
6525 CIA
6581 Sod Chop
901225 Graphic ROM
901226 Basic ROM
901227 Kemal ROM
906114 House Keeper
6569-V1C
4164 R A M S
-
M e m o r y
Power Supplies
C64

12.00
12 00
1500
1000
1000
1500
1000
1800

150

COMPONENTS!!!
6 .00  1 6  1 5 . 0 0
9.00 P l u s  4 1 5 . 0 0
3 .00  A I  the above prices .nclude VAT but please enclofte •

Iurthe 1 . 5 0  Post WW1 packing on am compcmoras otdert
All payment n  pound Merino

HOW TO CONTACT US
* For  quotes on computers not listed or on
any component,  telephone 0276 66266.
(Quoting GAM/0781

* To send us your micro for repair, mail it
securely packed, accompanied by cheque,
postal order (made out to Verran Micro
Maintenance Limited i or quote your Access
or Barclaycard number. And to obtain your

19.50 s p e c i a l  discount quote GAN/078 ,

O E M
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IF YOU'VE GOT THE
INCENTIVE •  •

take a trip into the amazing three-
dimensional world of  the Dark  Side
from t h e  p o w e r  o f  I nv ent iv e' s
Freescapo graphics  rout ine.  Da r k
Side is the superb sequel to last year's
smash hit Driller (TGM002 969/D) and
tells of an adventure 200 years later as
the Ketars, a banished group Of the
futuristic human race,  are planning
retribution_ Their revenge takes t he
form of Zephyr One (currently being
used as Incentive's office), a  giant
laser generator designed t o destroy
Evath. The suspense is  k ill ing
read the review on page 74 to find out
more about the game.
SUPER CHARGE THOSE
LASERS!
Beam your braincells into life and be

And lighten it up with a home laser show and
loads of DARK SIDE goodies from INCENTIVE

in wi th a  chance o f  wi nni ng a
captivating h o me  laser s how f rom
Incentive. Though not quite powerful
enough to wipe out Evath, this prize.
when used in coniunction with your
stereo, generates laser  beams t o
shoot around the room, bouncing off
ceilings and walls - it works rather well
at parties (Hey man, like _  wow! ).

The laser show is top prize..  T e n
second prize-winners get Freescape
free-standing pens; stand a pen, ball-
point down,  vertically on the base of
the ho lde r ,  a n d  i t  s t a y s  t h e r e
supported by a magnetic field -  it also
works well at  part ies (Hey man,  like
that's reas onably  interes t ing. ) 2 5
runners up each get a Dark  Side A2
poster with artwork  by  Steinar Lund
and a key ring each, which may not
make you the life and soul of a party
unless you attach the keys of a Rolls
Royce to the ring.

A FABULOUS
HOME LASER
LIGHT SHOW,

SELF-
SUPPORTING
PENS, DARK

SIDE POSTERS
AND KEY-

RINGS!

COMPETITION

I'LL NAME THAT ZEPHYR IN
ONE . . .

and if you can, a home laser show
could be  yours as  long as you can
name s ome of  the objects  pic tured
here, taken f rom Dark  Side.  Simply
decide wh i c h  o f  t h e  s i x  objec t s
(lettered A -  F) are:
1: Energy Collecting Devices
2: Zephyr  One
3: Telepod
4: Telepod Crystal
Clues can be found in the Dark  Side
review_ Hav ing sorted out  whic h is
what, write the answers on a postcard
or back  of  a  sealed orbit ing space
cruiser a n d  s e n d  i t  t o :  W H O ' S
AFRAID O F  THE  DARK? CO MP ,
THE GAMES MACHINE,  PO Box 10,
Ludlow, Shr opshi r e S Y 8  1 0 0  t o
amve no later than July 21. All entrants
must abide by the compet it ion rules.
as detailed in the masthead, unless
they, l i k e  t he  Ketars.  wa n t  t o  b e
banished t o  s o m e  d e s o l a t e .
despairing place like Basingstoke.
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hen t h e  b r o t h e r s  K a s h i o
developed a synthesizer they
in fact researched, developed
and des igned a beauty  of  an
instrument. I t  i s  c apable o f

nice fat synth sounds and also is not
too b a d  a t  i m p e r s o n a t i n g
instruments. Howev er ,  s omewhere
between t he des ign s t age and t he
market ing men there was obviously a
great discrepancy.

How do I know that? Because Casio
put Out the CZ series wit h the mos t
dog-awful set  of  voices imaginable,
skimped on the internal memory  and
made it nearly as hard to program as
the r iv al Yamaha DX  series ,  They
improved mat t ers  s light ly  wi t h  t h e
later versions, but  the mos t  popular
(and of  Course the cheapest) CZ101
and 1000 are swine to program. Intact
most of  the voices that you see (and
buy) use only  a small part  of  its  full
potential.

The spectication has an eight-stage
envelope; t hat  i s  t o  s ay  a  s ound.
t imbre and pechshaper that  can go
through eight  rises-and-falls  bef ore
the sound has finished. Mos t  voices
only us e t wo  or  three.  Addit ionally ,
this can be doubled up  on t he t win
lines that the oscillators can follow. To
throw several socket  set s  in t o  t he
works, t h e  s o u n d  genera t ion  i s
provided b y  c o m b i n i n g  t w o
waveforms. And I haven't  ment ioned
the other controls like noise and ring
modulat ion. Adding insult  t o  injury :
the L CD is  not  backlit ,  is  obv ious ly
made for myopic fleas, and you can't
name your sound: Cas io managed to
name their own useless 16 sounds,
but y our  16 s ounds  wi l l  alway s  be
called ' Internal 1,2,3,  etc .  (Yamaha
must hav e rubbed t heir  y en-laden
hands with glee when they launched
the rival DX100 wit h 192 voices  on
board, all named and  with casset te
storage facilaies).

COULD BE A WINNER
But put it all on screen, make it so that
you can tug the graphs  around wit h
the mouse, add a voice librarian and
you have a winner.

From Amer ic an s of t ware h o u s e
Hybrid Arts comes the CZ-Androod.
It's made to work  wit h all of  the CZ
series o f  s y n t h s  i n c l u d i n g  t h e
CZ230S, wh ic h  i s  i n  f ac t  a  s ingle
keyboard with drums and all. Actually
the only  way  to program the latter is
with such a program.

Boot up and you get three columns
all marked 'init ialize'. That 's  because
there is nothing in them!. From the file
menu, load either one or t wo of  the
three voice libraries that you get with
the program -  this loads into the two
outer columns .  Th e  cent re c o lumn
refers to the synthesizer memory area.

You c a n  t r ans f e r  t h e  v o i c e s
individually or en masse by dragging
them with the mouse. To edit a voice,
or create a new one, drag it  into the
area mark ed 'workspace*  -  actually
the edit  buffer -  click on edit  and the
screen s lips  t o the edit  wit h its  t wo
horizontal rows of numbers.  You can
increment or decrement  these at will
by mov ing the arrow to the selected
area. I found this to be pretty efficient
If you want  to copy the voice f rom a
voicing chart. (If you didn't  know, you
can buy voicing charts and books for
individual synthesizers.) However,  the
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WMI

"CZ-Android's
empirical

approach quite
often throws

up some really
Interesting

sounds "

real fas t  voice programming c omes
with t h e  l i t t le p ic t ure o f  a  blac k ,
pos tman-type envelope in the corners
of the main edit ing areas -  those for
pitch, fi ltering and amplificat ion. Click
on t h is  and  y ou  g e l  t he  env elope
proper ('envelope': env elope- play on
meanings. Yeah? Never Mind.)

Each env elope has  t he indiv idual
stages mark ed by  a minut e square.
Click on the square and can drag the
envelope a round  i n t o  a l l  s or t s  o f
shapes very quickly indeed. It is only
then that you fully appreciate just what
a hopeless  and c hanc y  game  i t  is
programming i t  f r o m t h e  mis er ly
display on the synth. As you reshape
the envelope,  so parts  of  it  that  you
set u p  prev ious ly  c hange in  value,

1'10
Ever in search of the easy life, Jon Bates has
been programming sounds with apparent ease
using a couple of amazing voice programmers
and would urge you to do the same. He's also
got his hands on a brand new scoring package
which could put you in business as a music
publisher

What do you do when your newly acquired synthesizer turns out
to be  a  crash course in patience when it comes to sound
creation? Do you: a) use it to paddle a canoe? b) condemn it to
the top of the wardrobe? C) get hold of a voice programmer?
Don't turn to Mel's Trivia Quiz at the back, because the answer's
right here: if you have a DX7 or Casio CZ series synth read on.

Without this sort of visual display I can
only liken it playing Camer Command
on a wris twatch TV.

THE CUNNING
ANDROID

Bored. Fed  up?  Can' t  program the
sound y o u  w a n t ?  S t u c k  f o r
inspirat ion? Easy. Go for the Android
item on the menu.  This  cunning lit t le
rout ine d o e s  lo t s  o f  f anc y  mat hs
behind the screen and comes up with
a sort of sound that you might  like to
tweak up.  Y o u  c an repeat  t his  a d
infi nitum un t i l  y o u  c o me  u p  wi t h
something that  grabs  your ear. This
empirical approach quite often throws

1



up some really  interes t ing sounds ,
ones that you wouldn' t  probably  find
It you jus t  t r ied f o r  one  part icular
sound. If the sound is  a bit  thin you
have a Distort option which beefs it up
a little. Try hitting this several t imes for
fun. The lower part of the edit screen
is for the fi ne and coarse detuning,
octave s e t t i ng ,  a n d  w a v e f o r m
selection a n d  a l l  t h e  ot her  s ound
peripherals,

All voices c reated can be  named
and filed on the library page. Shutt ling
voices within libraries is just a mat ter
of dragging s ounds  around.  I f  y ou
have o n e  o f  t h e  t ouc h  s ens it iv e
Casios, the program can c ope wit h
these as well. My only niggle is that for
each edit you have to reach over and
play the synth -  many  ot her v oic e
programs have an autoplay  feature
which c an  b e  us er-defi ned.  Th i s
would have capped what is otherwise
a simple and very effective program.

You can get it for the Atari ST for the
price of  £89.95.  I n  ef fec t  t he  CZ-
Android is a spin-off f rom the original
DX-Ekood program.  I n d e e d  i t  i s
programmed by the same person. one
Tom Bojares. Owners  of ' the world's
most popular synthesizer' with sales
topping the hall a  mill ion mark  c an
now pay full attention.

A STAGGERING ARRAY
To be fair, t he world marketplace is
flooded with DX7  programs  wh i c h

isn't surprising. You'd be a bit  silly to
try and establish a good market profi le
with a program that voiced something
obscure. Oddly  enough,  I  f ound the
DX-Orold not such a bundle of joy to
work  w i t h .  I t  i s  v e r y ,  v e r y
comprehensive,  but  hav ing bec ome
used t o the idea that  I  can reshape
envelopes etc,  wi t h t he mouse,  t he
concept  of  hit t ing numbers  s ituated
under a  display  that  t hen alters  t he
graph is  a  bit  pedest rian.  I t 's  a  bi t
confusing at  fi rst  in  it s  defi nit ion of
' banks', 'fi les', 'catalogues'.

However it does have a staggering
array of features. It can handle, at any
one time, 18 banks of 32 sounds each
plus 1032 extra individual presets that
do not  necessarily  hav e t o  b e  t he
same as the banks of sounds. It would
seem t hat  al l  s ounds  contain ex t ra
details k n o w n  a s  ' f u n c t i o n
parameters ';  that is: the details of the
modulat ion and pitch wheel and foot
pedals as  oppos ed t o  just  t he 'edit
parameters ' whic h are the hundreds
of numbers  that cont rol the creat ion
of t he bas ic  s ound,  When y ou are
sending voices/banks to the DX you
can c h o s e  wh e t h e r  t o  s e n d  a l l
parameters o r  f u n c t i o n  o r  e d i t
parameters. I t  h a s  o n e  O f  t w o
idiosyncrasies: i t  wo n ' t  c a r r y  o n
unless you load a file disk into it which
is a bit strange. But  not to worry.

EFFICIENT LIBRARIAN
On the first screen proper you get a

. . p r o g -
ramming a DX7

is about as
much fun as

shooting your-
self In the

foot."

host o f  features. The screen, whic h
always h a s  a n  o mi n o u s  b l a c k
background,  us es  t he t op  area as
main c ommand and is  run f rom the
funct ion keys  -  t here are no  drop-
down me n u s  wh i c h  i s  surpris ing.
Underneath this  is  a  copious  lis t  of
subfunct ions for each area of  work ,
which work s  f rom t he  mouse_ The
screen b o t t o m i s  r es e r v ed  f o r
inputt ing c ommands  in response t o
the prompts.

As a librarian it is extra efficient. You
can s t ore lot s  o f  sounds ,  organise
them a n d  access  t hem easily_ Fo r
rapid access, each file of sounds can
be given a 126-character index card.
All lis ts  of  fi les and indexes  can be
printed out  T h e  access ibility  is  on
many levels -  index numbers  (huh!),
file name or even part  of a file name so
that it gathers all files with, say,' string'
as part  o f  t he name.  Fi les  c an b e
locked or unlocked, which is a failsafe
device to prevent you overwrit ing your
favourite sounds. Sounds are shuffled
between locat ions within banks with
ease, as  they are between the synth
and the program.  It lust takes a bit of
understanding o f  t h e  p r o g r a m' s
hierarchy to follow what  is going on,
however t h e r e  i s  b a g s  o f  h e l p
available at all t imes, which is a Good
Thing.

Voice c reat ion i s  f airly  painless .
increment  a n d  dec rement  a l l  t h e
numbers. You can do  this  either on
the g l oba l  p a g e  t hat  l is t s  a l l  t h e
numbers  (numerical edit) or flip to the
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individual graph pages. I think I would
prefer a higher resolut ion screen that
has all the graphs on display arid that
you c a n  d rag  around.  A n y  ed i t ed
parameters a r e  ma r k e d  w i t h  a n
asterisk a n d  t he re  i s  a lway s  t h e
original vers ion t o  c ompare i t  wi t h
both visually, numerically  and aurally.
Any edit  y ou mak e is  automat ically
sounded o n  t he synth o r  t riggered
from the F9 key.

DON'T SHOOT THE
PIANIST'S FOOT

However it comes  into its own when
it's in the business of creat ing voices.
Like the Casio version. there is a Droid
feature which generates basic sounds
for y ou t o tweak.  But  there are t wo
options: •Droid 1' is the sane, musical
version, •Droid 2'  is the more wacky
sounds. You can do this to indiv idual
voices or a whole bank at a time. You
can go  over t he t op and c reate an
entire fleet of  random voices: 18 x 32
voices! Perhaps its best feature is the
combinat ion of two voices to produce
a t h i r d  c ompos i t e  v oic e.  Th i s  i s
something qu i t e  unique.  Y o u  c a n
'glide'  between the Sounds and the
program lets you determine just how
much of each sound you want.

If all this isn't enough, you can beef
up the sounds by hitting a distort key.
Altogether it is a very feature-packed
program but not one to be taken lightly
in a few minutes. I t ried it on both the
Mk1 and Mk2 versions of the DX7 and
it worked with no problems on either.
It will also work  with any of  the DX7
tone modules. As programming a DX7
is about  as  muc h f un as  s hoot ing
yourself i n  t h e  f oot .  a n y  p rogram
which uses the computer to creatively
set up sounds is a bonus_ However,  I
do like dragging graphs around wit h
my m o u s e . . .  T h e  c o s t  o f  t h i s
creative lot is a weighty £179.95,

Both t hes e programs  hav e been
available i n  t he  States  and  t o  t he
cognoscent i for some t ime t ime now.
DX-Droid fi rs t  appear ing i n  abou t
August 1986 and t he CZ-Android a
few mont hs  lat er.  Th e y  s t i l l  hav e
considerable advantages over other
voicing sof tware,  a n d  Certainly  t he
random a n d  y e t  s ens ib le  v o i c e
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creation is a wonderful bonus  that is
only just  being ripped-of f  by  newer
programs, T h e  DX - Dr o i d  i s  n o t
something that you can get  into in a
matter of a few minutes, in fact I found
that it took quite some t ime to adjust,
whereas t he  Cas io equivalent  wa s
pretty selfevident -  in other words you
can almos t  t hrow the manual away.
The screen display for the CZ-Android
has been copied many t imes by other
synth v oic ing programs .  Any way  i t
can't  b e  al l  t hat  b a d  as  a  cert ain
prominent  Newsfi eld personage not a
million miles away f rom THE GAMES
MACHINE offi ce/ st r uctur e / chaos
area is a happy man since he got one.

BOOSEY H A W K E S
ET AL

On to the business end,  that is the
'score-it-yourself' de s k  t op  musi c
publishing package also from Hybr id
Arts, We previewed the demo version
of this back in TGM003 and finally the
finished v ers ion arriv ed,  c omp le t e
with v o l u m i n o u s  a n d  s u p e r -
comprehensive manual.  I t  is  almos t
easier to list what  it doesn't  do!

EZ-Score P lus  ex por t s  i t s  fi les
happily in t o  t he  graphic s  pac k age
Degas Elite (MM002) and rumour has
it that  y ou can whizz  the s ame fi les
into a publishing package so that the
whole score can be produced in book
or magazine form. while it also imports
files f r o m a n y  o f  t he  Hy br id  Ar t s
sequencing packages -  in effect you
can create a masterpiece, read it into
EZ-Score Plus and print  it up,

It support s  mos t  printers  and the

The DX Droid utility from
Hybrod Arts inc.

"DX-Droll:1's
best feature is
the combina-

tion of two
voices to pro-
duce a third
composite

voice."

" It  is almost
easier to list

what EZ-Score
Plus doesn't

do!"
The E Z to read score sheets

511611 SKt1011 -
I n e r t  
f e l t s -

•

:._Ist1110 SO
MI N T•dd 'Wises

4

1

r .
s.

Utirstot

print ing resolut ion is superb.  For the
real thing a laserprinter is a must, mind
you, a t  t hat  y o u  a r e  get t ing v ery
serious indeed.  I t  will doubt less  fi nd
lots o f  u s e s  i n  e d u c a t i o n a l
establishments since exams now use
composit ions with scored out parts -
there is nothing like the hardcopy
front of you for fine-tuning the details.

The p r o g r a m boas t s  o v e r  1 4 0
musical n o t e s ,  r e s t s ,  dy na m i c
markings. and includes slurs, ties and
phrasing. Key and clef are no problem
and i t  automat ically  put s  beams  on
individual quavers to t idy them up. It
supports chords  symbols  and even
guitar tabulature.  The  score c an be
expanded and compressed for fi ne-
detail e d i t i n g .  T e m p o  m a r k s .
rehearsal mark s ,  repeats ,  c u t  a n d
paste copy are just some of the things
it can do.  In short, it is a professional
package.

NOTHING FOR VIOLA
You can put lyrics in and even design
a title page and lay Out your score. The
program can run in a variety of  ways
and I found for me ii could be worked
faster by a combinat ion of mouse and
ST keyboard.  Although it  has  a very
well-thought -out  i d e a  f o r  input t ing
f rom a MIDI  keyboard and using the
controllers ( s u c h  a s  p i t c h  a n d
modulat ion w h e e l s  a s  s c r e e n
controllers -  A for effort, lads), I think
it wil l  c ome into its own when auto-
scoring, as they put  it, f rom the fi les
from other  Hybr id Arts sequencers;
this is where a lot of sweat is painlessly
removed.

Although s t ep- t ime ed i t i ng  a n d
input of notes is eminently possible, it
is nonetheless a  Slow and t iresome
process and not one I would want  to
do at  any length. But  auto-score and
then fi ne-edit  s ounds  a  f a r  bet t er
possibility. Of  course it can also play
back the score either via the internal
chip or any MIDI instrument left lying
around.

Only a  couple of  moans: i t only
writes on up to three staves at a time,
so symphoni c scor es a r e  out :  i t
doesn't d o  t he  al to clef,  s o  that
scuppers any chance of  writing for
viola (shame!); and when you dr op
notes in with the mouse,  especially
above or below the stave, it is very
much a hit-and-miss affair. A window
that told you what note was under the
mouse when i n 'note insert' mode
would save a lot of squinting. I  was
running hi gh resolution, have good
eyesight and found it exasperating. To
you, the  cost of  EZ-Scor e Plus is
£84.95.

Hybrid A r t s  a r e  a l s o  t ry ing t o
establish a delight called HybriSwitch
as an industry s tandard -  a program
which a l l o ws  o t h e r  p r og r ams  t o
remain resident in the RAM and swap
from one to another.  Not  an original
idea but useful

All t h e s e  p rog rams  c a me  f r o m
Hybrid Art s  whos e UK  addres s  is .
Syndromic Music, 24-26 Avenue
Mews, London, N10 3NP

The nex t  issue has  t he promised
MSX music review with lots of info on
how to get the best f rom MSX. Sorry
the Archie didn't  get a look in but  for
various technical and postal reasons
it d idn' t  qui t e happen.  Hang  o n  in
there. A s  ever t he problem page is
open.
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ROB STEEL'S
G E T T I N G
A D V E N T U R O U S
STEEL SHAVINGS
State-of-the-ar t adventures for  16-bi t machines may look and
play wonderfully,  causing players to wonder  open-mouthed at
the complexity and beauty of the things, but who do we turn to in
times of drought? The faithful old Spectrum. If not for Sir Clive's
black box of magic there would be but one adventure to review
this month,  and that just wouldn't do w o u l d  it?

There are rumblings, however, and not Just from today's lunch;
Magnetic Scrolls are about to launch Corruption for the Amiga
(and if their track record is anything to go by conversions for
every conceivable format will follow); Infocom are set to blow our
minds with their range of infocomics and it is rumoured there is
movement i n the  Level  9  c a m p T h e  adventur e futur e i s
looking so bright we might not all be stuck with Shades.

I would like to thank Tony Bridge -  the Grand Elf of yesteryear
- for  his excellent perusal of STAC last issue. He has since written
to me to point out that due to old age and one too many pints of
Tolkiens Tipple,  he  gave  the  wr ong cr edi t for  Shymer .  t he
adventure supplied with STAC_ It was written by Sandra Sharkey
and not Pat Winstanley. Corruption -  They should have torchf, ,,,-, Volvo Am i ga  screen

LEGEND OF THE SWOR
Rainbird
ATARI ST Diskette: 524.95

Along time ago, i n  the
days o f  A M T I X
magazine, I  was sent
an adventure  f r o m

Silicon Soft for the Amstrad
CPC 6128. I  remember
being very frustrated as I
was impressed w i th  t h e
game, but due to  powers
beyond m y  contro l  ( th e
magazine sadly folded)
could n o t  r e v i e w  i t ,
However, I  a m happy to
report my frustrations have
been relieved, a n d  apart
from t h a t ,  t h e  g a m e ,
Legend Of The Sword, has
reappeared for the Atari ST
courtesy o f  Rainbird
and it is at least as good as
I remember it.
The inhabi tants o f  Ana r  a r e
protected from evil by a legendary
mystical s w o r d  a n d  s h i e l d .
However, t he evil wizard,  Suzar,
(don't y a wn ,  i t  g e t s  be t t e r )
attacked and wiped out  an entire
army wi t h  relat ive eas e  us ing
mutated humanoids, You and your
band of five merry men have been
volunteered by the king to find the
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sword and use it to destroy Suzar
before he grows powerful enough
to enslave the whole of Mar.

The game opens with you and
your group approaching the island
of Anar on board a merchant ship
-  following your escape f rom the
wizard's hordes on a raft. Your first
decision i s  wh ic h  o f  t he t hree

displaying your current act ion or
dilemma a n d  pres ent  locat ion.
Only tour colours are used for the
pictures (as in the Amstrad version
of yore) but  the sequel, The Final
Battle i s  b o a s t i n g  1 6 - c o l o u r
graphical displays, To the right of
these w i n d o w s  i s  a  s c r o l l
displaying a c t i o n / o p t i o n s
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a l s o  n o t i c e  t h e  f a c e  o f  a  m a n
y  %otep b a c k  f e o e  t h e  s h o c k s goincbcos_

e to o k i n 9  c a u t i o u s l y  a r o u n d  y o u  h e a r .  a
Fa i nt % r e e l i n g  fe c mb b e y o n d  t h e  b r a n c h e s
r r t e  yew&
Loads a text, loadsa graphics and loads., puzzles a  brilliant adventure
possible landing s ites  t o  us e -
from this point it gets tougher.

The screen layout and control of
the game are what  make Legend
Of The Sword work so well, Top of
the p a g e  a r e  t h e  ma i n  me n u
commands;  O p t i o n s ,  Ca n c e l ,
Actions, Map and Execute, below
this a r e  t w o  p i c t u re  f r a me s

available and an at t ract ive map
which scrolls (on the scroll) as you
move around (t he ma p  c an b e
enlarged to full-screen size if one's
eyesight is not what it was.) Below
the scroll are the direct ion icons
(N, S1N, IN e t c )  a n d  a  c and le
depict ing the strength of the party.
The bot tom of the screen is for the

more-than -adequate t e x t
descript ions and your typed input

The greatest  part  of  the game
can b e  c omple t ed  u s i n g  t h e
mouse t o  c l i ck  o n  sel ected
instructions a nd icons.  but  for
those of us viho like to keep our
fingers flexible, the game may be
played using text input only.

The atmosphere created by the
thoughtful descriptions is tense
and at  times exciting -  and the
graphics add to it. Moving from
place t o  p l a c e  i s  n o t
acknowledged merely by an OK
but b y  nea t  phras es  s uc h a s
• Daville takes  t he  lead as  y our
party c limbs the slippery steps to
the small door at the top',

A HELPING HAND?
Interaction i s  a  del ight .  mo s t
inputs -  t hos e n o t  c omplet ely
obscure -  a re  awarded wi t h  a
satisfactory reply  of  one sort  or
another E v e r y  a c t i o n  y o u
undertake has at least two lines of
descriptive text  t o  inform of  the
results.

Legend Of The Sword is most
enjoyable to play, there are many
locations -  al l  wi t h  a  graphical
representation -  and plenty to do.
I s pent  a  very  happy  t ime jus t
wandering around the k ingdom of
Anar no t  achiev ing any thing i n
particular, j u s t  e n j o y i n g  t h e
scenery (and persistently scoring
0%). I was  in fact (judo pnvileged
because Samara f rom our sister



magazine CRASH,  materiahsed
by my side and demanded a go -  I
could not  refuse Unf ort unat ely
this ended my stint with Legend Of
The Sword, rest assured though.
once Samara has  disappeared
back to who knows where. I shall
have another go I  lust  hope
that Harlequin c harac t er f r o m

The game takes  p lac e i n  a n d
around Redboume Manor where it
transpires t h a t  L o r d  An t hony
Forbes has been murdered
and you are on the case_ You have
only 1 4  hou rs  t o  s o l v e  t h e
dastardly d e e d  b e f o r e  y o u r
department mov es  y o u  o n  t o
something else. Luckily you have
the help of another ace detective.
Philip Keen,  w h o  f o l lows  y o u
around and gives advice when he
can.

Graphtext c la im t he game  i s
very user-friendly in as  much as
you can mov e  o n  t o  anot her
problem if  you get  s tuck at  any
point it  also reckons to have an
answer for most inputs arid offers
lengthy EXAMINE desc ript ions

The loading sCl0011 holds clues to playing the game and needs clos•
-o v e s t t g a t I o n

So putting as ide my  dis like f or
detective adventures -  especially
those with a t ime limit  -  I loaded
the game.

DEFECTIVE
DETECTIVE
I imagine it to be very difficult  to

ZZAPI64 doesn' t  want  t o play  -
he's mean_

ATMOSPHERE 92%
INTERACTION 90%
OVERALL 9 1
0
/0

INVESTIGATIONS
Graphtext 128K
Spectrum 128K Cassette: E 3.95

I t ' s  nice to see a new company entering the adventure
market. Let's face it, there are few enough releases

, a b o u t  at present. Investigations has been written by
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128 using Gilsoft's PAW. It includes over 100 locations, 88
objects and a 400-word vocabulary -  all the ingredients of
a promising adventure. . . have they got the mix right?

program an adventure that relies
on the player undertaking certain
tasks a t  par t i c u la r  t i me s  -
especially us ing a ut ility such as
PAW b e c a u s e  of the number of
errors I come across in games of
this ilk. I spent most  of my t ime in
Investigations h a n g i n g  a r o u n d
using t he  WAI T c ommand.  One
strange h a p p e n i n g  o c c u r r e d
whilst in the cook's room.  One is
supposed t o enter her wardrobe
and hide there until she comes into
the room,  hides a key under her
pillow and leaves. I  managed t o
c lamber in and out of the wardrobe
while she was still in the room
she didn' t  not ice me!  Either she
has a very large room with lots of
places to hide or she's deaf  and
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blind. Either way it showed a lack
of attention to detail.

The graphics are nicely done but
add nothing to the game, and the
text descript ions are often so long
that the MORE message is almost
permanent ly on the screen.

Character interac t ion i s  f airly
basic wi t h  SAY TO,  QUESTION
and INTERROGATE only revealing

inforrnaton i f  y ou as k  t he  right
person the right  ques t ion at  the
right t i me  o r  a r e  carry ing t h e
correct item.  However,  t he t ime
limit is ample to glean some sort of
indication of  what  is expected of
you, and onc e on t he right  trail,
Investigations opens  u p  in t o  a
fairly enjoyable game,  wi t h  t he
RAMSAVE/LOAD option adding to
playability. Unf ort unat ely  i t  i s
limited, w i t h  s o m e  s o lu t ions
relying mo r e  o n  c hanc e  t h a n

DR JEKYL AND
MR HYDE
The Essential Myth
Spectrum 48K: E7.95

ark Davies, Le e  Hodgson and Andrew Dean
together f o r m  T h e  Essentia l  M y t h  so ftware
company. Their previous exploits include Book Of
The Dead and The Gacpac -  the latter being a

compression and optimisation utility coupled with a font
design facility for Incentive's Graphic Adventure Creator.

Or Jekyl And Mr Hyde -  A Gothic
Nightmare is reminiscent  of  Rod
Pikes sty le -  author o f  Pilgrim,
Dracula, F r a n k e n s t e i n  a n d
W o l f
-
m a n
.  
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ADVENTURE

detective w o r k .  H o p e f u l l y
Graphtext 's next product.  Murder
On The Manhattan will be a lit t le
better.

ATMOSPHERE 53%
INTERACTION 56%
OVERALL 54%

phosphorus are  t he three main
ingredients and they  c an all b e
found wit h a lit t le logical thought
and c h a r a c t e r  i n t e r a c t i o n _
Unfortunately due to the game's

A.

q r H E  c o r r i d o rp a s s e s  t h e
k i t c h e n s  h e r e  o n
i t s  w a y  t o  t h e
b a c k  d o o r .  A
w i d e  s t a i r c a s e
b o a s t i n g  a  b e a u —
t i T u l  m a h o g a n y
b a n i s t e r  a l s o
a s c e n d s  a t  t h i s
p o i n t .

I  h e a r  a  l o w  n u t t e r  o f
c o n v e r s a t i o n  f r o m  t h e  k i t c h e n .

L I S T E N

A change is as good as a rest, let's hope Jekyll doesn't get arrested for his
change

the man is a writer worth emulating
-  but does his influence work  for
The Essential Myth?

Written using Gilson's PAW, this
adventure possibly tries too hard
to create an atmosphere. It shoves
prose down your throat unt il one
begins t o  l o n g  f o r  a  b r i e f
command.  However,  I ' m always
one for a good read as well as a
good game but  does  J  And  H
provide the latter?

Arriving in three parts -  at least
value for money is of fered -  part
one (Dichotomies) concerns  t he
good Doc t or  a n d  h is  ques t  t o
make and drink the pot ion which
transforms him Into the bestial Mr
Hyde. S a l t ,  a l c o h o l  a n d

very fast real-t ime element, one or
two typing errors and you may find
progress impossible.

HYDE AND SHRIEK
Part t wo  (Duality ) c an only  b e
entered b y  us e o f  a  pas s word
gleaned f rom the closing scenes
of part  one. Slight ly  tougher than
Dichotomies but  wi t h  t he s ame
attention t o  det ai l ,  i t ' s  mo r e
enjoyable to play, especially as the
real-t ime s l o w s  t o  a  m o r e
manageable pace.

I f o u n d  a  bug! !  T h e  le t t er

TGM T X  0 0 8 :  7-88 39/124



ADVENTURE

accompanying t he game s tated
that all bugs  would be ironed out
before the game went  On general
release. Howev er ,  I  w a n t  t o
mention this one j u s t  in case
the publishers  hav e n o t  c o me
across it! One of the many useful
commands is LAST, which takes
you b a c k  t o  y o u r  prec eding
location and:  af t er t raveling t o
Gaunt s t r ee t  i n  a  c a b  a n d
subsequently ret urning h o me  I
Stood in my hallway and typed it. It
took me back inside the cab which
proceeded to take me to Reeve
Lane, a n  a s  y e t  undiscovered

SKELVULLYN TWINE
Eighth Day Software
Spectrum 48K: E5.50

ighth Day Software, makers of such greats as Quann
Tulla (recently revamped, renamed and rereleased as
Federation), Faerie and Ice Station Zebra hope to add
to their list of successes with the strangely named

Skelvullyn Twine.
Described a s  a  s u i t e  o f  f o u r
programs for all Spectrums in 48K
mode, Skeivuityn Twi ne offers
good value for money. Compris ing
an int roduc tory  dat abas e wi t h
graphics p l u s  t h r e e  t ex t -only
adventure programs ,  t he  whole
package wa s  des igned a s  a n
interactive novel. The introduction
presents an out line of  the game-
world a n d  det a i ls  t h e  ev ent s
preceding those depic ted in the

RESULTS OF TGM005 & TGM006
COMPETITIONS

We apologise for omit t ing the
results last issue. Here they are:

WIN AN AMI GA III)
The answer was 28.80481. The
winner is Paul Merchant ,  BucksSL7 ITN.
THREE STOOGES
Winner Sharron Booth, SkegnansPE24SJT
Runnera•up, Michael Downey, South Wirra l
L65 6RO; Kane I:logien, Clwyd LL199TY;
Zan El Abodern, The Netherlands.; Ian
Etheridge, Leeds LSI  I M N ; Richard
Morgan, Norfolk NR30 IMP. Steven
Dewier'. Lance BEM 7NH; M Weirtall,
Dortwit BH I 2414A, Barry Blyth, Birmingham
B37 5AB, 0  Orosun, Staffs ST1 3 0 0 ;

McSwiggan, Channel Islands; Max
Glickman, London N M  lET. Andrew Dunn,
London SWi 3 H 0 : Steven McCrea,
Northern trelend 614 30Z; Peter Young,
Lance OL3 5EG; Stephen Dawkins,  La ce s
LEIS OAR. PA James, 5  Glairn CFO 8 F
-
0 ;
Chns Garbutt, Eases 5 5 I3  IRR, James
Bionifielti,  Essex CO7 8 3 0 ; John Shaw,
Cheshire SKI S 41-40: Billy Orrniston.
Edinburgh Eit7  SUN;
Cornwell TRI I  2PN: I  Harston, Cleveland
TSI 2 2NO; RP M nis,  Manchester PA20 83B;
Jonathan Burton, Surrey RH3 7,11Z, Fiona
&e a rn. London NI 4  OPT.

FI REFLY COMPETI TI ON
Winner: Tristram Moore,  Surrey
RH7 60Y.
Runners-up: Andrew Magee, Manchester
M34 212W; Stepluin Boyd, Surrey KT1 7 2B1J;
Russel Smith. Keni 1N4 81-13 Simon
Maxwell, Channel islands; Michael Firibon,
Cambridge C62 410: JK Marston, Dorset
8it22 %RH; Mark Sheldrake, Peterborough
PE60C/S, Cha n Liao/My*, Elsa Sussex 1N6

address, where I found an estate
agent. Obv ious ly  I  c o u l d  n o t
interact much, as I knew not why I
was there,  bu t  t he presence o f
such an error is worrying.

The t h i rd  pa r t  (Denouement )
purports to be the toughest of the
three. Aga in  entered t hrough a
password, it probably is of at least
the s ame s tandard as  t he other
parts. Unfortunately  I  wa s  n o t
supplied wit h t he password and
deadlines prevented me finishing
part two. So I didn't  play it.

Overall J  And  H  has  a  v ery
professional f e e l  a b o u t  i t .

adventure, t oge t he r  w i t h f ul l
instructions on how to play_ The
three part s  of  t he game involve
preparation f o r  t h e  q u e s t ,
travelling toward the confrontation
and fi na l ly  t h e  me e t i n g  w i t h
Matcher.

The first part  opens with you in
the v i l lage s ou t h  o f  a  s ic k le
vendor's shop. The first problem
is how to get the sickle: not difficult
once you've found the piggy bank.

3LO; Danny Keller,  Cheshire WAI  5 ONSi
David Jame*  Sullivan, W Midlands WS1
3AX: Edward O'Keria, Scotland PAI 4  SHR;
Jonathan Burr, W Midlands 0938ED: Adam
Patacchtole, Harts ALS I  JW: Leroy
Begweit, Devon EX10 00U; Kieran De Roe.
Cork City, Ireland; KP Foster, Cleveland
TS18 3l.f4; Michael Poynter, Derbys., DES
2HW, Justin Hewitt, Staffs STI8OPO;
Stephan Candler. York Y0 2  2JF; Stuart
Brown, W Yorke L38 4BY: Austin Brown.
Herta CM23 I  AU: Tim Lewis, Worcs W1114
4X0; Carl Goultori. Norfolk NR29 444R;
Simon Parifold, Gwent NP2 1 0 0 ; Adam
Fletcher, Olos 04.50

SPYCATCER COMPETI TI ON
C Norton, Combs PE15813T; Pierre
Scot t
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S Numbs 0N37 OLA„ Paul Hobbs, Hants
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T Haraton, Cleveland 1512 21NO, Niel
Farrow, Essex IO2 840, lan Etheridge.
Leeds 1St I 6NN, Kevin Roe. Suffolk NR32
340, Ja me s Woodley, Berke  SL2 2PZ,
Comerford. Coventry CV2 2GP; Sue
Walters, Mitten Keynes PAK145010; G Ross,
Oxford OX96RU; B Weatherstone, Kent;
PH Parker,  Leeds LSI 5 8EY, S Sayers. Glos
°L I S 514: Glasgow OnS 19E10; David
Coveriey. Cleveland TS' I 8 0 0 ; J Shearing,
Surrey RHO M E.

CAPTAI N BLOOD
COMPETI TI ON
Winner: Andrew Gores, Hants
GU34 5AJ.
R u n n e rs
-
u p : 
P a u l  
W a g
i a n
d ,  
L o
n d
o n  
E
4
;

Daniel Rolfe, Linos Pt  I  3PE.; Sid Sayers,
Surrey 1-11I5 290; Ales Beicanquall, Stoke-
On-Trent ST3 7US; Graham Marion, Kent
0A5 I NS; Jeremy Fenton. ChOrl °X I S  'ILL);
Mike Clark,  Dorset BHI  9 IOU,  Jonathan
igeotions, London SW8 3 1
-
1 ; M i c h a e l
Percy, Essex RM7 00R: P ia  Knaggs. Herta
ENS 8FIF.

including p l e n t y  o f  u s e f u l
commands  t o aid t he s t ruggling
adventurer; ME MS A V E I L O A D.
AGAIN, OOPS, LAST, EXITS and
WAIT -  mos t  o f  whic h may  be
abbreviated. Character interaction
is also extensive with commands
such a s  ' As k  Poole about  t he
caddy' a n d  ' S a y  t o  Foot man,
'How are y ou?".  Sentences may
be strung together via a comma or
full s t op and pronouns  may  b e
used. Th is ,  t oget her  wi t h  t h e
attention to detail and atmosphere
created by the over-the-top prose.
make for a very worthwhile game.

The mos t  illogical puzzle in part
one c onc erns  a  wo r m i n  t h e
hallway and a sleeping hedgehog.
I f e l t  t h e r e  w a s  ins uf fi c ient
information g iv en t o  s olv e t h e
problem and it may  have players
stumped for some t ime
TWINE TIME
Part t w o  i n v o l v e s  t rav e l l ing
through the strange landscape in
search of Tolan. You come across
Jigbugs, S a w  B e e t l e s  a n d
Pfrumps. all of  which have to be
sussed ou t  us ing t he extensive
examine c ommand and used t o
your advantage.

Part three -  the arrival -  Is an
escape f rom dungeons,  fl oat ing
under balloons,  rescuing Tolan,
walking t h r o u g h  fi r e  a n d
eventually, r i g h t  a t  t h e  e n d ,
beginning another quest

The o n l y  d r a wb a c k  w i t h
Skelvullyn Twine is the fact that it
is writ t en wi t h  t he n o w s light ly

I A N D  NOW
TOM006

WI N AN AMI GA (111)
Winner receives an Amiga A500
and 1081 colour monitor, and he is
Ian Stone, W Mids B65 9RG. Well
done Ian!

BIONIC CO MMANDO S
GO! offered an Omnibot  2000
Robot and a copy of Bionic
Commandos,  which goes to Vikki
Yeates, Avon BA2 2HU.
Runners-up (get s Spotbot and
Steven McCrea, N Ireland 014 302,
Richard Dike, Kent 1148 SAB: Christopher
Shirnedry. Surrey KI1 5  2J0 : Philip Leung.
Cleveland I SI S 2I4X, B Brailetord, Staffs
WSI5  20P
And the  rest get the game, Ronald
Farrington, Win e  L43 7YN: Scott Dyson,
Birmingham 1342 2EL; Andrew Martin,
Manchester M9 20S; Timothy
Shuttleworth, Cleveland TS6 913G; Simon
Paling, Birmingham 628 041-1: Simon
Cooper. ESusse x 1I434 2A2, Daniel
Legden, Be e ville  EH48 488; J Tempts,
Essex CO3 4PE; JFII Morrice ,  Alnwick NE66
i EN: Nik Shearer. Scotland FP(2 7HA,
Robert O'Gorman, Barka  SLI  5PR,
Matthew Taylor, W Sussex R ill' ,  OAF; Paul
Hobbs, 'le nts SO2 SRP; Ross Allen,
Orighton BNI  7,10; Peter Carroll,  7
Y t t e  AWear NE40 4XF; Akron Collis,  Co Down,
N Ireland; Steven Wraxell,  Manchester,
M23 8110, M  Baxter, Derby 0E3  7I4A;
Stephen Graham, Cumbria CA2 708 ,
Andrew Robinson, Dorset BH7 fiLW, Adam
Coulson, Birmingham 138 I SR; Stephen
Morgan, Northumberland NE42 841-; Lee
Devise, W Sussex RH17 5RD; Mark Dixon,
Lance PR2 I US; Pout Johnson, Surrey GUS
GEO

FLI NI STONES COMPETI TI ON
From Grandslam Entertainment,
the top prizes -  a Aintstone video
(VHS), a pair of Flintstones Boxer

Soon to be released on all major
8-bit formats plus the Atari ST, Dr
Jokyl And Mr Hyde should do well
for The Essential Myth.

The game is only available mail
order at  present;  the address is:
The Essential  Myth,  54 Church
Street, Tewksbury,  Gl os GL20
SAZ.

ATMOSPHERE 85%
INTERACTION 78%
OVERALL 82%

dated Quilt. I llustrator. Patch etc,
Having s aid that ,  t he  only  real
restrictions are those of input plus
some sys tem c ommands  whic h
modern ut il it ies  s uc h  a s  P A W
incorporates.

Playing is  enjoyable and most
instructions have been anticipated
by t h e  a u t h o r s .  A  g o o d
atmosphere is created by both the
location a n d  event  descript ions
and, a l t h o u g h  s o m e  o f  t h e
inhabitants are a little strange, they
are well-suited to the game-world.
Taking i n t o  a c c o u n t  t h e
restrictions of  t he ut ility used t o
create Sketvullyn Twine, the game
is interest ing and very  playable
and inc ludes  t h e  al l- import ant
incentive to finish the quest

ATMOSPHERE 71%
INTERACTION 67%
OVERALL 69%

Shorts and a copy of the game -
goes to:
Brian Sherry, Essex 8 5 I 5  S e n o r s
Colciough. Cleveland TS20 104; Orlon
Quin, Co Clare, Ireland, Bernard Ashton,
Kent 1*41 2JP, Andrew Tale, Tyne a  Weer
NE25 W Y.
And the five second place prize*  go to: tan
Etheudge. Leeds L811 61-IN, Ian Fowlds,
W Lothian EIN54 6P-1, Ales Roy, Whorl
Keynes PAK5 70A; David Clerk. Glasgow
067 P D : David Barnett, Oa ks R03  5YL.
A further 10 nonners-up get the game
. P o u tCochrane, Dundee DOI 144. Shaun Moore,
Devon P16 8TP. James Havriuss Surre y
KT15 311E; Toby Dunn, Nottingham 1409
WY; Kie rur Carthy, Manchester 0425 EING:
Stuart McKischme. Maghull 13I  SLII, Phil
Marsh, Surrey CR3 3J0, Chris Green, Lance
WN3 50.1; Garry Alien, Surrey Sala 94W;
Merlin Cox, London SEI  SU &

SIERRA COMPETI TI ON
DB Powell,  Herefordshire HR6
8PJ, wins Activision's SIERRA-
ON-LINE catalogue of games for
his machine. The runners-up are:
C Hovland, Surrey TW20 OW; Angus Rao,
Scotland PA38 4BY, N Sumner. Cheshire
WA I 300F, Shaun Russell, Co ()whom 014
20E; Barry Wooffitt, York YO I ADA,
Christine Wilson. Lance FY7 883; Chris
Clifford, W GI S A I O  601_, Stephen
Pidgeon, E Sussex N 2 2  2AX; CM Groves,
Essex $ SI  4 I  Li: M M e clood,  Scotland
IV26 2YG.

TOM QUESTI ONNAI RE
Thank you for sending in the
questionnaire forms - we'll have
details in the next issue_ We drew
the forms out and the winner gets
E50 of software, plus a TGM T-
shirt. He is Matthew Warrener.
Derbyshire DE5 70A. Four
runners-up get E20 worth of
software, plus a T-shirt:
Simon Sims, Bristol 13514 F r a n k y
Va ncoillic Belgium; David Mackenzie ,
Argyll PA34 4JF; Raymond D Midgley,W Yorks HX3 aXA.
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Holistic Engineering

TITLE SPECTRUM
CASS DISC

CBM 64
CASS DISC

AMSTRAD
CASS DISC

TITLE SPECTRUM
CASS M S C

CBM 11
CASS DISC

AMSTRAD
CASS DISC

rrris SPECTRUM
CASS DISC

CSM 64
CASS DISC

AM S IRAD
CASS DISC
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Computer Medet Repair Contract
Amstrad 464, 664, 6128 E25.00 E22,50

with monitor E30.00 E25.00
Sinclair 128, 01_ etc, 122.50 E20,00
48k micmdrive, interface E1750 El 750
Commodore M 16. 4, 1Ac 20 E25,00 E22.50

Any PS11 E12.50 E10.00

PO. Box 15, Jeata Houses
Northallerton, N. Yorks, DL7 8NU

060983 382
Have your Computer Overhauled by

PROFESSIONAL COMPUTER ENGINEERS

TEAMS Repairs and Contracts
Labour, Parts, VAT, Insurance, Return P&P INCUDED
Send Cheque & Fault Description with Computer

100 days guarantee on all work
SAE and Hardware list for Maintenance Contract

COMPUTER REPAIRS
Fixed Super Low Prices!
inclusive of par ts,  labour  and V A T

.  iNose

1 week turnround
*  SPECIAL OFFERS *
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S P E C TR U M  1 2 8  E 1 1 0  inc .
C M  E 2 2  Inc_ +  Fr e e  G a m e
C 1 2 8  E 2 9
C16  E l  8 Inc .

FIRST AID
FOR

TECHNOLOGY

V1C20, C  +1 E 2 2  Inc
BBC £ 3 2  inc.
ELECTRON E I S  Inc.
AM STRAD 464 E : 3 2  inc. Free Game
SPECTRUM P,S.U. sa le  C I O  Inc
.Coll P.S.U . lor sale  £ 2 0  Inc_

Reese enclose payment with Item - 3 mortal warranty
, o n  r e p a aPease enclose advert 1.1
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Play spot the bail with ADDICTIVE, win a
Midi Bin  system and become a real
FOOTBALL MANAGER TWO?

TURN ME TABLES WITH
TOSHIBA
Addict ive a r e  s o  impres s ed wi t h
Football Manager  I I  t ha t  t hey ' re
offering a top prize of a Tos hiba Midi
HIFI  s y s t em f o r  t h is  compet it ion.
Complete with double-cassette deck,
five-band graphic  s urround,  r a d i o
(FM. MIA?. LW with 15 preset stations),
record dec k ,  t wo -way  bass-refl ex
speakers a n d  t h e  a l l - impor t ant
compact dis c  player -  it 's  al l  y ou
could want. Along with that the winner
receives a copy of Football Manager! !
(Spectrum, Commodore ,  A ms t r a d
CPC, A t a r i  S T,  Amiga ,  I B M  P C
versions available) s igned by  Kev in
Toms, as will the 25 runners-up.

42/124 TGM T X  0 0 8 :  7-88

n the beginning there was  light  and short ly after that came Foo t ba l l
Ma n a g e r  -  one of  the most  popular (and longest-lived) games in the
history of  software. This  June sees the release of its sequel Foo t ba l l
Ma n a g e r i t  from Addic t ' s *  written by the original's author. Kevin Tome.
Football Manager II incorporates many new and advanced features over

its predecessor as you use managerial skills to wheel and deal your way to the
top of the football league. Starling nght at the bot tom of the league, train and
coach players or just go poach them from other teams. It all adds up to a super
strategy game with the same addictive appeal as before.

OVER 'ERE JOHN, ON ME
HEAD

, but  preferably  in t he pos t  bow
Once y ou hav e discovered a l l  t he
words  listed and ringed t hem in the
Spot The Ball wordsquare.  fi ll in the
coupon, c u t  i t  o u t  ( o r  s e n d  a
photocopy) and stick it in an envelope
addressed to: NE V E R MI ND THE
BALLS C O M P ,  T H E  G A M E S
MACHI NE,  P O  Box  1 0 ,  Ludl ow
Shr opshi r e SYS I DS.  Entries must
arrive here by  first post  July 21 and
any players who don't  follow the rules
as detailed in t he masthead will be
shown the red card and sent for an
early shower.

SPOT THAT BALL'
And ten other words

FOOTBALL
BALL M I D I
MANAGER K E V I N
TOMS T W O
MSHIBA A D D I C T I V E
GOAL S O C C E R

joieE BALLS
LISTEN TO THE SOUNDS

H I  M A R G E G S O L
Li l l  A E P  T V / 0 T H
L O S  L G O A T  A N K
A O G O A B  I  H S O T
BF  A P N B D  I  E K
I L T O A O T W P L I E
C I D I M I D O L O V
T R E C C O S M O T  I
El l  I  T C  I  D D A F N
✓E A O D  I  C T  I  B E

Name
I Address

I Postcode
Computer owned1



COMPUTER df ELECTRONICENTERMINMENT

SPECTRUM 48/128 Every Second Counts 65 Kamov 76 Thundercats 64
Great Giana Lazer Tag 62 Vixen 78

Beyond The Ice Palace 81
Blood Brothers 5 3

Sisters (The)
Hercules

61
71 AMIGA

Cyber Knights 47 Infiltrator II 54 ATARI ST Armageddon Man 58
Dark Side 74 Karnov 76 Great Giana
Desolator 80 Lazer Tag 62 Alien Syndrome 59 Sisters (The) 61
Earth Light 52 Monopoly 75 Bermuda Project 76 Interceptor 44
Every Second Counts 65 Oops! 64 Football Manager II 72 Leatherneck 66
Gutz 54 Patton Vs Rommel 70 Gauntlet II 68 Rockford 81
Hercules 71 Sons Of Liberty 79 Gold Runner II 46
Lazer Tag
Soldier Of Light

62
63

Vixen 78 Leatherneck
Masters Of

66 IBM PC
Vixen 78 AMSTRAD CPC The Universe 57 Arac 81

Pandora 62 Driller 63
COMMODORE 64/ Blood Brothers 53 Phantasm 70 Platoon 79
128
Alien Syndrome 59

Captain Blood
Dark Side
Desolator

51
74
80

Platoon
Revenge II
Stir Crazy

79
46
57

SEGA
Desolator 80 Every Second Counts 65 Sundog 51 Rescue Mission 58

68  •  G A U N T L E T  II
The sequel to the original romps in on the Atari ST this month.
Complete with all the features of the arcade coin-op, Gauntlet II has
had everyone stuck to the screen,

44  •  I N T E R C E P T O R
Join the mile-high club and soar around the landscape of San
Francisco bay in Electronic Arts's dazzling, fil led-3-D combat
simulator, with enough arcade action to keep you playing until the
tags fly home.

L E A D  R E V I E W
7 4  •  D A R K  S I D E

REVIEWS

We 'v e  gone  ov er
the edge and taken a trip into
the Dark Side — it's the summer's hottest
arcade/puzzle adventure which takes you deeper  into
the world of Incentive's Freescape routine already experienced in
last year's Driller

3 8  •  L E G E N D  O F  T H E  S W O R D
Silicon Software's graphical adventure out now from Rainbird
combines atmospheric prose, easy-to-use functions, great
graphics, a scrolling map a r e  we seeing the perfect adventure?
Very nearly says Rob Steel.

6 1  •  T H E  G R E A T  G I A N A  S I S T E R S
M e  delectable double-act gets into some heavy platform action,
and could be related to a couple of Bros familiar to console players.
It's over from German company Rainbow Arts courtesy of 601

NEXT MONTH
we'll have loadsagames to play with R o a d  Blasters, Mickey

Mouse,  Last Ninja II, Ring Wars, 19, Skate Crazy, Dream Warrior,
Faery Tale, more Bionic Commandos,  and we're hoping for some
brand-new Nintendo games.

TGM T X  0 0 8 :  7-88 43/124
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advanced multirole aircraft in the United States flight
armoury — and they haven't been ignored when i t

comes to flight simulations. subLOGIC already covered
both aircraft in Jet, Mirrorsoft in Falcon and others have
flown them too. Now it's the turn of Electronic Arts to take
to the  skies. Interceptor was designed and coded in
America by Bob Dinnerman.

The interceptor of  the t it le is  for
most part the F-18 Hornet, though
an F•16 is  also on s tandby  f or
certain mis s ions  a n d  prac t ic e
flights.

Options at  t he start  al low f or
demonstrat ion fl i g h t s  -  t h e
computer controlled plane takes
the player through a quick flight in
the aircraft,  prac t ice fl ights -  in
which the player can improve on
his general fl y ing a n d  c ombat

01%

Missile launched

and themanoeuvre s k i l l s ,
missions themselves.

Before y o u  a r e  a l l owed  t o
undertake a n y  mi s s i o n s ,  a
qualification fl ight  is  required t o
prove your basic abilities: f rom the
deck o f  t h e  a i rc ra f t  c a r r i e r
Enterpnse, your task is to take off.
gain experience of fl ight and then
land_ For the flight, the F-18 Hornet
has been ma d e  available.  L ik e
subLOGIC's Jet, taking off is just

44/124 TGM T X  0 0 8 :  7-88

as demand ing  a s  fl i gh t  a n d
combat. Put the brakes on, power
up t o full thrott le and kick in the
afterburners t o  t ak e of f_ O n c e
airborne, p r a c t i c e  c o m b a t
manoeuvres and get  used to the
controls o f  what  is  a  very  agile
aircraft.

There's an enemy  MiG in  t he
area and experts can opt to tackle
it whole beginners had best leave
well alone!  O n c e  profi c ient  i n

flying, y ou only  have t o  land t o
qualify f o r  f u r t h e r  mis s ions _
Landings are performed at around
175 knots  wit h the arester hook
and gear  down;  t he  F-18  i s  a
forgiving ma c h i n e  a n d  h a r d
landings are poss ible.  Soon as
you're down, cut the throttle or you
may fall off the edge of the deck -
highly embarrassing!

You can at tempt  landings f rom
the cont rol t ower  v iew,  bu t  i t ' s

Pr" 1
-
11
Training is an faSitritial part of becoming a proficient pilot

tantamount to committ ing suicide.
If you manage to get the jet down
in one piece, your status is saved
to disk and the main menu can be
accessed to start  the first of  the
further missions.

A
PRESIDENTIAL
SMEAR

The fi rs t  mis s ion  i s  pr imar i ly
reconnaissance. A n  unident ifi ed
aircraft i s  h e a d i n g  f o r  t h e
Enterprise and an F-18 is required
to int erc ept  a n d  ident i t y  t h e
potentially hos t i le int ruder.  Th e
rules of  engagement  are: do not
fire until fired upon. The best tactic
is t o  s t and  o f f  a n d  u s e  t h e
targett ing computer of the missile
section to identify the aircraft and

then return to base. Those wishing
to eliminate the aircraft can do so
but t h e  primary  task  i s  jus t  t o
identify it. A good mission to serve
as an introduct ion to the game.

Mission two is a defensive task
in which the President 's personal
airliner, Air Force One, is coming in
to land at San Francisco Airport_
Two MiG-29 aircraf t  a re  in  t he
vicinity and beginning an attack
run on the airliner, despite the fact
that their actions are likely to start
WWIII. The mission is engage the
enemy and prevent them shooting
down t h e  airliner.  Howev er,  i f
you're feeling dastardly you, too,
can shoot  down the President 's
plane; t h e  p l u m e  o f  s mo k e
belching f rom the stricken airliner
as i t  plummet s  earthwards  is  a
neat effect. The miss ion doesn't
take much effort t o complete and
is mo r e  a  t es t  o f  p i lo t  fl ight -
endurance skills.

IT
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itEJUDICED
For mission three, two F-1 6s took
off from a  coastal airbase and
headed for the Soviet Union. It is
your task (piloting either an F-16 or
F-18) to bring them back,  and if
they persist in their defection they
are to be stopped wit h ex t reme
prejudice. F-1 6s have a top-sec ret
ECM (E lec t ron i c  C o u n t e r -
Measures) system, s o don' t  rely
too much on missiles to bring your
defectors down_ To  add  t o  t he
mission's toughness, t wo  MiG-
29s are escorting the defectors,
there to harass any preventat ive
measures.

Full use o f  c lose-range a n d
missile-range c o mb a t  s k i l ls  i s
required together with shrewd use
of the fuel-guzzling af terburner if
you're to succeed.

Mission f our  i s  o n e  o f  t h e
toughest as  t h e  F- 1 8  p i lo t  i s
required to locate a pilot  downed
in the sea, d r o p  res c ue p o d s
nearby and fend off attacks f rom
MiG-29s_ Rescuing the pilot is the
primary objective as he can only
survive a limited t ime in the water.
The mission tests your ability to fly
low and slow in the search-and-
fescue role as  we l l  a s  sk il l i n
combat against enemy lets.

CRUISING
ALONG
Mission fi ve tes ts  y our  sk ill i n
taking a direct course to a target
as quickly as possible,  avoiding
time-consuming e n g a g e me n t s
with MiG-29s as you at tempt  t o
destroy a cruise missile headed for
a nearby airbase. The missile only
takes nine minutes t o  reach it s
target. so t ime is of the essence.
The MiG-29s are around t o lead
you away f rom t he miss ile as  it
makes its terminal dive into Moffet
aitese, wiping out  much of  San
Francisco in the process.

Speeding away from the enemy carrier in mission six after dealing deadly blows

The final mission is to take out a
submersible c arr ier  wh i c h  h a s
been launching MiG-29s and is the
source o f  a l l  y ou r  t roubles  i n
previous missions. The instruction
manual reques ts  y ou  approac h
the carrier at under 100 feet so as
to a v o i d  r a d a r  det ec t ion a n d
subsequent interception by MiGs.
In play, one tactic we used was to
engage t he enemy  aircraf t  wi t h
guns first before using missiles on
the enemy  carrier.  Th e  c arrier
takes a  l o t  o f  punis hment  s o
refuelling a n d  r e a r m i n g  i s
essential,

If t he Interceptor crashes, i f s
back ont o  t he aircraft  carrier or
airbase runway  t o cont inue wit h
the mission. Statist ics on aircraft
flight are recorded on disk for each
mission, such as  t he amount  of
ammunit ion u s e d ,  n u mb e r  o f
crashes, mis s ions  s t art ed a n d
missions c o mp l e t e d _  O n c e
completed, a  mis s ion c a n  b e
replayed at a higher skill level, the
scenario c hanges  (however t he
substance of the mission remains
the same) and the enemy aircraft
are superior combatants.

SECOND-TO-NONE

Passive on-board systems include
chaff, flares and ECM as well as
the m o r e  f a mi l i a r  o f f ens i v e
weapons, namely Sidewinder and
AMRAAM missiles and a cannon
for close range use if missiles miss
targets. The  enemy  are likewise
armed wit h t he latest  weaponry
and use them just as effectively as
yourself.

It has become the norm in fl ight
simulations t o  prov ide 'spot ter-
plane' v i ews ;  I n t erc ept or  h a s
eight-way exterior views, as  well
as up, down,  side, rear and front
cockpit views. A  brilliant extra is
the ability for the pilot  to turn his
head r o u n d  i n  t h e  c oc k pit  t o

visually track aircraft and objects
in near airspace. Although this has
been d o n e  b e f o r e  i n  F l i g h t
Simulator 2 it works much better in
Interceptor. Zoom-in and z oom-
Out magnifi c at ion i s  av ai lable
along with a map of the area. The
outside v iews  o f  t he  plane are
nothing short of excellent and the
graphics are second-to-none in
detail and animat ion.  The plane
moves smoothly, speed is kept at
a sensible level and you really do
have control at your fingertips.

Interceptor c o m b i n e s  t h e
realism of  fl ight s imulat ions wit h
the fast action of Top Gun (the film)
fighter combat extremely well. The
solid graphics  move very quickly
indeed, t hough n o t  as  f as t  a s
subLOGIC's Jet, but  they are far
superior in  detail,  defi nit ion and

Mission complete, let's go home

REVIEWS

look real In comparison with Jets
simpler graphics When it  comes
to realism, eas e of  cont rol and
state-of-the-art graphic and sonic
presentation I nt erc ept or i s  t h e
ace

AMIGA
Diskette: E24.95
Sound i s  excel l ent ,  t h e
engine c ha ngi ng t o n e  i n
relation t o  t h e  ai r cr aft 's
speed is well  done and the
afterburners, t h r ough  a n
external view, are awesome
(especially wi th the volume
up ful l . ) Ca nnon fi r e  FX ,
however, are weak and could
have been beefed up a little.
If you have 1 Mbyte memory,
there ar e  extr a s ound FX,
including title tune and wind
whistling p a s t  w h e n  y o u
eject, b u t  t he y  a r e  mi nor
extras which don't really use
the ext r a  5 0 0  Kbytes.  S i x
missions ar e not  a  lot,  but
they are all highly enjoyable
and packed with action, and
challenge all areas of piloting
skills. I t 's a  shame ther e's
only the San Francisco area
to fly around.
OVERALL 92%

OTHER FORMATS
Electronic Ar ts say that no other  versions of  Interceptor ar e
planned. Apar t from the lack of a market for  an ST version In
America (where the program was written), there appears to be
no reason why ultimately it shouldn't come out on ST or PC.

M E L  M I L  A N E W

"When it comes to realism, ease of control
and state-of-the-art presentation

Interceptor is ace."

TGM T X  0 0 8 :  7-8E145/124
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Goldrunner 11 concerns the reawakening of the war
against space pirates in a  fast, vertically scrolling

shoot-'em-up by Alex Herbert and John Dower, with
music by ubiquitous David Whittaker (Rob Hubbard
created the prequel's score) and the voice of Virgil Firm
rings out courtesy of S T
-
R e p l a y .

transporter cars and shooting carsIt h a s  b e e n  5 0  y ears  s i n c e
Goldrunner fi rs t  t ook  o n .  a n d
destroyed. the space pirates of the
Triton Ring-worlds  Sinc e whic h
time Earth refugees have lived in
peace a n d  a d v a n c e d  i n
technology sufficiently t o enable
them to create robot defenders. As
fast a s  c omput ers  a n d  t ot al ly
fearless, the robots proved highly
effective against the pirates -  until
they were captured in a sneak raid.
Now they are held prisoner on 16
platforms in deep space, heavily
guarded b y  pirates .  T h e  o n l y
chance for the human race might
be if a lone pilot can get through to
the plat f orms  a n d  res c ue t h e
robots.

As i n  Goldrunner,  y ou r  s h ip
moves speedily over the vertically
scrolling p l a t f o r ms ,  d o d g i n g
protruding towers  and buildings.
There are fewer towers than in the
original. but they are just as lethal.
Robots t ravel around t racks  in
The rnothership awaits  your dock ing attempts  at the end of another
s COSS fully completed level

VERSION UPDATE

THISis t he third in Jef f  Minter's
Camels series and was  originally
released b y  M A D .  f o r  t h e
Commodore 64 where it earned a
ZZAPI Silver Medal.  The camels
are in fact 90-foot mutants known
as M e t a B e a s t s  o r i g i n a l l y
developed by  humans to fi ght in
an interstellar war.  Af ter several,
ultimately successful clashes with
the Zz y a x i a n  e n e m y ,  t h e
MetaBeasts went into hibernation
for six millennia until the Zzyaxian
threat once more loomed over the

46/124 TGM T X  008 :7 -88

releases a robot  but  also alerts a
recovery c raf t  wh ic h  pic k s  t he
robot up. Destroy the craft and you
can collect  the robot  -  speed is
essential as it disintegrates within
seconds. Up to five robots can be
carried at any one time, to rescue
more, you have to drop robots into
teleporter canis ters  f rom where
they are returned to the safety of
the Ring-worlds,
-
'
A
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. . .
The def enc e systems,  recovery
ships and fighters cannot directly
destroy your ship, but  their shots
invariably defl ec t  y o u  i n  t o  a
building -  which does destroy the
craft. Radioac t iv e d u s t  c louds
absorb your lasers, while dallying
too long on each platform brings in
a mot hers hip  c arry ing e n e my
fighters. S m a r t  b o m b s
occasionally fly down the screen:
collecting a n d  u s i n g  t h e m

R E V E N G E  II
Mastertronic
Atari ST, Diskette: E9.99

galaxy.
Revenge II begins by presenting

the Wav e Selec t  Gr id wi t h  100
horizontally-scrolling w a v e s
ult imately available to the player.
At the start of  the game, however,
you can only select the first wave.
The Met aBeas t ' s  weapons  a r e
laser bullets and bombs, the latter
being r e l e a s e d  w h e n  t h e
MetaBeast takes off. At  fi rst  the
control system is a little awkward,
but prac t ice solves this. A  more
serious fl aw is  t he presentat ion

destroys e v e r y t h i n g  o n  t h e
platform ex c ept  f o r  t h e  mo r e
powerful enemy  ships. Onc e all
robots are collected or destroyed
a friendly mothership comes into
view and docking with it takes you
on to the next platform.

Goldrunner II is noticeably faster
than it s  predecessor (which was
fast indeed), and it's considerably
more colourful and  v aried B u t

improvement  t hough i t  may  be
graphically, il offers precious little
more: the base formula is limited,
and as its  the same throughout all
16 levels, the repetit ive gameplay
and only  average challenge soon
tell. There are many  shoot -'em-
ups for the ST. and even with its
quality presentation. Goldrunner
just does n ' t  hav e  t h e  hold ing
power of such games as Xenon.

The lady with the mystic  smile looks on as your ship takes its lumps  f rom the
enemy - ST screens

ATARI ST Diskette: E19.95
Mic rodeal a r e  a l s o  of f er ing t wo  da t a  d is k s  a t  E5.95 eac h.
containing f u r t h e r  p l a t f o r m s  w i t h  d i f f e r e n t  s c r o l l i n g
backgrounds .  Thes e a re  merely  graphic al rework ings  o f  t he
ex is t ing plat f orms  and of f er not hing new in play  variat ion but
they may  well appeal to those who want  to get  the mos t  out  of
the game.
OVERALL 65%

OTHER FORMATS
Look  out for an Amiga version in the very near future s a m e  price
as Atari ST.

• • • faster than Its predecessor, but rep-
etitive gameplay and only average chal-

lenge soon tell."

Try not to get the hump as you fi ght
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deadly  camel
which i s  un i f o rmly  medioc re :
Minter's ps y c hedel ic  P a c - Ma n
ghosts, deadly washing machines
and vicious Amiga disks all seem
very fl at  a n d  2 - 0 .  Sonic s  a r e
similarly basic.  Nevertheless t he
essential playability of the combat

remains unaffected.
If t he fi rst  level i s  completed

successfully t h e  p l ay e r  ea rns
credits which can be used to buy
extra weapons  such as  shields.
smart bullets  and even an extra
beastie. Thes e las t  only  f or t he
next wave so there's a substantial
strategy e l e me n t  i n  ma p p i n g
waves so that you have the right
weapons f o r  ha rd  wav es ,  a n d
reserve eas y  wav es  f o r  wh e n
credit i s  l o w .  T h i s  s t rat egic
element, together with the need to
carefully plan progress across the
grid, p r o v i d e s  a n  impres s iv e
contrast with hordes of graphically
grabbing, but  shallow ST shoot-
em-ups.

ATARI ST: OVERALL 63%
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petter known as the author of bestselling wargames
such a s  Arnhem, Desert Ra ts a n d  Vulcan (al l
published by CCS.) Bob decided to 'test the waters'

of his programming capabilities by writing this arcade
game. But has he captured the magic o f his previous
products in this futuristic combat game with the inevitable
strategy overtones?
Cyberknights are robotic warriors
of the future, android gladiators
fighting t o  t he  deat h i n  bat t le
arenas. Either one player fights ten
increasingly m o r e  p o w e r f u l
computer opponen t s  o r  t w o
Players fight it  out  against  each
other

The game is  i n  t wo  parts ,  a
designer program through which
a Cyberknight i s  bu i l t  u p  a n d
equipment upgraded,  a n d  t h e
combat game where constructed
Cyberk nights are baptised in fire.

WORKSHOP
The designer program is an icon-
driven workshop; equipment  can
be t ned o u t  o n  t h e  play er ' s
Cyberknight. T h e  b a s e
components are power source, a
body t o  c onnec t  u p  a l l  t h e
equipment (and provide armoured
protection) and a head on which
firepower t u r r e t s  c a n  b e
positioned.

Without power the robot  won' t
be going any where:  l ik ewis e,
adding too much equipment  with
a weak power source also stops
the Cyberknight in its tracks. Each
unit has  i t s  o w n  mer i t s  a n d
disadvantages: atomic generators
are expensive, bulky but extremely
powerful: s o l a r  p a c k s  a r e
lightweight but weak and, as they
are pos it ioned o n  t h e  robot ' s
head, exposed t o  at tack.  Bes t
power pack ,  w e  found,  i s  t h e
chemical fuelcell type: good value
for money  a n d  i t  prov ides  a
moderate p o w e r  l e v e r .
Additionally, bat t er ies  c a n  b e
purchased for extra power — but
they don't recharge during play —
and energy absorbers are another
power source to add to the primary
system. I n  a l l  cases  a  bac k up
system is  required i n  c as e t he
primary power source is destroyed
or damaged.

The b o d y  f a l l s  i n t o  t w o
categories: p las t ic  a n d  me t a l
build. P l a s t i c  b o d i e s  a r e
lightweight, p rov i de  prot ec t ion
against acid and electrical attacks
but p r o v e  u s e l e s s  a g a i n s t
radiation. Met al  bodies  are  t he
opposite, heav y  a n d  l imit ed i n
space for equipment storage, but
give g o o d  prot ec t ion aga ins t
radiation grenades.

Packs can be purchased and

attached to provide mount ings for
other weapons and serve as extra
armour. A m o n g  t h e m  a r e  a
fl amethrower pack and a letpack.
the latter best used with a lighter
robot t o  k eep fuel consumpt ion
down

Once t h e  r o b o t  s h a p e  i s
finalised, only  weapons  remain,
and how many  depends on cost,
weight. power requirements  and
the number o f  turret  mount ings
available. O n c e  a  weapon has
been c hos en  (and  ammuni t ion
purchased i f  nec es s ary ) ,  a
direction has to be chosen for the
weapon t o  f a c e  be f o re  t urret
installation.

Each c omponent  has  a  fi xed
space into which the various types
of equipment  can be added.  On
earlier l e v e l s  c o s t  i s  t h e
determining factor when it comes
to equipping the robot but as more
money is  made,  larger capac ity
heads, bodies  and packs can be
bought, a l t hough t h e  lev e l  o f
power drain rises as a result.
THE GAME
The arena is set over a numerous-
flipscreen c omplex  o f  corridors

and level-connect ing lifts. Bags of
money are conveniently left on the
floor. The enemy robot (either the
player or one of the ten computer
opponents) s t a l k s  t h e  a r e n a
looking for its  oppos ite number.
Destroying e n e m y  r o b o t s  i s
rewarded with extra cash, but you
need to survive other robot attacks
before any money can be spent on
improving your Cyberknight.

Wait ing at the bottom of lifts is a
good tactic, allowing the player to
fire up and destroy the opponent's
armour before he gets into a firing
position. Mines can also be laid to
restrict e n e m y  mov ement .  I n
combat  t h e  r o b o t  h e a d  a n d
protective armour can be lost, but
it s  g a me  ov er  i f  t h e  b o d y  i s
destroyed. An alternative method
of winning is t o ring a bell found
within t wo  rooms  in  t he arena:
once rung,  t h e  opponent  mus t
locate a bell and ring it in response

REVIEWS I

or lose the game. If two players are
in ac t ion,  eac h  h a s  t heir  o wn
Separate s ide-on v i ew o f  t heir
robot  and the immediate area.

The des igner is  eas y  t o  us e
through the icons, although some
are a  l i t t l e  c o n f u s i n g  i n
appearance. The display is clean
and t here ' s  a  r e a l  s ens e  o f
satisfaction i n  seeing t he robot
building u p  a n d  t urning int o a
fighting mac hine.  Th e  program
then falls flat on its face with what
is a very s imple,  below average,
multiscreen c ombat  game us ing
appallingly s imple graphics, very
weak sound and mediocre use of
colour. In combat,  most weapons
are little different in operat ion and
effect, making the hours designing
and ex per iment ing  po in t les s .
Cyberknights may be a technically
complex p r o g r a m,  b u t  m u c h
depth and potential has been lost
in the poor gameplay.
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SPECTRUM Cassette: E7.95, Diskette: 04.95
When de s i gn a n d  exper i mentati on i s  compl ete,  fi ni shed
Cyberknights are saved to tape/disk or  RAM and the combat
program l oaded in. Wi th two players, one must save to tape,
loading bot h c om ba t  a nd saved data.  S ound i s  minimal ,
especially disappointing i n the game itself. Muc h mor e was
expected graphical ly and in gameplay.  A brilliant idea which
loses out in its final execution.
OVERALL 44%

OTHER VERSIONS
No other game formats  are expected.

"A brilliant idea which falls fiat on its face
In Its final execution."

TG M T X  0 0 8 :  7-88 47/124
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brow. Fingers tortured with anticipation.
Eyes riveted to the screen. Nothing can

stop you now. The record score is one
carefully aimed F16 missile away. Ready.
Aim. Fire!

Oh no!  missed.
If you live and breathe Personal Computers
there's one event that shouldn't be missed.
Personal Computer World has always been
the target for people wanting to see the very
best in leisure computing. But this year

we've set our sights on making it even bigger
and even better.
To reflect this new direction, we've also
retitled the event 'The Personal Computer
Show' and moved it to Earls Court, London's
premier exhibition centre.
Inside the specially allocated Leisure Hall
will be assembled all the leading companies
from the U.K. and overseas. Showcasing the
most dynamic and exciting games software
on the market.
There's simply no better way of getting your

hands on the very latest technology. Feel free
to try the games yourself or to see how the
experts perform live on the gigantic Pepsi
video wall at the National Computer Games
Championship.
There will also be daily Personal Computer
Conferences covering topics from small
business to music, to help you get more from
your computer. To obtain more information
about the conferences please call
01-948 5166.
So if you think you've given the current batch

T A K E  T H E  P E P S I  C H A L L E N G E  W I T H rpepul
d.
111L
11

The Personal Computer Show is presented by Personal Computer World a 0

YOUR SEARCH FOR THE ULTIMATE
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of games your best shots, come to the
Personal Computer Show and discover a new
world of excitement.
b attend on the public days (either 16th,
lith or 18th September) just complete and
return the coupon with a cheque/postal order
tor Earl To make a credit card booking,
telephone the Keith Prowse Personal
Computer Show ticket office on I
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AT THE  P E R S O N A L  C O M P U T E R  S H O W

publication. Organisers: Montbuild Ltd,. 11 Manchester Square, London W1M 5AB.

Post To The Keith Prowse Personal Computer Show,
Ticket Office, PO Box 2, London W6 OLO Tel 01-741 9999

Please send me my ticket(s) to the Personal Computer Show
No of Tickets
Name
Address

PERSONAL
SHOW

i-r :0  PTPIAS:_
MILS cmwr LONDON

M1111111111.0 Pr rin kn ik C U U S  M a l

The Keith Prone Personal Computer Show Tkcitet Office PO Box 2 London WG 010 Tel 01-741 9999
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New bigger catalogue now available containing over 2,500 items including software for all t rcomp
spare parts business software, books, plus many more. Just send 308p stamps for your free copy_ Over 20 pages
full of top quality products delivered to your door by return post.
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+ 3 CASSETTE
LEADS

b A
w w  Old kingsmoor School, Railway Street. Hadfield. Hyde, Cheshire Skid SU O p t ,

Tel: 04574 66555/67761(69499 Main Office, enquiries and orders only
E i r  SManchester telephone 061-256 0376 While you wait centre only,

We regret the Manchester Branch cannot take mail order orders, 4 t O p i
S4 TO "pleaSe use main office number

LOAD YOUR CASSETTE
SOFTWARE INTO YOUR
A-- + 3  USiNG THESE

LEADSow(E4.50
El 75 p & p

 + PACKING

CHARGES UK ONLY INC
OVERSEAS
POST + PACK
CHARGES PLEASE
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•  mik e  you wait repairs E22 50 ClIit Spectrum.
125•00 Spectrum 2

•  All computerS fully overhauled and fully
tested before return

•  Fully  insured for the return Journey
•  Fixed low v ic e of 09.95 including post,

Packing Parts. labour. Spectrum +2 repairs
only £25.00 fully Inclusive

*  Discounts for schools and colleges

WHILE YOU
WAIT SERVICE

CALL FOR APPOINTMENT

BEST PRICES!

;  NOW AVAILABLE — the official Spectrum Upgrade!

;Turn your Spectrum into
la Spectrum +  for just E24 95
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•  Six top games worth E39 03 free with every E X I E N S I
Spectrum repair. Now includes FREE memOrY/ R I B B O N
keyboard test,

• we  also repair Commodore 64'5 VIC 20.
commodore 16 +4, spectrum 2  and +3.

•  The most up to date test equipment developed by
us to locate faults within your computer.

•  Rubber keyboard repair ireplacement membrane
only) Just E10.00 including p - p

•  3 mOnth writ ten guarantee On all repairs

56 Way ribbon
Cable to extend
your ports for
your peripherals
i10 95 plus El 75 p&p•
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I n t  Cheetah 125 - Rapid Fire
Joystick and Ram Dual Por t

Need y our c omputer repaired fast? Then send it  n o
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Company  In the U.K.. Or Call in and see us at our fully  et:Wigged 2.500 Square foot  workshop. 5  r a l  offer price 0 8 9 5
with all the lates t  tes t equ ipment  available Y o u  are more than welc ome I t e m s  can be purchased
We will repair your computer while you wait  and help you With an , of  your technical problems separately Ram Dual Port Turbo
Commodore computers repaired for only E35 CO Please note we gove you a 100% low fi xed i n t e r f a c e  M I 5  • E l  75 PIP
price of (19.95 which includes return post and packing VAT no t  a between price like some i n .  giystick E7.95 El 75 p&o
other Repair Companies offer w e  o n  t ask you to send a cheque in for the maximum amount and
shock you with repair bills £50 upwards D o n ' t  forget we are Amstrad aproved for quality and
speed don t risk your computer to any other unauthorised repair centre We dont just repair the
fault and send your computer back we  give your computer a •
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including earimike and replace where needed. All for an inclusive price of E19.95
which includes VAT, parts & labour, return post, packing & insurance. No hidden
extras whatsoever.
Snot.dcl a computer be classed as unrebaorable due taxampering we may be able to offer a
repacement circuit board at additional charge.)

U R G E N T  NO TI CE  non't be misled by adverts showing 'between prices • A recen
complaint against a Manchester repair firm. Mancomp. was upheld by the Advertising
Standards Authority on two Counts. i t  had stated BBC repairs between EU and E45
then charged the customer E85 • Their guarantee policy was misleading as it did not

make c lear that  all repairs  were  not  c ov ered
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SMOG I
Mirrorsoft

di l l i t•

VERSION UPDATE

Amstrad, Diskette: E14.95

THEbizarre q u e s t  o f  Cap t a t o
Blood (reviewed TGM007, Atari ST
74%). n o w  c ont inues  o n  t h e
Amstrad. You' re respons ible f or
finding Blood's  fi ve c lones  and
destroying t hem t o  res tore t he
Captain's v i t al  fl uids .  Loc at ing
them depends on landing via an
arcade s equenc e  a n d  t h e n
communicating with t he planets '
Miens with an icon-driven system.

REVIEWS
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Games's Olds and Dungeon Master, Mirrorsoft now
reaches into the past for the American company's
backcatalogue to release SunDog. It first appeared in

the UK a couple of years ago at the £40 mark; Mirrorsoft
now make it available at virtually budget price for the ST.
Resigned t o  s pending h i s  l i f e
working for a pittance in the glass b a y s :  Warp Drive, Sub-C Engines,
mines, Ze d s  f ort unes  c hange  G u n s ,  S h i e l d s ,  Ta c t i c a l  a n d
when a n  unk nown unc le  d ies  P i l o t a g e  Each bay is div ided into
leaving him a SunDog freighter in f o u r  l i n e s  c o mp o s e d  o f  f o u r
the inheritance. On collect ing the o b j e c t s ,  wit h status indicators to
freighter Zed learns that his uncle s h o w  faults. The SunDog already
had contracted t o  bui ld a  n e w h a s  some damage which can be
colony for the Society of the New r e p a i r e d  b y  p u r c h a s i n g
Faith. For Zed to fulfill this contract r e p l a c e me n t  parts, or temporarily
he must first locate the colony of fi x e d  wi t h  shunts .  Damaged o r
Banville, find, purchase and ship fi x e d  p a r t s  obv ious l y  i m p a i r
in all the required materials, then p e r f o r ma n c e  arid consume more
track down all t he cryogenically f u e l .  S inc e t he  Drahew Region
frozen disciples and deliver them i n c l u d e s  1 2  s o lar  sys tems,  1 8
to the colony, i n h a b i t e d  planets  and 5 0  cit ies,

SunDog begins by showing an f u e l  efficiency can be crucial.
overhead view of Zed standing in F o r  t ravel Ze d  s t ands  a t  t he
the f orward s e c t i o n  o f  t h e
freighter. To operate the SunDog
Zed must be guided, by mouse, to
various positions in the ship where
screens c a n  b e  ac c es s ed .
Pressing the left button calls up a
character s tatus  window whic h
shows details of Zed's  health; the
window als o h a s  a  c ompas s ,
watch and a  variety  o f  ' ho ld '
positions. The latter allow Zed to
carry objects or,  by  dragging an
object onto the correct mark, eat,
wear or simply carry an object  in
hand. If Zed wants to be armed for
Planelside excursions he can walk
to the ship's Locker and transfer a
gun i n t o  h i s  h a n d .  M o r e
substantial cargo is held in the Pod
Locker where two cargo loads and
tern objects can be stored.

PIRATES AHOY?
The SunDog has six engineering

C A P TA I N  B L O O D
infogrames

pilot 's posit ion on the navigat ion
screen. Once the ship has lifted off
— a dated, purely graphic effect — it
must b e  guided,  v i a  t h e  St ar
System ma p  t o  a  Wa r p  Point
where, af t er  t h e  engines  hav e
charged up, the next system can
be selec ted wi t h  t he Star Mao.
Following another primit ive warp
effect. the SunDog appears in the
selected s y s t em a n d  t h e  St ar
System ma p  i s  again us ed t o
select the ship's destination, and
show i t s  s low progress  t o  t he
planet — during which t ime pirates
may attack.

Under a t t a c k  t h e  Tac t i c a l
Screen is  accessed and shields
raised. B u t  bef ore bat t le lo ins
pirates threaten,  a n d  t here's  a
chance t o escape by  jet t isoning
some cargo. Refusal to surrender
brings on the disappointing action:
a v iewscreen showing a start ield
against whic h,  us ing radar,  t he
SunDog is  manoeuvred t o bring
the pirat e int o t he cross-sights.
Pirate ships never get much bigger
than a  d o t  a n d  t h e  l imi t ed
gameplay strongly resembles that
of ancient Star Trek games.

On a  planet Ze d  c a n  explore
Hooding for the planet Lightning to explore and trade for goods to aid your
mission, and eventually defrost the discipies

1001
IIMEIRIVI 11 i i ie i r  P t  RN

I coo o r  ha t
to • t  ighintp,41
t  Tit • 0 0 1 /  GO D4
Sett tc hing t o  v  1 ~ s c r e e n

The n e w Ams t rad vers ion i s
surprisingly c lose to the ST one.
The graphics  are inevitably less
detailed t h a n  o n  t h e  1 6 - b i t
machine, a s  i s  t h e  s t i l l  qu i t e
respectable J ean-Mic hel  J a r r e
intro t u n e ,  b u t  t h e  o v e r a l l

The ship interior looks equally  as affective as on the ST. In fact the whole game
is a great conversion

either on toot ,  in whic h case he
nsks being mugged, or in his cargo
pod vehic le.  I n  either case t he
basic overhead graphics are the
same: Zed is guided by placing the
cross-sight where you want him to
go. When he walks into a building
a wi n d o w opens  t o  s h o w t he
interior. In a bar, for instance, Zed
can sit  down with someone,  ask
for inf ormat ion o r  b u y  o r  s el l
something. M o r e  l e g i t i ma t e
trading is done at the warehouses
and, as in Elite. buying goods low
and s el l ing h i g h  i s  c ruc ial  t o
keeping your ship running.

It is  a  pity  that  t he underly ing
adventure of strategical trading is
too repet it ive to sustain interest,
especially as the arcade section is
also so primitive.

ATARI ST
Diskette: 04.99
The l i m i t e d  n a t u r e  o f
planetside gr a phi c s  a n d
sound a r e  p a r t i a l l y
compensated f o r  b y
except ionally  b n e l  d i s k
access t imes ,  whic h mak es
play relatively fast.  Wi th a
game of such length it is as
well that I t may be saved at
any time, and a library set up
to hold as many saved games
as you with.
OVERALL 63%

OTHER FORMATS
Mirrorsoft ar e not  planning
on r e l e a s i n g  a n y  o t h e r
versions.

6 6 • s  the underlying
adventure is too

repetitive to sustain
interest "

atmosphere is portrayed superbly.
Flying d o w n  t o  t h e  planet  is .
admittedly, s lower than the ST but
still quite enjoyable, and the ability
to bypass it by pressing Escape is
a facility even ST owners  might
envy after a dozen or so planets.

Given t ha t  Capt a in  B lood  IS
above all an adventure — albeit a
very pret ty  one on both ST and
Amstrad —  t here ' s  v e r y  l i t t le
difference in  placability ,  mak ing
this a  v e r y  c o mme n d a b l e
conversion indeed.  Surpris ingly
perhaps a tape version is imminent
for b o t h  t h e  Ams t rad,  a n d  i n
September for the Commodore 64
with more predictable Amiga and
PC conversions planned as well.

AMSTRAD CPC: OVERALL
76%

TGM T X  0 0 8 :  7-88 51/124



L O O N Y
E S C A PA D E S
EARTH LIGHT

ete Cooke , au thor o f  Earth  L igh t needs l i ttle
introduction. Tau Ceti, Academy and Micronaut One
have a l l  been b i g  h i ts which have pushed th e
Spectrum to new limits. Having moved from CRL to

Firebird v ia  the now defunct Nexus. Cooke shows no
sign o f  having l ost h i s  innovative approach
Spectrum.
A squadron of the Arcturan Space
Fleet wa s  o n  rout ine mis s ion.
collecting intergalac t ic  garbage
for zumtum reprocessing, when an
inconsequential blue/green planet
caught its  attention. Despite the
primitive nat ure o f  t he planet 's
civilisation, the fleet's Commander
fell it  was suitable for joining the
Arcturan Federat ion o f  Las s er
Beings. Ho we v e r  a s  t h e  fl eet
approached the planet it suddenly
came under attack f rom a strange
force based on the planet's moon.
One by one the fleet's ships were
dragged down and smashed on
the harsh lunar landscape. Some
planets, it seems, are so paranoid
they j u s t  h a v e  n o  s ens e  o f
hospitalit y . . .

Vet miraculously one lonely, and
very average Arc turan survived.
His name was  Slaatn and before
he c o u l d  b e  a s  merc i les s ly

521124 TGM T X  0 0 8 :  7-88

to the

murdered a s  t h e  res t  o f  h i s
comrades, he managed to steal an
alien ship.  To  escape f rom t he
moon he must disable all the force
field generat ors .  Th e s e  b o x -
shaped objects are scattered over
four levels, each with eight zones
to b e  play ed i n  a n y  o rder  t o
complete the level.

At the start of each zone mission
there's a n  o p p o r t u n i t y  t o
rebalance y our pay load o f  fuel.
shield p o w e r  a n d  mis s i les  -
increasing o n e  au t omat ic a l l y
decreases the others. This can be
very important  because in s ome
zones there's a lot  of  boxes and
few robots ,  mak ing fuel crucial,
while in others missiles and shields
are vital. There's no way of telling
prior to start ing a zone what  it  is
like, but  zones can be aborted at
any t ime,  los ing only  t he  point
score for that  zone and not  t he

game a s  a  whole.  Th is  abil i t y
obviously makes deaths easier to
avoid, but  the game remains very
tough since each zone still mus t
be played to the finish without loss
of life -  which resets the zone.

LETHAL
ROBOTS
When the mission begins, the ship
rests o n  a  launc h p l in t h a n d
pressing up causes it to rotate as
if unscrewing before coming under
control. Af ter all t he boxes have
been collected, the ship returns to
its plinth to complete the level -  or
before t h e n  m e r e l y  r e c e i v e
information o n  t h e  number  o f
boxes and robots remaining in the
zone, Unf ort unat ely  t h e  t r ic k y
nature of  docking, and especially
the second or so it takes to rotate
down can mak e the ship unduly
vulnerable to enemy attack.

Each z o n e ' s  l a n d s c a p e ,
illuminated by  t he earth rotat ing
above, recedes in convincing 3-D
to a not -too distant horizon. Four
horizontal grid lines usually (not all
zones have them) prov ide helpful
points of reference as the saucer-
like ship moves into the distance.
shrinking as it does  so. The grid-
lines a r e  part icularly  useful f o r
judging t he  pos it ion o f  various
tree-like s t ruc tures  a n d  f at al ly

Steatn bounces off a ;Noce of scetnery in his attempt to find all the gravity boxes located on the moon

spikey rock  mounds,  though the
latter can be fl own over simply by
increasing height.

More active opposit ion to your
quest i s  prov ided b y  v ar ious
robots. The dumber ones s imply
move i n t o  a n d  o u t  o f  t h e
landscape, l i k e  mo v i n g  gat es ,
while s l ight ly  m o r e  int el l igent
robots guard box es  by  rotat ing
around t hem.  Th e  mos t  let hal
robots are the homing kamikaze
type which have to be shot, Most
robots automatically alter height to
attack your ship. Collis ions cause
the ship to spin to the ground and
lose s h ie l d  p o we r ,  b u t  wh i l e
spinning the ship can still be hit by
other robots -  both frustrating and
fatal. When the shield is exhausted
a life is lost and all boxes collected
In t he zone are returned t o their
original positions.

SPECTRUM 48/
128
Cassette: E7.95
Graphically Earth Loght Is very
good,  wi th super b paral lax
scrolling affecting even the
shadows. I n  p l a y  t h e
graphics can't quite conceal
a s l i ght  repeti ti veness o f
action: even with superb 3-D
shooting,  a  few al iens and
collecting boxes isn't superb
arcade action. Nevertheless
played as a whole,  with lives
vital f o r  a n y  h o p e  o f
completing the entire game,
Farth Light i s  a  compel l ing
challenge, If not quite in the
Tau Ce t i  c l ass .  F o r  1 2 8
owners ther e's t he  a dde d
bonus of a tune by Vivaldi and
some good sound Rt.
OVERALL 81%

OTHER FORMATS
Pete Co o k e ' s  b i g  a r c a d e
games h a v e  a l l  b e e n
converted for  most popular
formats, and we expect this
to b e  t he  same,  however ,
there's n o  ne w s  o f  other
formats yet.

a compelling
challenge, it not

quite in the Tau Ceti
class."
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Brothers is Steve Marsden. who previously wrote
the well-received Th e  Final  Matrix released b y
Gremlin about this time last year. His latest game

follows in the footsteps of many that have attempted to
add value by joining several game-styles together.
The planet Sy Ionia is  a peaceful
planet naturally vulnerable to the
attentions of  intergalact ic space
convicts such as  the Scorpions.
During a long summery day when
the brothers Hark and Kren were
testing t heir  n e w  Sk y walk  J e t
Bikes the Scorpions paid SyIonia
a int ! .  Hark  and Kren returned
home to fi nd it  in ruins and their
parents dead. Af ter bury ing their
parents t h e  t w o  18-y ear-olds
swore a  b l o o d  o a t h  t o  e a r n
vengeance, a n d  s e t  a b o u t
adapting their Bikes for the battle
to came. When every last weapon
and device had been built into their
bikes they set off in search of the
evil Scorpions

The blood brothers  eventually
track t he  conv ic ts  d o wn  t o  a
mining planet. The game begins
with the two brothers standing at
the ent rance t o  t h e  fi rs t  o f
numerous mines  o n  t he  planet
Scorpia. It both are sent into the
first mine, one player can use keys
to control Hark and another uses
the joystick f or  Kren.  This  isn' t
really rec ommended,  howev er ,
because if  one player goes  of f -
screen he is frozen unt il the other
player j o ins  h i n t  I n  add i t ion

players c an  s hoot  one  another,
bouncing them off screen as easily
as contact with the mines ' aliens.
The best strategy is undoubtedly
for t he brothers  t o tackle mines
separately -  p res s ing a  k e y
switches between the two.

DROWNING SLOWLY
The objective of Blood Brothers is
to collect all the gems in each mine
and d e s t r o y  a n y  m a t t e r
generators. An addit ional task is
collection of  s tores  t o replenish
weapons and  fuel t anks  o f  J et
Bikes and the Jet Packs used to
manoeuvre i n  t he  mines ,  Al ien
creatures a t t emp t  t o  k i l l  t h e
brothers b y  b o u n c i n g  t h e m
around, and should one of  them
touch t he rippling water a lethal
undertow quickly disposes of him.
(Since each character has only one
life it can be irritating watching him
slowly being drowned.) Creatures
can be killed if shot five times, but
care has to be taken over the guns
recoil. When  al l  t he gems  have
been t ak en  f r o m a  mi n e  t h e
brothers can fly onto the next one.

Standing on separate platforms
at the mine entrance the brothers
can c hoos e t o  g o  t o  dif ferent
mines, or by standing together to
the same one. The Jet Bike section
has y ou guiding y our character
through a city of blocks, only a few
of which can be shot away. At the
city's end stands the entrance to
the next mine.  If the bike crashes,
you are sent back to the last mine
entrance w h e r e  y o u  c h o o s e
between going back into the mine
-  for Jet Bike fuel perhaps  -  or
making another attempt at getting
to the next mine.

On both Amstrad and Spectrum
the g a me  i s  div ided in t o  t hree
different modules  and onc e t he
main program has loaded you can
choose whic h of  these three t o
play and load it. Gameplay doesn't
vary overmuch,  though,  and the
general impress ion is one of  two
dated g a m e - s t y l e s  b o l t e d
together w i t h  o n l y  l i m i t e d
imagination.

Deep an the manes of Scorpia, searching for the Scorpian pirates' heavily guar ded diamonds -  Spectrum screen

l i d a t r
a V e i
,

PrE7E7
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REVIEWS

B R O T H E R S

Slowly, but colourfully Jetbiking to a mane, an the hope of becoming roch -
Amstrad screen

AMSTRAD CPC
Cassette: E9.99
Diskette: E14.99
The Amstrad has a nice tune
and s o m e  pr of e s s i ona l
graphics, but  t he  Je t  Bi ke
sequence is a touch sluggish
while the mine sections are
limited a n d  unor i gi nal .  A
tough,  but average game.
OVERALL 59%

SPECTRUM 48/128
Cassette: E7.99
Diskette: 02.99
The S p e c t r u m  h a s  a
marginally faster  J e t  Bi k e
section, and a rather garish
mine section, but in terms of
playability i s  v i r t u a l l y
identical. O n the 48K ther e
are r easonabl e  s p o t  F X ,
while the 128K has a  good
tune -  al though the  ga m e
modules are still individually
loaded.
OVERALL 58%

OTHER FORMATS
A Commodor e 64 VerS1011 Is
due f or  i mmi nent release,
disk: E14.99, cassette; £9.99.

. t h e  general
impression Is one of

two dated gam e-
styles bolted

together "
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hugely successful Boulderdash game which led to an
entire series of sequels. The original Infiltrator was
released in 1986 to some critical success, and two

years later the sequel has finally appeared with the original
included free.
It's on ly  mont hs  s inc e J ohnny
'J imbo-Baby• M c G i b b i t s
infiltrated t h e  M a d  L e a d e r ' s
military ins tallat ion a n d  s av ed
humanity, yet already the mighty
deed seems forgotten. It is almost
with relief, then, that  Jumbo finds
out t h e  M a d  L e a d e r  h a s
reorganised his  forces and once
more threatens  t h i s  ungrateful
world.

Unlike t he earlier game t here
are t hree missions to accomplish,
all bas ically  c ompos ed o f  t h e
same three distinct sections: flying
to the base, infi ltrat ion and flying
home. T h e  fi rs t  s ec t ion  w a s
exceptionally d i f fi c u l t  i n  t h e
original, so it 's a relief to fi nd it a
little easier in the sequel a n d  can
even be bypassed altogether.

The fl ight  sect ion is  presented
from a cockpit  point -of -v iew with
plenty of  dials and warning lights
to watch while fl ying toward the
enemy base. Onc e airborne and
having p r o g r a mme d  t h e  A D F
(Automatic Direc t ion Finder) t he
main danger  i s  o t he r  a i rc raf t
These c a n  e i t he r  b e  f r iends ,
psychopaths o r  enemies.  I f  you
see the enemy early enough you
can ask him for his ID and respond
with eit her a n  al l ied o r  enemy
codeword.  I f  he asks for your ID
first you must guess at his identity.
Psycho pilots cannot be stopped

VERSION UPDATE

SPECTRUM Cassette: E7.95 Diskette: E14.95

REVIEWED o n  t h e
Commodore 64 in TGM006,  t he
Spectrum v ers ion o f  G u t z  i s
programmed by  J immy  Bagley ,
with graphics  by  Chas  Dav ies .
The inspirat ion f o r  Gut z  c ame
when Special FX's graphic artist,
Andy Rixon had a medical check-
up whic h resulted in s ome very
pretty pic tures o f  his  o wn  gut s
being revealed!

Gutz is set in the internal organs
of a  s pac e mons ter whic h has
swallowed you whole.  Gutted, to
say the least, you dec ide on an
escape. a n d  t he  alien's  mou t h
seems the best place to aim for.

The f our  levels  are  split  int o
three reg ions ,  c onnec t ed  b y
arterial tunnels.  To  get  out ,  y ou
need to run through each section
of the alien body, collect ing parts

Ready for take-off In the new, improved Gizmo DHX-2 attack chopper

by any ID. During combat cannon,
guns, chaff and flares are available
to the pilot but manoeuvrability  is
limited. When y ou arnve at  t he
base you can land and the next
section is loaded from disk.
UNALARMED
In the ground section the v iew is
from o v e r h e a d  w i t h  J i m b o
standing j u s t  o u t s i d e  h i s
helicopter. H e  carries  wi t h  h i m
short-range sleeping gas, longer-

G U T Z
OCEAN

of a  Super Weapon required t o
defeat t h e  al ien' s  end-of - lev el
major organs .  M o r e  power f u l
weapons c a n  b e  c ol lec t ed e n
route to defeat the parasites and
germs infesting the body. A map
can be  us ed t o  work  y our way
round eac h  lev el  a n d  helmet s
provide extra shields.

The monoc hrome s c reen o f
Gutz adds t o the atmosphere of
being within the dark caverns of an
alien lifeform. The walls of the alien
insides are reasonably  effective.
although end-of-level organs are
graphics mo r e  i n  t h e  s t y le o f
medical views than that of the gory
Alien Syndrome. The tune playing
throughout is really sound effects
strung together to form a sort  of
music.

The eight-direct ional scrolling is

range g a s  grenades ,  a  m i n e
detector, false papers and several
items for later missions. With his
papers in hand J imbo can enter
the b a s e  (d i v i ded  i n t o  n i n e
screens) and enter the buildings -
though i t  a  guard as k s  f or  his
papers he mus t  quickly obey  or
risk setting off the alarm.

Inside the game switches to a
Spy vs Spy 3-D view of the room.
An on-screen map shows rooms

Jimbo has  explored and  whic h
ones mi g h t  b e  c ruc ial t o  h i m
complet ing the mission. Whizzing
through these rooms ,  i t  c an be
tempting not to show your ID and
just use gas grenades. but  when
the alarm goes the enemy pounce
as soon as you enter the room and
sometimes t here's  n o  t i me  t o
respond. Keys  c an be  f ound t o
turn off the alarm and a change of
uniform stops the guards ask ing
for y our  I D but  the section is still

smooth, although it 's easy to get
stuck t u rn ing  c orners  a n d  i n
narrow c o r r i d o r s ,  m a k i n g
parasites a lmos t  impos s ible t o
avoid. The garneplay is enjoyable
but repetit ive after a while, mainly
because each level is the same in
style. Th i s  t oget her  w i t h  t h e

a little repetitive.
When J imbo has completed his

mission i n  t he enemy  bas e he
escapes i n  t h e  he l i c op t er .
Fortunately you can lose as many
lives as you l i k e  o n  t his  sect ion
and st ill complete the game.

COMMODORE 64/128
Diskette: E14.99
Gameplay  a n d  g r a p h i c s
remain v i r t u a l l y
indistinguishable f r om  t h e
original,  s o inc luding i t  is  a
lit t le i r o n i c .  W i t h o u t  t h e
Incredible hardnes s  o f  t he
fi rst  sec t ion,  t he underly ing
game's  l imi t at ions  bec ome
muc h m o r e  apparen t  a n d
make this a dubious  release.
A c as s et t e v ers ion wi l l  b e
available a t  C9•99 -  due to
lack o f  di s k - a c c e s s i ng
during s e c t i ons  -  w hi c h
happens  i n  infi ltrator I  -  t he
sequel shoul d m a k e  for  a
friendlier multiload.
OVERALL 58%

OTHER FORMATS
Nothing o t h e r  m a c h i n e
versions are planned.

. . . indistinguish-
able from the origi-
nal, the game's limi-
tations make this a
dubious release."
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combinat ion of  a  too-large main
character, narrow passages and
tiny bul let s  fi red  b y  paras ites
makes it a difficult game in which
skill takes a backseat to luck.

SPECTRUM 48/128:
OVERALL 70%
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ST PRICE INCREASE
Due t o  a worldwide shortage of  memory  chips.
prices of  many  computers have gone up, From
April 1988, the Atari ST range is also likely to be
affected Fo r  details of any price increase, please
return the cou o n  below for our latest literature

+VAT= E299
S O  M U C H  F O R  S O  L ITTLE!
There is nothing that can compare with the incredible value for  money offered by Ateri's
520ST-FM. For  only £260 (+VA1=1299), you can purchase a powerful 512K RAM computer,
with a 95 key keyboard (including numeric keypad), MIDI  interface, GEM, a palette of 512
colours, mouse controller, and a 512K built-in disk drive. The 520S1-FM has a 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. ao there are no messy
external boxes. You couldn't wish for  a more compact, powerful I nd stylish unit Atar i  ST
computers are now firmly established in the UK, there are nearly 500 software titles already
available for a wide variety of applications and the list is growing all the time. And thet's not
all. When you buy your new 520ST-FM (or any Atari ST computer) from Silica Shop, you will
gel a lot more, including 8 FREE Silica ST Starter Kit worth over £100 Read the ONLY FROM
SILICA section on the left to see why you should buy your new high power. low price 520S1-
FM from Silica Shop, the UK's Nol  Atari Specialists For  further details of the range of Atari
S I  computers and the FREE Silica ST Starter Kit, complete and return the reply coupon below.ATARI 520ST-FM N OW ONLY E260 (+V A T
,
E 2 9 9 )

52tST-FM with 512k RAM $ mono monitor 6 n c  VAT; U pgr a de  from 512% RAM to 1024k RAM E100 (Inc VAT

ATARI 1040ST-F -  N E W  P RI CE
We aro aloasoa to announce n nom reduced prica 130
,
01 0 0  M e
104061-F winch is novo manatee tor only £48)  Inc  VAT) The
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• buill M U ,  double steed 3'," deri dotes The  1040 We teen
deligned hot Les on tuning's  and pr ole s we ll eppleation•
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J A S O N  A N D  T H E
A A A R G H M A U T S

AAAFIGH!
Melbourne House

he number o f Amiga coin-ops being translated to
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Aaargh! was one of the first three Arcadia coin-ops
and earned p ra i se  a s  v e r y  m u c h  t h e  b e s t.

Unfortunately the two-player mode has been lost in an
otherwise superb conversion.

The island of  Darance is a quiet.
idylic p lac e  wh ic h  s eems  v ery
much lost in t ime with Pyramids.
Greek statues and Wild West forts
peacefully c oex is t ing  o n  i t s
shores_ Such a gent le people are
clearly ill-prepared for the horrors
of two 20-foot-high monsters out
wreak to vengeance on them for
their c ont inual ,  i f  u n k n o wi n g
expansion i n t o  t h e  mons t ers '
territory.

When the Ogre monster, born in
the island's north, was  litt le none
of t h e  o t her  mons t er  c hi ldren
would p l ay  wi t h  i t .  Th i s  ma y

The Lizard eggs Ogre on but he's obviously had une oeut
possibly hav e been d u e  t o  i t s
severe halitosis which set fi re to
anything nearby, but whatever the
reason, t he Ogre is  now out  t o
claim the island's fabulous golden
egg with as much casual carnage
along the way as possible.

News o f  t he Ogre's  ambit ion
naturally inf unat es  t h a t  o t h e r
antisocial i s land c reat ure:  t h e
Dragon. I t  t o o  h a s  b e e n
unjustifiably discriminated against
because of  a passing interest in

56/124 TGM T X  0 0 8 :  7-88

young l a d i e s  f o r  break f as t .
Breathing fire. the Dragon sets off
to c laim the egg for itself, On its
way it passes through 12 different
cities (eac h  l oaded  separately
from disk), most  of which contain
a normal Roes  egg. The eggs can
be collected,  but  before s toring
them i n  i t s  t reasure cave,  t h e
Dragon mus t  first fi ght the other
monster.

DRAG ON AN OGRE
This hand-to-c law contest is a fast
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and f u r i o u s  s u b - g a me  wh i c h
doesn't  a f f e c t  t h e  mons t e r ' s
health in the overall game. When
five eggs have been collected the
monster can go on to the volcano
screen where in  i s  h idden  t h e
golden egg.  I f  this  is  taken, t he
search cont inues for yet  another
golden egg_ Should a city not have
an egg then the monster must burn
or pulverise every building on the
screen to access the next level.

At the game's  start you choose

Avet:
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The end-of-game screen -  perhaps a little too easy to reach

to p lay  eit her Dragon o r  Ogre,
although t h e i r  capabil i t ies  a r e
virtually ident ical.  Bot h c an lose
fi repower af t er ext ravagant  us e
and res t ore  i t  b y  p ic k ing u p
lightning b o l t s  r e v e a l e d  b y
demolishing b u i l d i n g s .  A l s o
concealed in the buildings is food
to restore health, the state of this
is indicated by  the extent of  the

'Aaarght ' t i t le  wr i t t en abov e  a
monster's head:  when complete
the monster dies in a spectacularly
bloody fashion

The only  defence the humans
have is a, onmit ive catapult which
they wheel around the city. This
can be destroyed with a few well-
aimed punc hes ,  b u t  a  mo r e
persistent threat comes f rom the
island's giant flies and their lethal
stings_ On later levels the flies are
joined by enormous hornets. flying
lizards whic h spit  fi re and birds
that c ome s wooping out  o f  t he
distance. If you win all the monster
contests, h o w e v e r ,  t h e s e
creatures can usually be avoided.

AMIGA
Diskette: E19.99
Graphically  k l a r  gr i s
excellent ,  wi t h  a l l  12  c it ies
being fi n e l y  d e t a i l e d  a n d
mak ing g o o d  u s e  o f  t h e
Amiga's  c o lou rs .  Mo n s t e r
animat ion i s  f aul t les s  a n d
part icularly  Impressive in the
big hand-t o-c law contest,  all
of whic h is  ac c ompanied by
superb s o u n d  F X  a n d  a
reasonable t u n e .  B u t
unfortunately  the game is far
too eas y  onc e t he mons t er
contes t  has  been mas t ered
and wf t h o u t  a  t wo - p l a y e r
opt ion s o o n  b e c o m e s
repet it ive.
OVERALL 65%

OTHER FORMATS
Convers ions  are planned for the Commodore 64 (E9.99 cassette),
Apple II GS and IBM (both E24.95 on disk).

animation is faultless, but the game
Is far too easy .  "



P R I S O N E R  C E L L
B L O C K  O U C H
STIR CRAZY
ntogrames

he star of Stir Crazy, Bobo, is famous in France for
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a game to express Bobo's unique humour has been
undertaken by the same team who programmed the

offbeat adventure Sidewalk.

For cnmes unknown Bobo has
spent t h e  l a s t  1 7  y e a r s
'INZEESLAMMER'. Hi s  hi ghest
ambition is clearly to escape from
the place and its drab chores, but
knowing Bobo i t's unlikely he'l l
achieve anythi ng ot he r  t h a n
adding a few more years to his
sentence. T h e  e x c e l l e n t
introductory screen, which shows
Bobo dancing in the light of the
pnson searchl ight,  s e t s  t h e
standard for the graphics to come.

Stir Crazy is a collection of six
games -  played individually or

together -  none of which have an
end, t he  intention i s  t o  scor e
maximum points. Each game has
its own high score table, saved to
disk, as well as an overall high
score table. As many as six players
can play in turn.

The first game is Tapper-style as
Bobo rushes to feed six prisoners
in the canteen_ There seems no
end to their second helpings and
should Bobo fall behind, one of the
voracious prisoners crowns him
with the soup container. Game
Two has  Bobo peel ing spuds,

Making a meal of game one. Bobo serves porridge to his fellow tn-mates, also
doing pomdge - ST screen

VERSION UPDATE

M A S T E R S  O F  T H E
U N I V E R S E :  T H E  M O V I E
Gremlin Gr aphics

Atari ST: E19.99
THE the third game to carry the
Masters Of The Universe title and
the first to appear  on the  ST.
Gremlin gameplay remains close
to that of the 8-bit versions. He-
Mans quest is to recover the eight
Chords -  l ost  i n  present-day
America -  which together  wil l
activate t he  Cosmi c Ke y  ar i d
return Him to Castle Greyskulle.
Unfortunately some of the chords
are held by Skeletor's force, only
by defeating them can the Key be

activated.
The game is divided into four

sections, l inked by an overhead
view of a city infested by Skeletor's
soldiers.

Section one -  the scrapyard -
He-Man faces three of Skeletor's
impressively detai led minions -
one after the other -  in unarmed
combat. Graphically incorporating
some nice touches, this section
has limited combat moves and the
responsiveness i s  s l uggi s h,
making f o r  dr ear y gamepl ay.

down picks one up and joystick
waggling strips off the skin before
Bobo tosses the potato over his
shoulder -  i f  t he  potato i sn't
properly done i t's thrown back.
There a r e  bonus  poi nts  f o r
finishing a pile of potatoes, but no
time to for self-congratulation as
more come piling down the chute
before eventual ly bur yi ng our
unlucky inmate.

GOING TO POT
Bobo's n e x t  c h o r e  i nvol ves
washing a clean floor, which might
seem e a s y  unt i l  door s  star t
opening to let in prison guards and
dogs who have just been strolling
in the countryside. Bobo can stop
any of them entering if he runs to
the door in time and forces them
backwards by standing in front of
them. To earn bonus points, he
has to mop the floor so that the
warden will be pleased when he
looks in.

Bobo's task in the mass prison
escape section is to run left and
right wi th a  trampoline. Rather
bizarrely the prisoners feel happier
if they ge t  t o  bounce on  t he
trampoline several times before
they go over the wall, so the more
times they bounce the more bonus
points.

Miraculously Bobo manages to
escape, but to complete his dash
for freedom runs along electrical
wires. Periodically, sparks come
speeding down the wires forcing
Bobo to jump between the three

i ts not sate to walk the streets -
disregarding the danger, He-man
strides onward to the scrapyard -S T
screen

Following victory,  i t ' s  o n  t o
Charlie's Shootout where He-Man
covers a shopfront with his cross-
sight a nd  ai ms t o  ki l l  enemy
soldiers before they do unto him.
Graphically nice,  the number  of
soldiers m a k e s  i t  di fficul t t o
complete.

cables t o  a v o i d  b e i n g
electrocuted. I f  he  collects the
green cyl inders he  receives a
bonus -  something which gets
harder as the game speeds up.

The final game takes place in the
dormitory where Bobo struggles
to sleep after being recaptured.
The ot he r  fi v e  pr isoners a r e
happily slumber ing,  b u t  thei r
snores disturb him, so he dashes
from one to another -  avoiding the
chamberpot -  nudging them into
silence. Onl y wi th somnabulant
silence can Bobo briefly return to
his bed and earn some points.

ATARI ST
Diskette: E19.95
The graphics ar e bol d and
colourful, s om e t i m e s  t o o
much so -  making it hard to
spot w h e n  pr i soner s a r e
demanding f o o d  f o r
Instance. The accompanying
tune is suitably offbeat and
overall presentation is neat.
Gameplay i s  adequate - to-
good,  though the inability to
finish games  makes  t he m
individually limited. The best
way to play Stir Crazy is with
friends.
OVERALL 61%

OTHER FORMATS
Conversions for  the PC and
Amiga ar e due  for  release
shortly.

"The excellent introductory screen sets the
standard for the graphics to come."

The next section takes oft from
the store rooftop with He-Man on
a flying disk indulged in a mid-air
battle wi th mor e  of  Skeletor 's
henchmen. Stage Four is the 'final
confrontation' where the muscle-
bound marvel struggles to keep
his balance on a throne dais while
simultaneously seeking to throw
Skeletor into the abyss.

Berm Daglish intro tunes and
reasonable spot EX contribute to
the g o o d  pr esentati on: i t ' s
unfortunate t h e  ba s i c  g a m e
structure i s s o poor  -  running
around streets is boring and the
good graphics in the main combat
sections fai l  t o  disguise poor
gameplay_ Wi thout a ny  radical
game redesign, Masters Of  The
Universe i s  a  conversion tha t
would have been best left undone.

ATARI ST: 52%
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he Armageddon Man was originally released on the
8-bit machines late last year, and now makes a 16-bit
debut first on the Amiga; ST and PC versions to follow
soon. Authors, Elec tronic  P e nc i l  C om pa ny

previously wrote 8-bi t versions o f  the b ig h i ts Zoids
(Martech) and The Fourth Protocol (Century Hutchinson.)

The near future is the sett ing for
The Armageddon Man, a future in
which many  o f  Ear t hs  nat ions I
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requests r e q u i r e  d e c i s i o n s :
disagreeing, agreeing or taking a

The satellite manipulebon screen from which you control orbiting devices to spy on potential trouble spots, The cat
looks on with Interest -  paws for thought -  Amiga screen
have f ormed powerf ul alliances
arid bec ome superpowers.  each
with the capacity to start nuc lear
wars.

With 16 superpowers,  there is
no longer trust to keep the peace,
In desperat ion, t he superpowers
form a single powerbloc -the UN N
(United Nuclear Nations) - through
which pol i t ic a l ,  mi l i t a r y  a n d
economic act ions of  each nat ion
will b e  direc t ly  cont rolled b y  a
single l e a d e r .  t h e  S u p r e me
Commander,  t h e  Armageddon
Ma n . . .  you.

Your secondary object ive is to
ensure t he wor ld radiat ion level
does n o t  r i s e  t o  let hal  lev els
through nuclear explosions.

In the UNN command centre, a
world m a p  s h o ws  t h e  g loba l
alliances. Five icons are used to
issue orders and display data on
the state of  each alliance. The In-
Tray ic on holds  messages  and
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neutral s tance over t he issue in
question, Whatever the decision,
it wi l l  a lmos t  certainly  hav e a
double-edged-sword effect. Often
a compromise is all that preserves
a fragile peace.

The Sat e l l i t e  i c o n  c on t ro l s
posit ioning o f  rec onna is anc e
satellites for spying on potentially
warring nations and SDI satellites,
which can be posit ioned between
alliances likely to start  a nuc lear
war following an escalation using
conventional w e a p o n s .  S D I
satellites aren't  entirety effective,
but posit ioned correctly, they can
save mill ions  o f  lives  and k eep
down the world radiation level.

FLEXING MILITAKii
MUSCLE
The I nf ormat ion i c o n  prov ides
data o n  each alliance's  military.

technological a n d  agr ic u l t ura l
status. Miss ile,  t ec hnology  and
food mount a ins  h a v e  t o  b e
eliminated b y  r e d i r e c t i n g
resources t o  poorer alliances -
which c o mma n d s  a r e  i s s ued
through t he Out-Tray icon. Here
letters o f  s upport  a r e  s ent  t o
countries adhering to orders, while
rebellious n a t i o n s  c a n  b e
reprimanded o r  a  spec ial UNN
force s e n t  t o  prov ide mil i t ary
influence and effectively bully the
stubborn a l l ianc e i n t o  ac t ion.
Hostile alliances can be ordered to
improve t h e i r  i n t e r n a t i o n a l
relations, bu t  of t en ignore y our
threats if they have low regard for
your confidence.

A terroris t  g r o u p  i s  loc at ed
within o n e  o f  t h e  al l ianc es .
randomly chosen at the start of the
game. It aims to destroy the UNN
and t h e  internat ional relat ions
between a l l ianc es .  Y o u  c a n
counter b y  sending ant iterroris t
squads into suspect countries, but
failing to fi nd evidence dents your
reputation as  a  leader.  And  it 's
wise to be right, because the fickle
alliances c a n  c a l l  a  v o t e  o f

confidence at  any  t ime. Fail t he
vote a n d  y ou r  g a me  i s  ov er.
succeed a n d  y ou ' r e  b a c k  i n
power.  Count ries  of ten call for a
vote if they feel you aren't up to the
task of leadership.

The fifth icon -  Radio -  is used
to i n t e rc ep t  r a d i o  mes s ages
between c ount r ies  wh i c h  ma y
provide warning of future conflicts.
All wavelengths  are unknown at
the garne's  start, s o a frequency
scan i s  of ten needed t o  locate
messages and  t hen t hey  need
unscrambling of radio fi lters  are
used.

A map and alliance sticker flags
are supplied with the game to keep
track of  the many complex  inter-
alliance relat ions. A  useful ext ra
which eliminates the need for pen
and paper

The Ar m ageddon M a n tr ies to
strike a  b a l a n c e  b e t w e e n
extremely complex  st rategy and
introductory play and works well.
A shame, then, that there is a lack
of credibility. The alliances formed
are realis t ic . but  t h e  wa y  t hey
operate isn't, and in play it's often
difficult to determine an alliance's
polit ical s t a n c e  o v e r  c e r t a i n
issues. At t imes it's more luck than
skill that 's involved in mak ing the
right dec is ion.  Count ries  at tack
each other with lit t le provocat ion
and others form the most  unusual
alliances. ( t h e  Eas t e rn  B l o c k
formed an alliance with America in
one part ic ular game) .  A l l  t h i s
makes T h e  Armageddon  M a n
unsatisfying to play.

APAIGA
Diskette: E19.99
Good use of  the sound chip,
wit h ominous  mus ic  play ing
when a  w a r  s t ar t s  a n d  a
t humphant  f a n f a r e  w h e n
you're g i v e n  t h e  v o t e  o f
confi dence.  The graphics are
a great  improvement  on 8-bit
vers ions,  a l t h o u g h  s o m e
ext ras are a  lit t le irrelevant
(such as the cat.) Shame the
strategy is  as  unpredic t able
as t h e  8 - b i t  g a m e .  F u l l
RAMLOAD a n d  RA MS A V E
game pos i t ion op t ions  a r e
given along wit h a fi nal Quit
game opt ion.
OVERALL 54%

OTHER FORMATS
Also available soon for Atari ST, IBM PC and the Amstrad PCW;
all disks priced at £19.99

116 .  It's more luck than skill that's
Involved in making the right decision."
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Gun, like the 3-D Glasses the software support for
this peripheral has been on the scarce side. While the
3-D Glasses haven't been completely successful as

a console extra (see the review of Blade Eagle in TGM007),
the Light Phaser uses a much simpler method of operation
and, as such, makes for generally better games.
It's jungle warfare yet again on the
Sega but this t ime you're on the
defensive, this still means having
to slaughter enemy soldiers by the
hundreds. A big offensive by your
forces has  le f t  a l l ied s old iers
wounded and behind enemy lines.
Central Command has  dec reed
that you, the sharpest shooter in
the army, should prov ide sniper
cover while the medics  go in t o
patch u p  y o u r  w o u n d e d
comrades.

Three medics go  In, one at  a
time, on one of the most advanced
of modem military vehicles a
rickety handcart. They  crank the
handcart along, stopping at each
wounded soldier to patch him up
before mov ing o n  t o  t he  nex t
injured man. The enemy f rown on
this rescue at tempt  and,  armed
with grenades. bazookas, missile
launchers, b o m b s  a n d  o t h e r
weaponry, t ry  a n d  prevent  t he
medic getting through.

Direct h i t s  a r e  us ually  f a t a l
although near-mis s  explos ions .

VERSION UPDATE

ALIEN S Y N D R O M E
Ace

Commodore 64/128: Cassette
E9.99, Diskette E11.99
Atari ST: E19.99
SEGA's console vers ion o f  t he
alien-bashing Gaun t le t - v a r ian t
coin-op was reviewed in TGM004,
although Ace, The Edge's  sister
label, have the licence to produce
the home computer conversions.
Ace are also translating other coin-
ops including the Taito hits Soldier
Of light and Danus  (conversions
of t he  lat t er  t i t l e  s h o u l d  b e
interesting considering the coin-
op uses t hree sc reens  p lac ed
together side by side to display the
action.)

Aliens h a v e  c ap t u red  y o u r
comrades and are now holding
them captive in seven spaceships.
They need rescuing of course and
two future fighters, Ricky and Mary

That a lien 8 my b u d d y-  C o m m o d o re
wrye r
,

hits b y  bul let s ,  t e a r  g a s  o r
boomerang hits just slow down the
handcart. You, too. can hit a medic
with t he Light  Phaser's  bullets if
you're not careful, though he only
falls unconsc ious  unt il t he s tars
floating around his head are shot.
Mines along the track also have to
be d e s t r o y e d  o t h e r wi s e  t h e
handcart gets blown off the tracks
and the medic  killed, whereupon
the n e x t  me d i c  c ont inues  t h e
journey from the start of the zone.

MIKE STEVE AND JOH V
The medics have their own good

and bad points: the first, Mike, is

are sent in recover them before a
t ime bomb on each ship explodes.
The game f ol lows  t he Gaunt let
style wit h t he player (or players)
shown f r o m a  bird's -ey e-v iew
running around t he spaceships,
collect ing e x t r a  weapons  a n d
releasing the hostages f rom their
captivity.

Addit ional we a p o n s  c a n  b e
found and  a  ma p  accessed t o
display t h e  l oc a t i on  o f  t h e
hostages a n d  t h e  s h ip  layout .
Once all the hostages are rescued,
the fi ghters  c an g o  t o  t he ex it
where a  mo t h e r  a l i e n  b a r s

The slig h t ly je rky horizonta l scro llin g
ne ck in  a lie ns -  Ala n  ST  scre e n

„ •

Ke e ping on  the  right  t ra cks in orde r
to re scu e  co m ra d e s a n d  e a m
yourself a medal
slow but  steady, Steve is  a fast
healer of wounds but lazy and has
to rest frequently and John is the
best all-rounder,  but  he's the last
man and, if lost, it's game over.

Healed soldiers leave behind a
special item providing protection
against a different enemy weapon.
Collect ing t he fi rst-aid k it  has  a
double effect, healing the medic if
he has been wounded and acting
as a smart  bomb if he hasn't. If a
friendly soldier is shot -  they can
be recognised by  the white flags
they wav e -  any collected items
are lost.

If t he  medic  mak es  i t  safely
through t o the end of  the track,
points are awarded based on the
number o f  enemy  soldiers  s hot
and a l l ied soldiers  successfully
treated. The game continues over
five levels, f rom jungle,  s wamp,
village and bridge through to the
final ammunit ion depot.

Like most Sega games, Rescue
Mission is  immediately  playable.
The action is continuous and each
level is as enjoyable to play in itself
as t h e  g a me  i s  a s  a  who le .

progress to the next level unless
killed. E a c h  lev el h a s  i t s  o wn
different style of alien and mother
alien, all of  which are represented
in disgus t ingly  go ry  a n d  s l imy
graphics as befits the coin-op.

While the Sega console game
was unfaithful to the original coin-
op by resort ing to fl ipscreen and
alternating p l a y e r  ac t ion ,  t h e
Commodore 64 g a me  us es  t he
coin-op's  push-scrolling and t wo-
player s imultaneous act ion.  The
push-scroll i s n ' t  p a r t i c u l a r l y
friendly as  t he player needs  t o
move perilously close to the edge
of the screen before it works -  as
a result, any aliens that do appear
are very difficult to avoid.

Graphically and sonically,  t he
game is  excellent ,  t he mus ic  is
quality at  work  and the graphics

is not  n o t ice d  whe n yo u 're  up  to yo u r
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SEGA
Mega Cartridge: 0935
Like the other  Light Phaser
game Shooting Gallery, quic k
eye a n d  t r i gge r fi nge r
coordination i s  essenti al .
The hi t radius ar ound each
soldier is pretty large so you
don't h a v e  t o  b e  v e r y
accurate in aim, as a result
the game is a little too easy (it
didn't t a k e  m or e  t ha n  a
couple o f  hour s  pl a y  t o
complete when it arrived in
THE G A M E S  M A C H I N E
office.) Unl i ke t he  aver age
Blade E a g l e ,  t h e  g a m e
actually uses the hardware
It's i ntended for  and hasn't
just be e n qui ckl y cobbl ed
together.
OVERALL 74%

14 e a c h  level Is
as enjoyable to play
In Itself as the game

Is as a whole.

have much of  the gore and slime
that made  t he  c oin-op s uc h a
disgustingly great  game t o play.
The mult iload is always a pain, but
each l ev e l  i s  v aned  b o t h  i n
graphics and layout and the pace
is so fast you're never bored.

This o n e  beat s  Gaunt let  and
other games of its ilk hands down.
Well done Ace!

On the ST the scrolling is very
smooth wh e n  mov ing vert ically
but o n l y  reas onab le  i n  t h e
horizontal plane. Fortunately, this
is not  too not iceable during play
arid in both one- and two-player
mode t he  ac t ion mov es  a long
smoothly a n d  w i t h  p a c e .

bridges r e q u i r e s along chasm-spanningrequires p e a s er
posit ioning, it 's  all too easy to fall
off in the heat of battle -  a minor,
yet f rustrat ing problem.  An extra
for t h i s  v ers ion on ly ,  i s  t h e
protective d r o i d  wh i c h ,  w h e n
collected, ac t s  as  a  rearguard.
Alien Syndrome is high in graphic
detail and makes excellent use of
colour a n d  an imat ion,  T a h i r
Rashid ( res pons ib le  f o r  t h e
graphics) has  gone a  long way
toward capturing the atmosphere
and stomach-churning gore of the
coin-op.
COMMODORE 64/128:
OVERALL 89%
ATARI ST: OVERALL 92%

TGM T X  0 0 8 :  7-8859/124



C a s t l e
C o m p u t e r s

Cybemoid
!Flack Lamp
Rastan
Renegade
720'
Nigel M. Grand RUC
Magnificent 7
Predator
Platoon
Dan Dare
World War 1
Outrun
Crazy Cars
Gunship
Sorcerer Lord
Napoleon al War
4 Smash lifts
Flintstones
A Tactical Fighter 1 9 9
Desolator  1 5 0
World Class Leader Board

6.50
Impossible Mission a 1 1 , 5 0
acbon Force II  8 2 0
Beyond the ice Palace 5 . 5 0
Arcade Force Four 7 . 2 5

SPECTRUM SPECIAL
OFFERS

Target Renegade ,  150
Ikea Warriors 5 . 5 0
We are the Champions 7 2 5
10 Great Games Vol 2 7 2 5
Roiling Thunder  6 . 5 0

5 . 5 0
5.50
5.50
5.25
9.50
7.50
725
•.99
1.99
5.50
4.95
5.50
8.50
8.99
•20
8.50
629
630

*TO CLEAR*
Hearband ,    1 . 9 9
Cholo   3 . 9 9
Druid It Enlightenment _  2.99
GEL Baseball   2 . 9 9
Mystery of the Mle   2 . 9 9
RedLED•   2 . 9 9
Weenie  2 . 9 9
Road Runner •  2,99
Wolf Mao 2 2 9
Bride at Frankenstein 2 . 9 9
The) The Trap Door  2 - 9 9
Mae Max . . . . . . .  2 . 9 9
Nino Hampster  3 - 9 5
The Living Daylights   1 9 5
Kids Play   4 . 9 5
Lute Comp People (128 only)

4 . 9 5
Dark Empire ................2 1 6
The Hulk   9 9 p

2 . 9 9
Hal Raspolin  1 . 9 9
Ramparts   2 9 8
Road Runner  3 2 5
Psycho Soldier   3 . 1 5
Shadow Skimmer   2 . 9 9
BaManan  3 . 9 5
Xecolor . . . . . .  -    L 9 9
Indiana Jones  2 . 9 9
Basket Master   2 , 9 9
Phantom Club 2 . 9 9
Clever & Smart   1 . 9 9
Star Fox   2 . 9 9
Sidatrize   1 9 9
SUIVIK"   2 . 9 9
Kong Fu Master   2 . 2 5
Fairlight   2 . 9 9
I at the Mask   1 . 9 9
Firefly   2 . 9 9
Star Raiders II   2 , 9 9
Wiz   2 . 9 9
Ouadet  -  2 . 9 9
Super Sprint     2 . 9 9
Galactic Games  1 9 9
Gunslinger   2 . 9 0
Lest Mission   1 . 9 9

60/1 24 TGM T X  0 0 8 :  7
-
8 8

ATARI ST OFFERS

Dungeon Master   1 5 . 9 5
titan Warriors  1 0 . 9 6
Vampires Empire   1 3 . 9 5
Roiling Thunder 1 2 . 9 5
Legend of Sword   1 5 . 9 5
Pandora   1 2 . 9 5
Space Harrier  1 2 . 9 5
Battleships   1 0 . 9 6
Bo9OT Bar 1 2 . 9 5
Outrun   1 2 . 9 6
Carrier Command 1 5 , 9 5
Olds   1 3 . 9 5
Platoon 1 3 . 9 5
Staplight 1 1 , 9 6
Pink Panther 1 3 . 9 5
Sinbad & Tot Falcon 2 1 . 9 5
Rocket Ranger 2 1 . 9 5
The Three Stooges 2 1 _ 9 5
Where Time Stood Sell 13_95
Storm Trooper   1 3 . 9 5
Verminator  1 6 . 9 5
Gunship   1 5 . 9 5
Duantum Pairepea 1 2 . 9 5
Obliterator   1 5 . 9 5
tint Military Simuletor 15 . 95
Terramex   1 2 1 5
elacidamp   1 2 . 9 6
Bobble Bobble 1 2 . 9 5
Vixen 1 2 . 9 5

ATARI ST OFFERS

Crazy Cars
Chessmasier 2000
Checkmate
Crash Garrett
Classiques
• Bat iyhoo
Defender of the Crown 2 1 . 9 5
• Extensor   5 , 9 5
• Enchanter   9 . 5 0
• Hacker II   8 . 9 5
• infidel  9 . 5 0
• Hollywood liens   9 , 5 0
• Weller Olympiad '88 1 3 . 9 5
Tangiewood   1 3 . 9 5
Silent Service ..........1 6 . 9 6
• Annuls of Rome 9 . 9 5
Bards Tales 1 6 . 9 5
• Brimstone 9 . 9 5
• Skullduggery 9 . 9 5
• Clever & Smart 8 . 9 5
• Western Games   8 . 9 5

11.95
16.95
750

1345
11.95
9-50

• Little Comp People 1 0 . 9 5
• Trinity   9 . 5 0
• Tee Up Golf   8 . 9 5
• War Zone   4 . 9 5
turbo ST   7 . 5 0
Shadow Gate   1 5 . 9 5
Sentinel   9 . 9 5
Star Gilder 1 1 9 5

N O W
TAKE N

ATARI ST OFFERS

1 1 W 2
. _ M

• Side Winder ..... 6 . 9 9
Scruples   1 3 , 9 5
Star Trek   1 3 . 9 5
• Sky lox   7 . 9 5
• Strip Poker   7 . 9 5
• Solomon's Key   1 0 . 9 5
• Suspect 9 , 5 0
• Sea Stalker   9 . 5 0
• Spellbreaker 9 5 0
Impossible Mission It 1 3 . 9 5
• SPY v SOT   8 , 9 5
• Karate kid 1 2 _ 9 5
Star Wars   1 3 . 9 5
Super Sprint   1 0 _ 9 5
Marble Madness   1 6 . 9 5
' Tau Ceb ............. 8 . 9 5
• Accademy ...............5.95
Music Con Set 1 6 . 9 5
• Moonmist   9 . 5 0
Degas Elite   1 6 , 9 5
Vixen •  • ............ 1 2 . 9 5
Balance of Power 2 1 , 9 5
War Hawk 6 , 9 5
Captain Blood 1 5 . 9 5
Rampage   1 0 . 5 0
Leather Necks 1 3 . 9 5
Tens •  .   1 3 . 9 5
F15 Strike Eagle   1 5 . 9 5
TNT 1 2 . 9 5

ATARI ST OFFERS

Micro League Wrestling 13.95
Joe Eitade 5 , 9 9
Hunt lor Red October , ,  15.95
Chopper X •   6 . 9 5
Not a Penny More •  1 3 . 9 5
Perry Mason   1 3 . 9 5
Karate Master 8 . 9 5
Trivial Pursuit 1 3 . 9 5
Screaming Wings [wile speech,

10.95
Gauntlet 2 1 2 . 9 5
Road War 2000 1 5 , 9 5
Road War Europa 1 5 . 9 5
Mercenary Compendium 15.95
Test Drive   1 6 , 9 5
Ranarama   1 2 . 9 5
• Wanderer 8 . 9 5
Kings Guest Triple Pack 17.95
Terrorpods 1 5 . 9 5
Barbarian (PVS)   1 6 . 9 5
Barbarian (Palace' 1 0 . 9 5
Strike Force Harrier 1 6 . 9 5
Pink Panther 1 2 . 9 5
• Boulderdash Con Kit 9 5 0
• Mime 1   1 1 . 9 5
S DI,   1 9 . 9 5
Road Runner ............1 5 . 9 5
Hard Ball   1 2 . 9 5
Road Wars   1 3 _ 9 5
Xenon   1 3 . 9 5

Why go elsewhere?
We stock most games on all formats.

Telephone for games not listed. All games are sentl  st class,
most by return of post.

Castle Computers, the competent mail-order firm that cares
about its customers!

AMIGA SPECIAL OFFERS
Sidewinder   9 , 9 9
Penal  9 5 0
Xenon  1 1 9 5
Road Wars  1 1 9 5
Strip Poker II   1 0 . 9 5
Rolling Thunder  1 6 . 9 6
Mach 3  1 1 9 5
Sinbad & T. 01 Falcon 2 1 , 9 5
Rocket Ranger   2 1 . 9 5
Three Stooges  2 1 . 9 6
Storm Trooper 1 3 , 9 5
Verminator 1 5 , 9 5

BLACK SHA13014 o n l y  9_95

lest Drive   1 6 . 9 5
Garrison   1 5 . 0 0
• Sorceror   9 5 0
• Star Fleet 1   1 5 _ 9 5
• Starcross ....... 9 5 0
• War Zone   6 . 9 9
• Spellbreaker   1 5 0
• Planettall   9 . 5 0
• Space Station   6 . 9 9
Marble Madness 1 6 . 9 5
Barbarian   1 6 . 9 5
Ferrari Formula 1 1 6 . 9 5
• Stationtall   9 . 5 0
Sentinel   1 3 . 9 5

AMIGA SPECIAL OFFERS
• 3 Stooges 2 1 . 5 0
• Wishbonget 9 . 5 0
Pac Land   1 3 . 9 5
Pac Boy   8 . 9 9
Leviathan   1 1 9 5
Interceptor   1 7 _ 9 5
Battleships   1 0 . 9 5
Protector   6 , 9 9
Backlash   1 3 , 9 5
Time Bandit   1 3 . 9 5
Road Wars   1 3 , 9 5
Police Guest   1 3 . 9 5
Carrier Command 1 6 . 9 5
30 Helicopter 1 7 . 9 5
Gunship   2 4 . 9 5
Flight Sim II   3 4 , 9 5
Grand Slam Terms 2 1 . 9 5
Grid Sled   6 . 9 9
Shooting Star   6 . 9 9
Space Ranger   6 , 9 9
Star Glider   1 6 . 9 5
World Games   1 6 . 9 5
0-ball   1 3 . 9 5
Insanity Eight   1 2 . 9 5
Lurking Horror 1 6 . 9 5
Fighter Command 2 2 . 9 5
Doi Mit  Sim, 1 6 . 9 5
Garrison 2   1 5 . 9 5
Vixen   1 2 . 9 5

AMIGA SPECIAL OFFERS
Ninja Mission   6 _ 9 9
Shannwgate   2 2 . 5 0
Plundered Hearts 1 6 . 9 5
Aar gh   1 3 . 9 5
Adventure Con Kit 2 2 . 5 0
Arena   1 5 _ 9 5
Bails Tale   1 6 . 9 5
Blastball   1 3 . 9 5
Western Games   7 . 9 9
Destroyer   1 5 . 9 5
E. Weevers Baseball 1 6 . 9 5
Final Trip   6 . 9 9
Gee Bee Aw Rally 1 3 . 9 5
H R. 35 Fighter Mission
P . O . A .
Indoor Spode   1 3 , 9 5
Las Vegas   6 . 9 9
Mean 18 Golf   1 2 . 9 5
Hardball   1 2 . 9 5
Roadvrar Europa 1 6 . 9 5
Pinball Wizard   1 3 , 9 5
Vader   6 . 9 9
Star Wars   1 3 . 9 5
Super Huey II   1 2 . 9 5
Terramex   1 3 . 9 5
Terropods   1 6 , 9 5
Trivia Trove   5 . 9 9
• Zork I or III   9 . 5 0
Mouse Trap   1 0 . 9 5
Leaderboard 1 6 . 9 5

ST UTILITIES

Eirst Word -4
,Desk Top Publisher
GST Macro Assembler

Partner ST   3 4 . 9 5
CAD 3010   1 7 . 9 5
3D Developers Disc 2 3 . 9 5
Fleet Street Publisher 8 4 , 9 5

Whde stocks laSte
WORD WRITER &

DESK TOP PUBLISHER
AAP 1179

Our price E119.95

sroCks tasty
DATA MANAGER
& SWIFT CALL

PPP 15g go
Our price M t  95

WE TAKE EVERY NEW ST RELEASE SO PHONE NOW FOR NEW TITLES!

Dept VG, Castle House
11 Newcastle Street

Burslem
Stoke-on-Trent

ST6 3QB
Tel: 0782 575043

*  CLEARANCE OFFERS *
Enigma FOrGt g a p
Lords of Midnights •  1 . 1 5
Eagles   1 . 7 0
Red L E D. . . . . . . .   • 2 . 9 9
Hysteria   2 . 9 9
mask II   3 . 9 5
Masters uni the Movie 3 . 9 5
President   1 . 9 9
Solornans Key  2 9 9
Star RaidersI  ..... 2 . 9 9
MACH •. . .  . _  ..... 2 . g e
Tigers in the Snow 2 9 6
Werner   2 . 9 9
Mean City 2 9 9

59.95 Rygar   2 . 9 9 p
0 1 6  Mega 9
P e c e l l i t l i l
e  •  
•  
•  
2 .
9 9

14.95 Dark  Empire   2  99
GST C Comelier 1 4 . 9 5  Trento
.Data Manager 5 6 . 9 5  Gamester Baseball •
Mark Will iaMS C Compeer G a m e s t e r  Basketball

.......... . . . . . . . .  8 9 , 9 5  Clever and Smart
Art Director 3 4 . 9 5  Druid
Film Director   3 9 , 9 6  The Comet Gore
Swift Cato 5 5 . 9 5  Dried lithe Enlightentnent

• LIMITED QUANTITY. P & P is tree on all orders over E5. Under E5 please add 50p. Please stale The Games Machine when ordering.

C64 SPECIAL OFFERS
Target lieriegade 5 . 7 5
Ikari Warriors 5 . 9 9
Pac Land 6 1 1 9
Rolling Thunder 5 . 9 9
Platoon   5 . 7 5
Hercules  6 9 9
ten Greet Gaines Val 2 7 , 2 5
Test Drive ,  7 . 5 0
Skate or Die 7 . 5 0
Chuck t'aegars Flight Sim

7.50
The Train 7 . 5 0
Vixen 6 1 5
Stealth Fighter 1 0 . 9 5
etrbourne Ranger 1 0 . 9 5
Adv. Tactical Fighter 6 . 9 9
Power at Sea ............1 . 5 0
Rim Runner   6  99
Magnetron   6 , 9 9
Preditet   6 , 9 9
Super Haig On   5 . 9 9
Apollo 18   7 . 5 0
10 (Firebird)   7 2 5
Gutz    0 , 7 5
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Arkanoid 2  & 5 0
41t1 and Inches ..... - -  I L O
Samurai Warriors •  I L I N I
Action FEWCO a 6 . 9 9
Gothic 6 . 9 9
Impossible MISSIOn II 6 . 9 9

. 4 9 m 1aIn6 , 9 9

2.99
2.99
2.99
2,99
1.99
99p

2 1 5
Renegade  3 2 5
Election  2 . 9 9
824 Bomber   4 . 9 6
Octapolis 2 . 9 9
Knight Games I  2 . 9 9
Psycho Soldier   3 . 9 5
Feet
,
/ .
. . .
. . .
. . .
4
.
9
5

4.95
Basket Master   3 . 9 5
Ramparts   2 . 9 9
Gryzor   3 . 9 5
Superspont   2 . 9 9
Galactic Games 2 . 9 9
Last Mission   2 . 9 9
Lazer Tag   4 . 9 5
Jack the Nipper I 2 . 9 9
Vogl Bear 1 . 9 9
Frankenstein 3 . 9 5
Thing Bounces Back 2 . 9 9



S P I T T I N G
D R E A M  B U B B L E S
THE GREAT GIANA SISTERS

0  riginally a very popular Rainbow Arts release in West
Germany, this Time Warp production has now been
picked up for UK distribution by GO!. Programming is
by Thomas Hertzler on the  Amiga and Armin

Gessert Treoz on the Commodore 64/128 with graphics
by Manfred Trenz.
Gana was just a  normal  l ittle
freulein dozing in her bed in Milano
Can EEC game, see )  when her
dreams took an unexpected turn.
Transported i n t o  a  str angel y
wonderful d r e a m w o r l d  o f
horizontally scroll ing platforms,
she found herself struggling t o
survive the attacks o f  gr umpy
owls, di sembodi ed e y e s  a n d

vicious wasps.
Fortunately Gi ana c a n cr ush

most o f  t he s e  monster s b y
jumping o n  them,  a nd i f  s he

headbutts a special star-brick, a
firewheel i s  r e l eased w h i c h
transforms her  i nto a  fearsome
punkette. I n  thi s  gui se G a na
destroys normal  br ick sections
and uncovers special ones which
yield bonus  di amonds,  M o r e
diamonds can be  col lected by
lumping at those floating in the sky
and headbutting star-bricks; if a

Collecting the diamonds is but a pipa-dream away - Amoga screen

hundred di amond bonuses ar e
collected, an extra life is awarded.

Other objects,  col lected from
star-panels, g i v e  G i a n a

Searchrog unde rground ta ke s m o re  th3 n tonne ; vision  -  Ati1 ,90  scre o n

GIWA  n o n y a  L i g s sclot 250
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dreambubbles to, uhm. spit at the
enemy, bounci ng dreambubbles
and homi ng dreambubbles.  I n
addition there are special feature-
objects such as clocks (put the
creatures to sleep), smart bombs
and w a t e r  d r ops  (pr otecti on
against fire) which are activated by
pressing the space bar,

Each of the game's 32 levels has
a time limit of 100 seconds and
should Giana fight her way through
the monsters, successfully leaping
all the hazardous pits and deadly
pools of water, a points bonus is
awarded for the amount of time
remaining. If time runs out, a life is
lost -  a l ong wi th al l  Gi ana's
dreamweapons, Not all the pits are
fatal, however, some lead down to
caves packed with diamonds and
only exper ience shows wher e
these caves are. Another hidden
feature is the presence of invisible
blocks which if headbutted warp
Giana several levels forward.

On both the Amiga and C64 disk
version there is an all-time high
score t a b l e  a n d  ' T o d a y ' s
Greatest ' ver si on whi ch i s  a

REVIEWS

thoughtful addition to this Super
Marto Brothers-type game. If two
players wish to compete they can
take turns controlling &ar ia and
her sister Maria

COMMODORE 64/128
Cassette: E9.99
Diskette: £11.99
The C o m m o d o r e  g a m e
features s om e  ver y ni cel y
stylised graphics and good
in-game tunes. Making much
better use of  the machine,
this version provides a  l ot
better value-for -money and
even does wi thout the disk
access r e qui r e d b y  t h e
Amiga.
OVERALL 82%

OTHER FORMATS
Conversions are planned for
the S p e c t r u m  ( E 8 . 9 9
cassette, E12. 99 di skette),
Amstrad ( E 9 . 9 9  casse t te ,
E14.99 di ske t te )  a n d  S T
(E19.99 d i s k e t t e ) .  N o
versions are the game will be
made available unti l  an all-
format r el ease towar d t he
end of July.

APAIGA Diskette: £24.99
The Amiga version has sharper graphics and clearer tunes than
the C64,  but  i s l ittle improved otherwise,  maki ng the game
distinctly unimpressive visually. Addictive gameplay,  however,
turns this into one of the better German releases available in the
UK.
OVERALL 76%

"Addictive gameplay, however, turns this
into one of the better German releases

available in the UK."

TGM T X  0 0 8 :  7-8861/124
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 founded a company — Photon Entertainment — which
used hi-tech to  simulate Star Wars-type battles in
franchised arenas for kids with lots of pocket money.

Of the various systems which proliferated, Lazer Tag has
proved one  o f  th e  most successful (see feature i n
TGM001) and GO! picked up the computer game licence
on the bizarre condition that there be no violence. The
programming is by Probe Software (Outrun conversions.)

numerous direc t ion_ Fa i lure  t o
reach t he gat e bef ore t he t ime
limits runs Out loses a lite, l i t h e
gate is  reached, a target sect ion
begins whic h has  t he character
automatically running through the
arena again,  invincible,  wi t h t he
player able to shoot other cadets
for point s .  I n  t wo-play er mo d e
players take turns rather than both
being on screen at the same time.
Ultimately, howev er,  Laz ar  Tag
looks and plays like an inferior and
repetitive Commando clone, with
some irritating quirks on machines
such as the C64.

Apparently there is a  Laze( Tag
training school where cadets can
learn how to be expert in the game
and e a r n  promot ion.  Tra in ing
sessions a r e  d iv ided i n t o  t wo
sections; tag and target. In the tag
section you guide your character
through the arena to the gate at its
end. Other cadets may be shot for
extra points,  i f  they  t ouc h y our
character a life is lost.

Along the way  equipment  can
be picked up f or t ime and lives
bonuses. Various  vehic les  drive
across sc reen a n d  hav e t o  b e
avoided, but towers can be shot at
which refl ec t  y o u r  l a z e r
Not .15 co,ourfut As the Amstrad version. but much faster - Spectrum screen
!P L H Y F R 1
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VERSION UPDATE

PA N D O R A
Firebird

Atari ST: Diskette E19.99
FEATURING a  s light ly  dif ferent
layout f rom t he Commodore 64
game (rev iewed TGM007),  i t  i s
essentially t h e  s a me  s t o ry  o f
interstellar d rama_ A  s a lv age
expert has  been beamed aboard
the derelict  Pandora only  to fi nd
many of  its  c rew either mad or
dead. Besides searching for alien
objects t o t ransport  back  t o  his
ship, the intrepid merchant  must
survive P a n d o r a ' s  e f fi c i e n t
security system a n d  a  punk
hooligan.

The main pan of this overhead-
view a r c a d e - a d v e n t u r e  i s
collecting v ar ious  objec t s  a n d
interaction w i t h  t h e  remain ing
crew members .  Characters such
as the punk seem interested only
in violence -  the more reasonable

62/1 24 TGM T X  0 0 8 :  7-88

characters, however, might ask for
things, f or  example;  the chemist
who wants  a 'good read'.  I f  you
find t h e  necessary i t em,  ret urn
with i t  t o  t he  chemis t ,  a n d  b y
holding it -  rather than having it in
your pockets  or backpack -  you
Can t rade wit h h im f or another,
hopefully m o r e  us e f u l  ob jec t .
Complet ing t he miss ion earns  a
score dependent  on the number
of alien artifacts recovered.

The most obvious improvement
in the ST version is the graphics,
which are both very attractive and
exceptionally d e t a i l e d .
Unfortunately animation isn't quite
so impres s iv e a n d  s o u n d  i s
virtually n o n - e x i s t e n t .  T h e
scrolling c ons is t s  o f  s u d d e n
moves i n  t h e  direc t ion y ou ' re

The good guy tags his way up the screen so that he may tag 'WS way up
another - Amstrad screen

travelling rat her t h a n  s moot hly
following your character, as on the
C64. None of these factors impair
gameplay and indeed the relative
slowness makes  it  a lit t le easier,
and less  irritat ing t o  play,  s ince
characters are not  s o blindingly
fast. M o r e  s u b s t a n t i v e
improvements come in the form of
a larger number of alien artifacts to
be collected and a time limit which
no longer k i l ls  y ou  o n  z ero  -
If you run into the Ship's Priest you haven't got a prayer

COMMODORE 84/128 Cassette: £9.99, Diskette: E11.99
The Co mmo d o r e  v ers ion has  b i g  graphic s  bu t  rat her  b land
colours and tune. More importantly cadets when shot can still kill
you as they s lowly  walk  of f  screen,  whic h is I rritat ing,  as is the
stunned stupor  the character goes into after being shot making
control difficult for a few seconds. Unlike the other two versions,
enemy cadets don't  actual ly fire a t  you but  must touch the
character to kill.
OVERALL 32%

AMSTRAD CPC Cassette: E9.99, Diskette: E14•99
The Amstr ad ver si on ha s  smal ler  but  a l so mor e  colour ful
graphics and a good continuous tune. Another  plus point is that
when cadets are shot they are instantly taken off screen much as
In a conventional  shoot-'em-up.  Nevertheless lack of variety in
gameplay and somewhat sluggish responses make this a below
average Commando variant.
OVERALL 54%

SPECTRUM 48/128 Cassette: E8.99
The Spec t rum vers ion is v irtually  Ident ical in appearance to the
Amstrad one  -  albei t i n monochr ome.  Lack  of  col our  a nd
continuous tune are disadvantages on the Spectrum, but faster
gameplay  helps compensate,
OVERALL 53%
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GO! are not  planning convers ions  to any of the 16-bit  machines.

"Lazer Tag looks and plays like an inferior,
repetitive Commando c l o n e . . . "

instead your score is reduced. This
user-friendliness is marred in part
by t he security shields which do
kill you instantly. While not making
best use of the ST -  other than in
graphics -  t his  is  a  reasonable
conversion a n d  a  compuls ive.
atmospheric puz z le t ha t  won ' t
take forever to solve.

ATARI ST: OVERALL 79%
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E X O S K E L E TA L  F U N
FOLDER OF LIGHT

his is Ace's third game, and the second coin-op
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label. Coding is by a programmer almost as venerable
as Softek, Christian Urquhart, one o f  the  most

experienced Spectrum programmers whose Hunchback
was among Ocean's first commercial successes back in
1984.)
Xairi'd Sleena i s  a  Federat ion s u i t  and jet boots, His weapon is a
stoorntrooper who has been given s t a n d a r d  s ingle-sk im laser,  b u t
orders direc t  f rom t he  Galac t ic  m o r e  power f u l  a rmamen t  h a s
High Command.  Several planets  b e e n  d r o p p e d  o n  t h e  planet .
have been invaded by the hideous m i n u s  labels ,  I nc luded in  these
Empire and Xain's task is to clear w e a p o n  pods are armour-pierc ing
the worlds of all enemy troops. He l a n c e s ,  double-shot  fi reballs and
arrives on the first planet wearing t r i p le -fi re  blasters .  Th e  lat ter i s
a damage-absorbing exoskeleton par t ic u lar ly  satisfying to use (and
Monochromatic it may be, but the animation, garnaplay and content make for
ail A.tremely playable coin-op conversion - Spectrum screens

VERSION UPDATE

D R I L L E R
Incentive

PC: E19.95

THE 3-0 arcade-adventure which
swept t h e  C R A S H  r e a d e r s '
awards f o r  b e s t  g a me .  b e s t
packaging and mos t  imaginat ive
game - Driller (reviewed TGM002)
-has been converted to the PC_

The uninhabited moon of Mitral
is due to be hit by a comet  in four
hours t ime.  I l legal  mi n i n g  b y
outlaw Ket ars  h a s  l e f t  l a r g e
quantities of  gas t rapped on the
moon and unless this is  released
before the meteor hits Mitral, the
planet it orbits will be devastated.
The objective is to explore Mitral's
18 mining sectors and release at
least 50% of  the t rapped gas by
placing dr i l l ing r i g s  o v e r  g a s
pockets. S o m e  p o c k e t s  a r e
marked by  a large X. others  are
hidden under buildings.  Finding
these structures, and opening up
sectors so they can be explored.
demands the solving of  numerous

3-0 puzzles carefully worked into
the atmospheric landscape.

Further problems ,  o f  a  more
arcade nature,  a re  prov ided b y
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Struggling towards the end of level
one, not far to go now before the
confrontation with the massive
end-of-ktvel android
all b u t  essent ial f o r  t h e  let hal
moon-buggies),  bu t  a  t ime limit
means t he s tormt rooper always
has to hurry -  when t ime runs out
a life is lost,

After a  planet is  completed by
defeating t he end-of-level robot ,
you fly Xain to the next planet in his
laser-equipped s p a c e s h i p .
Several waves  of various suicidal
enemy ships  t ry  and  s t op you,
however. Should you survive this
onslaught then you can begin the
fight for the next world.

Planet t w o  h a s  a  mark edly
different, prehis t oric  lands c ape
with l a r g e  po i s onous  p lan t s ,
deadly fl ies  a n d  a  h u g e  s e a
monster, Af t er  t h is  a  mult i load
allows ac c es s  t o  p lanet  t h ree
which has  a huge, ruined temple
inhabited b y  m o n k s  a n d  a
fearsome Tutenkhamen head.  I f
you die here levels 1 a n d  2 are
thoughtfully rerecorded after level
3, so merely  pressing play loads
them i n  -  a s  g o o d  a  us e  o f
mult iload a s  c an  b e  imagined,
although t h e  1 2 8  wo r k s  n o
differently. In addit ion when you
have conquered t he third planet

Mitral's s t i l l  a c t i v e  d e f e n c e
systems.

The P C  v e r s i o n  o f  t h i s
acclaimed game is a reproach to
dozens of 8-bit conversions which
appear indis t inguis hable f r o m
their o r i g i n a l  i n c a r n a t i o n s .
Incentive's r e v o l u t i o n a r y
Freescape sol i d 3 - D  r uns  s o
quickly on this  machine that  by
adding a few more defence towers
the game could almost  be a pure

The speed of the game is amazing, although all this means is that you get stumped clocker

REVIEWS

there i s  a  cont inue play  opt ion,
retaining y o u r  h i g h  s c o re  b u t
progressively we a k e n i n g  y o u r
armour

SPECTRUM 48/128
Cassette: E799
+ 3 Diskette: E1499
The l a r ge l y  m onoc hr om e
graphics  of Soldier Of Lrgrif are
consistently Impressive and
fast, m a k i n g  t h e  g a m e
visually top class. Sound FX
are generally adequate while
gameplay i s  b o t h  v e r y
challenging and addictive. In
conclusion this is a great,  if
unoriginal, a r cade  conver -
sion whi ch makes excellent
use of the Spectrum. The +3
disk version won't  be ready
for a while.

OVERALL 86%

OTHER FORMATS
Conversions are planned for
both the Amstrad and C64,
priced i dent i cal l y:  E 8 . 9 9
cassette, E14.99 disk.

ilt s s • challenging
and addictive, if

unoriginal, arcade
conversion makes

excellent use of the
Spectrum."

arcade shoot-'em-up,
Game opt ions  inc lude E O N

CGA plus a choice of keyboard or
joystick ( I B M  a n d  A ms t r a d
versions). This  is one of  the best
PC games we've seen and, with its
very useful load/save function, it
should provide a substantial long-
term quest of  the first order.

ATARI ST: OVERALL 95%



Q U A D R O I D P H E N I A
OOPS!
Big Apple

his is the first release by new software house, Big
Apple, which has been launched by the multi-media
entertainment organisation Prestwich Holdings plc
(we thought you  migh t l ike to  know that.) The

programmer behind Oo p s ! i s  B i g  Apple 's software
development manager, J a s o n  Kenda l l , w h o  h a s
previously written Squij, Wizard's Pet and Starslayer— the
latter being due for release by Firebird in August.
The Ouadroid is a special machine
that spends its existence trundling g r i d  exist only for relativistic nano-
around the space-t ime cont inuum s e c o n d s ,  and should Ouadroid be
which, as  every good student  of  o n  these when they disappear a
Relativity knows,  is  mysteriously l i f e  is lost. Other squares crack on
suspended over a  cont inuously- fi r s t  contac t  a n d  break  i f  y o u
scrolling A t o m i c  Grav i t at ional  a t t e m p t  to go over them again. A
Field_ The aim of  the Quadroid's  m o r e  serious hazard is presented
brief lives is to collect gravity pods b y  Rimlords who patrol the top and
(Garyds) f rom the cont inuum ghd l e f t - h a n d  s ides  o f  t he screen -
-  made up of  various patterns of  d a w d l e  on the grid lines and they
square bloc k s  -  whi le avoiding d e a l  out a punishment.  An orange
falling on to the lethal Gravity Field E l e c t r o n  B o mb  bounces  around

the screen with the sole intention
Unfortunately some parts of the o f  reduc ing  t h e  Ouadro id  t o

Don't gat annoyed Ouadroid d i s s o n a n t  quarks and protons.

VERSION UPDATE

Atari ST: E19.99

WE SAID it was ' imminent '  back
in T G M 0 0 2  ( A ms t r a d  8 7 % ,
CBM 64 86%,  Spec t rum 90%),
but the ST version has been a few
months arriving. Still, the graphic
detail o f  v i l lainy  a n d  s u p e r b
horizon effect indicate the time has
been well spent.

Game structure and object ives
remain essentially the same as on
8-bit machines. Evil Mumm-ra has
stolen t h e  f abu lous  E y e  O f
Thundera, k idnapped members  of
the Th u n d e r c a t  t e a m  a n d
retreated t o  Cast le Plunder.  I t s

64/124 TGM T X  0 0 8 :  7-88

Lion-0 t o  t h e  res c ue !  T h e
Thundercats leader's  ques t  is  a
horizontally-scrolling c o m b a t
game w i t h  L i o n - 0  j u m p i n g
yawning pits. scything henchmen
and kneeling to dispose of smaller,
but e q u a l l y  v i c ious  enemies .
Hitt ing c ont ainers  g a i n s  p o i n t
bonuses, extra weapons and lives.
In 1 4  levels ,  t h ree a r e  res c ue
missions with one chance to free
an impnsoned Thundercat.

This v e r s i o n  o f f e r s  m u c h -
improved g raph i c s  a n d  s l i c k
animation, which slightly slows the
pace, but  this is compensated for
by s h o r t e r  s w o r d  s t r o k e s

GRID AND
BEAR IT
To help t he Ouadroid,  there are
special squares,  mark ed wi t h  a
question mark, which give bonus
points o r  a n  ex t r a  l i f e.  A l s o
concealed under  these squares
are a r r o ws  wh i c h  p u s h  t h e
Ouadroid i n  t h e  direc t ion t hey
point -t oward possibly dangerous
situations. Retaliat ion is aided by
mines wh i c h  a r e  p lan t ed  b y
pressing fi r e  -  t h e y  det onat e
shortly af terward tak ing pass ing
Rimlords with them.

Once all Garyds  are collected
from a screen, the enemies die and
your score is totalled up -  with a
bonus f o r  t he  amount  o f  t ime
remaining. When two levels have
been c omplet ed a  spec ial n o -
enemies bonus  sc reen may  b e
attempted. There are 32 screens
in all, which remain the same from
game to game allowing strategies
to b e  developed and  repeated.
The inabil it y  t o  ac c es s  h igher
levels -  as in Boulderdash -  Is a
drawback w h i c h  m a y  p r o v e
frustrating after losing your last life
on level 31, but  generally Oops! is
an o r i g i n a l  a n d  e n j o y a b l e
challenge if  a lit t le on the tough
side.

demanding a greater precision in
fighting. A  tough,  well-des igned
challenge, t h is  i s  a  c ompell ing
conversion that is a must for all ST

COMMODORE 04
Cassette E9.95
Diskette: E14.95
Given that  this  is  essent ially
a p u z z l e  g a m e ,  t h e
presentat ion i s  a b o v e -
average w i t h  a  s l i c k l y
scrolling background,  which
changes  direct ion every t ime
the Ouad ro i d  d o e s ,  s o me
useful s p o t  ef f ec t s  a n d  a
func t ional tune.
OVERALL 75%

OTHER FORMATS
Convers ions  are planned for
the S p e c t r u m  (Cas s e t t e :
C7.95 ), Atari ST,  Amiga and
PC a l l  C19.95). Big Apple are
also cons idering developing
a spec ial cheat  mode/ex t ra-
screens game add-on.

di •  •  D a p s '  i s  a n

or igina l  a nd  e njoy -
a ble  c ha l le nge ."

Owners, whether they be fans of
the BBC series Or not

ATAR1 ST: OVERALL 85%

Lion-0 swallows his pride and runs without paws For the level-and
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Domark TV Games. Domark purchased many titles
last year from Macsen when that company collapsed.
Every Second Counts is only the second TV Game

which Domark have sourced themselves — the first, not
produced b y  Macsen, was the disappointing Krypton
Factor. Both these original games have been programmed
by Consult Computing.
The structure of the game follows
that o f  t h e  popu la r  B B C  T V
programme fairly closely, but  for
the absence of Paul Daniels. You
are asked to select whic h of  six
Question blocks t o load in,  t hen
how many  couples  are play ing,
finally six characters appear on-
screen whom players can choose
10 repres ent  t hems elv es .  I f
someone hasn't got a partner the
player must  take a  fi ct ional one
and key in their answers. Should
only one Couple be playing, there's
no computer opponent  and they
get all the questions to themselves
- a  big advantage since each point
adds a  s ec ond  t o  t h e  t i me
available for the crucial final round.

The fi rs t  r o u n d  s h o ws  t h e
selected players  s it t ing a t  t heir
desks; i f  c ouples  a r e  p lay ing
the person whose picture appears
at the t op of  the screen should
answer the question. Answering is
done by pressing a t rue or false
key and there isn't a t ime limit. If a
player answers correctly the team
gets two points, if  the answer is
wrong then the team is eliminated
from the round, There are only nine
Questions in a round so the sooner

other t eams  g o  out  t he  bet ter.
Round 2  i s  exac t ly  t he  s ame,
except i t  i s  n o w  t h e  s ec ond
member of the couple who gets to
answer.

Following that is  a bonus level
which begins  wi t h  t he  lowes t -
scoring team gett ing to select one
of three categories of  questions.
The t e a m i s  t h e n  g i v e n  t h e
appropriate quest ion whic h they
have t e n  c hanc es  t o  ans wer
correctly. I f  t he  fi rs t  ans wer i s
correct t en point s  are awarded,
nine on  t he  nex t  at tempt ,  t hen
eight and so on. The next lowest-
scoring team gets to select one of
the t w o  remain ing  c at egones
leaving the least popular one to the
highest-scoring team,

ALBANIA
Rounds 3 and 4 are identical to the
first and second but with twice the
points for a correct answer. Round
5 is another bonus round. Af ter it
the t eam wit h t he highest  score
then goes  int o t he  fi nal round.
Since there are only  t wo players

The more bulbs you put out, the more prizes you win - there's noMing like a
bit of light enteitainment - Amstrad q,
-
-r ,
,
pn

The contestants buying time by saying • Yes ball' - Commodore screen

involved, a second set of keys are
provided, on the lef t- side o f  the
keyboard, for player two. Cont rol
of select ing t he right  ans wer is
then alternated between the two
sets of keys wh i c h  can be rather
confusing for one player with the
accumulated score now count ing
down as a time limit.

On t he couple's  shared desk
there a r e  s ev en  l ight s .  A f t e r
selecting which of two categories
to play  four lights  go up  and t o
finish the round all lights must  be
extinguished by selecting the right
answer o u t  o f  t h ree  pos s ib le
choices. Th e  nex t  sec t ion t hen
adds ano t her  l igh t  a n d  of f ers
another choice of categories. This
process goes  on  unt i l either all
seven l ight s  hav e been l i t  and
extinguished o r  t i me  runs  Out .
Should you be successful, there's
a spec ial Every  Sec ond Counts
trophy sc reen,  wh i c h  probably
isn't too much worse than a typical
BBC holiday in Albania.

While generally  well-executed;
with effective use of the mult iload
on t ape versions, Every  Second
Counts is limited by the shortness
of each game s o that i f  three
couples of  similar abilities ar e
playing i t ' s  unlikely  t he winning
couple wi l l  b e  ab le  t o  amas s
enough t ime to be successful on
the final round. If you have only one
couple i n  t h e  g a me  t hen  i t ' s
substantially eas ier,  bu t  play ing
alone can soon become boring as
the reward of  a t rophy screen is
meagre a n d  d i m i n i s h e s
substantially a f t e r  b e i n g  s e e n
once. Th e  amount  o f  quest ions
included in one load is impressive,
especially on the final round, but
bonus r o u n d  q u e s t i o n s  i n
particular are exceptionally limited
and soon loop round,

REVIEWS

K E

APASTRAD
Cassette £1.95
Diskette: £12.95
The Amst rad game has some
nice, wel l -defi ned graph ic s
with c ha r a c t e r s  s m i l i ng
when they  ge t  a  questi on
right. Tune s  a r e  simi lar ly
professional and present the
game i n  a  consi stent l y
attractive fashion.
OVERALL 61%

COMMODORE 64/128
Cassette E7.95
Diskette: E1695
The Com m odor e  v e r s i on
shows a  similarly efficient
use of  t he  computer  wi th
good t u n e s  a n d  n i c e
graphics.
OVERALL 61%

OTHER FORMATS
A conversion is expected for
the Spectrum at E7.95 - there
are n o  pl a ns  f or  a  di s k
version.

"While generally
well-executed, Every

Second Counts is
limited by the

shortness of each
game"

TGM T X  0 0 8 :  7-88 65/124
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only seconds behind, see review on page 68.) For one
or two players, the normal ST joystick ports are used

but for three to four, a  joystick adaptor (available from
Microdeal at E5.95) is required. Steve Bak programmed
the game, with graphics by Pete Lyon (of Airball and
Goldrunner fame).
A Commando  variant  i n  wh ic h
max imum des t ruc t ion o f  t h e
enemy is the name of  the game.
there is no subtle plot or complex
gameplay in Leatherneck- simply
kill or be killed'

It's set over tour vertically push-
scrolling z ones  s et  i n  a  jungle
environment -  a sort  of  Vietnam
complete w i t h  or ient al  e n e my
soldiers to massacre. As is to be
expected w i t h  S t e v e  B a k
programs, the vertical scrolling is
excellent, and it 's nice to see that
you don't  have to move too far up
screen t o  mak e t he push-scroll
work. Pete Lyons  graphics work
well t o  rec rea t e  t h e  j u n g t y
atmosphere: h u t s ,  r o c k s  a n d
jungle pat hs  a r e  a l l  ef fect ively
done wit h excellent  graphics  o f
crashed helicopters,  aircraf t  and
other wreckage throughout  each
zone.

Each player is armed with three
weapons, a short-range, rapid-fi re
light machine gun. a longer-range.
slow-fire heavy machine gun and
a supply of grenades. Ammunit ion
is limited, although extra supplies
can be picked up throughout each
zone, bu t  wi t h  f our players  o n
screen, y ou hav e t o  fi ght  y our
friends as to who gets it.
The weapon spewing out spiralling
shots IS a tough CUStomer for the lone
hero to overcome

One soldier left -  and he's on Ins last
legs -  the enemies' big guns intend
to make short work of him if he's not
careful - ST screens

66/124 TGM T X  0 0 8 :  7-88

SWATTING
THE
ENEMY
Throughout eac h  z one,  enemy
soldiers run on screen, either solo
or groups, launching grenades or
firing rifl es at  you before running
off. As well as soldiers, machine
gun ne s t s  fi r e  bul l ets i n  a
continuous circular stream, and
heavy g u n s  guar di ng nar r ow
jungle paths fire shells at anything
that moves. A well-aimed grenade
is needed to dispose of these gun
emplacements. A life is lost if a
player is hit by a bullet, grenade or
shell or by  physical contact  wit h
the enemy. The latter form of death
is u n f a i r  c o n s i d e r i n g  t h e
Leatherneck c o mma n d o s  a r e
pretty t o u g h  c h a r a c t e r s  i n
comparison wi t h  t he  t iny  Viet -
Cong soldiers.

At any  t ime,  current  weapons
can be changed either by pressing
a key or rapidly moving the joystick
back and forth Xenon-style: not a

good met hod as  v iolent  joystick
movements, especially in the heat
of bat t le,  a r e  p rone  t o  c aus e
accidental weapon changes.

With tour players, things can get
very cramped,  the playing area is
too small in relat ion to the size of
the Leathemecks and the chance
of being hit by a comrade's bullet
high. I f  t he  c ommandos  c ould
have fi red t hrough eac h  ot her
without harm the game may have
been more challenging, but  as  it
stands it ' s  f rustrat ing hav ing t o
worry about  both the enemy and
your friends' bullets!

The addit ion of  the mult iplayer
element makes Leatherneck a far
more enjoy able g a me  t h a n  a
standard single-player shoot-'ern-
up. Thought  is needed to get past
obstacles in each zone as running
headlong i n t o  t h e  e n e my  i s
invariably fatal. Leatherneck might
have improv ed o n  Elit e's  k w '
Warriors i n  entertainment  v alue
had t h e  play ers  n o t  b e e n  s o
restricted by the disability to shoot
each other.

ATARI ST
Diskette: E19.95
David Whi ttaker  comes up
with a  g o o d  m u s i c a l
composi tion which suits the
game. T h e  hor r i f y i ngl y
realistic s o u n d  F X  o f
screams a n d  c r i e s  f r o m
fatally wounded soldiers and
the explosions of  grenades
all add to the effect of grand-
scale carnage.
OVERALL 78%

AMIGA
Diskette: E19.95
Amiga eathc•r no
-
-!ck i s  
e x a c t t y

the same as the ST game in
graphics, sound FX,  use of
colour and gameplay.
OVERALL 76(
1
/0
OTHER FORMATS
None planned.

66 • ••  the multlplayer element makes Leath-
erneck far more enjoyable than a single-

player shoot-iem-up."
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Based on Sego's superb Halls of Kairos coin op game
you must fretlithose held captive by the great Satan.

KAIROS,, himself. Punch down the doors and
explore the maze of halls and passageways that
hold the key to extra energy and speed. Release
those held captive behind vast mirrors and see

yourself transform into an invincible fighting
warrior. Watch out for the dea y

henchmen. avoid the fireball hur ng itc he s
punch the fire breathing deer t heal t c h  your

enemies disappear. Alone in battle s t  enter the
mysterious and supernaturat w o o f  Kairos.

DETERMINATION, DEFIANCE. DESTRUCTION._
THKrS

CBM 641129 i 9 . 9 9 c  t14.99c1 Spectr um  481128K £8 . 99c  +  3 f  i 2 . 99d
Amstrad f51,99c t  14.99d Atari ST f1 9 . 9 9 d
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and destruction straight from the Halls of Kairos

U.S. Gull Ltd,.
Units 213 Medford Way,

Hortore, Shirminghem 96 FAX
Tel: 021 I %  13011



Against a silver moon
an awesome shape emerges
rumbling towards its destiny.

Giro'flu Craphic% Suhwart Dd.

A  F I S T  O R
GAUNTLET II

he original Gauntlet coin-op conversion came in

T
e
a
r
l
y
-
1
9
8
7  
a
n
d  
m
e
t  
w
i
t
h  
t
h
e  
s
a
m
e  
p
h
e
n
o
m
e
n
a
l

success as the arcade machine, Gauntlet II entered
the arcades with favourable reviews and now the ST

version of the four-player dungeons and dragons game is
here. Richard Costel lo is the programmer, the video
graphics were created by Kevin Bulmer with the effects
squeezed into the ST by sound technician Bill Allen.

To rec ap for those who haven't
played either c o in -op  o r  h o me
computer version. Gaunt let  II is a
massive hack-'n•-s lay  eight -way
scrolling g a me  v iewed f r o m a
bird's-eye v iewpoint  and set in a
mult itude of dungeons. Up to four
players c an join in the act ion as
they run around collect ing keys,
treasure, pot ions  and food while
battling t h e  mas s  o f  c reatures
inhabit ing the dungeon.

Each player starts off with 2000
health p o i n t s  wh i c h  dec reas e
constantly. Food can be eaten to
restore health, but  watch out  for
poisoned bot t les  o f  c ider.  Keys
collected c a n  open  doors  a n d
unlock c hes t s  t o  r e v e a l  t h e
mystery contents, either good or
bad.

The creatures of  t he dungeon
include a l l  o f  t hos e f r o m t h e
original Gaunt let  ghos t s ,  roc k -
throwing l o b b e r s ,  fi re-s pi t t ing
demons, g r u n t s ,  i n v i s i b l e
sorcerers and the power-draining
Death himself  are all in unhealthy
abundance. A few new creatures
have wandered in, including an '
monster and a 'That ' monster: the
former t a g s  a  p lay e r  mak ing
monsters chase t he unfortunate
Character, while the latter latches
onto anyone it chooses and takes
away objec t s  o r  healt h points .
Health-draining acid puddles and
forcefields are also t o be found,
while s tun t iles f reeze players in
their tracks. A  Mugger and Thief
appear f rom t ime to t ime stealing
health points  and objects  before
running of t
ENTER THE DRAGON
A new and deadly opponent is the
Dragon. He makes an appearance
on l a t e r  l e v e l s .  T h i s  r e d
monstrosity spits fireballs and fries
players foolish enough to get too
close. For muc h of  the t ime the
Dragon guards exits to next levels
as well as a hoard of treasure. To
kill it, stand well back and aim for
the head.

Amongst  collectable treasures
are amulets giving special abilities
such as reflected shots, temporary
invisibility, s u p e r p o we r  s ho t s ,
limited invulnerabilit y  a n d  ev en
repulsiveness (t he lat ter causes
monsters to run away.) Potions are
liberally s c a t t e r e d  a r o u n d ,
providing a smart bomb capability

or ex t ras  t o  boos t  a  play er's
personal capabilit ies.

Walls c an  b e  s hot  t o  reveal
objects (or Death it you're unlucky)
and o n  later levels,  players  can
enter secret  rooms  by  following
instructions appearing at the start
of c e r t a i n  s t ages .  A s  w i t h
Microdeal's Leatherneck, for four
players t o part ic ipate Gaunt let  II
requires t h e  joy s t ic k  a d a p t o r
priced a t  E5. 99 a n d  available
direct from US Gold.

The success of Gauntlet and its
sequel lies in the four-player action
and use of teamwork tactics; these
features have translated to the ST
perfectly. For  one player it could
become s ha l l ow i n  long- t e rm
entertainment t h r o u g h  i t s
repetitive nature, this type of game
works bes t  wi t h  t wo  o r  mo r e
players.

Following t h e  d is appoint ing
conversion of Gauntlet, the sequel
is something of a miracle. If you're
a fan of the coin-op. buy the game
and the joystick adaptor, get some
friends round and play US Gold's
best ST product to date.
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SELEZT HERO
Valkyrie  is b e in g  se t  u p o n  b y  t h e  Gru n t s o n  Oevel 8

Level 12 and Valkyrie is s t ill going s trong
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ATARI ST Diskette: E19.99
Scrolling is excellent,  the sampted sound effects (over 700K) are
amazingly faithful to the coin-op,  though speech is a little muffled
In places. The graphics are reduced in size slightly, but to all
Intents and purposes this IS the arcade machine in its detail, use
of colour and accuracy. 1040 ST owners are rewarded with an
extra 300K starting sequence.  A picture of the arcade machine is
shown (compl ete wi th t he  ga m e  playing on  scr een) whi ch
proceeds to twist and turn towards the player.
OVERALL 93%

OTHER FORMATS
Already avai l abl e o n  Spect r um 48/ 128K:  Casset te  E8. 99,
Amstrad: Cassette £9.99, Diskette £14.99 and Commodor e 64/
128 Cassette: £9.99, Diskette: El l  .99. An Amiga version is being
considered but  there i s no release date or  pr ice deci ded at
present.

"•  US Gold's best ST product to date."

25,000 tons of awesome
power knifes its way

through an ink black sea!
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hris Crawford, author of Patton Versus Rommel is
also the programmer of the definitive 16-bit strategy
game Balance Of Power. This, his latest wargame,
uses an imaginary situation but one based on an

actual battle from WWII. The conflict, known as Operation
Cobra, took place in July of 1944 when American Forces
undertook an offensive to push Allied divisions forward
through France.
Patton of the US Army and Field
Marshall R o m m e l  d i d  n o t
encounter e a c h  ot he r  i n  t h e
ensuing fight (Patton arrived a
week after the start of the offensive
while Rommel  w a s  wi thdrawn
following injuries from allied fighter
attacks.) Chr i s  Cr awfor d h a s
however pr oduced a  'what- i f '
scenario in which the two military
leaders are present at the time of
the conflict.

The display is clean. with the
map o f  t h e  Nor mandy a r e a
occupying two-thi r ds o f  t h e
screen, and the uncluttered status
display/unit information neat l y
taking up the remainder.

The map is a digitised aenal view
of N o r m a n d y  a n d  u s e s
mo n o c h ro me  t o  e x c e l l e n t l y

Hercules, s o n  o f  Z e u s  t h e
Olympian king of gods,  and the
man famous for his 12 impossible
tasks. j oi ned Jason f or  m a ny
adventures in search of the Golden
Fleece, A s  o n e  o f  J a s on's
Argonauts he  fought against a
horde of skeletons, and it is this
battle which the game celebrates.

You (Her cul es)  fi g h t  o n e
skeleton after  another  -  whi le
simultaneously at tempt i ng t o
collect all  1 2  Herculean Tasks.
represented b y  gl owi ng i cons
falling from the top of the screen.
To collect the Tasks. Hercules hits
them with his club. When he has
them all he can then go on to his

70/124 TGM T X  0 0 8 :  7-88

capture t he  atmosphere of  the
conflict. The units on screen are of
the relatively s i mpl e  squar e -
character type but also display
various strengths a nd levels of
power depending on the function
selected. A numerically strong unit
is shown as a  large circle and
morale as a series of cracks which
spread in the unit's character as
its confidence is weakened.

With three skill levels- beginner,
intermediate, e x p e r t  t h e
objective for all is the same: the
Americans must  progress a nd
capture key positions while the
Germans must hold off the attacks
to the final turn of  the game -
August B. Each skill level brings in
more functions and commands
expanding t h e  strategies a n d

'S L i r a
T O  M E
HERCULES
Gremlin Graphics

he Spectrum version of Hercules is credited to two
people: Des O'Toole for coding and Cheryl handling
graphics. The  Commodore version. by  contrast,
enjoys a  veritable hor de :  J o h n  Tom e tzk i

(programming) Andy Morton (music), Norman Illings and
Bob Hawker (graphics), while design needed Nicholas
Mills, John Tometzki and Des O'Toole. Collectively all
these people help make up Cynus Software,

final confrontation with Nessus, a
massive centaur .

The weapons are club, fists and
feet. I n  tr ue Barbarian fashion
eight combat moves are accessed
with tire pressed, all given names
such a s  Mountai n Shaker  a nd
Pluto's Messenger. There's even
Hercules trying to find the key to
defeating the skeleton -  Spectrum
screen

game possibilities avai lable t o
each commander. Various scales
of orders can be issued from single
commands t o  mul tiple act i on
orders. All commands are issued
through icons displayed i n the
status box, a speedy method both
slick and accurate.
HOW THE
AMERICANS WON
THE WAR
The beginner  game uses basic
strategies as an introduction, but
the strategy element is powerful
even at this level, so don't expect
a walkover.

The intermediate level brings in
an extra feature in the form of
modes of  execution, whereby a
unit can be commanded to take
up a normal, defensive or offensive
mode and perform against enemy

1fe4
an overhead blow much like the
decapitation move in the Palace
game, but it can be a source of
irritation since pushing up without
fire pressed turns Hercules to face
the other way.

A more original touch i s the
magical ability of  the creatures
which can only be harmed when
standing over  a  writhing snake
depicted a t  the  bottom of  the
screen. When Hercules is doing
well the snake shortens, i f he's
losing, i t helpfully lengthens. To
further compl i cate matter s a
Thank the Gods the enemy is not a
Majortaur - Commodore screen

units  ac c ord ingly .  Un it s  may  als o
be set modes for movement. The
modes of attack lifts Patton Versus
Rommel above a lot of wargames.
provides a large amount of depth
and opens up the possibilities of
creating e f f e c t i v e  s t r a tegi es
against the enemy.

The expert level is a full-blown
master conflict offering the player
all available options, functions and
commands. A k i n  t o  t h e
'nightmare' level i n Balance Of
Power, the expert game is tough
and tests  y our  ski l ls t o  t he
maximum.

At the end of each turn, Patton
or Rommel or both (depending on
who is playing whom) offer words
of wisdom based on the player's
implementation of strategies and
their effectiveness in operation.

The game continues to the last
hours of August 8, whereupon you

L SPECTRUM
Cassette: 0.99
Diskette: E12.99
The S p e c t r u m  v e r s i o n
awards onl y  o n e  l i fe a nd
energy is represented as a
tug-of-war  b e t w e e n
Hercules and the skeletons.
Graphically Hercules and his
enemies a r e  w e l l
represented, but sluggish to
respond to controls.
OVERALL 44%

spider descends from the screen's
top t o  steal  al ready col lected
Labours. Hercules must ha  the
spider to stop this happening. All
the Aegean mythological fun fails



we given a performance rat ing.
along with special treatment if your
performance was exceptional.

Patton Versus Rommel is one of
those delightful wargames which
looks - and to a certain extent is -
simple in play  bu t  has  enough
strategy t o  maintain interest .  I t
also offers the opt ion for one or
two players

COMMODORE 64/128
Diskette: E14.95
The gr a phi c s  a r e  w e l l
thought o u t ,  p r e s e n t e d
neatly and not just a mass of
statistics a n d  char ac ter s
cluttering u p  t h e  scr een.
With three skill levels and a
considerable a m o u n t  o f
game possibilities on offer ,
this is a deceptively complex
game. It is only available on
disk.
OVERALL 761
,
0OTHER FORMATS
No other versions planned.

" o n e  of those
delightful war-

games, simple in
play but enough

strategy to maintain
interest."

to stimulate; the games  based on
a tired formula and fails to bring
anything n e w  o r  ex c i t i ng l y
different to the genre.

COMMODORE 64/128
Cassette:
E9.99, Diskette: £14.99
Hercules has three lives and
his 12 Labours are helpfully
shown o n  s c reen,  wink i ng
out when they 're completed.
In addit ion eac h c ombat ant
has his  own  energy  bar.  All
these factors help make this
version eas ier  and a  t ouc h
more en joy ab le  t h a n  t h e
Spectrum game.
OVERALL 47%

OTHER FORMATS
Conversions are planned for
Amstrad: c a s s e t t e  £ 9 . 9 9 ,
disk E14.99, MSX:  casset t e
£7.99 a n d  A t a r i  S T :  d i s k
£19.99.
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xocet's second release continues th e  recently-
formed software house's policy o f promoting new
talent in the industry. Phantasm is written by Ron De
Santi — this is his first, graphically very polished,

release.

A phant as m i s  a n  il lus ion.  a
figment of  the imaginat ion which
may be  us ed t o escape f rom a
mundane, if not depressing reality.
Exocet's Phant as m s ees  y o u r
dreams t a k i ng  a  dec i dedl y
militaristic t u r n  w i t h  y o u  i n
command o f  P e g a s u s .  t h e
ult imate s pac e sk immer.  Under
the p o w e r  o f  i t s  inc red ib ly
sophisticated engines Pegasus is
soaring t hrough a  dif ferent  t ime
and galaxy past an eerily beautiful
moon. Th e r e ' s  n o  t i m e  t o
appreciate t he scenery, t hough,
because enemy spacecraft wait in

Doing batt le with a Striker craft in this Tau Ceti look -a-iike

ambush and a few dazzling shots
disable those wonderful engines in
seconds.

Stricken, Pegasus falls into the
moon's  g rav i t y  w e l l  a n d  i s
inexorably pu l l ed  d o wn  t o  i t s
surface. Impulse engines save the
vehicle f rom a  f atal c ras h and
provide power to move around -
and fight.  The moon turns out  to
be infested wit h masses of  alien
craft wit h lit t le bet ter t o do than
finish t h e  wo r k  begun  o n  t h e
Pegasus. D e f e a t i n g  s u c h
overwhelming o d d s  s e e m s
impossible, b u t  o u t  o f  s o me
obscure part of your mind comes
knowledge of the mysterious alien
Reconstitutions. These weird, and
immensely powerful dev ices are
named f o r  t h e i r  a b i l i t y  t o
reconstitute t h e  r e ma i n s  o f

destroyed alien ships. If you can
find, a n d  t erminate t hes e eight
alien artifacts you might lust stand
a chance

PHLOXER LASERS

Phantasm is presented in classic
Tau Ceti fashion, offering a pilot's-
eye v iew of 3-D combat  a couple
of metres above the surface of the
alien moon,  The joystick controls
left a n d  r igh t  mov ement ,  a n d
speed v ia f orward o r  bac k ward
movement -  rarely needed heighl

11911•661119• os s oon•
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OTHER FORMATS
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REVIEWS I

is cont rolled wi t h t he keyboard.
The skimmer's main weapons are
Phloxer lasers ,  b u t  t hes e  a r e
augmented b y  e i g h t  A M B s
(AntiMissile Blasters),  useful f or
defence purposes.  Aiming these
weapons is aided by a Backlash-
style radar scanner superimposed
over t h e  c ombat  screen.  Sinc e
both buildings  and enemy  ships
are shown as the same white dots,
practice is required to make best
use of this display.

Other instruments include ADF
(Automatic Direction Finder) and a
tracking i n d i c a t o r :  s t a t u s
indicators a r e  repres ent ed a s
windows a t  t he  bo t t om o f  t he
screen. Repairs  and  res tock ing
Pegasus i s  achieved b y  s lowly
colliding wit h an  enemy  military
supply dump.

There a r e  f o u r  l e v e l s  o f
increasing difficulty, selectable at
the start, t o prov ide a long-term
challenge. Complet ing the game Is
no easy task, especially without a
save option

ATARI ST Diskette: E19.95
Distinguished by the sor t of heavily detai led,  and graphical ly
impressive, i ns t r umenta t i on nor m a l l y  a s s oc i a t e d w i t h
Psygnosis, Phantasm i s  v e r y  attr acti ve a t  fi r s t  gl ance .
Presentation is further augmented by some nice sound FL But
highly derivative of Tau Ceti, It lacks the depth which made that
game so successful, As a pretty and fast shoot-'em-up,Pnantasm
is above-average and might be worth a look.
OVERALL 73%

An Ami ga conversion should be available towards the end of
June. No price yet.

61 .  . a  pretty and fast shoot-/em-up, Phan-
tasm is above-average "
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N E V E R  W A L K  A L O N E
FOOTBALL MANAGER 2
Addictive Games/Prism Leisure

F ootball Manager, devised b y  Kev in Tom s  o f
Addictive Games, has been an incredible success
story. Since its creation on the Sinclair ZX-81, six
years ago. over half a million copies have sold — the

game is even now still selling, proving that you don't need
fancy graphics or sound to make for a challenging game
with excel lent long—term appeal . Wh a t  a b o u t i t s
successor?
Football i s  t he s port  and  t eam
management is the game. Select a
team from the 92 available and the
task of  tak ing t hem through t he
Football Season begins.

The season begins  on Div is ion
Four, half a million in the bank and
extra money  f rom a  sponsoring
company. T h e  o v e r r i d i n g
objective is to progress to Divisior
One and win t he major Div is ior
and League Cups along the way.

The first difference between this
and the prequel is  that  the team
playing each match can be set up
to s u i t  t h e  manager ' s  tac t ics .
Eleven p l a y e r s  a n d  t w o
substitutes mus t  be available t o
play, ot herwis e t h e  ma t c h  i s
forfeited.

FIT AS A PARROT
Players have a  sk ill and fi tness
rating and plays against opposite
numbers accordingly .  The three
standard g r o u p s  a r e  u s e d :
defender, midfi eld a n d  at tacker
with a  goalkeeper a s  t he  fi nal
defence. Players  c an be  plac ed
anywhere in t he team,  although
players o u t  o f  t h e i r  n o r ma l
grouping enter matches with a skill
of 1.  howev er fi tness levels are
unaffected.

As before, you have no control
over the team during matchplay,
all you can do is watch as the game
unfolds. The match highlights are
best taken with a pinch of salt: at
t imes goals appear to be scored
and y e t  not hing happens ,  t h e
players move comically and mark
each o t he r  b y  f o l lowing t he i r
Setting up your attack squad one( to the match

opposite number ' s  mov ement s
exactly. T e a m  t a c t i c s  a r e
dependent on a number of factors:
players sk ill and fitness levels and
the t e a m ' s  f o r ma t i o n  a n d
groupings. Us ing t he s t rategies
and tact ics learnt  f rom watching
matches, you can train players to
perfect ball skills by increasing the
height and length the ball reaches.
A random element is also at work
just t o make sure no match is  a
walkover for a superior side. At the
halft ime mark, you can change the
team around, bring on substitutes

72/124 TGM T X  0 0 8 :  7-88

and c reat e n e w f ormat ions  t o
counter the play  and oppos it ion
tactics.

As usual,  play ers  c an  s uf f er
injuries du r i ng  t h e  g a me  (any
player having fitness of under 50%
cannot play) and they  c an take
some t ime t o  recuperate,  of t en
missing several mat c hes  wh i l e
receiving medical attention.

UNDER THE MOON
The team finances have to be kept

I ts  nail-biting time -  all you can do is watch as the match unfolds

under control at all times. Losses
in revenue are inevitable through
team overheads ,  l a c k  o f  ga t e
receipts and purchasing of players
-  but provided you remain solvent,
you're still in the League.

Players c a n  b e  b o u g h t  a t
various prices depending on their
skill level arid current fitness, Any
offers ma d e  hav e t o  b e  wit hin
acceptable l imit s  ot herwis e t he
player in quest ion is either pulled

out o f  t h e  t rans fer mark et  o r
bought by another team. As a team
moves up through the Divisions.
so t h e  v a l u e  o f  i t s  p lay ers
increases, a n d  as  matches  are
won and lost, the team positions in
each Div is ion change.  Af ter t he
final g a me  bet ween t h e  ot her
Division teams is played, the top
three teams of  each Division are
promoted wit h t he bot t om three
suffenng relegation.

With six years of football tactics
and games  t o draw ideas  f rom,
Football Manager P is a surprising

disappointment_ There is nothing
particularly new to the program to
make it worth the wait. However, it
has b e e n  a  l o n g  t i me  s inc e
Football Manager and though this
is no significant advance over the
original, the sequel is a good garrie
for football lanat ics because as it
marginally improves  on s ome of
Football Managers better points, it
will n o  d o u b t  hav e  t h e  s a me
massive long-term appeal

ATARI ST Diskette: E19.99
Text is predominant.  The match highl ights graphics are little
better than average,  wi th only spot sound FX. Use of the ST's
WI MP envi r onment i s  k e pt  t o  a  ba r e  mi ni mum w i t h a n
oversensitive mouse control  in use.  There are nine selectable
skill levels and save/load game position options.
OVERALL 65%

OTHER FORMATS
Also s c h e d u l e d  f o r  r e l e a s e  s o o n  o n  S p e c t r u m 48/128,
Commodor e 64/128 and Amstrad CPC all at E9.99 cassette and
E14.99 Disk, with Amiga and PC versions at E19.99.

4 1 1 1 6 1 1 M

a surprising disappointment and no
significant advance over the original .  "
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sequel to last year's blockbuster, Driller. The project
has been masterminded by Driller's authors Major
Developments and while the Freescape routine has

been technically improved it runs just 5% faster than the
Driller animation. The story tells o f the continuing saga
between the Ketars, a banished race, and their planned
revenge on the people of Evath

200 y ears  hav e  pas s ed s inc e
Drifier, a n d  t h e  Ke t a rs  h a v e
completed construction of Zephyr
One, a  powerf ul las er weapon.
Situated o n  E v a t h ' s  m o o n ,
Tricuspid, i t  is  aimed st raight  at
E I  h i n t e n t  o n  des t ruc t ion.
Zephyr One is  gradually  gaining
power f rom a  network  o f  ECDs
(Energy Collecting Devices.) Solar
power is captured and stored in a
crystal at the top of the tower-like
apex of  the ECDs. The energy -
when at sufficient level -  is to be
sent along the power line matrix
covering Tricuspid's  surface t o
subsequently de t ona t e  Ze p h y r
One.

Your objective is to patrol the 18
sectors of  Tricuspid disabling the
ECOs. and cut t ing t he potent ial
power supply  f rom Zephy r One.
achieved b y  s h o o t i n g  t h e
collection crystal. However, if your
target ECD is connected between
two other act ive ECDs  the shot
crystal immediately  regenerates.
The whole planet is like an intricate
chonese puzzle

As in  Dryiler, eac h o f  t he  18
sectors is  v iewed in fi rst-person

747124 TGM T X  0 0 8 :  7-88

The t a ck o f  co lo u r  t s m o re  t h a n  M illit 9  u p  f o r  b y  t h e  s l i ve d  (.
,
f  p l a y  S p e c t r u m
scre e n

There are more than enough geometric puzzles to keep even the most logocal of IMINIS busy for quite
some time - Spectrum screen

perspective and can be seen from
any possible posit ion. Dark  Side
otters t he lonely  adventurer n o
transport -  it  is  most ly  down to
footwork wi t h  oc c as ional h e l p
horn y o u r  jet -bac k pac k .  T h e
locations are displayed as if seen
through a  spacesuit  v isor -  this
also shows your instrument panel.
useful f o r  k e e p i n g  t a b s  o n
direction w h e t h e r  y o u ' r e
standing, c rawling or jet-packing
and the amount  of fuel and shield
energy you have. Shields and fuel
can be replenished by  collect ing
power crystals. Other objects  t o
be found on Tricuspid include the
tardis-like Telepod and Plexors -
which appear as geometric tanks
and act  as Tricuspid's  automatic
defence system. However,  mos t
objects discovered are  par t  o f
Dark Side's many puzzles.

The Commodore 84/128 Dark Side
Is not quite ready, but from what
we've seen of it, it lacks nothing its
8-bit cousins have -  except speed.
The screen shot shows the
awesome sight of Zephyr
One - and it's your job to disarm it



HALF THE GAME
Disabling the ECD matrix is  only
hall the game, there are a host of
puzzles to deal with. Solving them
is necessary if the game is to be
completed: f o r  e x a m p l e .
discovering t he ent rance t o  t he
underground network  of  tunnels
makes for eas ier explorat ion o f
Tricuspid.

Many of O f
-
t i l e r ' s  
f e a t
u r e s  
h a
v e

been incorporated; the adjustable
step size, angle of vision, and the
load/save facility.

TncuspIct Sphinx of treachery as the Kretar's power up Zephyr One
ary-Aon

PA S S I N G  GO!
DELUXE MONOPOLYGenius

his is an update of the original Monopoly released by
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programming team is Steve Barrett (sound). Antony
Scott (gr a phic s )  a n d  J o h n  B a l d a c h i n

(programming). Their previous work includes the original
Monopoly. Scrabble and Clued°.

Computer Mo n o p o l y  i s  a n
accurate enough representation of
the original to include some rules -
such as the auct ioning of  every
property you land on -whic h many
players do without. The game, for
those somehow unfamiliar with it,
is to travel around a board buying
up property squares which, when
grouped i n  s t reet s  c a n  h a v e
houses and hotels built  on therm
Should other players land on your
property they pay rent applicable
to the quality of  the property. At
the game's conclusion one player
ends up owning most of the board
since the other players have sold
the winner their property  t o pay
rent -a  monopoly!

FAST
MOVES
The c omput e r  g a m e s  ma j o r
advantage i s  t hat  t he  program
provides a n  opponent ;  a l l  s i x
Possible players can be computer-

To complete Dark  Side, all the
ECD crystals have to be destroyed
(though n o t  i n  a n y  part ic ular
order.) Dark  Side's  game plan is
more inv olv ed a n d  demanding
than that  of  its predecessor. Not
so much addictive as engrossing.
once y ou hav e brok en int o t he
game it becomes  difficult to stop
playing. T h e  ful l  potenti al  o f
Freescape has  been realised in
Dark Side,  whereas  before s tep
size a n d  ang le  o f  v is ion we r e
interesting, t h e y  n o w  b e c o me
essential parts of the game. Dark

Side. quite simply, is top class ana
certainly t h e  t r u e s t  a r c a d e
adventure yet seen

AMSTRAD CPC
Cassette E9.95
Diskette: E14.95
Similar t o  D r i t t e r ' s
implementation, t h i s
machine h a n d l e s  t h e
graphics well, incorporating
sharp, defined images. Using
graphics m ode - I  gi v e s  a
four-colour display of  clear
and attr acti ve l andscapes.
Plenty of spot FX and jingles
add s pi c e  t o  t h e  a c t i on
making Dark Side an essential
purchase for  Diller addi cts
and newcomers alike.

OVERALL 93%

controlled, b u t  s inc e y ou mus t
press fire to have them roll the dice
you c an ' t  s imply  s i t  bac k  a n d
watch the property  war develop.
Other advantages inc lude being
able to save the game and a shod-
game version which asks how long
It appears that Virgin/Leisure Genius have the monopoiy on computerised
board games
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SPECTRUM 48/178
Cassette 0.95
Diskette: E14.95
Playing si mi l ar l y  t o  t h e
Ams t rad vers ion but  largely
monoc hromat ic  -  a l t hough
the col our s  c ha nge  f r om
sector t o  s e c t or .  U s i n g
effective shading to highlight
the l andscapes var iations,
Dark Sic& runs slightty faster
on the Spectrum. Informative
spot FX a nd spar se music
make up the sonocs, but it all
adds u p  t o  a  s u p e r b
package; the sor t of  game
which i s  k e e p i n g  t h e
Spectrum market alive.

OVERALL 93%

OTHER FORMATS
Versions pl anned a r e  Commodor e  64/128.  ( a  mi te sl ow i n
gameplay at present but Incentive promise more speed; cassette
£9.99. disk E12.99. To come are 16-bit conversions for the PC,
Atari ST and Amiga (al though we are still awaiting ST and Amiga
Driller) later thie year.

"Dark Side is top class and certainly the
truest arcade adventure yet seen."

a game you want  -  in hours and
minutes -  then deals  out  a  f ew
property c a r d s  t o  g e t  t h ings
started.

When the game begins dice are
shown rol l ing i n  a  b o x  a t  t h e
bot tom lef t  o f  t he  screen,  t h is
nicely animat ed graphical f rill is
repeated for each go and after it's
finished the player's icon is shown
moving around the board while the
streets passed over are displayed
in large graphic detail, scrolling by
at t h e  bo t t om o f  t h e  sc reen.
(Fortunately there is  a fast mov e
opt ion which speeds this up.)

The new version of this steadily
selling computer game includes a
tidying up of the control systems.
with all commands  now grouped
together on a strip at the top of the
screen. The commands -  from left
to right  -  allow players to quit  or
save games, mortgage a property,
display what  street owners  have,
buy hous es ,  t r a d e  propert ies ,
collect rent,  roll dice to start the

next turn,  enable t he las t mov e
opt ion a n d  s w i t c h  b e t we e n
showing a player's finances or not.
The s mo o t h n e s s  o f  t h e s e
operations, w h i c h  c a n  b e
controlled by  joystick or keys, is
let down  s light ly  by  t he fi ddling
nature of  things such as  plac ing
houses ind iv idual ly  o n  t h e i r
properties.

COMMODORE 84/128
Cassette: £12.95
Diskette: El 595
The b o a r d  g a m e  i s  we l l -
translated, wi th some ni ce
spot FX l ike the tune which
plays when you pass GO. For
a game of  acquisi tion,  the
lack of money and mortgage
cards to conceal  under your
side of the board is a serious,
if inevitable omission, but i f
you w a n t  a  c o m p u t e r
opponent,  t h i s  g a m e
provides i t  i n a  ver y wel l
presented context.
OVERALL 74%

OTHER FORMATS
Convers ions  are planned for
Atari S i ' ,  A mi g a ,  P C  a n d
Apple II -  but  no informat ion
on prices  or release dates as
yet.

"The new version
includes a tidying up
of the control sys-

tems."

TGM T X  0 0 8 :  7-8875/124
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ource o f  myth  a n d  mystery, ma n y sh ips a n d
aeroplanes have vanished without trace since time
immemorial in the Bermuda Triangle. Few of the lost
in this area of intrigue have survived or returned to

report strange happenings. Of course many more craft
have traversed the triangle without the slightest hint of an
alien occurrence. Film, books and software have long
used the phenomenon as inspiration for material, now
Mirrorsoft present their notions in the guise of an arcade-
adventure.
Opening with a plane crash to rival
ikan Wamors • Bermuda Projec t
gives t h e  init ial impres s ion o f
attention to detail, a trademark of
Mirrorsoft 's r e c e n t  p r o d u c t s .
Following t h e  l e s s - t h a n -
comfortable landing on  a  s mal l
.sland wi t h i n  t h e  t r iangle,  a n

don't think this pilot will be flying again in a hurry

enticing t u n e  p l a y s  a n d  t h e
message to insert disk B nestles
beneath a n  at t rac t ive graphical
representation o f  t he  g a me  t o
come.

The aim of  Bermuda Project  is
to ge t  of f  t he is land.  You  fi nd
yourself s taggering t o  y our f eet
after being hurled from the plane -
by now merrily  burning away.  I f
you wa n t  t o  salvage any t hing
before it blows up your first task is
to extinguish the flames. Real-t ime
plays a large part in the game so
pausing for too much thought  is
not recommended.  Successfully
dousing the fire reveals a number
ot items to add to your inventory -
as does  following t he footprints
found close to the wreckage.

MY RUCKSACK ON
MY BACK
Playing very much as an adventure
-  wit h animated graphics  rather
than text -  Bermuda Project takes
brain r a t h e r  t h a n  b r a w n  t o
complete. Viewed from above, you
are depic ted as a well animated
man (c omplet e wi t h  rucksack),
walking around t he screen in  a
sometimes quite errat ic  fashion.

761124 TGM T X  0 0 8 :  7-88

R N A L  T R I A N G L

Movements a n d  dec is ions  a r e
controlled b y  t h e  mo u s e  a n d
options are called up in windows.
The u s u a l  E x a m i n e ,  G e t ,
Inventory, Load/Save et c  are all
there to utilise. The scenery scrolls
only when the character is at the
screens edge, but since there are

VERSION UPDATE

K A R N O V
Electric Dreams

Commodore 64:
Cassette E9.99
Diskette E14.99
Amstrad CPC:
Cassette E9.99
Diskette E14.99
IT I S  the task of  Karnov,  fire-
breathing Russian, to free his land
of evil Ryu's  demons and retrieve
the s tolen treasures of  Babylon.
His bat t le  t ak es  p lac e  i n  t h e
horizontally-scrolling Kingdom of
Creaminai -  see the full rev iew in
TG M007.

The overall look of the three 8-bit
games i s  o n e  o f  ex t raordinary
similarity -  as if  the program has
simply been down- loaded f rom
one t o the other.  This  technique
works fine on the Amstrad but fails
miserably on the Commodore 64/
128. The gameplay on the latter is

few sudden deaths waiting in the
wings this is not as irritating as it
might have been. Sound effects
are p r e s e n t  t h roughou t  a n d
although basic, they can warn of
impending danger or obstacles.

The plop and skeleton prov ide items necessary to your quest, but  watch out
for the scorpion!

Bermuda Project  -  an interesting
idea -  provides sufficient tasks to
keep you busy, and this, coupled
with the attractive screen displays,
makes a  pas s able  g a me  f o r
players with an adventure bent

ATARI ST Diskette: E24.99
Mouse control  of  the mai n character  is frustrating at  times
al though the scrolling is comparatively good. The island scenery
is attractive but  spar se a nd sound FX  l eave a  l ot  t o  t he
imagination. However  there is some small in-built incentive to
get somewhere -  al though the lack of hints available make it
perhaps tougher than it should be.
OVERALL 61%

OTHER FORMATS
An Amiga version will be released very soon, price C24.09

S •  s•  an interesting idea provides
sufficient tasks although tougher than it

should be."

Looking very similar to the Commodore 64 version. the Amstrad
game incorporates the best gamepiay

appallingly s l o w w i t h  aby s mal
sound accompaniment .  Graphics
on both machines are blocky but
the Amstrad gets away with it, and
in fact comes  a  v ery  c los e
second to the Spectrum game

Kama''
,  i s  
a  
m u
l t i
l o
a d  
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which mak es  casset te vers ions

more tedious to play, buy the disk
game if you can.

COMMODORE 64/128:
OVERALL 44%
AMSTRAD CPC: OVERALL
81%
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Ma k e  your  views count!
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I HAVE KNOWN NO FEAR AND
WOULD LIKE TO TASTE SOME!
Please send me a copy of Issue I of FEAR, Britain's most exciting new
Fantasy magazine, price E2.50 (post +packing included.

Name
Address

P o s t c o d e

0  I enclose E2.50 cheque fl  I enclose C2•50 postal order
Made payable to Newsfield Ltd please.

On the other hand, I 'm so excited by the prospect of FEAR that I would like
to subscribe, and I understand that there is a subscribers' discount plan and
some amazing special offers. Please send me the details immediately
Please tick this box if you would like subscription details:
Send form to:

FEAR OPENING OFFER, NEWSFIELD, PO BOX 20,
LUDLOW, SHROPSHIRE SY8 1DB

IF ,
1 A l m

HORRORS.F.FANTALISTENTHE AUFILM-MAKEEXPERTSIT'S
PALPABLE 11111TASTE FEANOW!

Please now: the contents bhown
on the Issue I cover above are only intended
to convey an impression and may
not be the same as the contents actually
published in the first issue.
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C U B B I N G  T O G E T H E R
VIXEN
Martech

orrine Russell certainly fills the packaging Martech
gave her for the cover picture, but does the game
pack as much in? The programmers o f Vixen are
based in Brighton and call themselves Intell igent

Design. The i r previous game fo r  Martech w a s  th e
graphically impressive C a tc h
-
2 3 .
The planet  Granath s pins  i n  a
parallel universe where dinosaurs
remain t he k ings  of  terror.  Over
eons t h e  t err ible l iz ards  h a v e
hunted m o s t  ma mma l s ,  a n d
almost every human, to extinction.
Only one, magical woman remains
to resist t hem -  the eponymous
Vixen. Raised by  foxes af ter her
abandonment in  t he wilderness,
Vixen is  able to t ransform into a
fox when necessary. Armed with
this gift and her lethal whip,  she's
a formidable heroine.

Vixen is composed of a series of
levels, the majority on the planet's
surface, w i t h  b o n u s  s c reens
played underground where Vixen
becomes her foxy alter-ego. The
main lev els  hav e  t h e  s uperbly
digit ised woman running to get to
the tunnel before t ime runs out.
Weapon poised, the foxy lady prepares to give the enemy& taste of her anger.
Less colourful than the Atari ST game, this version is faster and the main
character is equally well animated - Spectrum screen

Even at the slow pace of the Amstrad game. Vixen has to stop tor rho occa-
sional rest - Amstrad screen

78/124 TGM T X  0 0 8 : 7
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Attempt ing t o  prevent  t his  and
make her their next meal are a wide
variety o f  s ma l l ,  b u t  d e a d l y
dinosaurs. Vixen can kill these with
her wh i p ,  t h o u g h  s o m e  t a k e
several hits -  unless she is armed
with the Mega Whip found in the
bonus level.

This sec t ion i s  accessed b y
complet ing a  level wit h t he Fox
Time indicator,  at  the t op of  the
screen, on  max imum,  Increasing
Fox Time  is  done by  collec t ing

In possession of the Mega-whip, the
enemies of Vixen are dealt deadly
blows -  ST screen

Fox's h e a d s  h i d d e n  i n  b a g s
hanging from trees. Using the whip
exposes what's in them, as well as
the contents of small obelisks on
the ground.  Contained within the
obelisks are gems (points), clocks
(extra t i m e ) ,  s k u l l -and-c ros s
bones (smart bomb),  fox's heads
(lives) and mystery objects which
boost your score.

At the end of a level the amount
of remaining time is translated into
extra point s  and,  i f  Fox  Time is
sufficient, V i x e n  i s  s h o w n
metamorphos ing into her bushy-
tailed other sett. The aim of  the
bonus game is to collect as many
gems  as pos s ible wh
,
Fe  s t i l l  
g e t t i n g

AMSTRAD CPC
Cassette: E9.99
Diskette: E14.99
A ni ce  ti tl e page,  but  t he
game r api dl y  deter i or ates
from this point.  Scroll ing is
poor, the main character  is
barely adequate and moves
very slowly.  Wi th mediocre
graphics and poor playabillty
it's very much the worst of
the group -  even with three
game versions.
OVERALL 42%

OTHER FORMATS
A conversion is expected for
the Amiga: E19.99

to t he  end  o f  t he level.  Some
obelisks c o n t a i n  Mega-Gems ,
and, unless Vixen loses them by
dying, they add bonus  points  ai
the end of a level_

Much has  been made  o f  the
game's i n t e n d e d l y  s e x y
packaging, b u t  b e n e a t h  t h e
skimpy leotard,  a n d  admit tedly
very fine graphics on both versions
(and good tune on the SI), Vixen is
an a t t rac t i v e  a n d  i n v o l v i n g
Thundercats- type p r o g r a m
without o f f e r i n g  a n y t h i n g
sign ificantty new.

COMMODORE 64/128
Cassette: 0.99
Diskette: £12.99
Lacking t h e  n e a t  m a i n-
character animation of most
of the other versions -  a few
frames o f  movement  a r e
missing -  the game makes
up f o r  i t  w i t h  s pe e d .
Gameplay i s  f u r t h e r
improved by an in-game tune
-  non-existent on other 8-bit
versions -  that adds to the
atmosphere.  Never the l ess
the game remains weak and
repetitive a nd i s l imited by
the i ncl usi on o f  onl y  one
version.

OVERALL 61%

SPECTRUM
Cassette: E8.99
Diskette: E14.99
No less than on the ST, Vixen
is exce l l ent l y  a ni m a t e d.
though lack of  backgr ound
graphics makes  i t  sparse.
Playability is much the same,
albeit with five lives instead
of the ST's ten. No multilo ad.
but the tape has three game
versions, e a c h wi th a  ti tl e
page, b u t  n o t  m a r k e dl y
different in-game graphics.
OVERALL 60 (
1
/0ATARI ST
Diskette: E19•99
A superbly digitised loading
screen e s t a b l i s h e s
consistently pr of e s s i ona l
use of ST graphics, Scrolling
Is bel ow par,  but adequate,
and ecl ect i c backgr ounds
work w e l l ,  w i t h  a n i m a l
camouflage sometimes too
effective.
OVERALL 615
,
0

1 •  • • an attractive,
involving program
without offering
anything signifi-

cantly new."



VERSION UPDATE

P L AT O O N
Ocean

ATARI ST: E19.95
PC: EARS

ALMOST s ix  mont hs  af t er t he
anginal 8-bit games came out to a
critical recept ion c omparable t o
that of the mov ie (TGM003 CCA
92%. TGM1304 Spectrum 84%) the
16-bit v e r s i o n s  a r e  fi n a l l y
appearing. The Atari ST and. as yet
unseen Amiga. conversions are by
Choice Softwar e,  whi l e Ni c k
Sheard has  managed t h e  P C
version solo.

Both games adhere closely to

the original s t ruc ture,  wi t h  s i x
distinct sections. The first has the
player guiding a platoon member
through a  maze-like pat t ern o f
jungle paths.  While avoiding t he
gunfire and traps of the Viet Cong
you mu s t  fi n d  t h e  explos ives
required to blow up a bridge. The
next lev el involves  t he  plat oon
searching a  v illage f or essent ial
equipment  arid a trapdoor.

Section t h r e e  o p e n s  t h e
trapdoor and gives  you t he 3 -0
point of  v iew of  a soldier in the
VC's t u n n e l  n e t w o r k .  A n
'intelligent ' cross-sight allows you
to move through the tunnels, shoot
enemies when they appear and. in
different circumstances. examine
objects. Flares  a n d  a  c ompas s
should be collected t o go on t o
section four where you emerge in
a bunker, An enemy night  attack

More colourful and sonically pleasing than the PC version although play slows
down nohcably when two or more soldiers are on-Screen -  Atari ST screen
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18th century and the war of American Independence.
The newly emerging American colonials fought

British troops in a bid to free their country from the British
yoke. Sons Of Liberty uses the conflicts of Bunker Hill,
Monmouth and Saratoga in this opportunity to change
history. With over 50 strategy games under their webbing,
the California-based company is undoubtedly leaders in
the (battle)field.
You may control either side in any e i t h e r  side in the form of difficulty
of the three scenarios, using either l e v e l s .  Unit  morale, efficiency and
keyboard or joystick for the main f a t i g u e  all play influential parts  in
control functions and commands.  t h e  wargame.  Th e  intermediate
Each s ide cont rols  infantry and
cavalry with artillery providing the
facility for ranged combat. A non-
hidclenitudden movement  opt ion
is offered together with three skill
levels: bas ic ,  int ermediat e a n d
advanced. O p e r a t i o n  P o i n t s
control t he amount  o f  mov ing.
combat and ot her ac t ions  t hat
units perform,

Different t errain af fec ts  point
expenditure i n  m o v e m e n t .
Ammunition l e v e l s  c a n  b e
redefined, reinf orc ement  t i me s
changed and handicaps placed on

Berioatti the awfui colour scheme liss a very good game - PC screen
must b e  f ought  o f f  wi t h  s ome
accurate shoot ing and judic ious
use of flares to illuminate the jungle
when necessary. You may survive
only to learn an American air strike
is planned o n  y our area o f  t he
jungle. A  compass  indicates the
direction you are facing but it 's up
to you to find the correct way to a
foxhole. Unfortunately  once there
you fi n d  ev i l  Sergeant  Barnes
hidden inside, determined that no
one else should share it with him.
Five direc t  grenade hit s  on  t he
foxhole are necessary to save your
platoon.

The PC vers ion begins  wit h a
tune whic h wou ld  embarrass  a
Spectrum, b u t  s o u n d  i s
subsequently r a r e l y  u s e d ,
whereas t he Atari ST game has

Cab ati._ . 1 I G  T H E  Y O K E
level brings in addit ional functions
including u n i t  d i s r u p t i o n ,
redefining unit  format ions,  and a
reconnaissance opt ion.  Line-of -
sight rules also come into effect at
this level.

The adv anc ed lev el inc ludes
options t o  b u i l d  fort ifi cat ions ,
command unit s  wi t h  t heir  o wn
individual leaders  a n d  u s e  a
Command Control rating based on
a unit 's  current state, it  also only
awards a  l i mi t e d  s u p p l y  o f
ammunit ion. T h e  C o m m a n d
Control rat ing determines a unit 's
strength a n d  t h e  n u mb e r  o f
Operation Points available.

Despite the fact that SSI are still
using the block character graphics
of half  a  dec ade ago,  Sons  O f
Liberty i s  a  wi n n e r  w i t h  i t s
comprehensive strategic play and
possibilities.

Reviewing the situation on the island of Bunker hilt, looking towards Breed's
Hill - Commodore M  screen

continuous bac k ground mu s i c
and suitably  blood-curdling R I
Graphics on bot h machines  are
fine although the ST's  are by far
the best seen so far for this game
— an EGA card opt ion would have
been n ic e  f o r  t he PC,  Plat oon
remains a tough game to play and
the fl ick-screen effect  of  the PC
adds nothing to aid your task. The
ST scrolls quite well (although the
game s lows  d o wn  dramat ically
when t here are  more  t han t wo
soldiers on screen at one time) and
high scores are thoughtfully saved
to disk . .  Bot h vers ions  s hou ld
provide a long, hard s log before
the final foxhole confrontation.

PC: OVERALL 83%
ATARI ST: OVERALL 90%

COMMODORE 64/128
Diskette: E24.99
As w e l l  a s  b e t t e r
presentation, what  Sons Of
Liberty r e a l l y  n e e d s  I s  a
r efer ence c a r d  l i s t i ng t h e
Commands -  e s s e nt i a l
considering t h e  n u m b e r
available t o  t h e  pl a y e r .
However, the game is what
we have now come to expect
from SSI, powerful  strategy
combined with an extensive
array o f  c om m a nds  t o  us e
and imOement. A pity SSI are
still making little use of the
host machine's capabilities.
OVERALL 77%

OTHER FORMATS
Sons O f  Libert y  i s  t o  b e
released on disk for the Atari
range of computers at £24.99
along w i t h a  P C  ver si on
priced at E29.99.

1 1 p o w e r f u l
strategy wi th an

extensive array of
com m ands to

use "

TGM T X  0 0 8 :  7-8879/124
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DESOLATOR
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conversions is probably unique in using an original
name rather than the arcade game's. This conversion
of Sega's Halts O f  Kairos was programmed b y

Source Software, a l so  responsible fo r  Activision 's
Predator

Mac is a heroic young adventurer
destined to fight his way  through
the ha l l s  o f  Kai ros  res c ueing
kidnapped children hidden behind
the c as t les  mirrors .  Punc h ing
shields b reak s  t h e  p o we r  o f
mirrors releas ing t h e  c h i ld ren
trapped inside, Once a sufficient
number o f  inf ant s  h a v e  b e e n
collected, Ma c  t rans f orms  in t o
Macho Man and with his boosted
strength 'desolates' all in his path.
Such magical transformations are
vital in a struggle with an enemy as
great as Lucifer himself.
BIG MAC FRIES
Desolator begins with Mac having
Just entered the enemy's territory

VERSION UPDATE

which is segmented by numerous
walls -  these can be crossed by
pushing open  doors ,  punc hing
down fl i m s y  b a r r i e r s  a n d
teleport ing via warp tiles. Trying to
prevent you reaching the final level
is a horde of villains ranging f rom
zombie-like Henchmen to Firemen
who hurl fi reballs and Armor who
throws s words .  Y o u r  fi s t s  c an
destroying t hem,  b u t  weapons
such a s  b o mb s  (Spec t rum) o r
boomerangs (C64/Arnstrad) may
be found to more easily dispatch
your foes. Alternatively Mac  can
do f o r wa r d  fl ips  t o  p a s s  b y
especially powerful opposit ion.

Scattered a long y ou r  b loody
route a r e  m o n e y  b a g s  a n d

B E Y O N D  T H E  I C E
PA L A C E
Elite Systems

Spectrum Cassette: £8.99
Diskette: 02.99
THE w i s e  o l d  s p i r i t s  h a v e
thoughfully shot  a  sacred arrow
into the air and decreed that the
person fi nding it  will be the one
chosen t o  des t r oy  t h e  e v i l
presence t hat  n o w engulf s  t he
land beyond the Ice Palace. The
game w a s  f ulhy  rev iewed  i n
TGM007

Bold a n d  colourful sprites,  a

snaz t it le t une and neat  s ound
effects mak e t his  a n  enjoyable
seek-and-destroy g a m e .  T h e
layout of the various obstacles, as
well as the ferocity of the denizens.
will challenge al l  bu t  t he  mos t
skilled o f  loy s t ic k  wie lders  -
practice is recommended,  Overall
a very  playable addit ion t o  t he
Ghosts G o b l in s  genre,
SPECTRUM:
OVERALL 75%

Findong the sacred arrow is enough to send you all of a quiver

Mac t ights  his way  through Kairos 's  hordes  to tree the chtidren - Amstrad
screen

question mark s  t ha t  t urn y ou r  c on f r on t a t i on  w i t h  K a i r o ' s
enemies int o t reasure ches ts  -  e n d l e s s l y  mu l t i p l y i n g ,  fi r e -
even the fire-spitt ing deers • heads b r e a t h i n g  heads, If you manage to
can be turned to your advantage, d e s t r o y  all the heads it's on to the
At the end of earh level there is a n e x t  level -  and load,

AMSTRAD
Cassette: 0.99
Diskette: E14.99
I ncorporat ing mu c h  b o l d e r
colours  than the C64, gives it
a more cheerful if  s omewhat
less evocat ive look. As on the
C64, progres s  is  perhaps  a
lit t le t oo easy, alt hough one
improv ement  is  a  panel  on
the lef t  s howing h o w c los e
Mac  is to fi nishing the game.
Anot her un ique  f ea t ure  o f
this vers ion is  a fl icksc reen
rather t h a n  s c r o l l i n g
presentat ion -  f o r t unat e ly
this doesn't  affect gam eplay.
Sound is  s imilarly  ef fect ive,
but  l imi t ed t o s pars e FX t o
help m a k e  t h i s  o n l y  a n
average game.
OVERALL 63%

OTHER FORMATS

SPECTRUM
Cassette: E8.99
Diskette: E12.99
Purely monoc hromat ic ,  t his
vers ion compensates  wit h a
more detailed,  realis t ic  3 -D
effect. Th e  s at is f ac t ion o f
sending t h e  s o l i d - l ook ing
enemies  fl y i n g  i s  m u c h
bet ter t h a n  o n  o t h e r
versions, but  during the end-
of-level c onf ront at ion w i t h
the h e a d s ,  s p o t t i n g  t h e
fi reballs  i s  harder ,  ma k i n g
success that much diffi cult  -
If n o t  i mp o s s i b l e .  1 2 8 K
owners  benefi t f rom a single-
load g a me ,  e v e n  s o  t h i s
arcade c o n v e r s i o n  n e v e r
really  s t ands  o u t  f r o m t he
c rowd.
OVERALL 67%

COMMODORE 64/128Cassette: E9.99
Diskette: E1419
Like the Ams t rad game,  this version sacrifi ces detail for colour.
It work s  quit e well,  i f  a lit t le blandly ,  and wi t h  t he charac ters
smaller than on the Spec t rum there's  more room to manueuvre,
mak ing it poss ible to progress  merely  by avoiding enemies.  This
s light  fl aw affects cassette owners  more as it brings up the mult i-
load t hat  muc h  quicker.  Nevertheless  t he s moot hnes s  of  t he
scrolling a n d  a  reas onable in -game t une he lp  mak e  i t  a l l  a
generally  enjoyable,  if not  remarkable convers ion.
OVERALL 65%

An ST vers ion with several added features is expected at £19.99,

16 • • • generally enjoyable, If not
remarkable conversion"
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I S P I D E R  R O B O T  IN
T H E  J U N G L E
ARAC
PC LEISURE/PRISM LEISURE
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in late 1986, Arac was released in America in the Epyx
Maxx Out! series as Spiderbot. The game has been
licensed back from Epyx and released in the UK

through PC Leisure (a new subsidiary of Prism Leisure).
The PC version being written b y  FACS Entertainment
Software,

Things are going horribly wrong in
the elec t ronic  j u n g l e .  T h r e e
nuclear reac tors  i n  t h e  nearby
Citadel a r e  go ing  c rit ic al a n d
unless shut  down,  t he jungle is
going to permanent ly glow in the
dark.

Arac the robot, armed only with
a net, enters the Citadel to try to

Arac my brain for a caption -  the heroic droid makes a net loss, perhaps he
Should utilise Spiderbot mode

VERSION UPDATE

stop the meltdown -  30 real-t ime
minutes away .  T h e  Ci t adel  i s
guarded b y  plas ma-bolt -fi r ing
robots and with only a net to help
him Arac  has  his  work  cut  out .
Fortunately, h e  i s  c apab le  o f
transforming i n t o  Spiderbot ,  a
radioactive b o l t - fi r i n g
arachnidrold. H e  does  t h is  b y

R O C K F O R D — T H E
A R C A D E  G A M E
Melbourne House

Amiga: E19,99
TWO months after conversions for
the ST and PC (review in TGM006),
Rockford Is here f o r  the Amiga.
Retaining the much-copied basics
of t h e  B o u l d e r d a s h  g a m e .
Rockford s c u r r i e s  a r o u n d
collecting o b j e c t s ,  a v o i d i n g
enemies and manipulating various
magical items. The arcade game
has Roc k f ord ex c hanging h i s
distinctly bug-l ik e f eatures  f o r
rather more human ones, playing
a Hunter. Spaceman and even Dr
Frankenstein on the game's  five,
selectable worlds.  Each world is

made up of four levels consist ing
of approx imately  four screens in
size pac k ed wi t h  brain-teas ing
puzzles to be completed within a
t ime limit.

This version has  some superb
tunes and  s ound FX,  improv ed
graphics with a more subtle use of
Colour and  a  new,  ps eudo-3-D
effect -  but  i t  is  probably  bes t
dist inguished b y  t h e  s u p e r -
smooth s c rol l ing.  Nev ert heles s
presentation remains a great deal
less than one would expect of an
arcade game, while changes to the
graphics, in favour of some tacky
new ones  -  s uc h as  t he  c ook

finding and at taching t o  himself
two robot ic  legs  a n d  a  power
generator. A r a c  c a n  o n l y  r u n
trundle through the complex  and
spring up  onto low ledges  while
Spiderbot can scuttle along floors
and hang f rom ceilings. In some
screens, the ceiling is the only way
to progress.

SMARTIE WEB
By t hrowing t he net  a t  various
creatures inhabit ing t he Citadel.
Arac can store them in his portable
cage for use when needed. Once a
creature is released from the cage,
it will,  i n  return f or its  f reedom,
perform a specific task. The Rock
Hopper opens the Fist needed to
activate Spiderbot ,  t h e  St inger

helps Arac reach high ledges, Big
Borer gnaws  through walls ,  t he
Ray blinds snooping Citadel radar
and t h e  M a n  o f  W a r  f us es
electronics opponents .  Some of
the creatures drain Arac's energy
on c ont ac t  -  c aged c reatures
escape if Arac's energy is too low,
Energy is also lost by falling down
deep holes, taking fire from robot
guards or by  staying t oo long in
energy-draining Spiderbot  mode.
Lose a l l  energy  and  t he  game
finishes in defeat.

Arac can be played either as a
full or short  game, with the robot
having to start f rom scratch in the
former, or. in the latter, begin with
the Spiderbot  already assembled
and a few creatures trapped in the
cage.

PC
Diskette: 0.99
The traits of the PC strike again with the familiar limitation of four
colours on screen (CGA is the only colour  mode catered for),
abysmal sound and equally dire graphics. The action is standard
platforms-and-ladders,  but it has the simple appeal common to
many games of this type. While Starquake freviewed in TGM 007)
had speed and action,  Arac is more sedate.  Little pressure is
placed on the player and It's all very uninspiring both graphically
and in play. The Spiderbot mode and the puzzles make it more of
an arcade adventure than most and as such it is enjoyable and
absorbing, if a little tired looking.
OVERALL 60%

OTHER FORMATS
Amiga and Atari ST versions are scheduled for release around
November  at E12•99 each.

66 e n j o y a b l e  and a b s o rb i n g . . . "

. . . • • • • • •

The kitchens of Ryssandra are obviously too much for Rockford

collecting a p p l e s  wh i l e  b e i n g
Chased b y  hamburger-snakes  -
have r e mo v e d  m u c h  o f  t h e
original's appeal. Underneath the
graphics, however.  gameplay  is

REVIEWS

virtually unchanged and i s well
worth a look if you're not already
an addict.

AMIGA: OVERALL 76%

TGM T X  0 0 8 :  7-8881/124



Your plane has ditched
on a mountainous

plateau somewhere  in
deepest Tibet. You and
your companions are

alive but recovery Mom
the impact is short-lived
- a large shape is moving
towards you as it gets

closer you rub your eyes
in disbelief. a Dinosaur! -

where  are you...and
when? Now you learn to

survive in a world
untouched by modem
life -  a world  frozen in

time. Stunning graphics
and startling action in
this thrilling innovative

game.

AND BE
HIGHEST

YOU
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01
k
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Ocean Sof tware Limited • 6 Central Street • Manchester • M2 5NS •

You are one o f  the Elite -
a handpicked, crack

trooper in battle against
a formidable enemy.

You'll need all your skill to
take advantage o f  every

situation. stamina to
keep on going where
others would fail and
courage to face the

ceaseless bombardment
by enemy troops.

helicopters and artillery
and if  you survive Army
Moves you'll have some

great tales to tell!
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:E TRUISM' 11
The Award winning fi lm

by Oliver Stone has beer
stunningly transcribed tc

the so f tware
enterta inment med ium
creating a Blockbuster

Compu te r Game. Hailed
as the "Best Film Tie-In tt
date" -  the program has
received brilliant revieyvE

on all fbrmats. Special
boxed pack containing a
FREE filni poster, game

picture  and audio
cassette  o f  Smokey

Robinson's classic song
"Tracks o f  my Tears"

Eons have passed... yet
despite apparent

inihilation in the origins
ARKANOID game,

Dimension-controlling
fo rce  "DOH" has come

back to Ilib, and
occupying the huge

space cra ft  ZARG. has
entered our Universe.

ARKANOID type space-
fighter m i x
-
r E c  
r u n s

through long forgotten
CUT vu ter data until it

finds the answer to this
throat.,. "VAUS 2
- i slaunched and speeds

towa rds the threatening
alien presence. betbre it
can extract its revenge...

"The Reve,npe of Doh-
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and gave the company
a turnover of  £850 mil-
lion l as t  y ear.  wh i c h
represents a  l o t  o f
Master Systems.  Ca r -
tridges a n d  o t h e r
peripherals. Canada is
also prov ing a  g o o d
business g r o u n d  f o r
S e v  -  lust as it  is  for+(-;

NI  V s  a r e  n o w
Super Mar io

bouncing a c r o s s
roughly 5  mil l ion Nin -
tendo consoles in  t he
States at  the moment .
Going by sales charts it
is t he  bigges t  sell ing
'toy'. Brit ish-made soft-
ware is at Number l and
Number 7 now [Rare's
Pro-Am R a c e r  a n d
Wizards And warriors.]
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011FIrange, C o m m o -
dores have always been
popular -  t he  Amiga
appears t o  h a v e
squashed the Atari ST
and along with IBM PC
is the most popular 16-
bit machine going. Soft-
ware i s  d is k -bas ed,
cassettes nev er  h a p -
pened. A  deal  o f  UK
software is  licensed to
major U S  publishers ;
recently Thing Bounces
Back ( G r e m l i n
Graphics), dubbed Coil
Cop and Prism's  Arac
(US t i t l e:  S pi de r bot
went to EPYX

BC 124 TGM T X  0 0 8 :  7-88

COMPUTERS
Pack your suitcases we're off on a whistlestop tour
around the globe to see where the major home com-
puters are most popular
compiled by RICHARD EDDY

IPTAlan dis t ribute t he
•  I ST g l o b a l l y  a n d
you'll even find it on sale
in the Caribbean (on the
shelf next to the sun tan
lotion) and in the States
it's selling reasonably,
though rec eiv es  l es s
support  than it  does in
Britain.
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AmstradAmstrad w i t h  t h e
biggest European mar-
kets outs ide t he UK -
Vorsprung D u r c h
Schneider as they say.
because Sc hneider i s
the n a m e  o f  t h e
Amstrad mac hines  f or
our European c hums .
Similar support  t o  t he
ST f r o m  s o f t w a r e
houses s u c h  a s  E r e
Informatique [French -
Get Dexter(s)1, Loriciels
[French -  Super  Ski] .
Rainbow Arts  [German
-  Bad Cat, Great  Gone
Sisters) a n d  Di n a mi c
[Spain -  Army  Moves,
Game Over]

UNITED STATES 0

SrAri t h a growing mar-lket  o f  STs  i n  t h is
country it 's already the
most p o p u l a r  t  6-bit
home mic ro around. By
the end of the year Atari
hope t o  shif t  anot her
100,000 u n i t s  ( e v e n
though t h e  pr ic e  has
risen by £50)

MERICA
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Spectrum t h e
remains m a i n l y  a
Brit ish-only ma c h i n e ,
Spanish and Portugese
markets are doing well.
Though there is little evi-
dence o f  P o r t  ugese
software houses. Spain
gets s o m e  at t ent ion
over here f rom Dinamic
which licenses its prod-
ucts [ A r m y  Mo v e s .
Game Over to Imaaine•

e r n  Germany the ST is
U I a popular  mac hine
and Atari is due to give it
a bigger push this year
with a target sales figure
of another 400,000 units
by the end of 1988. Sup-
port is high with several
software houses [Rain-
bow A r t s  I  a n d
magazine coverage i n
Happy C o m p u t e r .
Power P l a y  a n d  S T
Magazin.
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11.111ance in '82,  the
ZX Spectr um i s  t h e
most popul a r  8 - b i t
home micro in the UK.
Amstrad r emai n c o y
about cur r ent  s a l e s
fCgures for the + 2 and

3, but they have top-
ped the million mark. A
good sale of  + 3  disk
software is reckoned to
be a b o u t  1000-pl us
units.
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micro i n 8
-
b i t

e UK has
found a faithful, steady
user ba s e .  A M  strad
otter no sales figures.
but deny rumours about
axing the  CP C range
Though software sup-
port rides high, without
essential E u r o p e a n
sales, the  CP C could
lose on the conversion
side.
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Amstrad CP C.  i n  i ts
many guises, is found in
some odd places -  and
Chile is a very odd place
indeed. Nearer to home,
they are also f ound in
Poland and Gibratta_
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trUke the UK.  Atari
Warm to sell 100.000
STs into France before
December. Good sup-
per! with French soft-
ware companies such
as Ere Informatique,
tartlets and Feel
mosl of their games are
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OA Spain h a s  t h e
next largest shar e o f
MSX users - in fact of all
the computers owned in
Spain 40% are part of
the MSX range. France
comes a close third, but
in the UK we are trailing
behind -  wotcha wait-
ing for guys?!

DilCommodore
DIIMmachines, a l l
vaneties, find firm bases
from which to sell and
establish a  solid user
base. In Europe you'll
Ina the highest number
of C o m m o d o r e
machines i n the  UK.
France, Spain, and Ger-
many. Worldwide sales
of the Commodore are
in excess of 9.5 million
units wrth 600.000 of
those being Amigas -
the largest European
Amiga market is Ger-
many. Meanwhile, here
in the UK Amiga sales

approximately
40,000 units.

BBCOutside t h e  U KItaly i s the most
popular BBC  base i n
Europe, wi th sales of
E1.25 million i n 1987.
The rest of Europe pro-
vided a tidy £2.69 mil-
lion in all.
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has been availa-
ble in the UK for a year
now a n d  s i nc e  i t s
launch has turned over
ZS million -  and that
figure is increasing by
the day.  In the rest of
Europe i t's popular  in
France and Germany.

0  USSR
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LIJ market. b u t
Spectrums are in evi -
dence in Egypt and Sri
Lanka. May be of use in
camel control but you'd
probably get the hump.

MAUR
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east o f  Madagascar
called Mauritius. It was
discovered i n the  7th
Century and is now an
independent state in the
British Commonwealth.
It has a tropical climate
and is frequently struck
by cyclones.  A n d  i f
you're on holiday there
you'll b e  pl eased t o
know that the Amstrad
CPC is on sale there.

CBM

EAS

•  CHINA

Commodore has
a reasonably suc-

cessful cul t  fol lowing
down under,  but more
recently t he  Commo-
dore 64/128 and Amiga
have really taken off -
especially i n the  New
Zealand market. Com-
modore was unable to
provide any figures but
said, modestl y,  t h a t
they w e r e  'pl eased'.
Most s o f t w a r e  i s
imported and has a very
high price point.
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the MSX is at the
height of its popularity,
with an estimated 2 mil-
lion uni ts  doi ng t h e
rounds -  o f  w hi c h
500,000 a r e  MS X -  Ils.
Games sell byt he  ton-
load a nd ar e al l  car -
tridge/disk based

APAN

B B C '  you may have
you

 the UK is
where the biggest base
of A c o r n / B B C
machines can be found
in their  many varieties
[Electron, BBC-B, BBC -
Master. Master  Com -
pact, Archimedes.) And
the company whistled
to a tune of C2 , 6 million
in sales last year.
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launched in Australia -
presently dominated by
Commodore and BBC
machines -  so no infor-
mation t o report from
down under .  However
there is a cult following
of the  Sega r ange i n
Hong Kong -  simply
because i t ' s  m a d e
there,
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in Australia. mainly
as a n  educat i ona l
machine, wi th sales at
around £ 1 . 7  mi l l i on
Meanwhile, i f you're in
the Far  East and have
bought a BBC machine
you've contr ibuted t o
the E1.82 rrlilliOri sales
figure.
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The Star tour  Went is plastic.
with holographic writings that
seem to pop off the surface.

There is also a magnetic strip which
has been encoded with my name (talk
about Bi g Brother.) The  attendant
places the ticket in a plastic sleeve
and loops it around my neck.

I a m  then al lowed t o enter  the
Transition elevator  a l ong w i t h a
number of  fellow passengers. The
domed lights dim with each shake as
we begi n our  1500-foot descent
below the surface. An invisible hand
seems to give me a gentle push on the
head as the elevator groans to a stop,
and the doors open onto the year
2019.

A guard clad in black and silver
greets us as we queue up before the
turnstile of Security Scan_ A  digital
voice instructs me to insert my ticket
into the glowing slot. An overhead
light then comes on as  the voice
states that my height and weight are
now being recorded. Additionally, my
psycho-spiritual state is also being
viewed. A monitor glows, displaying
my face swathed in a myriad of pastel
colours The voice returns and informs
me that I  may pass into the main
concourse. The holding bar  swings
away and I walk through.

In the Tour wetting area, shuttle
esimeepens can watch the massive
moleiscreen presentation
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It's the biggest, most extravagant computer
game In the world, up to 45 can play at one time
and It takes you beyond the Moon to Jupiter.
Marshal M Rosenthal reports on the latest
Shuttle flight from Canada -
The CN Tower in Toronto, Canada, is the largest free-standing
structure in the world. You look up at it and say, 'So what, big
deal, who cares?' But there's more to this needle in the sky than
meets the eye. Inside are the usual everyday shops and
restaurants, with one exception: Tour Of The Universe. Instead
of buying lunch, how's about flying to the stars?

urchasing a ticket to visit Jupiter M E  O Z O N E  Z A P
seems a bargain — only $t 0.95i

Airports have come a long way since
my time. There are a variety of exhibits
that i nc l ude ,  a m o n g  o t h e r s ,
Milestones in the Conquest of Space.
There are also displays of computers.
strange devices from other galaxies,
as well as a  hodgepodge of space
paraphernalia. Most impressive of all
is t h e  Mul tivision di spl ay.  T h i s
occupies an entire wall and is made
up of  64 color monitors. They can
work together as a grid to display a
single image, or segment a variety of
visuals at the same time. Images are
displayed about  upcomi ng flights,
Interesting facts, even adverts.

Our flight number is finally called
over the PA system. Passport Input
prompts me to again insert my ticket
and then answer various questions
presented on a  touch screen. This
information is also sent down into the
Central Scrutiniser computer. I then
enter the tunnel that leads into the
Inoculation area.

envision hideously white-garbed
fiends spraying me with foul liquids in
their attempts to disinfect my body of
earthly germs. Instead,  a  pleasant
young woman in a lab coat positions
me on a pedestal and inserts my ticket
into a wall slot. I Jerk a bit as three ruby
lasers c onv e r ge  t h e i r  b e a m s
painlessly on my body. At the same
time a zap of ozone, as line a fine mist
as you could imagine, envelopes me
from head to toe. That wasn't bad at
alll

I walk down the gangway and give
another attendant m y  ticket.  H e
inserts it into a computer, and shortly
hands m e  a  pa pe r  document
containing all of the information about
me since I first signed up for the flight.
The document a l so contains m y
&Mond p a s s p o r t ,  e a r t h p o r t
disembarkation car d a nd  vi sa t o
Jupiter. I thank him and sit down to
await boarding (some things never
change.)

GATEWAY TO THE
STARS
It's time. The ardock doors open with
a hydraulic burst of power, and we
walk through a darkened corridor and
onto the shuttle. I sit down in a heavily
padded and cushioned flight seat and
fasten my seat harness An attendant
checks for any kind of problem and,
seeing none .  leaves.  T h e  shuttle
doors r ush together  wi th a  l oud
'thunk' Escape hatchways are within
easy sight, but let's hope they won't
be needed. Multilit instrument panels
and control devices go about their
duties mysteriously as we fidget in our
seats.

Two video monitors, one at either
edge of the closed front viewscreen,
come to life. A representative for CP
Air Interplanetary we l comes  a s
aboard. A moment later, the Captain
switches i n t o  t h e  moni tor  a n d
introduces hi mse l f  ' La di e s  a n d
Gentlemen. Cyborgs and Clones, we
are about to launch, on our way to vise
the planet Jupiter. You are flying on
the n e w  Her mes Cl ass I V  M B C
Shuttle, which is fully equipped for
deep space fl i ght I t  also has the
revolutionary H e l i x  c a t a p u l t
mechanism — more about that later.
Takeoff will be accomplished through
the use of magnetic linear attraction,
and we hope you enjoy your flight.'

The monitors swi tch t o  outside
cameras as the protective covering
over the front viewscreen rolls back.
We now see the inside of the shuttle
launch bey, and there is a lurch as our
craft begins to move into position for
takeoff. During this short process, we
can s e e  v e nous  ot he r  shuttl es
awaiting thee turn, as well as the huge
cavern that houses them.

Our position is secured, and we tilt
upward towards the open bay doors.
A second later we're rising with a
'swoosh • akin to a supersonic soap
bubble a s  w e  fl ash thr ough t he
stratosphere and into a flawless earth
orbit. Ahead of us, the stars twinkle an
shine as thrusters fire to take us to
Gateway, the first manned ci ty in
space. Gateway looms ahead of us,
spinning gracefully as it maintains it
position relative to the earth.

Our craft i s hai led by  Gateway
Control ,  a nd w e  sl ow t o position
inside of the Catapult The  Captain
comes on to tell us that we will soon
be using the Helix's faster-than-light,
nearly instantaneous technique t o
transport us to Jupiter.

JUPITER MISSION
The Go signal is given and we pick up
speed. The framework of spiral plates
blur around us and seem to change
Into a crazed kaleidoscope of rippling



water. Like a  roller coaster  going
dawn, we move faster and faster.
Suddenly, amidst a  rush of  whi te
noose, the universe blanks out -  and
majestic Jupiter blossoms on the
hcrizon.

Our shuttl e passes  ov e r  t h e
landscape from miles up. as we gaze
down into the awesome red spectacle
ol the planet We  move off and skim
amidst Calhsto, lo and other Jovian

return top is uneventful. We
normal space and appear at
y. Our Captain comes on the

and points out landmarks as
e drawn back into the ear ths

e, a nd towards the  C N
Tower. Landi ng onc e  again,  t he
shuttle is returned to the staging area
and we disembark.

Leaving the craft, we pass by a
series of huge 3x5-foot holograms
extolling the virtues of science and
technology.

, B u t  what would any spaceport be
without a gift shop? The corridor exits
Into a glittering and exciting world of
scientific gif ts and gadgets.  Not  t o
MEKIII0t1 an avalanche of souvenirs.
Managing to escape with a few dollars
left, I enter another transition elevator
which returns me to 1988.

SOUND OF SPACE
WARNING: Read no further i t you

don't wish t o have your  fantasies
shattered by the cold truth of hi-tech
As you might have guessed,  the
shuttle trip was not real, but a highly
accurate and absorbing simulation
that took four years and $10 million to
create.

Showscan i s  t he  system t ha t
creates the illusion of space travel. It
was d e v e l o p e d  b y  D o u g l a s
Trumbull, film director and designer
of special effects for such films as
2001: A Space Odyssey, Star  Wars
and Close Encounters Of The Third
Kind. A  chillingly accurate film of
space a nd space effects i s rear-
projected onto the shuttle's forward
viewing screen at 60 frames a second.
This is two and hall times faster than
normal and looks similar to what the
human eye expects astl observes the
real world. The TOmm large format is
combined w i th a  hi gh l evel  o f
bnghtness. and an expanded view
which creates the amazing feeling of
reality. It's helped by a four-channel
digital sound track which emanates
from speakers placed strategicatly
around and outside the shuttle The
film i mages  a r e  interlonked b y
computer with the shuttle itself
. Actually, the  shuttle is a  motion
picture house that flies. Pilots train on
sophisticated dev ic es  t hat  imit at e
actual aircraft -  simulators.

Simulators act and react Just like the
aircraft does in floght, the machine

Disinfect the body of earthly germs: three ruby lasers and 1AP of
Ozone do the lob

Almost kka an ordinary
airport. the gangway loads
down to the shuttle airlock

rests upon a set of hydraulic lifts which
move it on the various ways that the
craft it is imitating would be like when
up in the air. Computers, of course,
control the movements, as well as
duplicate the many events which can
occur. Flying a simulator is just like
the real thing, but you never leave the
ground.

Tour's simulator is designed by 1E1
systems and seats 40-45 people. It's
been specially adapted to react just
like a real space craft Forward and
lateral movements, as well as such
things as pitch, roll and yaw, happen
In conjunction with the images on-
SCreen• Bel ieve m e  though,  when
you're power  diving towards t he
Earth, your stomach doesn't think it's
just a movie.

CP Air  Interplanetary plans other
trips as well, with new planets and
galaxies to explore already under
development. They've even g o t
another shuttle ready to go when the
big oftworld tourist season starts!

Some o f  us  ge t nervous tUsi
standing on a tall ladder. But of y
want to set your sights high, try T
Of The Universe

I NTERACTI VE ENTERTAI NMENT
I NC
577 Jarviis Street, Toronto,  Ontario
Canada AlleY 2J23

TOUR OF THE UNIVERSE RATES
ADULTS $10.95 Canadian
CHI LDREN UNDER 12 $4 00
Canadian

When not operating his commercia
photogniphy studki In New York,
Marshal M Rosenthal  la alloumalis
for a number of domestic and
overseas publications dealing in
computer,  video and high
technology.
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A game that takes fantasy role
plating one step further. You will
eaperwoce Alike action as you do
real bode with your opponents-
To prose yourself worthy of
hemming chief wizard you rause
do combat with horrific molesters
and clever," outwII devious
wizard% with your wells sodected
through time
Witness the superb groknics that

ccevactirt It9/17
CANUSSSOFIstaidtt

VENTURE INTO THE MYSTICAL MEDIEVAL DARK AGES IN
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Till s e t  Wizard Wars apart from other
strategy mites and view through
a circular screen that diminishes
as your health weakest and makes

your goat harder to Achieve.
See the effect of your weds is
they hurtle across the semen in

Wizard Wan combining lam
moving action with depth ot

gameplay in a true Isaias, role playing
game that's a real strategical challenge.

CBM 641128
£11.99 DISK
0 . 9 9  TAPE

AMSTRAD
E14.99 DISK
19.99 TAPE

SPECTRUM
48/128K

c8.99
ATARI ST E19.99



G I N
OVER
After a short holiday boardgames are back,
and this month we test the qualities of the
game of the 'year' — 88 and whip up a
sandstorm with Piremid In the land of the
ancients. But first, switch your mood to
lewd, here's the risque news

SUMMER [S]EXPLOITS
f you don't possess an open
mind at the moment make
sure it's unlocked in time for
three mid-summer releases
not i nt e nde d f o r  t h e

sensitive. Ar de nt  boa r dga m e
producers Paul Lamond Games
have yet another licensed product
to add to their growing range -
Wicked Willie the board game.

The cheeky six-inch star  o f
many books and T-shirts makes
his appearance in a race-round-
the-board game i n a  quest t o
reach the  women's apartment.
Helping Willie are the players who
collect virility cards to keep up his
strength; there are questions to be
answered, c h a l l e n g e s  t o
overcome and STD clinics to make
Sure the little lad is pure. However.

as P a u l  La m ond' s  publ i ci ty
department informed (is, 'It's quite
moral really. . e a c h  player has
to col lect a  condom or  they
can't e r ,  complete the game.'
Wicked Willie the boardgame goes
on general release in late-July.

After pl ay i ng a r ound w i t h
Wicked Willie you may become so
deranged you will be in need of
help. so it's just as well that MB
Games ar e releasing Ther apy
this summer. Therapy is aimed at
the adult market and takes players
along a humorous journey through
life. Deal ing with growing pains
and examining the human psyche
are achi eved b y  answer i ng
probing questions.  That  wacky
chappie K e n n y  E v e r e t t  i s
advertising the game on your TV

OAR
screens soon, stay tuned.•  •

If you can make words work the
latest offering from Ser i f may be
of interest. Verbositi  is the name
of the quick-thinking cardgame
where players turn over  seven
randomly pi cked c a r ds  e a c h
bearing an initial and have three
minutes to concoct sentences on
subjects such as sex, halitosis and
synchronised swimming. As Serif
explain, ' Verbositi is the new game
which encour ages outl andi sh
thinking while exposing warped
minds.' Well,  there are enough
warped minds around here at the
moment wi thout exposing any
more thankyouverymuch.

88 DIGITAL
DILEMMA
IPL, around EN, 2-4 players

I F i r s t  exhibited at  the Ideal

Home Exhibition on stand
2020 -  House Of The Future
(TG M007), 8 8  D i g i t a l
Dilemma was described by

Professor Walker  of  the  Royal
College Of Art as 'the game of the
future'. It's unusual in as much as
there is no central playing board -
each player has their own.

The 8 8  box comes complete
with four playing boards, number
cards and yellow • digital' chips.
The objective is to pick a two-digit
number ( the objective number)
and attempt t o  recreate i t,  or
numerically as close as possible,
on the playing board by moving
the chips.

The interesting factor is that the
objective number  h a s  t o  b e
created by performing one of four
moves with the digital chips left on
the board from a previous round_
The four  moves are: j umbl e -
move chips already on the board
but not add or subtract any, add
chips -  add but not move any,
subtract chips - take away chips
but not move any, or do nothing.
The winner is the first person to
create the objective number ten
times.

NE  VERDICT
Bit of a brain drainer this one and
not s o  good on  t he  amusing
entertainment value side. The idea
is a clever one and if you're in the
mood for tactical thinking it works
well. However ,  for  the average
games pl ayer  i t  m a y  pr ov e
repetitive and slow.

PIREMID
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BOARD GAMES

Egyptian Enterprises, E24.95,
2-4 players
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games a t  t h e  moment,
presentation is one of the
most important boardgame
factors, and Piremid is an

excellent example,  wi th clearly
marked board and 170 playing
pieces. It has taken 18 months to
design t he  game involves the
journey of four sarcophagi -  one
per player -  through the lands of
Egypt. The playing board is in a
spiral shape -  the objective is to
reach the centre arid build your
pyramid.

Traveling on the roll of  a  die
takes players through a  city, a
quarry, up the Nile and across the
desert. T o  make t he  passage
safely, talents (money) and slaves
(People) need to be accumulated
to buy a boat (for the Nile) and sand
sledges (desert?). Both slaves and
talents can be acquired by trading
-  for  anything players have t o
trade'

The board is evenly scattered
with ha z a r ds  a n d  pot - l uc k
squares, there are sun squares
(good luck), cobra squares (ba-•
a-d luck) and God squares (make
bad luck good.) To build a pyramid
each pl ayer  m us t  ha v e  fi v e
matching building cards and it's a
mad r a c e  t o  c o m p l e t e
construction.

THE VERDICT
For all Piremicf s wonderful playing
pieces, the game itself lacks any
real playabolity and energy to keep
going through long games. Much
of the  game i s down t o luck,
leaving l i ttle r oom f or  tactical
playing or  devious trading. I t's
nice, but not that nice.•



NEW LABELS, OL
LABELS, NEWE
COMPANIES •
On page 94 we look at the hype in the name;
here, John Gilbert examines how the name of
the game may be in the change in the name

The software industry is burgeoning under a wealth of strong
product, colourful advertising campaigns and high public
awareness. It's helped along by a support group of magazines
such as THE GAMES MACHINE and television programs which
directly or indirectly use computer graphics and arcade games.

t is a market which is beholden
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Ocean and US Gold, and where
money a n d  c ont a c t s  a r e
important i f  y o u  w a n t  t o

succeed Fortunately,  though,  t he
market pool  hasn't stagnated.  Bi g
companies are capable of coming up
with new labels and concepts to give
the industry a fresh face despite the
lack of any new blood, or companies,
on the scene.

Until recently the 'new label' has
been the  province of  record ar id
budget software industries. Look
behind such gems a s  Musi c For
Pleasure, Melbourne House and the
old Acti vi si on ( i tse l f  r e na m e d
Mediagenic . . .  ) and you will  fi nd
biggies such a s  Thorn,  EMI ,  a nd
Mastertronic. New labels, new titles.
even new managements

GO! FORTH AND
MULTIPLY

There are three main reasons why a
major software publisher would want
to diversify operations into another
label. First is financial: most labels are
Limited companies in their own right.
should they fail, the directors of the
master company ar e not l iable t o
creditors, though,  a s  preferential
creditors of their own subsidiary, any
resulting money from the failure can
be paid back to the main firm.

Second: a  publisher involved i n
arcade games may decide to get into
adventures but doesn't want to be
linked to those products by its arcade
fans. Also, companies such as US
Gold have differing product ranges
which will have differently advertised
images. US Gold used solely to ship
software from the States, but now
does a lot of game conversion work in
Britain. It's GO! label got back to the
American image with games mainly
for the 16-bit market. For  them the
new label, totally divorced from the
parent company, was the answer
now even that has changed, current
thinking suggests it would be better to
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promote identities such as Rainbow
Arts rather than the GO! image so
directly. Names come, names go

Third is image protection, used by
many hi gh-r anki ng c om pa ni e s :
originally t h e y  e i t he r  r e ga r de d
computer games a s  a  frivolous -
though profitable -  sideline or  who
already ha d a  boomi ng industrial
software bus i ness  put t i ng O u t
databases, c o m m u n i c a t i o n s
packages or  word processors. One
such national concern was British
Telecom which first regarded games
publishing as an interesting prospect
but didn't want it connected to the BT
image.

OUT OF THE FRYING
PAN

Firebird, the budget label, was the
first-born, shortly followed by parent
company Telecomsoft and finally the
Rambird adventur e imprint.  Bot h
imprints h a v e  b o o m e d  w h i l e
managing t o  keep thei r  identities
separate.

Since i t s  formation,  however ,
Firebird h a s  u n d e r g o n e  a
transformation which has just been
rationalised b y  publ i sher  P a u l
Hibbard. It started to put Out full-price
games such a s  El i te and Bubbl e
Bobble, introduced a Firebird Budget
at a  mid-price poi nt a nd created
Firebird Silver t o take on the low,
E1.99 range.

Confused? Well, the publishers at
Telecomsoft thought you might be
and have just put the finishing touches
to a new image -  labelled Silverbird.

They s a y  t he  r eason f or  t he
reformation was not solely a matter of
pricepoint indentification w i t h  a
particular label -  ie Firebird Silver at
E1.99 -  but, rather, that the Firebird
label was in danger of losing its brand
identity.

To make sure that no contusion
occurs the Fire- and Silverbird logos
take up most of the newly designed
cassette cover formats and a colour
coding system is used to show what

Sort of games are on oiler. Silverbird
products, with titles such as Beach
Buggy Si mul ator ,  S t u n t  B i k e
Simulator, E gg  Head,  Skateboar d
Kids a nd The  European Footbal l
Championships will retail at E1.99.

The gener al  standar d o f  t h e
Silverbird games is as high as you will
find in any budget range. Egghead. for
instance, is a colourful platforms-and,
ladders game in which you become a
motherless egg which needs to hatch.
You must keep warm artificially, using
items, such as an infra-red heater,
which can be found on a trip around
your world. Transport's provided by
means of  teleport or  swappers -
which don't guarantee destinations,
while chargers, ULA chips, a helmet,
parachute and rocket might help you
-  or not,

Similarly, Oh No! -  at the higher
price of E2.99 -  puts you down in the
latter part of Earths history where a
great deal of cowiacking goes on. The
cows are protected by transparent
spheres but, ultimately, it's up to you
in your cattle rangers' craft, to stop
rustlers nicking your herd.

Further up the straight budget-price
scale. Silverbird is doing things with
the Atari ST. I. Ball. priced at E'9.95 is
the 16-bit conversion of the hit game
involving the rescue of your spherical
pals from the grips of the evil Terry
Ball. Struggling through 16 security-
conscious z ones,  ther e's onl y  a
bubble gun for comfort, and as you
pass each zone you gain a set of super
devices, such a s  tur bo boost,  a
horizontal laser, a  Rainbow ripple
laser and a laser cooling unit.

Firebird, meanwhile will continue its
E4.99 mi d-pr i ce  b u d g e t  r a nge
products wi th games Ear th Li ght
(reviewed this issue) and Virus, out in
June. Accor di ng t o  Firebird. t he
quality of  mid-price range will be
markedly better  than the low-price
and could be equated with full-pnced
games.

SPECIAL EFFECTS
Ocean. bi ggest o f  t he  software
industry's d e e p  s e a  fi s h,  a l s o
launched a label, though its founders
are outside rather than inside the
parent company. Special FX, formed
by f or m e r  O c e a n  m a n  P a u l
Finnegan.operates out of the Victoria
Docks industrial complex on a series
of 1 6 - bi t  ga m e s  w hi c h O c e a n
markets.

The fir st SEX  project w a s  t he
successful arcade game Firefly. I ts
bright packagi ng e ns ur e d t ha t ,

"a publisher
Involved in

arcade games
may get into

adventures but
doesn't want to

be linked to
those products

by its arcade
fans."



although t h e  n a me  O c e a n  w a s
emblazoned on the cassette insert.
the new company's name hil public
awareness and prepared the way for
its latest  release Gu t z  (TGM006,
Spectrum update this issue,)

When you take GI; tz apart you can
see the effect the masters of the new

label hope it  will have on you. The
bright, perhaps lurid, cover illustration
has the best American feel to it. Even
the blurb on  t he bac k  prov ides  a
subliminal l i nk  wi t h  U S  fi lms ,  i n
particular a  graphic  l ink  wi t h  t he
'Nightmare' o f  Night mare O n  E lm
Street -  I hope there's no trademark
clash with the film guys!

And on to the game which has a
graphics style almos t  movie-like in
quality and as outrageous a plot line
as we've c ome t o expect  f rom US
companies whic h s ell  t hrough UK
outlets, such as US Gold, These guys
want their label to have the glamour of
the film world and connect ions with
the US.  Even t he s tory  o f  Gutz 's
development reeks of Hollywood. The
original idea for the game came from
Andy Pixon.  Spec ial FX ' s  graphic
artist. Ac c ord ing t o  Oc ean,  h e
recenthy underwent  a n  exploratory
barium me a l  ex aminat ion wh i c h
produced some colourful pics of  his

guts. O n c e  o u t  o f  hos pi t a l  h e
discussed his highly original, if  now
downright  disgusting, idea with Paul
Finnegan and the rest of the crew. The
result we  already know,  t he player
intestinally t r a p p e d  i n s i d e  a
spacebound super alien with a battle
against a pair deadly dentures at the
game's end.

Special FX intends maintaining title
originality and wants to trade under its
own name eventually, but until then is
more t han happy  wi t h  t he  Oc ean
association, Th e  c ompany  s tarted
with just  four members  of  staff but
now stands at  12.  I t 's  about  t o do
another publishing deal with Ocean,
but in the meant ime is working away
at its next title, Vertigo. The game is a
futuristic, hyperdrive version of  Top
Gun in which you take the part  of  a
rookie pilot. This simulator, however -
located in an underground tunnel i s
driven by  the pilot 's mind and is not
limited to transport or combat,

Special FX's next market ing move
is to go into PC game production, an
area booming in the States but which
is meeting resistance here.

EXOCET BLAST
Okay, s o  Exocet  i s  no t  t he  mos t
endearing name for a new software
company, but you've got to admit that
this spanking new company is holding
its own against the big guns in the 16-
bit games war.

Exocet's fi r s t  g a m e ,  c a l l e d
Foundations W a s t e  ( r e v i e w e d
TGM007, Atari ST 77%),  an instant
success, was marketed along similar
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"Andy Rixon
underwent an

exploratory
barium meal
examination

which
produced some
colourful pics
of his guts."

"Special FX
want their

label to have
the glamour of
the film world

and
connections

with the US."

American lines to that of Special FX:
the program -  a  mult ilevel arcade
game w i t h  b a s i c  s imilarit ies  t o
Xevious -  is important but so are the
maps, securit y  passes and  c olour
information leaflets in the package.

Exocet is now well placed to launch
its s ec ond game  whic h i s  bas ed
somewhat psychedelically on reality
and calked Phantasm.  I t 's  a  weird
game and, like so many movies these
days, based on a dream reality. At the
start life is a treadmill.  The Poll Tax
collector is  about to bother you. the
bills are there on the mat and you're
trapped in the mundanity of it all
but you can read all about that in the
reviews this month!

CHANGING MARKET
The s o f t wa re  indus t ry ,  o n  fi r s t
impressions, has changed little since
mega-corporat ions l ike Ocean and
Activision -  sorry. Mediagenic -  came
on the scene. But, there is a marked
change in produc t  because, unlike
other industries, there is always room
for new labels, companies and faces
at the top and in the charts

It's a unique trend in the developing
software market that new people can
make i t t o the top so easily, and
hopefully it will continue to work that
way.

Unfortunately, as industries mature
their v e i n s  g r o w  t augh t  a n d  i t
becomes increasingly di fficult f or
newcomers t o  br e a k  i n t o  t h e
business, So ,  i f  y ou  hank er af t er
starting your own software label, now
might well be the best time.

FEATURE
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IN OUR
SIGHTS
TARGET GAMES reckons to have a new
approach to computer strategy games. M E
GAMES MACHINE's war expert, Robin Hogg,
tests the boast
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Spectrum-owning strategy player, you certainly should.
They both became cult games, though never receiving the
wider recognition they deserved. And they have something

in common apart from strategy, the name of Julian Gollop, their
programmer. It's been a while — over three years — since Rebel
Star Raiders, but Julian hasn't been idle, and the results of his
endeavours can soon be seen, as his new company, Target
Games joins the software ranks, promoting an entirely new
approach to computer strategy.

In earlier times, strategy games were
viewed as a minor part of a publisher's
releasing policy, and although Chaos
was marketed b y  RPG specialis ts
Games Workshop's software arm, the
company s t o p p e d  p u b l i s h i n g
software shortly after. Earlier still, Red
Shift -  noted for their s ingle-minded
adherence t o  c omplex  s t rategy  -
lacked the marketing clout to promote
Rebel S t a r  Ra i d e r s  suffi c ient ly ,
But the game survived, Julian rewrote
it and it  surfaced through Firebird at
the ridiculously low pric e of  E l  .99
under the name of RebelStar, and is a
far s uper ior  game .  Fi reb i rd  a l s o
rereleased Chaos as a budget game.

REINFORCEMENTS
The Target  G a me s  debut ,  Las e r
Squad i s  ac tually  t h e  s equel  t o
RebelStar. I t  f o l l ows  Re b e l  Star'
format in general screen display, but
gameplay is  considerably improved
arid enlarged,

For one or t wo players, there are
three scenarios n o w present  T h e
The information screen details currant
statistics of a combat droict Note the
different strengths of armour around
each side of the droid
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Assassins, Moonbas e Assault  and
Rescue Fr o m Th e  Mines  a re  t he
tentative t it les ,  E a c h  promis es  a
different challenge, while retaining the
key s t rategy  element s  t hat  ma d e
ReDelStar such a success. Sof tware
support for Laser Squad will continue
after release wi t h  further scenario
data files. This is a long-overdue extra:
Rebel S t a r  Ra ide rs  o f f e red  a n
expansion facility but expansion files
were never released. Julian hasn' t
finally decided yet, but  it looks likely
that several skill levels will be provided
too.

In play, RebeiStar veterans will feel
at home. With a cursor, the entire map
may be scanned and routes to targets
planned a n d  t ac t ic s  det ermined.
There's also a scanner to display a
strategic ma p  of  t he ent ire play ing
area.

HIDE AND SEEK
Something omit t ed f rom RebelStar
was the option for hidden movement
which l e a d  t o  problems :  play ers
simply moved the cursor around the

Mission One - The
Assassins -  Combat has
taken place between two
members of the Laser
Squad tone recentty
deceased) and two combat
droids

"Suspense and
tension and the
uncertainty of
close-quarters
combat have

been recreated
perfectly."

playing area,  n o t e d  pos it ions  o f
attacking t roopers  a n d  def ending
robots and effected a game-winning
strategy. Rectified in Laser Squad, the
line of sight rule is now employed. A
character may have a perfect view up
a corridor ahead, but an enemy robot
could s neak  u p  beh ind a n d  n o t
spotted until it 's  too late! Suspense
and t e n s i o n  res u l t s ,  a n d  t h e
uncertainty of close-quarters-combat
has been recreated perfectly.

And there are more extras. At  the
start, each player is given a number of
points w i t h  w h i c h  we a p o n s ,
equipment a n d  a r mo u r  c a n  b e
purchased, g i v i n g  m u c h  m o r e
flexibikty in creating game strategies
and tact ics than RebelStar with its
fixed s et  o f  weapons  per  t rooper.
Weapons don't just fire and hit or miss
their t a rget s ,  t h e  m o r e  p o t e n t
ammunit ion explodes, destroying not
only the target but nearby objects too.
Fuel tanks explode if hit, grenades can
be s et  t o  explode immediately  o r
t imed to blow up on a later turn.

Ranged c ombat  inc ludes  normal
methods o f  a i m e d  s h o t s  a n d
opportunity shots ,  b u t  a l s o  s nap
shots and automat ic  fi re, t he lat ter
results in a spray of fire over a player-
defined area;  handy  f o r  prov iding
suppressive or covering fire.

Each c harac t er h a s  t he i r  o w n
statistics, much more than the basic
stats o f  charac ters  i n  RebeiStar_
Morale. agi l i t y .  s t rength,  a rmour .
weapon skills and unarmed combat
skills all play a part in the conflicts_

At the time of writ ing, Laser Squad
Is in a playable state, but the computer
opponents h a v e  y e t  t o  rec eiv e
artificial intelligence, ranged combat
is also not  present  in  t he prev iew
version. These and other features are
being c oded even n o w and Las er
Squad is on target  for an August  1
release on Spect rum and October 3
for Commodore 64/128. Th e  game
looks set to be a winner. This is classic
strategy, v e r y  us er - f r iend ly  i n
operation a n d  look s  l ik ely  t o  b e
powerful in play. Target Games have
hit the bullseye with the first program.

WIZARD WARS
Looking ahead, Target  Games plans
to release Lords Of Chaos, a game of
magical c ombat  bearing a  pass ing
resemblance to Chaos.

Up to tour wizards can play, casting
a wide variety of spells at one another
in a playing area set over a scrolling
map complete with all types of terrain,
hazards and the obligatory wandering
monsters. The wizards will be 3 x 3
character blocks in size, with at least
four f rames  of  animat ion q u i t e  a
departure f rom the single-character
graphics of Chaos_ Spells will include
summoning forth creatures from other
planes, o n e s  requinng wizards  t o
perform prior tasks (such as standing
in a pentacle or using an artefact.) And
potions may be created to use against
enemies a n d  t h e  m a n y  w e i r d
creatures summoned up.

The scrolling map will mean more
playing area, more chance for wizards
to c rea t e  pers onal  t ac t ic s  a n d .
inevitably, s t r o n g e r  s t r a t e g i c
gameplay of more depth and scope -
points wh i c h  c o u l d  b e  s a i d  t o
constitute Target ' s  n e w  s t rategic
manifesto_
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For use with the:
Spectrum 16,48 and Plus.
Commodore 64 and 128.
All Atari. Amstrad CPC. MSX.

*.! The only joystick that
actually fits your hand.
▪  Fire button positioned right
under your trigger finger.
•  Solid steel shaft and robust
construction.
III 12 month guarantee.

For use with the
Spectrum. Plus and Plus 2.*
Commodore 64, 128 and VIC 20.
All Atari (inc ST) Amiga. MS.X.
•  Auto-fire to give instant
and even firepower (Autofire
only).
•  Micro-switches allow you
to not only feel, but hear
each move of the stick.

• (Spectrum Plus 2 (14 99)

Jo.
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oull need to react fast. And wi th enough fire
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Cii7nerfooliance r H t  gives you lhe power ever—
nex e d .
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Trade or export enquiries welcome on 0495 350101.

SEGA®
MASTER SYSTEM

NINTEND0'
.
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m  W I T H  FREE GAME W I T H  AUTOFIRE

•  The only joystick that
actually fits your hand.
•  Avin fire buttons
positioned right under your
tngger finger.
•  Solid steel shaft and robust
construction,
Ili 12  m onth guarantee.

•  Auto-fire 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 stkic.
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Vale. Gwent NP3 SSD. U.K.
Please send me _  Speedkings wrth Game at El l  .99 ea

S p e e d k i n g s wi thAutofirea tE.129 9 ea.
S p e c t r u m Plus2 Speedkongswi thAutofirea t E14.99e a

S e g a s a tE12.99ea.
N i n t e n d o s a t E12,99ea.

(Prices include P&P), enclose Cheque/Postal Order for
Made payable to KONIX. Or charge my AccessAtisa
No.   S i g n e d
Name (Block Capitals)
Address
P o s t c o d e
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Naming the game's the name of the game but
tas Barnaby Page discovers, a company's
naming game can put you in oddly-named
company

S o c k  Shop put a stop to it, but if

you g o  t o  a n  old-fashioned
hosier you' l l  fi nd s oc k s  wi t h
names like Indestruct ible and
Immaculate, names  f rom t he

days when the British Empire was still
on its feet. Socks: strong, clean.

But you wouldn't  expect to find a
City sandwich bar called Indomitable
-  no. they've got delicate cute names
(Doobries, Munchkins, Sam Widges
Spring t o  mind) because t hey  sell
delicate cute comer-fillers.

Boll lines  and airlines are grand,
geographical, g l o b a l :  U n i t e d
Counties, Continental, Horses can be
ironic -  Don't Be Late -  or sweeping:
Burrough Hill Lad fuses power and
wildness (high, windy  Burrough Hill)
and youth.

But t o  t he outs ide Sock-wearing
sandwich-eating b u s - r i d i n g  b e t -
laying world, the most distinctive thing
about computer names  is  t he f ruit
connection: App le ,  Apr ic ot .  A n d
sooner or later Acorn and Oak confirm
suspicions t h a t  y o u ' r e  n e a r e r
hardware c lichés in a  garden t han
anywhere e l s e  o n  e a r t h .  O n e
publishing company, planning a new
machine-specific magaz ine ,  h a s
jokingly given it  the work ing t it le of
Your Potato '. • .

Yet t h e  names  o f  t h e  g a me s
machines t e l l  a  di f f erent  s t ory .
Whereas Apple and the rest of  t he
orchard were originally so dubbed to
Convince unautomated offi ces how
very nice and natural computers are
really. m a r y  o f  t h e  ear ly  h o me
machines -  t a k e  Co mmo d o r e ,
Spectrum ..,nterprise, Jupiter Ace -
were s e l l ing t hems elv es  n o t  o n
pastoral user-f riendliness  b u t  o n
stirring adv ent urous  t ags ,  b o l d l y
going where no teen had gone before.

The nex t  generat ion o f  mac hine
names shows  how internat ional the
industry has become: Amiga. Atari ST.
Sega, Nintendo are all pronounceable

in most  European and some oriental
languages, whereas Spectrum would
be a n  imposs ibly  foreign-sounding
word to a French- or Italian-speaker
(and indeed it 's  hardly  sold outs ide
Britain ) .

International impac t  is  important .
Arete, wh ic h  sells  i t s  workstat ions
(high power terminals) all over Europe,
recently changed its name to Arix -
because Arete sounds too much like
the French for 's tool

When German company Schneider
announced in March i t  would s ign
selling i t s  low-c os t  P C  c lones  i n
Britain, directly rivalling Amstrad. one
response f rom the Brit ish fi rm was:
'They'll have a difficult t ime on their
hands. Whilst  most  people might  be
able to pronounce Schneider, few will
be able to spell it.'

Amstrad, wh ic h  s tands  f o r  Alan
Michael Sugar Trading, is functional
and phonet ic  (t hat  is ,  i t ' s  writ t en
exactly as it sounds; you could hardly
misspell it ) -  a bit  like its glitzless.
bargain-basement machines.

Archimedes m a d e  a  l e a p  o f
understanding and so.  it ' s  implied,

can we with Acorn's 32-bit  machine;
Sir Clive Sinclair's portable Z88 could
just as  wel l  hav e been called t he
Portopal, b u t  t here' s  a  t echnical
specificity to the name (derived from
its Z80 processor) which reinforces Sir
Clive's boffin reputation. It looks good
in type, too:  a  Z is  only  an oblique
away from being an 8.

Hardware manuf ac t u re rs ,  o f
course, have to keep straight; really
wild machine names would suggest
unreliability. But whereas each home
machine competes for cus tom with
just three or four others, the software
houses mus t  s t ruggle t o s tand out
from dozens of  labels and come up
with s o me  o f  t h e  mo s t  s t rik ing
company and product names around.

Some try to lead the held with big,
imperialistic labels of the sort usually
given t o  amy l nit rite:  Ocean,  Elite.
Cascade, US Gold. GO!, Destiny, The
Power H o u s e .  G r a n d  S l a m
Entertainment, Bole,  Ac t ion Force.
Frying Shark. Gunship. Enduro Racer.
Thundercats•

You can't  be too obvious about it.
though. Top Ten Hits is probably the

Some try to lead the field with big. impertarisbc names, such as Thundercats, seen
here Oh the Commodore 04

E4f-1.;



Other popular names sound more like a brand of disco-goers' amyl nitnte, Enduro
Raw  for instance - Commodore 64

*orst software house name around
because it's so transparent, and Code
Masters comes a close second. The
two 8-bit budget houses might as well
be called Very Good Games. .

Others g o  f o r  h i g h - t e c h
Suggestivity: S o f t e k ,  D i g i t a l
Integration ( i t  means  not hing b u t
sounds like a powerful programming
technique), Thalamus (it's part of the
brain), Psytraxx, F-15 Strike Eagle.
Apollo 18.

Martech a lmos t  f a l ls  i n t o  t h a t
category, but it's also taken f rom the
name of founder David Mart in -  just
as Domed( combines bosses Dominic
Wheatley and  Mark  St rachan and
Tynesoft refers  t o  t he  c ompany 's
Newcastle base.

Arnerican houses, catering t o  an
older market  t han Brit ish sof tware
producers. think  o f  themselves as
equivalent to book publishers or fi lm
producers and try to show it in their
names: E l e c t r o n i c  A r t s  a n d
MicroProse, f or  instance, reconc ile
technical sophist icat ion (electronic,
micro) and creat iv ity (arts,  prose).
Electric Dreams  a n d  t h e  add -on
manufacturer Romantic Robot do the
same.

Some software houses try to get as
far away  f rom t he techie image of
home comput ing as  they can, wit h
cute names like Liamasoft. Bug-Byte.
M.A.D. (one of the few acronyms) and
Gremlin Graphics.

Many t r y  t o  s t rike a n  atavist ic,
primitivist c h o r d  w i t h  r i t ual is t ic -
sounding n a m e s  l i k e  t h e  n e w
Mandarin and Telecomsoft"s Firebird
and Rainbird -  though the latter was
ongirtally t o be called Bluebird,  and
was r e n a me d  a f t e r  b o s s  To n y
Rainbird when it  was found Bluebird
already ex is t ed.  B l u e  pac k aging
remains a Rainbird feature.

Others hope for the same effect by
going a l l  e lv y  a n d  gobl inny  wi t h
pseudo-Celt ic game names like Tir Na
Nog and Dun Darach or the medieval
mystery of Black Lamp, Shadowgate
and Warloc k - or try to conjure up the
mysterious East with ()chi Mata and
suchilike.

Equally embarrass ing t o  say  out
loud are today's  short, meaningless
vaguely futuris t ic  t it les: Traz,  POD,
Zolyx, )(max.

More intell igent ly .  p u n s  h a v e
always been popular in game names
-  Hydrofool.  Fros t  Byte -  and self-

mockery is back in vogue.
In 1 9 8 4  w e  h a d  Meta-Galac t ic

Llamas Batt le At  The Edge Of  Time
poking fun at  t he cosmic  struggles
and sentient animals which feature in
so many games.

And r e c e n t l y  b u d g e t  h o u s e
Alternative announced BMX Ninja, a
dig a t  Co d e  Mas t ers 's  hab i t  o f
throwing together selling words such
as BMX,  super,  professional.  plus ,
and simulator. (By its own admission,
Code Masters counts on 's imulator'
stimulating sales.)

But Firebird was quick off the mark
to o u t d o  Alt ernat iv e w i t h  N i n i a
Scooter Simulator . . .

Originality isn't all. Alternative itself
chose it s  name because the word
comes up so often in conversation,
and I BM made a s imilar market ing
masterstroke around 1980 when i t
chose a  gener ic  t e rm,  ' pers onal
computer', for its PC range. After all,
you can hardly avoid saying 'PC'  if
you're t a l k i n g  a b o u t  p e r s o n a l
computers, whereas  I BM' s  usually
extremely boring product  names like
DPPX 370 are unlikely to creep into
casual conversation.

IBM als o t ried t he generic -name
trick in sof tware with its  mainf rame
relational database 082 - so simple it
suggests there have only ever been
two databases and it's the latest. On
the PC (I) front, Ashton-Tate has done
the s ame  wi t h  i t s  mark et  leader
dBase, o n e  o f  m a n y  s o f t ware
packages with a CapiTal LettEr in the
middle of a word.

Apple Mac software producers are
ParticuLarly guilty of that nervous tic
of nomenc lature,  c oming  u p  wi t h
things l ik e Mac Draw and Ful l  Write
Professional as if  they think they're
cute: Mac  sof tware also has  really
kind o f ,  wo w,  c onc ept ual names
sometimes, like HyperCard and the
equally meaningless MacProicict

But i n  bus iness land,  ev ery body
loves an acronym most of all. Among
the operat ing systems there's UNIX
and D O S  (Mic rosof t 's  B i l l  Gat es
obviously never teamed any  Brit ish
slang!), a n d  l e s s  pronounc eably
there's S Q L  (St ruc t ured Q u e r y
Language f o r  i n t e r r o g a t i n g
databases; s a i d  ' s e q u e l ' )  a n d
WYSIWYG (what you see is what you
get, meaning the printout  is  exactly
the s a me  a s  t he  s c reen display ;
pronounced 'wizzywig').

Among t h e  p r o g r a m m i n g
languages a r e  BASI C.  PASCAL,
COBOL -  and C, which neatly pokes
fun at  t he ac ronym act iv ity wit h a
single-letter n a m e  ( a n d  i s
appropriately a concise, unreadable
language).

Why i s  i t  t hat  c omput er people
fancy these names so? Why is it that
it's the programmers as often as the
marketing men who come up with the
wildest g a me  t it les? Perhaps  i t ' s
because they  need t o  us e English
words again af ter struggling all day
with machine talk like:

*pt r+ +
Well, I  look  for MacHiavelli (office

administration) a n d  M a c  Theknife
(cut'n'paste), PC compat ibles  called
Mango a n d  B a n a n a .  S i mu l a t o r
Simulator from Code Masters. and a
Lotus spreadsheet  c al led 6 -7 -8  in
recognit ion of  the months  the latest
1-2-3 version is taking.

Imagine the name of the game , •
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All prices include VAT/delivery

A L  A T A R I .  520STFM SUMMER PACK,
Includes S U M  w I t t  1 M E G  dr i ve ,  2 2
games (retail value c413.94) & joystick,

(=only S  3 6 9 . 0 0
520 STFM, standard model  E 2 6 9 . 0 0
1040 SI P E 4 2 9  00
1040 S I T with mono monitor E 5 4 9 . 0 0
Mega S12 with mono monitor E 8 6 9 . 0 0
Mega ST4 with mono monitor E l  169.00
Atari SLM804 laser printer, great value at. t  i 199.00
Atari SM12415 mono monitor E 1 3 4 _ 0 0
Atari SC1224 colour monitor  E 3 4 9 . 0 0
Cumana CDA358 2 meg (dual) drive E 2 2 9 . 0 0
Atari SH205 hard disk, new style  E 5 3 9 _ 0 0
Pace Linnet Modern Pack inc,cable & software E 1 7 9  00
Phillips CM8833 colour monitor cAv ST lead E 2 7 9  00
Phillips CM8852 as above. higher resolution E 2 9 9 . 0 0

Teta C10 00 discount on Phi ips monators it bought with a l  ST)
AN ST prices include mouse etc. PLUS 5 disks of s ware

wordpio. utilities. graphics game and demos
We ca n  •u o t e  o u  f o r a n  co m b in a t io n  o f  ha rdwa re

Lid In
a

Amiga &  S T  Dr ives
Why pay more? *  V
ery Q u i e t

Slimilno Styling
High quality 2nd drives for the ST *  kitty Compatible
and Amiga at an ultra low price *  Top quality Citizenchive mechanism

lmb unformatted capactly
o n l y  E 9 9 . 9 5  i n c . V A T  O n e  year guarantee

POWERFUL

D a r i c r o l t  U T I L I T I E S
DISK

PRINTERS

s t
a
r

F E A T U R E S  I N C L U D E :
PROTECTED SOFTWARE BACKUP - now includes

parameter backup options to handle even more
programs and improve use of disk storage!

ORGANISER ACCESSORY - extremely useful
provides essential disk management commands
including FORMAT, RENAME, DELETE etc.

EXTRA FORMAT to maximise space on your disks
provides over 15% additional user storage per disk!

UNDELETE to recover accidentally lost files
RAPADISK and SET DATE/TIME Accessories
DISK ANALYSIS
DIRECTORY PRINTOUT
DISK SPEED CHECK

ReQuJor upgr odes will be  avai lable In the  future tononoie latest disk protection schemes etc.

lOnly E24.951
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Ail prices Include
VAT, delivery &  cable

We use and recommend Star printers since
they d o  o ile r a n  unbeatable  combination cit
features p r in t  qua lity re lia b ility a nd  va lue
Make the  se nsible  de cision - gm it  right with
a Sta r printe r a t  o u r s o e ,  i n  p a ce s

Star LC10 replaces the NL-10, teatures 4 NLe lords, paper perkiN,
front panel operation. PLUS 2 extra ribbons tree ol charge! - - - - - . 1 1  99,00
Star LC1D colour. 7-cc4our version of above LC-10.
includes 2 extra black ribborts tree ol charge  E 2 3 4 . 0 0
Star NE124-10 high 24pin quality, inc.2 man ribbons bes a charge. I 4 6 9 • 0 0
Star NX
-
1 5  
b u d
g e t  
w i
d e  
c a
r n
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0

Star NB24-15 wide carnage version of NB24
-
10 
E 5 9 9 . 0 0

Star Laser very high spec. for cost. price incl year on site maid. 1 1 7 9 5 . 0 0
NEC P2200 budget 24pin, great value 168156cps 1 3 1 9 . 0 0
Amstrad DMP325001 good value 10" incserial and pandit ports. ......
Arristract L03500 24pin at low once    —  1329,00
Amstrad DMP4000 fast wide carriage   E 3 2 9 . 0 0
Panasonic KXP1081 reliable budget 10 printer – _1179.00
Panasonic KXP1 082 taster version, inc.11341 otcprinter
Panasonic KXP31 31 daisyviheel / 2 9 9 _ 0 0
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All prices VATtleilvery Inclusive
Next day delivery E5.00 extra

Send cheque P  0  o f  ACCESSVISA details
Phone wrth ACCESSNISA details

Ocnt e c k c  A  PLC olfxsel cyders welcome
Al goods subject to a v i i l I t y  E  6 0 •E

Olsen to casein; 6 days. 9.30-5.30
Telex_ 3 3 3 2
4
1 4  
F a x :  
0 3
0 6  
7 6
5 3
5 4

Also at: 1762 Penliore Rd.. Conend Sirmin B30 3BH "rel: azi 458 4564

Eveshom Micros Ltd
6 3  B r i d g e  S t r e e t

E y e s h a m
W o r c s  W R 1 1  e I S I F
T e l
-  
0
3
8
6  
7
6
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5
0
0

ORDER NOW O R D ER  NOW O RDER NOW

THE
111011if

THE LEAGUE & P.A. CUP

Howard Kendall says...
This must be the ultimate

of all strategy games...Excellent
N E V E R  -  E V E R  • H A S  a  football managemeni game been available  for ere TEAM S

or am,ch 65 ARE COMPUTER M ANAGED wan GENUINE MATCH RESULTS mot random)
using the INDIVIDUAL ABILITIES of 1000 PLAYERS WITH AN INTELLIGENT METHOD
OF MATCH PLAY
N E V E R  • E V E R  • H A S  a football management game allowed tele TRANSFER OF 1 COO
PLAYERS between 5 6  INDIVIDUALLY M AN AGED  TEAM S with  INDIVIDUAL SC OU T
REPORTS on 1.ca) PLAYERS and eifi a w ls ,  plus silted comets or EVERY C lue  containing ra w
iwrnber of games played and goals scored of ALL 1.000 PLAYERS
N E V E R  • E V E R  H A S  a football management game allOwed yOu the CHOICE OF
ANY FIXTURE from AN Y DIVISION w4th ALL goa lsconni. ALL fl a u n t  tor ALL matches
olus le a g u e  Ta ble s a n d  fi xture s lo r  AL L  cliviSfOrIS w it h  AL L  ga te s Kidiytrlua lly
catculated

P L U S  Policing. Ga le  income  F u l l  a d m i n
,
s t r a l i o n  S t o t t  
' N u n e s .  
P h y s t o  
C r o w d

Control M a tch  programmes Le a gue  enquirtes Ground improvements Squa d de limit
Field positions Hote l Tra ve l expenses League fines Promotion a  relegations Ba nking
with inle rests Sa ckings,  Manage, approach Sa ve  taciiitie Printe r option
H O W  H A V E  W E  D O N E  I T ?  By Iwo o f  research and planning plus using
Me m o st  sopM st•ca te d da ta  compa ctmn me thods OU R  AI M  e s t  10 produce  the
ultimate in a football strategy game w e  think you II a re a  we  have
W A R N I N G  •  T h is i s  a  se rious management stra te gy ga me  le lo  skill  le ve li
gimmicks,  or random simula tion'
NOwARD KENDALL sa ys "M r s  must be lee  u n m e t  oi elf strotegygomes vacation?
COMPUTER GAM ER sa ys -
t h 4 3  i s  O p  
l i t  
f n e  
m o a t  
t e s h a t
t c  
g a m
e  
o
t  
a
s  
" f o
n d  
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l

c om e  ICPOSS •
YOUR COM M ODORE Sa yS O n  beano@ IM P ga me  3  s t
,
e e
,
s  a n e a d  o f  
F o o t b a l l

Menage,

*  N O W AVAILABLE ON SPECTRUM *
ORDER NO W. _  O R D E R  NOW._  O R D E R  NOW...

E 1 0 . 9 5  Including V.A.T. Plus 50p post & packing
PLEASE SEND CHEQUES/P.O. TO:- A C C E S S  RING:-

0702 710990 19am.1 pm)JOHNSONSERNITIFILIN 39J TOTTER DOWN ROAD
wEsTON-SUPER-MARE

L I M I T E D  A V O N  BS23 4LH0934 22044
COMMODORE 64, SPECTRUM



THE
CAIVICORDER
REVOLUT ON
The Integrated Leisure Environment (as THE
GAMES MACHINE reported last month) is almost
with us, and a vital aspect is the role video has
to play. Videos are learning to talk to
computers, but to join the conversation, you
need a Camcorder; to kick off the dialogue, Mel
Croucher offers some suggestions on best-
buys In a minefield of electronic alphanumeric
suffixes
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back tapes instantly, through
the viewfinder or via a television
screen, have been with us for
more than live years, and UK

sales have increased by a hefty 70%
since June 1986- Instant acti on-
replays o f  hol i days,  weddi ngs.
funerals. spor ts a nd Auntie Ethel
fishing for her teeth mumbling 'I don't
know what  t o  say' a r e  now  a s
common a s  muck.  But  wi th t he
introduction o f  wonder ful  v i de o
software packages,  the  market i s
changing rapidly. Electronic Ar ts
have just released DeluxeProductons
(TGWU) a n d  Deluxel l ideo 1 . 2 ,
which gives the home user a moving
title opti on,  ani mated gr aphi cs,
multiple scene generators. range of
wipes, sounds, special effects and
even a weather map. If you own an
Amiga a n d  h a v e  E l  49 (twi ce)
knocking ar ound,  y o u  coul d b e
making sophisticated videos at the
touch of a few buttons.

The Camcorder of 1988 is more
complex arid sophisticated than the
orbital Sputnik of 1958! 'Sputnik' is
Russian for  'travelling companion',
which is as good a definition as any for
today's combi ned video/camera-
tape-recorder. Ws about the same
sae and weight as  that  primitive
satellite. contains ten times mor e
electronics, and is about one hundred
millionth the cost.

We asked our  m a n w i th t he
Sugarcubes on his stereo and the
icecubes in his brain to come up with
a si mpl e di agr am o f  Star shi p
Camcorder (over the page), to help
explain a  highly complex chunk of
hardware. The fact, that cartoonist
Robin Evans is clinically insane is
proved yet again. Still, that's what
comes of knock knock knocking on
Evans's door.

STARSHIP
CAMCORDER
the on-board components:
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battery cel l s pr ovi de any-
thing up to one hour's porta-

ble l oc a t i on u s e .  Low-ba t te r y
warning l i g h t s  a r e  nor m a l l y
displayed through viewfinder and/
or on the operating panel. Mains
power can also be provided by a
wired power unit, connected to a
voltage adaptor.

0  MICROPHONE: (or 'my crowphone' according to Evans!)
The modern Camcorder mic

is highly sensitive, and captures live
sound onto a  puny strip of your
video tape in the case of VHS, or
across the whole tape width in the
case of Video-S. This electronic ear
is usually the least sophisticated
part of your machine because it is
cursed with a n Automatic Level
Control which searches out any
sounds in quiet conditions a nd
amplifies them. Especially annoying
is when it picks up the noise of your
zoom l ens ser vo a nd makes  i t
sound l ike  a  dy ing mosquito,
although the muttering curses of the
wedding photographer are often
much mor e entertaining than the
bride's drunken father.
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camera. An electronic iris
automatically adjusts itself to

handle lighting conditions which
can vary from a brilliant snowscape
to a  candle-l it bedroom.  An infra-
red autol ocus i s  of t e n sensed
through the lens system, which can
be made up of 20 or 30 elements,
controlled by microprocessor.
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electronic servos adjust the
lens barrels during automa-

tic r ecor di ng,  a n d  pr ov i de  t h e
optimum focus of your images while
you pr at about  wi th enlarging or
shrinking your  subject. (Observant
readers wil l  not e  that  t he  ar tist
refused to include this component,
for reasons of amnesia.)
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hero of the Camcorder,  this
little gismo captures all those

unwanted s pe c k s  o f  di stur bi ng
light, and imprisons them in its own
black hole, This stops the tones of
your m o v i n g  i m a g e s  ge t t i ng
distorted, but it also means you are
sacrificing the finest detail in order
to prevent horrible pulsing patterns
invading playback.

NAME SENSOR: this is where
it all happens! About hal l  a
million microscopic uni ts

known as 'silicon photodiodes ' are
arranged i n  a  pattern whic h
analyses t h e  images  a l lowed
through the optical fitter. It decides
how bright and what colour each
speck of the image is, and,  when
happy, sends out its data in a pulse
of information. Then it updates its
opinion 60 times a second!

VIEWFINDER: a  marvel o f
modern technology,  shrink-
ing a television tuner, a mono

TV receiver, video amplifier and two
separate t i me-base ci rcui ts,  a l l
down into something the size of a
packet of  Mates.  I t allows you to
observe what  t he  Camcor der  i s
'seeing', and even allows for your
own weird eyesight with a tiny focus
adjustment.

IMCROPROCESSORS: (You've
already u s e d  t h a t  j ok e .
Evans!) Your  Camcorder  is

stuffed full of these babies. Printed
circuit boards are often flexible, so
that they can be  rammed around
bends inside the machine's body.
These electronics are the key to a
Camcorder 's compact  size,  a nd
they have been miniaturised to an
incredible scale. Some are taught
what to do at the factory, some learn
or make i t up  as  they go al ong
according to what use they are put
to, a n d  o t h e r s  h a v e  l i t t l e

TECHNOFUN

The Camcorder
Is more sophis-

ticated than
the orbital
Sputnik of

19581 'Sput-
nik' is Russian
for 'travelling

companion', as
good a defini-
tion as any for
today's com-
bined video/

camera-tape-
recorder.
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conferences about  what  to do next.
Everything is  c ont rol led b y  t hem,
inc luding s e r v o - mo t o r s ,  t a p e
handling,  audiov is ual  proc es s ing,
focus, zoom,  even a weather report
if there is t oo much mois ture in the
atmosphere for safe recording.

VMS CASSETTE TAPE DEM
the part  of Starship Camc or-
der where t he aliens  get  in,

such a s  c a t  ha i r s ,  c r u mb s - i n -
sputum and very instant coffee. The
tape stored on the v ideo cassette is
gent ly  persuaded to leave its home
and go for a spin around the guts of
the machine,  where sound and light
is passed over it for safekeeping.

VIDEO NEAR DMA: this is the
machine's  workshop,  where
the live image is  t rans lated

into t h e  s t ored image.  Do n ' t  b e
tempted t o  s t ra ight en O u t  t h i s
component ,  it  really is meant  to t ilt
like that,

0  CAPSTAN: t h e  r o l l e r  t h a n
moves  the head drum at  the
correct  speed, and holds the

v ideo tape tight. I t 's Controlled by a
highly  sophis t icated crystal t imer.

0 USW B E M S  I fyou've ever wondered what
that g lowing glass  nipple is

there by the casset te deck,  it 's  the
bit t hat  tells  your mac hine that  the
tape has c ome to the end, and that
the S t a r s h i p  i s  r e wi n d i n g  a n d
shutt ing down unt il it receives new
instruct ions. The  d iode  radiates  a
tiny i n f r a - r e d  s p o t l i g h t ,  w h i c h
senses t h e  l e a d e r  t a p e  a t  t h e
beginning and end of the cassette.

SONY CCD-M8E HANDYCANI E599
The press is full of offers on this Video-
8 poppet, anything from free holidays,
a stack of prerecorded tapes or up to
50a/0 pric e cuts !  This  mak es  i t  an
absolute bargain, and I recommend it
without hesitat ion, Bot h colour and
sound are miles better than most VHS
machines, motor noises are baffled by
a robust  body  shell, it 's  a doddle to
use, battery life is  one of the longest
available at well over an hour, there's
a 5 0  q u i d  op t i ona l  -
u n d e r w a t e rconversion hous ing (honest!) and a
long-play opt ion.  Th e  only  serious
drawback is  that  its  lowlight  use is
very limited, so take the lampshade
off the bedside light.

FERGUSON FC06 E620
JVC GR-C9 E644
NORMENDE CV-1100 E899
These three machines are exactly the
same, on ly  t he names  hav e been
changed t o confuse the buyer,  s o

98/124 TGM T X  0 0 8 :  7-88

Sony V2000 -
the top-of-the-
range machine

WHICH CAMCORDER?
Mel's analysis of what's on offer.
Don't buy a Camcorder! If you are interested in using one, rent
the damn thing, borrow one, get one on seven days approval,
but DO NOT BUY. We are talking anything between £600 and
two grand, they take time for you to  assess their wrinkles,
advantages and disadvantages and their suitability for your
ability need. And having said that, here's my analysis.

you'd be crazy t o pay  ext ra f or the
Normende. Th e y  a r e  a l s o  heav ily
discounted in t he highstreet,  and if
you look hard enough you might  find
them for as lit t le as  £499. Don' t  be
fooled, nobody gives away something
for nothing, and the reason for these
bargain prices is that: a) the machines
are being phased out  of  product ion,
and b) the quality is chronic. They use
the weeny mini-VHS cassettes, giving
30 minutes  of bad quality recording,
or, at  the opt ional s low speed,  one
hour's worth of  really terrible quality
recording. They are very compact,  in
fact a lmos t  pocket -s ize,  b u t  v ery
fragile. Audio is infested with hissing
snakes and video reminds  me of the
attributed c las hes  o f  a  S inc la i r
Spectrum.
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TELEFUNKEN VIN-2895 E699
PHILIPS IIKR-6838 E700
Agdir t hes e  are one and t he s ame

Panasonic NV M5B

Power Pack

0  Mic rophone

C:) Lens

C:) Zoom Cont rol
(that art is t  forgot)

0  Opt ical Filter

0  Image Sensor

C )  Viewfi nder

0  Mic roproc es s ors

0  Video Casset te

0  Video Head Drum

0  Capstan

Light  Emit t ing Diode

JVC G A
-
4 6machine, and are t he replacements

for t h e  m a c h i n e s  m e n t i o n e d
immediately abov e.  A n d  wh a t  a n
improvement!  Chunk ier,  weighing in
at 1 . 2  k ilos ,  t he  pic t ure qualit y  is
remarkable for such a small machine.
Unfortunately the sound facilit ies are
still dismal, and because some clown
has omitted an option to switch off the
autofocus, your video will suffer f rom
hideously amplifi ed autofocus servos
every t i m e  s o me t h i n g  m o v e s
backwards or forwards in shot.

SONY CCO-V30 MANDYCANC899
A reasonable machine using Video-B.
with a number of  faults that can be
overcome. The lousy built-in mic can
be replaced by plugging in a decent
external mic ,  t h e  lous y  v iewfi nder
fools y o u  i n t o  t hink ing t hat  y o u r
images are blurred and so you get a
nice surprise when  y ou p lay  bac k
through a monitor and the lousy lens
is c ompens at ed b y  g o o d  ma c r o
facility, Ba t t e ry  l i f e  i s  a b o u t  4 0
minutes.

CANON INA-E2 E1099
Serious Video-8 stuff, and looking like
a World War II tank! Sound and visual
quality both well above average, and
featuring t h e  f o l lowing  impor t an t
facilities: fader,  macro lens opt ion, a



lowlight fac ility  that  actually  works .
manual iris  cont rol and twin-speed
recording giv ing three hours  on one
cassette (which unfortunately will use
five fully-charged power packs!)
SANYO VPA-01 MOO
ASHER FV-P801 MOO
Another twin-branded of fering,  and
very good it is indeed. Both sound and
images t ak e f ull advantage o f  t he
excellent Video-8 potent ial.  and the
autofocus motor is almost  silent. An
on-board s low mot ion opt ion is great
fun, all the controls are dead easy to
use, a n d  I  w o u l d  d e fi n i t e l y
recommend this machine except for
one factor: I  couldn't  hold the damn
thing steady! Whoever des igned the
handle is either a sadist or an orang-
utan g.

SHARP VL-C73HA E1200
A gimmic k y  V HS - C mini-casset te
model, which looks great on paper but
results i n  s o m e  v e r y  annoy ing
features, s u c h  a s  l e s s  t h a n  3 0
minute's battery life and a deafening
tape deck. But  if  you are the sort  of
nerd who drives a Citroen *, I suppose
you'll go for gizmos like van-speed,
Sound ov erdub,  d a t e  a n d  t i m e
character generators, still f rame, on-
board index-search, edit and macro.

Sony CCD1/90
(The Handycam)

Panasonic NV 1‘
4
17B

Sharp VL-C73H4

' iNet  Croucher drives a e l  eMck Caron BX•IRS Special
crammed lu ll o l  cornputer controls H e  is  eterekwe a
selecontessert nerrl i  i  aiso nee 4 Mines Pack Mews
tihke wnrn e wear baskef on We Ire? SVutt aoes inef make
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JVC GR-C7 E1200, also known as
TOSHIBA SK-60P E1250
MITSUBUSHI HS-C20 MOO
AKAII PV-C8 MOO
PHILIPS VKR-6830 MOO
SHARP VC-050 E1400
All o f  t hes e a r e  t h e  s a me  mi n i -
cassette VHS-C machine,  and they
are all bet ter than a pok e in the eye
with a cold sausage, being incredibly
easy to use. Suffering f rom the usual
tooth-grinding t o p  d is t o r t ion  o n
audio, t h e  v i d e o  f ac i l i t ies  a r e
excellent, wi t h  mac ro,  fader,  t win -
speed plus good backlight and white-
balance controls. The good news  is
that the machine is over two years old,
and the mult iples are trying to offload
their stock on a greedy public. Bargain
prices to be had as the summer sales
do batt le in the high street.

PANASONIC NV-PA5 MOO
Do r i o t  t ouc h  t h is  excellent  V HS
machine at this price, even though it is
the bes t -selling Camc order  i n  t he
land! It has just been superseded by
the NV-M7 which actually costs a quid
less. The dealers will have to reduce
the price soon. Having said that, if you
Insist o n  us ing  t h e  dreadf ul V HS
standard, you couldn't  do better than
this machine. Time and data character
generator, fader, audio dub,  s lo-mo,
still, strobo, but still featuring truly dire
audio quality. About  £995.95, plus  a
free power  pac k  and half  a  doz en
tapes seems about right.

PANASONIC N11-617 E1299
Firstly, as  bloody  heavy, and not  a
hand-held. Secondly ,  o n c e  y ou'v e
erected t h e  s c af f olding o n  y o u r
shoulder, it's bloody good. Everything
that the M5 does, plus a brilliant flying
erase head (for razor sharp butt-edits
and cuts), two autofocus options, twin
audio v i s u a l  f a d e r ,  p l u s  ' 1 2 5
characters, f o u r  f on t s ,  1 0 - p a g e
memory, 9-page scrolling, autodate
and stopwatch, 'Hahl However, I have
two c rit ic isms :  fi rs t ,  t h e r e  i s  n o
lowlight  warning v is ible through t he
viewfinder, wh i c h  v erges  o n  t h e
cnminal: second, they have scrapped
the headphone monitor socket on the
old NV-M5,  s o you can' t  hear what
you are recording. The gimmicks  are
useful, but  not  essential,  and I  s t ill
recommend the NV-MS at  discount
prices.

HITACHI VPA-C30 £1299)
Mini-VHS m a c h i n e  w h i c h  w a s
designed for a neanderthal bricklayer.
(It looks like a housebrick, weighs like
a housebrick, and your skull structure
has to slope alarmingly if you want  to
look through the viewfinder.) Hitachi
also a s s u m e  t h a t  n e a n d e r t h a l
bricklayers do not  need to manually
focus or zoom, and that their primit ive

TECHNOFUN

hearing wi l l  not  mind t he sound of
frying fat dripping into boiling mud.

PENTAX PV-C800 E1400
What a  pedigree name to hang on a
Camcorder!  What a pig of a machine!
This is in fact a Hitachi in disguise, and
they o u g h t  t o  b e  a s h a me d  o f
themselves. Des igned for flat chests
or s q u a r e  s houlders ,  t h e  v is ua l
images are what  the Japanese call ' a
road o f  c l a p '  a n d  o u r  fi eld-t es t
batteries c l a p p e d  o u t  a f t e r  2 0
minutes. Bah!

SONY CCO-V100 PRO-8 MOO)
SONY CCO-I/200 PRO-8 0800
Okay. I admit. I use Sony's Pro Video-
8 range for my  A N productions, but
they are tax deduct ible and they are
simply superb. I mean superb! If you
are serious about professional quality
Camcording,  h i r e  o n e  o n e  t hes e
babies and see what I mean, The good
news is that with the V200 on stream,
we can expect  t o see some healthy
discounts o n  l a s t  y ear ' s  mode l ,
rumours are that prices will stand at
an amaz ing £1299 for the V100 by
Christmas, and when y ou compare
these machines  t o anything else in
that price bracket it's like comparing a
sack of  turnips to Vanessa Paradis's
armpits. (No it 's  not  -Ed. ) (Yes it  is,
I've done it  -Croucher. ) Sony 's  Pro
machines look  like the sort  of  ENG
cameras that  TV outs ide broadcast
units employ,  they weigh in at a hefty
3 k ilos,  but  s it  comfortably  on t he
shoulder, and they contain the Biz!
PCM sound (and that means state-of-
the-art digital!). stereo audio dubbing,
t ime lapse recording,  7-hour wipe/
fade p a r a m e t e r s ,  v a n - s p e e d
zoom,perfect pic tures  a t  any  l ight
level, even a narration monitor mic for
the cameraman who wants to use an
audio not epad.  A  t ru ly  beaut i f ul
product, with nothing to touch it.

Yes, I  k now all about  SUPER-VHS,
HO-VHS and HI-RES SUPER V-8, and
I'm s u r e  t hey  wi l l  improv e image
quality by  leaps and bounds.  But  in
the Camcorder market  place of July
1988 we are assaulted f rom all sides
by a mass of  similar products, many
of which are the same machine with a
different badge stuck on the side. Let
me leave you with these comments.

SOUND:  if  you are serious about the
sound quality of  your videos, go for
Video-B. VHS come nowhere near it.
IMAGES: most Camcorders give very
similar results, apart f rom a couple of
naff models  listed above. So comfort
and eas e o f  us e bec ome a  major
factor. Try before you buy.
SPECIAL OFFERS:  Sorry about  this
all y o u  e x c e l l e n t  i n d e p e n d e n t
retailers, b u t  i t ' s  t h e  highs t reet
mult iples who not  only  offer realistic
stock-clearing reduct ions,  b u t  als o
back t hem u p  wi t h  a  genuine 12-
month guarant ee.  W i t h  k i t  a s
expensive as  Camcorders  this  is  a
major factor.

BEST BUYS
Cheep' n'theertul -  SONY CC E  HANDYCAPA (C599 or less)

l i k
,  
t r e
a m  
V
H
S  
-  
P
A
N
A
S
O
N
I
C  
N
V
-
M
S  
V
H
S  
(
d
i
s
c
o
u
n
t
e
d  
t
o  
£
9
9
5
)

' f-the -a rt -SONY CCO-V200 VIDEO-8 (C1800 or upwards of C:30-a-
e charge.)
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Commodore Amoga Software Astari St Software A t e n  St Software A t a f t  St Software
Aaargh 7 , 2 5  L e a t h e rn e ck 1 3 . 2 5  S i x  Crary 13.25

Commodore Amiga Software
Kernplgruppe 2 1  95

Asargh 13.25 Arcade Force Four 1 6 . 4 5  L e g e n d  of the Sword 1 3 . 2 5  Sio rrn t ro o p e r 13.25 King of Chicago 21_96
Arba 1325 Arkanoid Rev of Doh 1 3 . 2 5  L o r d s  Of Conquest 1 8 . 9 5  S t r i p  Poker 2 Pius 9.95 Legend of the Sword 13_25
Abell Syndrome 16.45 Armageddon Man 1 5 . 9 5  M a s t e r s  of The Universe 1 3 .2 5  S t  Adventure Creator 18.45 Leisuresult Larry Wilber* 13 25
Anals of Rome 18.45 Army Moves 1 3 . 2 5  M i c k e y  Mouse 1 3 2 5  S t  IMernational Soccer 13.25 Metropolis 13.25
Arkanoo 17.55 Bad Cat 1 3 . 2 5  M i c r o  League Wrestling 1 6  45 S u r i d o g 9.95 Mindfighter 16.45
Batt Cat 18.45 Befog Tale il 1 8 . 9 5  M s

-
l a u g h t e r  
1 6 . 4 5  
T e s t  
D i v
e

18.95 liebulus 16.45
Barbarian (Palace) 13.25 Better Dead Than Alien 1 3 . 2 5  M o n o  Emulator 4 4  96 T h u n d e rca ls 13.25 Obliterator 16,45
Barbarians (Psygriosis) 18.45 Beyond the ice Peace 1 3 . 2 5  M u s i c  Construction Kit 1 8 . 9 5  T i m e  and Magic 13.25 Pandora 13.25
Bards Tale 18.55 B c  Commandos 1 3 . 2 5  h i e b u l u s  1 3  25 U n iv e r s a l  Mihtary Sim. 18.45 Peter Beardsley 'a Football 13,25
Better Dead than Alien 1325 Black Lamp 1 3 , 2 5  N o r t h  Star 1 1 2 5  V a m p i r e s  Empire 13.25 Plaloon 16.45
Beyond lo s 21.95 BMX &mutat°,  9 . 9 5  O b lit e ra t o r  1 6 . 4 6  V e r e e n a lo r 18.45 Police Ousel 13.25
Bionic Commandos 16.45 Bubble Bobble 1 3 . 2 5  C e t i ;  1 3 . 2 5  V i r u s 13 25 Ckitidralien 13.25
Bubble Bobbie 13.25 Buggy Boy 1 3  25 O u t r u n  1 3 . 2 5  V i x e n 13.99 Red October 16.45
California Games 16.45 Captain Blood 1 6  45 P a n d o r a  1 3 . 2 5  Wa g e rs@  Constructor Set 16 45 Return to Allanes 18.95
Captain Blood 18.45 Camer Command 1 6  45 P e t e r  Beardsley's Football 13 .25  W a r l o c k s  Guest 13.25 Return to Genesis 13.25
Carrier Command 16.45 Chubby Onsile  1 3 . 2 5  P h a n t a s m  1 3 , 2 5  W h e r e  Time Stood Still 1325 Revenge 6.55
Crack 13.25 Colour Emulator A l  95 P i n k  Panther 1 3 . 2 5  W i z a r d s  Wars 13.25 Roadwars 13.25
Crazy Cam 16.45 Corruption 1 6 . 4 5  P l a t o o n  1 3 . 2 5  X e n o n 1325 Rocket Ranger 21.95
Desil Emulates' 69.95 Police Guest 1 3 . 2 5  ' r_ yr ia p s 13,25 flocktrxtl 13,25
Dark Castle
Defender of the Crown
Dee Vu

16.45
21.95
21.95

* * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
*  5 0 p  off every title S UMME RTI ME  SPECIAL OFFERS 5 0 p  off every title *

Rolling Thunder
Round World 80 Days
Sentinel

16.45
16.45
13.25

Deluxe Paint
Destroyer
Dock Special

54_95
16.45
i 6.45

*  J u s t  tell us in which computer  magazine you saw our advert
*  t h e n  deduct 50 pence from each title that you order

*
*

Sherlock Holmes
Silent Service
Sinbad 5 'fleeing Falcons

16.45
16.45
21.95

Dreackhought 1325 *  ( n o t  joysticks or peripherals) * Skyfox II 16.95
Echelon
ECO

16_45
16.45 * * * * * * * * * * * * * * * * * * * *  * *  * * * * * * * * * * * * * * * S o cce r SUCWO MO

Stargider II
6.55

16.45
Enlightenment 1325 Atari St Software A t a r i  St Software Stationfaa 21.95
EPT 16.45 Deflector 1 3 . 2 5  P o w e r  Struggle 9 9 5 Stir Crazy 13.25
Exoion 16.45 Degas Elite 1 8 . 9 5  P r e d a t o r  1 3 . 2 5  J o y s t i c k s ! Nock Market 13.25
Fairy Tale Adv 21.95 Desolator 1 3 . 2 5  C kia d ra lie n  1 3 2 5  C h e e t a h  Mach 1 Plus 12_95 Strike Force Harrier 16.45
Ferran Formula One 16.95 Dick Special 1 6 . 4 5  R e d  October 1 8 . 4 5  C h e e t a h  125 Plus 6.95 Strip Poker 2 Plus ,akell aria) 9,95
Flight Simulator II 31.95 Dungeon Master 1 6  45 R e t u r n  to Genesis 1 3 . 2 5  C o m p  Pro  5000 Cleat 13.95 Tess Times in Tonetovat 7.95
Football Manager II 13.25 EPT 1 6 . 4 6  R e v e n g e  II 8 . 5 5  C o m p  Pro  5000 Extra 1495 Test Drive 18.95
Garfield 13.25 Exoton 1 3 . 2 5  R u m ru n n e r 9 9 5  C o m p e t it io n  Pro 5000 12_96 The Pawn 16.45
Gammon It 16.45 Fire And Forget l b  45 R o a d  Nesters 1 3 . 2 5  C f L ASOF 8.99 Therder 13.25
Gee Bee Air Rally 13.25 Right Simulator 2 2 6 . 9 5  R o e d w a r s  1 3 . 2 5  K o n i x  Speedking 10.99 Three Stooges 21.95
Golden Path 13.25 Football Manager II 1 3 . 2 5  R o c k f o r d  1 3 _ 2 5  K o n i x  Speed •  Autofire 11_99 TOMO and Magik 13.25
Great Giana Sisters 18.45 Foundations Waste 1 6 . 4 5  R o l l i n g  Thunder 1 3 . 2 5  M a g n u m 10.50 Time Bandit 1325
Gridiron 18.95 Games Winter Edition 1 6 . 4 5  S a p i e n s  1 3 _ 2 5  P h a s o r  One 10.99 Turbo 13.25
Gued of Thieves 16.45 Gaunilet 1 3 . 2 5  S c r e a m in g  Wings 9 . 9 5  S i l k  Stk 6.50 Ultima iii 16.45
Hollywood Poker 6.55 Goickunner 1 3 . 2 5  S e n t i n e l  1 3 . 2 5  St a rfi g h t e r 8.99 Universal Military Simulator 16.45
Hothalt 16.45 Gunship 1 6 . 4 5  S id e w in d e r  6 . 5 5  T a c  2 9.99 Vampires Enloe* 13,25
Interceptor 18.95 Hardball •  Mean 18 1 8 . 4 5  S k y r i d e r  9 9 5  T e e  5 11.99 Vemenator 16.45
into the Eagles Nest 13.25 Hetchars Slayer of Damned 1 3 .2 5  S p a c e  Ace 1 3 _ 2 5 Wizzball 16,45
Jet 28.95 Mari Warriors 9 . 9 5  S p a c e  Guest 1 6 . 4 5  P e r i p h e r a l s Xenor 13.25
.links 16.45 Impossible Mission II 1 3 _ 2 5  S p i t h r e  40 1 6 . 4 5  A m i g a  Disk Drive 99 99 Zynaps 16.45
Jinxes/ 16.45 Joe Blade 6 . 5 5  S t a r g l id e r  II 1 5 4 5  S t  Disk Drive 99.99 7 Cites of Gold 22.95

WORLDWIDE SOFTWARE
1 Bridge  Street

Galashiels
101 1 SW

Ter 0096 57004
124 hours]

WItRLDWIDE
•SOFTWARE. VISA

WORLDWIDE SOFTWARE
49 Stoney Street

Noningham
NG1 11X

Tel; 0602 480779
Fax: 0602 463102

Please make cheques or postal orders payable to WORLDWIDE SOFTWARE.  All prices incluide postage & packing in UK.
Overseas please add El .50 per cass/disk for AIR MAIL delivery. Credit card orders accepted by phone or mail.

Galashiels: (0896) 57004 (24 hours) N o t t i n g h a m :  (0602)480779 (24 hours)
All UK deliveries by 1 st Class Mail



Runner to Robocop
y f u t u r e -
fi c t i o n

has a t o m o r r o w  in store for us, where the
only •  to enjoy a car may be the robot that
built It. a r t  Wynne outlines science fiction's
cyberpunk future
In today's world the wavelront of the future seems ever less
distant with yesterday's technological wetdream tomorrow's
mundane hardware. The state of the hi-tech art changes at rate
which would impress, if not depress an Amiga owner glu
considering RISC chips and interactive CD-RAM.
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addicted wor ld of computers,
the wider world experiences the
impact of  futuristic advances
which, increasingly, bl ur  t he

difference between fact and exotic
science fiction SDI.  with its Star Wars
nickname, is almost a cliche example
of this, while serious proposals to map
the human blueprint of DNA go almost
unnoticed, though they may well be
much more significant. In Bangladesh
the more established technology of
transplant surgery leads to refugees
being 'culled for  their organs.

As the razor edge of a technology
revolution c u t s  a m or a l l y  a n d
impartially through our  society. i t's
ironic that popular SF should so often
take the form of nostalgia. The Star
Wars tri logy. f or  exampl e,  dr e w
obvious inspiration from escapist fairy
stones - as did its numerous imitators
-  while the nostalgia of Back To The •••••••••• —
Future and Peggy Sue Got Married is
even more self-evident. Vet  En the
same year as Star  Wars broke box
office records, a short story appeared
entitled Fragments Of A Hologram
Rose -  a presaged the arrival of a
bleak n e w  subgenr e  eventual l y
labeled 'cyberpunk'

newest of SF new waves has
drawing a  ser ious,  n o t  t o

highly e x c i t i ng  a n d
stylish line on the near-
since I n  1984 William

the man who kicked it all off
merits, had his first novel
to ecstatic critical acclaim.

Neuromancer 4  won the
ip K Dock, Not t i t da -
-
-
-
i nd H u g o

; an unprecedented sweep of
$ top honours.

'look ' K .  however.
been O v e r  two years

musty a s  Gi bson was
starting his d r a f t  -  when the
archetypalAyberpunk movie opened
to a  ti l lal ippoiintint commer ci al
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t plague the film today. Blade
Was wel l  o n  i ts  w a y  t o
g a cult movie on a  scale

tails into question the word
In a  recent S hy  magazine

Ridley Scott (director of both
Runner and Align) arclUdigjact
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movie had been ahead e  and
should be rereleased fl y  close
to i ts  original  form. ) u p p o r t  f or
Scott's view can be  gathered from
how i t s  immensely atmospher ic,
quintessentially cyberpunk 'look' has
influenced everything fr om Barclay
Bank ads to Michai tJackson's Bad
tour to the entire logic of NETWORK 7.

Movies similarly i' r e d  by Blade
Runner's tr ashed.  % t e c h  v i s u a l i
m
,  s i m i l a r l y  
o p t i o n e d  
t o  
a  
c o r p o r a t i o
n -

include Max Headroom, Aliens and
Robocop. The success of the latter
films. particularly Robocop, has led to
several cyber punk wr i ters be i ng
offered large tees for movies based
on their novels and original scripts
William Gi bson,  f o r  exampl e,  i s
currently woriong on the script for
Aliens III with a short story optioned
for film production, and Neuromancer

FEATURE

CYBERPUNK AND
COMPUTERS
The most dramatic exam-
ple of computers in
cyberpunk rely on the
endlessly controversial
subject of Al (artificial
intelligence) which has
computers as intelligent,
if not more so, than
humans. Even during the
Fifties -  the computer
stone age - the subtract
was topic for hot debate,
with the prominent
mathematican Dr Alan
Turing proposing a test
involving a computer
communicating with a
person -  via notes -  who
doesn't know his conver-
sation is with a computer.
If the person fails to rec-
ognise the computer as
such, isn't it artificially
intelligent?
Already, however, com-
puters crudely mimicking
psychotherapists have
passed such a Turing
test, although this
perhaps tells us more
about the depth of typical
psychotheraphy sessions
than computer intelli-
gence.
Of late Al has gone
through something of a
bad patch, with attempts
to create it in limited areas
such as understanding
speech running into
immense difficulties. The
more rules programmed
into a computer telling it
things -  eg birds fly - the
more rules seem neces-
sary: ostnches don't. This
rule-based method of
programming has hence
fallen out of favour, giving
way to a radically new
approach: connec-
tionism.
This might give a com-
puter the word 'intelli-
gence' and the sound of it
being spoken Rather
than programming the
computer with intricate
rules on how to pro-
nounce the word, it is sim-
ply told to work its own
rules out and left alone
until it does so. The rules
produced might be
wrong, but given enough
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words they should evolve
until reasonably accurate.
Sell-programming com-
puters probably offer the

most hope for Al.
although what that really

means is difficult to define
since 'intelligence' itself

can't easily be explained.
Things will not be made

easier when the Japanese
inevitably produce a

printer which tells you
how to operate it and has

an Al sticker on
For most people, hos.
ever, Al is most v iv id ,

associated with 2001
HAL 9000 computer ana

cyberpunk has a similarly
straightforward view of Al
as very intelligent indeed.
The ambit ions of an Al are

what propel the plot isi
William Gibson's Neuril
mancer with the Winter-
mute computer needing

a subprogram to express
itself in terms simple

enough for a human to
understand_ In Max

Headroom, of course, the
Al is a simulation of a pre-

sumed-dead reporter
that comes to distinctly

quirky, if not glitched, life.
Such ideas may seem

more like fantasy but an
acclaimed scientist, who
presumably knows more

about the subject than
most, was featured on a

recent Horizon smugly
predict ing humans would
end up- at best -as  pets

for Als. Even the typically
dour Engineering Today
magazine carried a fea-
ture forseeing carbon-

based life (humans) being
replaced by the silicon-

based variety. Wir
biological computer

chips looming on the
technological horizon
that may seem a little

quaint now, but the gen-
eral argument remains.

A rather less threatening
application of computers

is the creation of
cyberspace, a 'consen-

sual hallucination experi-
enced daily by billions of
legit imate operators.

Cyberspace has its or. -
gins in 'primit ive arcade

games _ _ i n  early
graphics programs and

military experimentation
with cranial jacks'. This

Gibsonian invention has
much of tomorrow's work

and communicat ions
oeing done via a fibre-

optic interconnected
electronic world owing

much to the visual style of
the movie Tron.

Rather than struggle with
the intricacies of numer-
ous computer operating

systems cyberspace -
the supreme WIMP iconic

interface -  has a whole
alternative world

102/124 TGM T X  0 0 8 :  7-88

Cabana Bay  Product ions  -  f ormed
exclusively to handle rt. The British TV
movie Max  Headroom,  by  contrast,
has already been reshot  for the US
market and a  hugely  expensive TV
series launched there (nOW aValtable
on video in the UK.)

VCR
The bes t  defi nit ion of  cyberpursk a
subigenre which has no rigid format, is
probably Gibson's .  Th e  f ut ure h e
extrapolated f r o m  s u c h  u n u s u a l
sources as The Face and Arena owes
much to a now perhaps rather dated
vision o f  Br i t a in,  w i t h  G i bs on ' s
Boston-Atlanta Met ropolitan Axis  or
Sprawl s u f f e r ing  a  det er iorat ing
economy and splintered society, the
only things  holding BAMA together
being tube trains and a colourful gloss
of bizarre fashion The importance of
the UK to Gibson's work is best shown
by h i s  la t es t  nov el .  M o n a  L i s a
Overdrive. which has the daughter of
a Yakuza cnmelord seeking refuge in
a *grim neo-Victorian London replete
with such eternal British institutions as
the Dorches ter hot el and  Harrods
This vaguely post-apocalypt ic  future
world,  teetering on t he brink of  yet
more undefi ned calamit ies  that  t he
individual i s  helples s  t o  prev ent .
leaves s t y le a s  v irtually  t h e  on ly
expression of individuality and sanity:

Julius De a ne  w a s  1 3 6  year s
old C a s e  had never seen him
wear the same suit twice . . . Hi s
offices ( h a d )  N e o - A z t e c
bookcases D i s n e y - s t y l e d
table lamps perched awkwardly
on a  l ow Kandinsky-look coffee
table A  Daft clock hung on the
wall between the bookcases
Nouromanc er (p20-21)

Such characters are far removed from
the t e c h n o c r a t i c .  s u p e r c l e a n
astronaut SF stereotype I t ' s  a  key
insight o f  cyberpunk that  t he really
life-changing technology is  far f rom
that involved in extravagant Soviet -
American Mars  shots, but  rather the
coffee-stained variety residing in, for
example, t h e  V C R s  a n d  h o m e
computers w h i c h  h a v e  rad ic a l ly
changed U K  leis ure act ivates.  O r
alternatively one could point to the oil-
smeared technology whic h is  Fiat 's
famous robots ,  drably  t ransforming
the wo r l d .  i f  o n l y  b y  produc ing
flawless cars for a market  shrunken
by unemployment

TECH NOIR
The c y berpunk  c ent ral  charac ters
mach inhabit  near-future worlds  s o
dramatically c hanged.  pos s es s  a
dubious genius .  Th e e  s k i l l  l ies  i n
surviving on the fringes of respectable
society, i n  t he mos t  grey  areas  o f
legality a n d  m o r a l i t y ,  w h i l e
simultaneously exploit ing t he latest
hetech t o c ome scything through a
fragmented a n d  c onf us ed wo r l d
Out law c o mp u t e r  h a c k e r s  a r e
part icular favourites of Gibson's work,
while the princ ipal lowlife of  Walter
Jon Wi l l i am' s  Ha r d wi r e d  a r e  a
smuggleteencl an assassin, the latter
being t h e  essent ial r o l e  o f  R i t e
Deckard in Scott's Blade Runnerf t illt
hero of another cybetpune work. John
Shirley's Eclipse, Is a burnt -out  rock
star, addicted to the legendary Velvet
Underground, part ial to 'blue mesc '

drugs and in t he process  of  being
dropped f r o m  h i s  b a n d  f o r  a
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by Gibson,  Lewes  Shiner a n d  Pat
Cadigan testify, rock music is both a
popular theme and inspirat ion within
the genre. The fractured. hyper-reality
of MTV's  kaleidoscopic content is in
fact a  useful analogy  f or the v is ion
cyberpunk h a s  o f  a n  endles s ly
variegated, ' d e s i g n e r - d r u g s ,
designer-genetics, designer-surgery '
near-future

This generally  f oreboding,  ret ro-
fitted tech norr vision has led Bruce
Sterling t o  suggest .  i n  Foundat ion
magazine, t hat  solut ions l ie ' not  in
dressing as elves', instead we should
pu t  pennies  on  t he fuses: jam the
pedal to the fl oorboards,  and go for
broke W e  need every last mutant
and nutcase we can spare, to beat the
brush for paths to the next millersurn%

The s h e e r  ex uberanc e o f  t h i s
attitude under the looming shadow of
disaster is what helps give cyberptink
much o f  i t s  exc itement  and  sheer
energy.

THE END OF THE
NATIONS?

What underpins  a l l  t h i s  dramat ic
writ ing and  bleak  fi lm-mak ing is  a
notion probably  bes t  expressed in
Alvin To f f e e s  c rit ically  ac c la imed
work o f  non-fi c t ion futurology.  The
Third Wave Tonle('  s argument is that
contemporary s oc ie t y  i s  i n  t h e
process o f  t rans f orming f r o m  a
Second Wave, or industrial civilisation
into a Third Wave one. (A First Wave
society is  one whic h has  swit ched
from a nomadic,  hunter-gatherer life-
style t o  a  sett led, agricultural one. )
Near s y nony ms  f o r  Th i r d  Wa v e
civilization a r e  G l o b a l  V i l l a g e ,
Information A g e  o r  Sc ien t i fi c -
Technological Revolut ion ( a  Sov iet
term), a l l  o f  whic h Tot t er  believes
inadequate t o  enc ompas s  t he  f ul l
scope of the change which is radically
affecting global society now.

The driving forces of this cyberpunk
transformation might  be reduced t o
three f a c t o r s ,  t e c h n o l o g i c a l ,
economic a n d  e c o l o g i c a l
Technology began the Second Wave
through industrialisat ion which,  unt il
the adv ent  o f  t he  mic rochip.  wa s
inherently Stupid,  f av ouring mas s -
product ion and  mass-markets  wi t h
people preferably  a s  al ik e a s  P C
clones. A  new,  diversify ing wave of
technology such as VCRs and direct-
broadcast satellites will shatter such
things as mass-media leading to a far
more diverse culture Twenty  minutes
Into M a x  Headroom' s  f ut ure,  f o r
instance, there are 4000 TV stations
compet ing f or v iewer at tent ion wit h
some literally explos ive advert is ing.
(With a  l i t t l e  l u c k  t h e  n e w
Broadcasting S t a n d a r d s  Co u n c i l
won't  be  able t o mak e t hem all as
boring as Sunday morning TV.)

Advances i n  t r a n s p o r t  h a v e .
however, s imultaneously  unifi ed t he
world economically  so that a SAM-7
sold in Cent ral America on Monday
can M g r  d o wn  a n  sarener i n
Afghanistan o n  Wednes day  week .
Organisations wh i c h  o p e r a t e  o n
transnational lines thus stand to make
huge profi t s  a n d  wh e r e  nat ional
governments. cillst ilMelts, me a t  i t s

work ing practices, other countries will
not -  for example the Ford/Dundee
experience I n 1973 the annual sales
of General Motors were larger than the
GNP o f  Switzerland,  Pak is tan and
S Africa. The success of this relatively
new bus ines s  b r e e d  l e d  s o m e
executives to extravagant claims.

The wond's political structures are
completely obsolete. They  have
not changed in a least a hundred
years and are woefully out of tune
with technological progress.
Jacques 0 Maiscmroufpit,
Director IBM World Trade Corp.

The s p e c t r e  o f  a l l - p o we r f u l
corporat ions has been a staple of SF
at l e a s t  s i n c e  Ro l / e r t en .  b u t
cyberpunk has added a new depth to
this t heme with the fictional Tessier-
Ashpool f orming a  cent repiece o f
Gibson's Ne u r o ma n c e r  A n o t h e r
example of Oils is Walter Jon William's
Hardwired which features a brilliant
sequence Star Wars-like aerial batt le
that merely sets the scene for the real,
Wall St reet -type war  -  a  series o f
rapid-fi re stock market manipulat ions
that make use of damage caused by
the dogfights to depreciate the target
corporat ion's share values.

Toffler be l iev es  a  pas s ing  o f
national g o v e r n me n t  p o w e r  t o
transnational a n d  loc al democrat ic
authorit ies wi l l  c ope  wi t h a  global
marketplace e x p l o i t e d  b y
transnat lona, o r g a n i z a t i o n s
Cyberpunk tends to be less optimistic
-  Possibly due to a brief  look at  the
ineffectual EEC and defunct GLC.

It i s  ec ology ,  howev er ,  we l c h
contributes most to the pessimism of
the genre I n  the early Seventies the
oil crisis added muc h weight  t o the
arguments o f  T H E  L I MI TS  T O
GROWTH which, using sophisticated

, computer mo d e l s ,  p r e d i c t e d  a n
industrial c ol laps e i n  2010  a n d  a
catastrophic drop in  populat ion by
2050. A current oil glut helps disguise
the f ac t  t hat  ev en  i f  t h e  LI MI TS
timetable is flawed no one is replacing
fossil fuels  A t  t he  s ame t ime  t he
burning o f  f oss il f uels ,  t emporary
expansion of farmland in the Amazon
and - of course - ozone deplet ion are
seriously eroding the environment I n
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Worktwatch I ns t eut e c la imed t ha t
without internat ional cooperat ion on
the scale that  occurred af ter World
War I I  ' t h e r e  wi l l  b e  h u ma n
suffering o n  a  s c ale t hat  has  n o
precedent'

The consequences of skyrocketing
energy costs, mineral shortages and
economic depress ion are the subt le
subtext that  underlies  such fi lms as
Blade Runner. Sc ot t s  Inferno-like LA
2019 n o  more  features  characters
explaining such thongs than LA Law
explains the foundations of America's
pos t -WW II success Th e  signs of  a
future env ironment al c ol laps e a r e
evident, howev er,  i n  t he  cons tant
acid-rain, t h e  c onc ept  o f  animals
being so rare the idea of killing one is
almost unthinkable a n d  t he  ret ro-
fitting, r a t h e r  t h a n  replac ing.  o f
virtually everything. I n  the ineabitants
of this world the s t e 1 1 . 1
1
1 0 1 0 1 0  a r e  
j u s t
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characters and moti lotion mollified
but Inie b whar t ta l Meen wrought,
and the fear of what may yet happen
is a central cyberpunk theme with a
disturbing ring of  truth tp i t S uc h
elements a r e  w h a t  m a k e s
subgenre valuable.

While t he  futur e i S unlikely I
resemble closely any of thepurnerous
fictions labeled •cyberpunk', some of
the issues which it explores. Such as
genetic engineering, environmental
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probably play some si a r t  in
deciding hoops  live a d e s
down the l inT- when
current Crop of politic
and decisionmakers
long dead_ The int
interest of TV comp
film producers and the
broad critical respect
for cyberpunk indica
that a lot of people
feel that this
particular sub-ge
idiocy in trying to
predict the
unpredictable has
quite a few takerS•'4,1
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NEXT MONTH:  a guide to some of
the be s t  exampl es o f  pr i nt a nd
cinematic cyber punk,  begi nni ng
with reviews of some of the latter.
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FEATURE

interacted with by your
thoughts. Apart from the
cranial jacks, all this
seems little more distant
than CD-RAM and a third
generation ParSec
machine. With increasing
computer capabilities
making photograph-type
animat ion commonplace.
modem-shopping/work -
ing/relaxing might well be
as alluring as Gibson
paints it.
Already in the US there
are modem-games which
allow people to fly aircraft
in a 'consensual halluci-
nat ion' simulating a battle
700e. USAF research
meanwhile seeks to do
away with bulky cockpit
canopies and submerge
their pilots in a-D, real-
time computerised simu-
lations of the war zone
they might be dropping
real bombs in. Dial the
wrong code on your
modem and you and your
MicroProse software
could nuke Managua for
real
Paradoxically the ultimate
question underlying all
these state-of-the-art
technological advances
is nature of human life,
humans are merely
biological machines why
shouldn't machines
eventually be able to
simulate and finally sur-
pass us as we replaced
Neanderthal Man? Cute
News round stones of
chimps able to communi-
cate through icon-based
languages give the lie to
the traditional, biblical
idea of only Man being
possessed of abstract
reasoning powers_ Even
pigeons, apparently, can
be trained to follow
abstract logic - so are we
really so special and I m -
i t a b l e

A related question is
provoked by cyberspace
which, with its potential
for cinematic, hyper-real
experiences, offers a rival
to conventional reality
itself. In Neuromancerlhe
hero is offered a Faustian
pact for his soul, the
reward for his acceptance
is a life within cyberspace
on an island with a perfect
Al simulat ion of his dead
girttnend. Computer
'games' such as that
would indeed be 'less a

me, more a way of life'.
Perhaps, as is suggested
by books like Eclipse and
Count  Zero, technology
may bring a variation on
the old quest ion of God
creating Man or vice
versa, with humanity's
subterranean dreams
creating its own
cyberspace god, heaven
and hell

TGM I X  0 0 8 :  7-88 103/124



ROLEPLAY

A DIFFERE
CODE OF
John Woods goes rolepiaying in the Far-
East this month with the RuneQuest
supplement Land Of Ninja, and occidentally
peeks at a Warhammer Fantasy Roleplay
adventure pack
RuneQuest
LAND OF
NINJA
Role-Playing Supplement
Hardback, £10.95, 144pp

rth s a m u r a i  w a r r i o r s
undertaking great deeds in
the service of their Shogun
lords a r i d  t h e  f ears ome
ninia perf orming ac t s  o f

espionage and assassination, the
Land of  the Ris ing Sun makes a
fine setting.

Far-Eastern R P G s  b e s t -
known currently is F a r s  Bushido
-  have been around for years, so it
was a natural step for Avalon Hill
to provide a Japanese supplement
for its RuneGuest roleolaying rules
system, but Land Of Ninja can't be
played without at the very least the
basic RuneOues t  r u l e s  a n d
referees will almost certainly want
Advanced RuneOuest too,

The book -  Games Workshop's
attractively repac k aged,  s t u rdy
hardback s t y le  -  c ont a ins  a
combinat ion o f  b a c k g r o u n d
material, r u l e  c h a n g e s  a n d
additions, adventure ideas and a
ready-to-go scenario, all set out in
readable fashion.

An int roduc t ion explains  t hat
historical and  geographical f ac t
should take backseat to the fun of
roleplaying. Then details from over
ten centuries of Japanese history
are given for referees to pick and
choose whatever elements appeal
to t hem,  mix ing i n  aspec ts  o f
fantasy s u c h  a s  ma g i c  a n d
unearthly c reatures  in  whatever
way they wish: however Land Of
Ninja can be used as the basis of
an historically accurate campaign
if s uf fi c ient  e f f o r t  g o e s  i n t o
preparation.

The J apanes e c as t e s y s t em
imposes ma n y  res t ric t ions  o n
what c harac t er  t y p e s  w o u l d
realistically adventure together, so
usually everyone belongs  t o t he
samurai: s oldiers ,  pr ies t s  a n d
courtiers who direct ly  serve t he
ruling lords. But there are rules for
lower cas tes  t oo.  Th e  versat ile
RuneOuest prev ious-experience
system is used, so players quickly
and r e a l i s t i c a l l y  g e n e r a t e
characters o f  r e a s o n a b l e
competence and knowledge.
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The book also introduces some
new skillS -  such as Disguise and
the fast-draw technique, laijutsu -
gives ru les  gov erning weapons
such as  the katana, jo stick and
shuriken, a n d  d e t a i l s  t h e
languages that characters will be
familiar with.

For me,  Ki skills are one of the
most interest ing new features -
one t hat  referees might  l ik e t o
carry over to Rune Quest fantasy
campaigns. A  t y pe o f  magic al
ability d e r i v i n g  f r o m  g r e a t
individual skill exercised in a single
burst of activity, often after lengthy
preparations, Ki is only developed
by PCs  at taining mas tery  190%
ability) of  a skill. A character with
such a  l e v e l  g a i n s  t h e
corresponding Ki at 5%, and may
increase i t  b y  ex perienc e a n d
training.

To use a Ki skill the adventurer
spends a  ma g i c  p o i n t  be f o re
attempting their skill roll_ If the dice
score i s  l e s s  t h a n  t h e  K i
percentage the Ki succeeds, the
effects of  whic h depend on  t he
particular s k i l l  i n v o l v e d :  a
craftsman, say ,  ma y  produc e a
vase which is not only beautiful but
possesses m i n o r  m a g i c a l
properties: the Ceremony skill can
be used to enhance the Ki ability,
representing hours  of  meditat ion
and mental preparation.

01 mo r e  us e  t o  adventuring
types are the attack Ki:  success
with a hand weapon Ki skill allows
another attack to be made at once
and shuriken Ki lets the user throw
mult iple t h r o w i n g  s t a r s
simulataneously, l ead i ng  t o  a
devastating flurry of  blows.  All in
all the Ki skills allow experienced
characters t o  o c c a s i o n a l l y
perform outstandingly impressive

feats, and  br ing a n  element  o f
magic into the game that is totally
separate from run-of-the-mill spell
casting.

More convent ional RuneOuest
magic is  covered,  however:  t he
book g i v e s  a n  ov e r v i ew o f
Japanese religion and its deities,
and inc ludes  det ai ls  o f  wh i c h
RuneOuest Di v i n e  a n d  S p i r i t
magic spells  would be  available
from whic h t emple.  Av alon Hi l l
clearly assume most  referees will
base c ampaigns  i n  a  f antasy
Japan where magic  is  common,
but those who want  a 'real world'
game could dispense with spell-
casting wit hout  unbalanc ing t he
System.

The bu lk  o f  t he  bac k ground
material i s  i n  t wo  sec t ions  o n
samurai and ninja cultures -  two
very d i s t i n c t  s oc iet ies _ T h e
importance o f  h o n o u r  t o  t h e
samurai is  refl ected in t he HON
characteristic, wh i c h  charac ters
can i n c r e a s e  b y  par t ic u lar ly
dist inguished a c t i o n s  a n d
decrease by violations of the code
of honour.  HO N is  important  in
Interactions b e t we e n  s amura i ,
giving a  direc t  meas ure o f  t he
respect a  character commands .
Additionally, t h e r e  a r e  s o m e
entertaining rules for the effects of
alcohol, a sad omission from many
games! Overindulgence can lead
to a n  adv ent urer get t ing s ick .
passing o u t ,  o r  i f  r e a l l y
unfortunate, both!

For ninjas a select ion of  tricks
and dev ic es  u s e d  b y  t h e s e
legendary spies and assassins are
provided, inc luding special skills
such a s  Na wa n u k e j u t s u ,
(escaping f r o m  b o n d s )  a n d
gadgets such as air bags for hiding
under water. The book rounds off
with a  bes t iary  o f  J apanes e
mythological c r e a t u r e s ,
gamesmastenng t ips and a good
20-page adventure for a group of
samurai characters. A very worthy
and h o n l a b l e  addi t ion t o  any
RuneOuest player's collection.

OUR
WARHAMMER
CAMPAIGN
Role-Playing Supplement
Hardback, E10.99, 138pp plus
pull-out colour map

This is not a new scenano pack,
but a  repackaging i n  a  s ingle
hardback edit ion of  the first t wo
WaMammer adventures  Games
Workshop released -  The Enemy
Within a n d  S h a d o w s  O v e r
Bogenhafen. T h e  fi r s t  mo s t l y
contains background material for
the Empire, largest country of the
Warhammer O l d  W o r l d  a n d
bearing a  c ert ain s imilarit y  t o
medieval Germany.

The scenario itself  in this  fi rst
section, Mis taken Ident ity -  short
and e a s i l y . c omple t ed  i n  a n
evening's play  -  is  intended t o
introduce n e w  p e o p l e  t o
roiepiaying a n d  a l s o  l e a d
adventurers into the act ion of  the
next section. I t 's entertaining and
clearly-written t o  m a k e  t h e
referee's j o b  eas y ,  a n d  s o me
pregenerated PCs are provided to
save even more time.

Most act ion in t he pack  takes
place i n  S h a d o w s  O v e r
Bogenhafen: our heroes uncover
a very sinister plot in the charming
town of the title, with a trip through
the sewers  and a visit to the fair
amongst the distractions, all in all
taking p robab l y  t w o  o r  t h ree
sessions t o  p lay  t hrough.  P Cs
surviving the perils of Bogenhaten
can c o n t i n u e  i n  s ubs equen t
Games Workshop releases Death
On The Reik  (available now) and
Power Behind The  Throne (out
soon).

My o v e r a l l  f e e l i n g s  a b o u t
Warhammer Campaign are mixed:
the book  i s  well-produc ed and
easy t o  f o l l o w,  t h e  E mp i r e
background a n d  B o g e n h a t e n
descript ions ( inc luding a  l a rge
pull-out map) could be useful for
running your own adventures as
well as this one, but  the linearity of
plot makes  life very difficult for a
referee whose players try to tackle
problems i n  unusual way s  and
come up with angles the designers
haven't thought of.

A useful campaign pack, then,
for players/referees comparatively
new t o  roieplaying.  But  referees
may occas ionally  either have t o
curtail players ' f reedom of  action
severely t o keep t hem following
the plot line,  o r  els e ignore t he
oreplanneci p l o t  a n d  improv is e
desperately wit h lit t le or no help
from t he book.  Oh,  and beware
those Bogenhafen sewers ,  o r  a
messy end may befall y o u . .
,
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ARCADE IMPORTS

Barbarians 14 95 Arkanoid , 21 95
Jinks 18 95 Footman 11 95
Wizball 18.95 Vyper 11 95
Garrison II 18.95 Jet .29 95
GeeBee Air 18.95 COMING SOON
Bubble Bobble 14.95 Hot Ball TB A
Ferrari Fl 19 95 UMS _1995
Sidewinder 7,95 Vampire Empire 14
Mach 3 14,95 Wizball 19 95
Thunder Boy 14 95 Interceptor T B A
Star Wars 14 95 • n l
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Obliterator 19 95
AMIGA A500Roadwarc

ECO
15.50
14 95

PACKS

1

ARCADE

Out Run 1 4  95
Gauntlet II 1 4  95
Buggy Boy 1 4  95
Enforcer 1 4  95
Impossible Mission 1 4  95
Masters of Universe
Obliterator
Captain Blood
ST Soccer
Pink Panther
Vampire Empire
titan warriors
Olds
Xenon
Pub Pool

Hacker II
Deep Space E 2 4 . 9 5
Little Comp People
Brataccas (ail 4)

ATARI ST SOFTWARE

13.95
19.95
19.95

• 15 95
15 95

.15.50
10.95
18,95
15.50
7 95

HARDWARE AND ACCESSORIES
Pro 5000 J stick 1 4  95
Speedking Joystick
Ouickshot 4 J Stick

, Mouse Mat

11 95
10.95
5 95

We can't advert ise all the software we
have in stock. so it there's something
you are after that isn't listed giv e us

a ring and we will do our best to get it.

STRATEGY

War Games C s et
Carrier Command
Flight Sim II
tJMS
Spitfire 40
Pnwer S t r imie

ADVENTURES

nightmare
Dungeon Mas k '
Amazon Adv
Police Quest
Space Quest

BUSINESS/UTILITY

Fast Basic (ROM)
Fast Basic (DISK
1st Word Plus
Desk Top Publisher
MCC Pascal
Siiperbase Persona

Arkanow
Skynder
Star Trek
Skull-diggei
Flight Sim II
Tau Cet i
Thai boxing

l i m e
• w a o f t

19.95
19.95
29 95
18 95
18 95
12 95

15 95
18 95
12 95
14 95
18 95

69 00
35.00
59 95
85.00
69.00

• ' 5  00

SPECIAL OFFERS
8,95
9,95

12.95
12,00
29.95
12.00
6.00

Phone or write for the lowest price we can offer
on our software. As we will do our best to match

other dealers prices

P os t a gea
Pack i ng

FREE i n U. K,  Eur ope
it O v e r s e a s  E2. 00

AMIGA SOFTWARE
& HARDWARE

ADVENTURES •

Shadowgate
Dela Vu
Defender of Crov.
,King of Chicago

SIMULATIONS

Jet (IMPUH1
Flight Sim li
Scenery Disks

19.95
18,95
19.95
22 95

29,9'J
29.95
16.95

SPECIAL OFFERS
Pink Panther 1 2 . 9 5
The Wall . . . . . . . . . . . . .1 2 . 9 5
Strike Force Harrier 1 6 . 9 5

•A500 computer
Hacker II + Music Studio

Hitchhikers Guide +
Basic Manuals

C385_00 + VAT

A500 computer +
1084 col mo n i t o r
. software

C549_00 + VAT

PACK 3

A500 computer +
1084 col monitor +
Dot matrix printer

'works' software pack •
PC Emulator

E679.00 + VATx10 E14.95
x20 E27_95
x50 E69.00

VERBATIM
13/S 13/D

PHONE OR WRITE
FOR LATEST AMIGA

CATALOGUE
SUMMER 88 EDITION.

35 LONDON ROADTIMESOFT TOOTING
LONDON SW17 9JR

AA r• ts

A l b & 01-685-9849
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In the late 1119(les the streets of New York are a Jungle.
You are  the ice  cool leader of  a  gang of  drug crazed
terrorists. Your  m a i n  goal  i s  to  become the  richest,

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
SUITABLE FOR ADULTS ONLY Write to: -

LW GAMES, PO BOX 11, CLEVELEYS, BLACKPOOL, LANCS FY5 2UL.
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Your small ads are reaching over 200, 000 other readers in Britain and around the world!
FOR SALE

520 STFM Atari 1Mbyte Drive. Too
much sof tware to list, but  worth
many hundreds. E480 No offers.
Basildon (0268)284021 after 6prn.

CBM 64, C2N tape deck, books,
joysticks. All in perfect condit ion.
Plus £300 original sof tware,  as
new. Value £550. Need quick sale
selling for £180. Phone Gary 0603
810871 after Neighbours_

CBM 128, dataset te.  o v e r  1 0 0
games, book s ,  magaz ines ,  2
loysticks, Cu r rah  Speec h  p l u s
Action Replay  MK4 cart ridge,  6
months old, still boxed. Worth over
C500 Bargain at  E350 ono.  Tel:
0268 412135.

CBM 64, da t as e t t e ,  j oy s t i c k ,
music maker,  magaz ines ,  E200
worth of software including World
Games, OutR un, Uridium, Sanx ion

plus more .  A l l  Original games .
Everything in excellent  condit ion
- manuals  Wor t h  £450 but  wil l
sell f or £150!  Ring 01 635 9392
after 6prn.

Atari 520 STM,  hi-res monitor,  2
disk drives .  1 0 0 +  games ,  Fas t
Basic cart ridge,  20  blank  disks,
dust cover, mouse mat, disk box

magazines. £ 4 0 0  ono .  Ca l l
Darren (0430) 440735, 7 Pochard
Close, N e w p o r t ,  N o r t h
Humberside.

Spectrum -  2 128K computer ,
Kempston j o y s t i c k  i n t e r f ac e ,
Konix Speedk ing joyst ick. Ov er
£3.45 worth of  software, all good
titles_ Wo r t h  E500,  bargain a t
£145. Te l :  (0443) 451305 af t er
4pm.

Amstrad CP C 664.  disk drive,
colour monit or,  joys t icks ,  t a p e
recorder, o v e r  £ 5 0 0  o n g i n a l
software inc luding M011,  GAG.
Over 40 magazines, books. Total
new t 9 0 0 + .  S e l l  E 4 0 0  o n o .
Consider P/X ST/Amiga.  Pris t ine
condit ion. Phone: (0427) 872753.

Name
Address

48K Spectr um,  2 8  games al l
CRASH Smas hed,  Compet i t ion
Pro joystick and interface. Boxed
with a l l  l e a d s .  I n  ex c e l len t
condition. Worth over £320, yours
for only  E125 ono. Ring:  01 733
5837 after 7pm.

CBM 84. da t as e t t e .  Ch e e t a h
Mach I +  , joys t ick ,  L igh t  Pen ,
Currah Speec h module,  games
including Guns hip  a n d  St ealt h
Fighter, a l l  o r ig ina ls .  G o o d
condition. Q u i c k  s a l e  £ 1 0 0 .
Phone: Sc ot t  on  (0323) 846906
after 6pm.

CBM 64. 1 5 4 1  d i s k  d r i v e ,  2
datasettes, 1  Euromax  joyst ick.
over E400 o f  sof tware,  several
blank disks .  Wor t h  ov er  £800.
E275 ono. Tel: (0272) 556473 after
4.30pm i n  week day s  pleas e_
(Excellent condition).

Sega Li ght Phasor  worth £45,
selling for £20. Also 14 cartridges
including OutRun.  Fantasy Zone,
Afterburner, Roc k y .  Sel l ing f o r
under E13 each. Karl on 01 863
2025 after 6pm.

working to a leter deadline. Don't forget, closing date for entries is August 181

P o s t c o d e E n t r a n t ' s s ignature(orlegalguardian)

Sega for £200 with Gun, Rocky,
Bank P a n i c .  O u t Ru n .  W o r l d
Soccer, Hang-On, Brand new, still
in box. Phone: 057 920 9347.

Spectrum L o w  P r o fi l e ,
SpecDrum Mus ic  Machine.  E300
worth sof tware,  t a p e  recorder,
Light P e n ,  interface,  joys t icks ,
magazines. Wi l l  s el l  separately.
Bargain £300. Writ e to: R Shaw,
11 F u l s h a w  Cres c en t ,  A y r ,
Ayrshire, KA8 OHD or Tel: (0292)
265278. •

Sega Master  System 4 months
old, w i t h  1 2  g a me s  inc luding
Space Ha me r .  Ou t Run ,  A f t e r
Burner, and Rocky. Light  Phasor
and Sega joystick C200_ Contact:
Justin, Westc lif f  -On-Sea, Essex.
Tel: (0702 353430,

Atari STFPA, boxed,  s ix  mont hs
old. Un d e r  guarantee.  I nc ludes
over £ 5 0 0  s of t ware  inc lud ing
Dungeon Mas t er,  Oids ,  Carnet
Command.  Rolling Thunder Als o
Compet it ion P r o  j o y s t i c k .
keyboard c o v e r ,  m o u s e .
Everything perfect condition. Only

r  d o .  4110N1111 m i n  E m m a  m o t  a t i o n s i m  411111.  der  1 1 1
.
1 0 1 1 1
.
1 1
.
1 1
.
1 1 1 1 1 1 0
1 1 1 0
1 1
.
1 1 1 1
n A l l r  I l l b - E f f s

THE AUTUMN COMPUTER ART SHOW •
1  All the details were in last month's TGM, but we promised to repeat the form for the benefit of artists

I would like my computer  art to be considered for entry Newslield's Autumn Computer  Art Exhibition at the PC Show, Earls Court.

n  I am over 18
E l I am under 18, and my legal guardian has signed below
I have read the conditions of entry printed overleaf and agree to abide by them

I

$
P
h
o
n
e  
N
u
m
b
e
r

Number of pieces submitted and computer:

I 1  machine T I  2 machine
.  E l  
3  
m a c h i n e '

Please state the titles of your submitted pieces (delete diStricass as inapplicable), followed by the FILENAME and Utility used. Any special instructions for loading or 1
i  u s e  of sell-designed utilities should be written out on a separate sheet_
III ' r i t e  1: (cliskitass)   F i l e n a m e    U h l i t y :

a
T
i
t
l
e  
2
:  
(
d
i
s
k
i
c
a
s
s
)    
F
i
l
e
n
a
m
e
:    
U
t
i
l
i
t
y
:

Title 3: (disk/cogs)   F i l e n a m e :    U t i l i t y :

i
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I  
h
a
v
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e
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l
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d  
a  
s
t
a
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p
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p
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7  I enclose extra payment for return package to be sent recorded/registered
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p
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I
I

and t h e  yo u  h a ve  sig n e d  t h e  f o rm . T h e n  se n d  it ,  t o g e t h e r w it h  a n y se p a ra t e  e n clo su re s,  d isk( s)  o r ca sse t t e ( s)  to

1
.
0
.
1  
4
1
1
1
.  
I
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.  
I
I
I  
1
1
0
*  
e
n
t  
4
1
1
I
t  
a
l
l
t  
*
1
M 
M
i
t
i
t  
M
E
P  
i
l
l
p  
i
l
l
i
p  
i
m
p  
4
1
6  
g
i
g
h  
o
b  
j

I  AUTUMN COMPUTER ART SHOW, NEWSFIELD PUBLICATIONS, PO BOX 10, LUDLOW, SHROPSHIRE SY8 10B
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1340. Blackpool (0253) 890048.

Atari 520 STRIA, complete wit h
joystick, extension lead and over
1700 worth of the latest software.
Worth over 11000. Only 1450 ono.
Tel. (0842) 3222 for details. Please
nng after 5pm and ask for Simon.

Atari 520  STFIA.  Games worth
over 1150.  joyst ick, mous e and
mat, dus t  cover, 10  blank  disks
and P D disks,  magaz ines,  d is k
box. 1290, st ill under guarantee.
Tel; (0272) 833292 after Spm.

CBM 64,1541 disk drive, two tape
decks (one poor  quality),  1600
software, Ac t ion  Replay  MK 3 ,
joystick, b l a n k  d i s k s  a n d
cassettes, 1 3 5 0  o n o .  P h o n e :
(0646) 682498 and ask for Damian,

Ams t rad CPC colour, disk drive.
software. (Worth 1800) will sell for
1350 ono_ Ring:  (0474) 320118
after 6pm.

CMB 64, C2N datacassette. Over

35 WORDS FOR ONLY E2-50!
THE GAMES MACHINE Reader Classitteckt are your low -cost opportunity to reach
thousands or Other readers with a smelled, whether you want to buy se ll,  swap or advise
Just NI t h e  tom
, b e l o w  
a n d  
e n c l o
s e  
w i t
h  
y o
u r  
E
2  
S
O  
p a
y m
e n
t ,  
c h
e
d
u
e  
o
r  
p
o
s
t
a
l  
o
r
d
e
r

made payable to NEWSFIELD LTD Photocopies 04 the form are acceptable

CLASSIFIED HEADINGS
THE GAMES MACHINE Reader Class:fed Section is not open to trade or commercial
advertisers. but Fanzines may use it The  headings are serr•explanatory WANTED, FOR
SALE, SWAPLINE, USER GROLIPS. PEN PALS. FANZINES and EVENTS DIARY der 011atv
.user grow) news, meetings or planned events). However, be careful about TOM publishingdates with the last!

•  T h e  maximum is 35 words
•  T h e  service is not open to trade/commercial advertisers
•  S m a l l  abs will be printed in the first available issue
•  T h e  editor reserves the right to !shwa acts which do not comply wrth normal decent

practice, or which could be interpreted as encOutading software prracy.

TGM READER CLASSIFIEDS
Send to  TH E GAM ES MACHtNE READER CLASSIFIEDS. PO Bo x 10 ,  Ludlow,
Shropshire SY8 I  DB

Name

Address

P o s t c o d e

Tick Clemillted M a king:
yientea F o r  S a l e  riswe e lie s E P e n  P a l s  1:1,1

rEvents Nary rPliscolioneotis
Method ol pennant C h e q u e  p a e l l a  OtOei

1150 sof tware games  inc luding
Platoon. Black  Lamp,  720,  St ar
Wars, Solid Gold,  Kikstart II. Will
Sell f o r  a round  1 1 7 5  o n o .  I f
interested tel: 063 087 2584.

Amiga S o f t w a r e  f o r  s a l e .
Barbarian, X e n o n ,  W i z b a l l ,
Vampires Empire, Ferrari Formula
One, Barbarian (Palace),  Tet ris .
Prices up to 112. All originals. Tel:
Haywards Heat h (0444) 413687
ash f o r  Robert .  Ev enings  on ly
please.

48K S p e c c y .  t a p e  rec order ,
speech unit ,  magazines including
CRASH, lots of games and utilit ies
like GAC,  Driller, Bubble Bobble.
Phone I a n  o n  0 1  9 4 6  7 3 1 7
evenings. Cos t  price 1500.  save
1150 at 1350 ono. Now!

CBM 64, dataset te,  5 5  games .
joystick. Approx imate cost 1550.
Sell f o r  1 1 7 5 !  o n o .  S e g a  2
joysticks. Hang On. Space Harrier,
Ouartlet, F a n t a s y  Z o n e .
Approximate c os t  1175 s ell  f o r
195! ono. Sell together 1250! Tel:
(061) 336 0455.

Groups I :f a n z in e s

Mee your advertisernere rine ,  one word per box, and include name, address and phone
number it you want them printed.

1

108, 124 TGM T X  0 0 8 :  7-88

Ams t rad CPC464 colour monitor,
1250 games, OutRun, Buggy Mog
7, HitPaks  etc.  2  joysticks. 140
magazines. Amex ,  A A ,  C&VG,
Desk wor t h  130.  Around 1250.
Ring. 01 445 2735 after 4.30pm.

Nintendo Entertainment System
with s i x  c art r idges ,  i nc lud ing
Super Mart o Bros .  and  joyst ick
also CB M 64 wi t h  s ix ty  games ,
datasette, l o y s t  ick a n d
magazines. 1225 ono the lot  o r
swap f o r  STFM.  Phone:  02612
2985 and ask for Mike.

PEN PALS

6128 P e n  Pa l s  want ed,  s e n d
letters t o  D a v i d ,  H i l l h e a d ,
Tarbolton, Mauc hl ine,  Ay rs hire
KA5 5NT, Amiga Pen Pals: Sascha
Grebe, A m s t e i n  1 0 ,  5 4 1 9
Raubach, West Germany.

Amiga User wishes to swap hints
etc with other users world wide. All
letters answered,  please write to:
Flex 14,  Blanty re Avenue,  Ris e
Park, Not t ingham NG5 5DN A s
soon as possible, thanx.

Amiga Pen Pals wanted f rom all
over t he world.  Send let ters  to:
Andy Johnston, 56 Avenue Vivian.
Fencehouses, H o u g h t o n - L e -
Spring, Tyne & Wear DH4 SHY,

SWAPLINE

Atari S T  o w n e r  w i l l  s w a p
Barbarian ( P s y g n o s i s )  f o r
Obliterator a n d  Craz y  Cars  f o r
Carrier Command.  Phone: 01 732
1129 ask for Jeremey.

Swap or sell Spectrum 128K, over
100 g a m e s ,  t w o  joy s t ic k s ,
interface 1 ,  mic rodrive,  printer.
tape recorder. For Alan ST, Amiga
or 1325, Phone: Midhurst  (073081)
2496 evenings.

Swap 48K Spectrum and all the
extras f or  good  condit ion Sega

and g a me s .  T o t a l  c o s t  o r
Spectrum and extras 1320_ Could
accept Nin t endo  a n d  games .
Phone: 061 431 0506 and ask for
Steve.

EVENTS DIARY

MSX LINK EXPO on August 14th
at M a r k e t  De e p i n g ,  L e i s u r e
Centre. Nr. Peterborough, Cambs.
Admission only  5 0 p  adult ,  half
price under 14s. Tel: (0775) 3433
for details.

USER GROUPS

CAN YOU program in Z80.  6502
or 68000? Would you like to write
games, ut ilit ies  etc,  and  start  a
User Group,  i f  s o  t hen phone
Ahster on Banff 5333.

MISCELLANEOUS

IS LI FE be ing a  real bummer?
Then try 'World Of  Dreadlock',  a
role p lay ing s c i -fi  P B M.  S e n d
cheque/PO: 12.50 for rule book,
start-up a n d  2  f r e e  t urns  t o :
NN Robinson, ' Tr e e  Tops '  Red
Lane, Keni lwort h,  Wark s .  C V 8
1PB. •

DARKFIRE P B M .  E nt e r  t h e
realms o f  f ant as y  adventures .
Sorcery a n d  s w o r d  c o m e
together, f o r  mo r e  inf ormat ion
write to:  M  Bamfi eld,  64  Linnet
Drive, Chelms f ord.  Es s ex  CM2
8AF. or phone: (0245 267203).

WHITE DWARF Issues 66. 69. 86.
89, 90 — 102. 120 (includes P&P)
Issues 1 — 1 3  o f  Warloc k  112
(includes P&P). Phone Jamie on 01
778 0036 Fridays and Saturdays
7pm

MEGAPRIX a n d  Aus s ie Rules
Two great PBMs  from Jaspersoh.
only 50p  p e r  turn.  Megaprix
motor racing game,  Aussie Rules
IS just violent!!! For  details  send
SAE to: M Sims, 76 Mount  Road.
Canterbury, Kent CT1

1 B B  1111 1 = 1

UNIT: CORPORAL JONLAN
MORALE: 186
STAMINA: 215
ACTION POINTS: 4 2
CONSTITUTION: 3 1
WEAPON: M4000 AUTO-GUN
TEL: (0279) 30128

C

J r %  T A R G E T  GAMES LIMITED •
1Ea s e  i l l e  gni so NI
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SHOPPING

IMUNDMAX JOY BOARD
This super correol c onta in provides you
with *iron, possible Itnng and moyernant
option Directional Control •  swMchatbre
betyman maynewitcn- action joyattck and
two games paddles t o n g  can be Bch-
%%bad seth two Moe lire buttons and Auto
Fee Matures vanabie frequency setting
Two LED's .ndicate tiring action. The unit
•  connected Ina a 2 metre long cabte
&KW *  tor Commodore VC -
20.CSI .C128.C1200 and AMIGA 500
EDROMAX -00Y BOARD
OFFER 22-96. 1
1 3 0 H

POWERPLAY CRUISER
Tras excetent Joystick features micro-
twitch directional contrOl and lire lOttort.
A unique yanebta tarlatan control Mosel
Iris uses tO t h e  000Ction control to
extra aentarve, normal Ind arm. A *Ade
bate and four suction cup' orovlde good
labastop operattoa
POWERPLAY CRUISER
OFFER TILOS T131/4

IT'S FINALLY GONE TO HIS
HEAD
This blue 'basebal l ' style
CAP with white embossed
THE GAMES MACHINE logo
can't help everybody's
appearance,  but at least it
advertises your good taste
TOM CAP
OFFER £3.95.  T036H

STOP
your favourite rnags from dis
appearing. Hot off the press
comes the new TOM BINDER
with that lovely brown leather
look arid embossed gold
logos. Each binder comes with

E O M  SPIEDILING
The pystpok tha t actually tits your hand.
with a fire button angled for your tr igger
finger to ensure accurate hrgh-speed
action_ Solid steel breartpreat Shalt with

neat choking sound tor every position *move you make
KONIX SPEEDKING
OFFER 10.9 R R P  11 99. 1132I1

plastic issue number stickers.
TOM BI NDER
OFFER E C M  T0371-1

DYNAMICS COMPETITION PRO
6000  'cle a r)
Tho 0 1
1
5
,
t / I
,
tx 
r a
y a
t t c
s  
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a
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h  
s
e
e
-
t h
r  
o
u
r

body
DYNAMICS COMPETITION PRO 5000
(clear)
OFFER 14.00. RRP 15.95_ T136H

No soft background
music, no deep-piled
carpets, no tasteful
decor, no dazzling spot-
lights, no manicuring
shop assistants, just hot
up-to-date merchandise,
fast service and low
bucks, that's TGM SHOP-
PING. Whether top games
software, high-tech joys-
ticks or designer T-Shirts
or just simply
dustprotective keyboard
covers, our TGM SHOP-
PING crew will despatch
efficiently and fast. The
incredibly low prices
include VAT and postage
& packing. Now go for the
TGM SHOPPING
spree .  .

E U R QM A X  P ROF11111404WL
dunstouity. rapid ' ,S purs**  In0

•sitieltescryament accuracy trom Mita
dricadergenornic d a w n  Idea l lot ish

and right hand play 1  5 m  COrd
EUROMAX PROFESSIONAL
OFFER i  516, T133H

EU R O M A Z  P110•111111011M. A U TO-
PINE
All the  quality of the  P ROFE S S IONAL,
with the added bonus of the AUTO FIRE
option (may not wont on SOCNI = M U N K
S yS te l M i
EUROMAX PROFESSIONAL AUTO-
FIRE
OFFER 1895 113454

DYNAMICS COMPETITION PRO

6 0 0 0  (norm
Feeturee 
a r c a d e  
q u a l i
t y  
r n i c r
o s t r i
t c h e s
,

dual lire buttons, robust steel s h in  and
rubber return for smooth control and
longer Me E  atta Ion%) 5 r n  cord
DYNAMICS COIAPIETITION PRO 5000
Outman
OFFER 13_50 RRP I
I  9 5 .  X 1  
a s m
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FAST-Bidirec t ional text pnnt-
mg at a quick 80 characters per
second.
QUI ET-Les s  than 56db noise
(In case you need to hear a pin
drop).
VERSATI LE-Under control
from your computer, print line
can be set for double size
characters at 40 per line, or half
size characters at 160 per line,
PORTABLE-St andard unrt
less than 3 pounds in weight

Sp e cillo a d e m

PRINTING METHOD,
Therm+ Oct matrix
PRNITINO PORMATI

x 7 Doi Matrm 00 cclumm

AMIGA STEREO SOUND KIT

5Ritt

including 90ft.paper
LOW COST GRAPHICS.
LI NESPACI NG-Can be
programmed to 4,5.6,8 or 9
lines per inch.
ECONOMICAL-Uses low
cost thermal roll paper. Sharp
tear bar permits economy tear-
off of paper lengths - Use only
what  you need. No ribbons to
run out or replace.
RELI ABLE-A lull 3 month
limited factory warranty.

CHARACTER I lan
AIGNacumem and intemationai Charm.
tor Set
PRINT ElettOs
80 cos

THE SILENT PORTABLE PRINTER

The HUSH-80 from Ergo Systems is a small portable
thermal printer, quiet in operation, which is ideally
suited for home use, office back-up and everywhere
when NLQ isn't required. Fast and efficient — no pre-
tensions to anything else. Easy to operate, quick to
load and simple to service. A friend to the budget con-
scious, a professional product at an economic price.

SHOPPING
HARDWARE
Are you using your Amiga correctly? Have you forgotten that the
Amiga can deliver ear-splitting stereophonic soundeffects and
music? Well then, connect your Amiga up to your powerful STEREO
system with the help of this comprehensive 4-piece kit containing:

PRINT DIRECTION.
when onnting text

Unidirectional vvrien printing graphics
CHARACTER MEL
Stamford 80 Characters per line
Expended/Double Width 40 Characters
per line
Condensed 180 Characters per line
PRINT MOO&
Nommiliinver93
GRAPHICS MODE:
Dot Addressabie 480  Columns. 7 Dots
Per Column
PAPER,
Thermal Roe Of Pax poem., II 5 Inches
Wide
30 meters Easy-load feature

STEREO phono socke t to DIN conne ctor
short ca ble  iphono to 5 -pin I SO D M
conve rte r'

AM IGA STEREO SOUND SI T
OFFER 0 .9 5  1
-
0 4 2 H

SPECTRUM*3
CASSETTE

LEADS

OFFER
£75.00

INTERFACEr
Par allel lararga 500. Atari ST, PC-corn-
patibfe, Arrisirad CPCl
Senal (Commodore C 6
4 0
'
1
2 5 i

POWER RSOUNIIMINTSt
220VAC to Transformer (included;
Printer
, 
i n p
u t  
9
V
A
C

ERGO KUSI4.110 PRINTER
ONCLUOING POWER SUPPLY,
CABLE AND I  ROLL- OF PAPER)
OFFER C75-00 INCL. VAT M I D  PAP

COMMODORE C6411211 VERSION
CODE 1(X37H
AM STRAD CPC VERSION CODE
TO38H
AM IGA 500 vroistom. CODE TO39H
ATARI ST VERSION CODE 1040e1
PC VERSION CODE TO41H

Meese allow up to ZS dove for fikele
,ere..

STEREO 0 .2 $  in Jack to 3 -5 ihm socke t
iprofe ssiona l 0 -25  in ja ck to a udio/
earphone socke t  conve rtor)

-
1
1
1
1
1
.
0
m
a
s
i
e
w

Link your SPECTRUPA4to your cassette recorder and gain access.
to your  large collection of Spectrum 48 tape software,

' ' g
X
)
(
r h
i .  
h
X
"
e  
t
o  
l
a
r
g
h
.
.
4
1
P
b
°
n
.

It STEREO phono plug to phone plug S T E R E O  phono socke t to c•4..5 In socke t

c a ble  lAmig.a  a udio  o u tp u t  to  H1r1 I n p u t

SPECTRUM • 3 c A s s E r r t  LEADS
OFFER 3.945 T343H



V N N N  L
y  
S H O P P I
N GHIGHLY
RECOMMENDED
SOFTWARE

RRP OFFER SAVE
4,99 3.99 1,00
5,95 4.74 1.20
7.95 6.40 1.55
7.99 6.44 1.55
8.95 7.20 1,75
8.99 7.24 1.75
9_95 7.95 2.00
9.99 7.99 2_00

11.99 9.99 2.00
12.95 • 10.40 2.55
12.99 10.44 2.55
14.95 11.95 3.00
14,99 11.99 3.00
19.95 15.95 4.00
1999, 15.99 4.00
23.00 18.40 4.60
24.95 19.95 5_00
28.95 23.15 5.80
29,95 23.95 6,00
34_95 27.95 7.00

SPEC48/1 28 ca st OFFER 7,99
SPECTRUM 4 3 disk OFFER 10.44
C6M641128 ca st OFFER 7.96
COM114/128 disk OFFER 11.95

IM POSSIBLE MISSION, US Gowl
1108M
SPEC4811 26 ca st  OFFER 7.24
C0M64/128 cass OFFER 7.90
COM6411213 disk OFFER 11.99
AMSTRAD CPC ca m OFFER 7.99
AMSTRAD CPC disk OFFER 11.99
ATARI ST disk OFFER 15.96
PC disk OFFER 15.96

I NTERCI PTOR. Eincifonic Ails
I:204M
AMIGA disk OFFER 19.96

suOLOGIC
T109M
AMIGA disk OFFER 39.96

KAPINOV Electric Dreams
T219M
SPEC48/128 ca m OFFER 7.99

LEATHERNECK,  Micindeal
T210M
ATARI ST disk OFFER 15.95
AMIGA disk OFFER 1596

MATCH DAY II Ocean
T
SPEC46/128 ca ts OFFER 8.40
C8M641128 ca st OFFER 7_20
AMSTRAD CPC ca st OFFER 7.20

NORTH STAR Gremlin Graphics
-
I
i
i
m

SPEC48/128 ca st OFFER 6.44
C8M64/120 ca ts OFFER 7.99
COM84/128 disk OFFER 1199
AMSTRAD CPC ca ts OFFER 7.99
AMSTRAD CPC disk OFFER 11.99
A

0  T m  ti
T 1
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ATARI ST disk OFFER 19.95
AMIGA disk OFFER 19.95

00P51. Rig Apple
12 I 4M
C5M84/128 ca m OFFER 7.96
CBSI ONI M  disk OFFER 11.95

PAC-LAND Ciuicksilva
1
,
1
3
M

COM84/128 ca m OFFER 8.40
C8M64/128 disk OFFER 11.95

PANDORA, Firelyy0
T1I4M
COM64/128 cass OFFER 7.95
COM64/1211 disk OFFER 10.40
AMIGA disk OFFER 15.95
ATARI ST disk OFFER 15.16

PATTON VS ROMMEL E lactron.c M s
T213M
C8M64/128 disk OFFER 1196

PLATOON. Ocaar
T21 7M
PC disk OFFER 1595

PREDATOR. Actrinston
T I I  5M
ATARI ST disk OFFER 11.99

R ABT A
6 m

N
1
S
A
D
A
.  
I
m  
e

aginT
SPEC411/128 ca st OFFER GAO
SpECTRUM + 3 disk OFFER 11.96

RESCUE MISSION. Sega
1209M
SEGA care  OFFER w o e

RETURN TO GENESIS Fgebird
, M
ATARI ST disk OFFER 15.95

R o ckm a r t -  THE ARCADE GAM E
Melbourne House 1  1 em
AMIGA disk OFFER 15.99
ATARI ST disk OFFER 15.90
PC disk OFFER 15.99 O R D E R  FOUR GAMES IN THE El.9 0
SALAM AN D ER  Kona °,  R A N G E  AND PAY FOR THREE ft5 .97

1119M P A Y M E N T  T O T A L A  O F
M.SX cartridge OFFER 19.95

) -  SAVI N G
11.90I

SAMURAI  WARRIOR. Ftrabird O R D E R  FOUR GAM ES IN THE E2.00 D E L I V E R Y :RANGE AND PAY FOR THREE 0 :8 -
9 7COM04/1213 ca m OFFER 7_20 P A M E N T  TOTAL)A  SAVING OF

0 2 1 fi l
fi l
f f

COMM/128 disk OFFER 11.95 N O T  ALL LISTED PRODUCTS WILLJUST FILL IN THE NAME AND PUB- H A V E  BEEN RELEASED AT PRESS
A- - U S N

SIDEWINDER d * I t t e t  ro w

-

0 4 1 0   1 1 2 1 m  11 AMIGA disk OFFER 7.99 U S H E R  OF THE FOUR GAM ES n M E .

REQUIRED AND THE PA YMENT GOODS WILL OF DESPATCHED AS

. •  S o w e t o  OF LICHT. ACE
TOTAL OF C5_97/E8.97 (DON'T USE
THE OFFER PRICE TABLE) S O O N  AS POSSIBLE. CUSTOMERST204M

WILL BE INFORMED OF ANY LONG

SPEC48/1213 ca st OFFER (1.44 D E L A Y S .

P

1

ALUM BYNOROM E AC E
7202M
COM64/128 ca st OFFER 7.99
C819164/120 disk OFFER 9.99
ATARI S
-
7  
d i s
k  
O F
F E
R  
1
5
.
9
9

M YOND THE ICE PALACE. Elite
12181.4
AMSTRAD CPC ca ll  OFFER 7.99
MASTRAD CPC disk OFFER 11.99
ATARI ST disk OFFER 11.99

M ON K COMMANDOS. GO'
I229M
C81964/128 ca ts OFFER 799
COM64/12111 disk OFFER 9.99

D I N
, - BOY. 
I N ,

- 0.7,1v,
SPEC48/128 ca m OFFER SAO
SPECTRUM - 3 disk OFFER 11.95
C6M64/128 ca st OFFER 7.96
COM64/128 disk OFFER 11.95
AMSTRAD CPC cass OFFER 7_20
AMSTRAD CPC disk OFFER 11.95
ATARi $T dISK OFFER 1599

GALIPORNIA GAM ES,  EbystUS Gold
7101m
PC 5 2 5 " disk OFFER 19.90
PC 3_5" disk OFFER 19.99

CAPTNM SLOOD Ere  Intemal.onal
102M

ATARI ST disk OFFER 19.95
CARRIER COMMAND. Ragnbird

1 1a3p,A
ATARI ST disk OFFER 19.96

DARK E IDE  I n c e n t. e
I nsm
5PEC48/128 ca st OFFER 7.95
SPEC +3 disk OFFER 11.95
AMSTRAD CPC ca ts OFFER 7.96
AMSTRAD CPC disk OFFER 11_95
COM64/1210 ca st OFFER 7.95
c a m m i l  ZS disk OFFE R  10.40

INIFLMIT04
1
1 
G r a r H
o i  
G r a
p h c
s

7220M
ATARI ST disk OFFER 15.99

DELUXE MONOPOLY, Leisure Ganws
T211M
CSOMI41129 ca ts OFFER 10.40
COM641125 disk OFFER 12.96

DRILLER InCant
7207M
PC disk OFFER 15.95

EARTHLIGHT, Firebird
T201
SPEC48/120 ca st OFFER 8_40

ECHELON Acc.s.s
'104M
CSIA64/126 disk OFFER 11.99

BOOM IDWISPIONSUPIER SKI
Loncieisr224m

AMSTRAD CPC ca st  OFFER 7.99
APASTRAD CPC disk OFFER 11.99
ATARI ST disk OFFER 15.99
PC disk OFFER 19.99

IL,  SPIRIT. Aonarr.
T105M
MSX 8 Mega Cartridge OFFER
15.96

FOUNDATIONS WASTI ,  Esccet
T2 3T
,
..
4

ATARI ST disk OFFER 19.95
cutuorrun
- I I ,  
U . S  
G o l
d

7205M
ATARI ST disk OFFER 1599

GREAT DIANA SISTERS. US Gold
T203M
cameout 29 c m  OFFER 7.99
C0M841128 disk OFFER 9.99
ANIIGA disk OFFER 19.99

GUT& Ocean
TIOSM
SPEC419128 ca st  OFFER 6.40
C8M541128 ca m OFFER 7.20

MARI WARRIORS E1.1
, • T 107M

SOWS 0 .  LIMERTV. SGI
T2iSM
COM64/120 disk OFFER 19.90

SOPHISTRY. CAL
1
1
,
4

SPEC48/128 CASS OFFER 6.40
SPIDIERTRONIC iniograrnes

12231.1
ATARI Si' disk OFFER 15.95

STAI M M AKI I . Manclartr.
1227M
ATARI ST disk OFFER 15_95
PC disk OFFER 15.96

STRIP POKER II  PLUS. AncAo
T226Li
ATARI ST disk OFFER 11.96

TARGET RENEGADE imagine
1 1
2 2
M
SPEC48/128 ca st OFFER 6-40
COM64/120 ca ts OFFER 7.20
MASTRAD CPC ca m  OFFER 7.20

THE PLINTSTONIES. afarK1 Slam
T123M
5PEC411/128 ca ts OFFER 7.20
COM64/128 ca st OFFER 796
COM84/128 disk OFFER 1195
AMSTRAD CPC ca m OFFER 7.20
AMSTRAD CPC disk OFFER 10.40
AMIGA disk OFFER 15.96
ATARi ST disk OFFER 15.95
MSX II cassette OFFER 7.20

THE THREE STOOGES MirTorsoft
225M

came041129 disk OFFER 11.90
AMIGA disk OFFER 23-99

I ra a xn a k Actiwision
T228M
AMIGA disk OFFER 16.99

TIME AND M AM IE. Mandarin Software
• 1 pato
5PEC48/128 case OFFER 11.95
SPECTRUM+ 3 disk OFFER 11 95
CEmb4.'128 cast OFFER 11.95
COM641128 disk OFFER 11.95
AMSTRAD CPC ca ts OFFER 11.95
AMSTRAD CPC disA OFFER 11.95
AMIGA disk OFFER 15.95
ATARI ST disk OFFER 15.95
PC dish OFFER 15.95

WAS,  Konami
T 2 5 M
MSX II Cartridgs OFFER 1045

VAM PI RE'S EM PIRE M a gic Bytes
T 126M

C5M641126 ca st OFFER 7.99
COM64/1211 disk OFFER 11.99
AMICkA disk OFFER 15.90

VENOM STRIPLIS SAC K Grerni,n
1 727M
SPEC48/120 ca ts OFFER 6.44
C944041128 calks OFFER 7.99
COM64/128 disk OFFER 11.99
AMSTRAD CPC ca st OFFER 7.99
AMSTRAD CPC disk OFFER 11.99

WINSALL Ocean
1
-
2
2
2
M

ATARI ST disk OFFER 15.95
AMIGA disk OFFER 19.95

Desilioy
Ti 28M
SPEC48/1211 ca ts OFFER 7.24
CBM84/120 ca ts OFFER 7.24
CB14042128 disk  OFFE R  10_44

BUDGET
RANGE

THE MEGA
CHOICE:

APART FROM OUR HIGHLY RECOM-
MENDED GAMES LIST, YOU CAN
ORDER ANY GAM E RELEASED By
THE MAJOR SOFTWARE HOUSES TO
DATE ON CASSETTIECARTRIDGE OR
DISK

OUR OFFER PRICES ARE VALID FOR
ANY FULL•PRICED GAMES AND
INCLUDE FIRST CLASS POSTAGE
AND PACKING -  NO OTHER EXTRA
CHARGES
LOON UP THE PRICE OF EACH GAME
IN THE OFFER TABLE, ENTER THE
OFFER PRICES ON THE ORDER
COUPON, THEN ADO 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.

SOFTWARE OFFER
PRICE TABLE

HOW TO ORDER:
WRITE REQUIRED GAME(S) ON
ORDER LIST. INCLUDING MEDIA
TYPE, COMPUTER AND ORDER CODE
(WHERE LISTED)
IF OFFER PRICE NOT INDI
CATED,CHECK IN AD OR REV1EWFOR
CORRECT RECOMMENDED RETAIL
PRICE (RRP)
LOOK UP SPECIAL OFFER PRICE AND
WRITE ON ORDER FORM
ADD UP TOTAL AND ENCLOSE
CHEQUE OR POSTAL ORDER OR
ALTERNATIVELY USE ACCESS/VISA
F Acw rry (DON'T FORGET TO INDI-
CATE EXPIRY DATE!)

GAMES ORDERS REQUIRE ORDER
CODE OR MEDIA TYPE AND COM
PUTER, GARMENT ORDERS ORDER
CODE OR GARMENT SIZE, HARD-
WARE ORDERS ORDER CODE.
INCOMPLETE ORDER FORMS WILL
BE RETURNED

PLEASE RING 108E4)84,20 IF IN
DOUBT?

PRICES VALID FOR UK/ EI REI
EUROPE ONLY.
FOR OVERSEAS ORDERS PLEASE
ADO t2 . 00 PER ITEM FOR AIR MAIL
DELIVERY



•
SUBS OFFER
An absolutely free EUROMAX JOY STAR
joystick worth £9.95 is waiting for every
reader who decides to subscribe to THE
GAMES MACHINE for twelve great
issues. Yes, if you act now, we will send
you this superb EUROMAX microswitch-
action joystick as an amazing subscrip-
tion gift. Compatible with most games
computers, it will provide you with excel-
lent service and give you control over the
most hairy conditions you're ever going
to encounter in modern computer
gamesmanship. Join our subscription
list now and grab hold of your future
games de s t iny . . .

The EUROMAX JOYSTAR is
an excellent microswitch-
action joystick featuring preci-
sion top and front fire buttons
and Auto Fire. It can be Oper-
ated handheld or can be
mounted on the table via vice-
grip suction cups_ JOY STAR
connects to any Atart-compat-
ible joystick port and will there-
fore operate with most games
computers. Auto Fire may not
work on certain systems_
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man behind the Ocean/Imagine adverts'
Previews! 38 pages of Reviews'

TX:0 0 3  February Be

Coin-Op Confrontation! TOM On-Line -  A
look at Compunet, Censoring Computer
Games' Mel CroucheeB Stereotypes In
Software' Robin Candy paints with Deluxe
Rant If! Low-coat multi-track recoreers
renewed' Roe Steel's reviews ot new adv-
enturettl A rOund-up of Board Games! Rohm
Evans'e Mercy Dash! Previews
, 3 2  p a g e s  
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Chikt AbuSe -  Ripped oft progrernmers
ievere els, Met Grouchier guide to making
your own video promos
, D i g e s t  
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leading edge in Computer Greprotcs, .kstein
Gilbert ta ke s,  look at 18-bit simulations,
Con-Op Confrontation' John W0 0
,
3 6
Fantasy Games' Sequencing and M t& Pr e-
vewel Reviews!
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Mel Crouchees chart ranting*
, E l i t e  Y e w -wow! John Gilbert e l the Toy Farr' b ye  For
The 80yt -  Mel Yuppies Guide to Electronic
% w e n t  John Bates in drumming mood
,M ore Fantasy CiAlnile Relnewell M OM  Board
Gaines Reviewed' More Adventures from
Rob Stele(' More R e ye s*



SHOPPING

ORDER
FORM
I want to subscribe to 12 issues of TOM and receive my
free JOY STAR loystick.

Please tick the appropriate box:
I enclose E18.00 for a new TOM subscription main-
land UK
I enclose E25.00 for a new TOM subscription outside
mainland UK -  surface mail

0  I  enclose E38,00 for a new subscription outside
Europe -  Air mail

EARLY WARNI NG:

If you wish your sub to commence with issuell, we must
receive your coupon no later than teth June 19138.

Moose allow 28 days for your hoe ,eft.

UES*BACKISSUES*BACKISSUES*BACKI
UES*BACKISSUES*BACKISSUES*BACKIS

SUE I E S * B A C K I S S U E S ' B A C K I
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Between Frog Axio n ' t
Teadorto holding robots! John Caber'
Am n o n  Ms impact e l priorochip
lochnokvy on model Va ns and sold-
ers, intornhow algh Oulkeen1  t n .
YOur Owl Radio- idol Crottchor m ilks
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•  Ploy Sy Idol %porn&
newel John Woods O w e s

O bid mind indulooe in woo-
woos tensing from Horni A double
does e l Mercy Owed Potwa r otomicol
Jan Motile M ise rie s Atari M a g n i .

les s -

Mosso supply the followingIBACIE
( C iro ,  roquire d I te ms):

1 2  3  4  S

SACK M U S S  t  1.41
(Inclusive P&P)

OVIRSKAS P L I A M  ADO tONO
To  ADOVE POICSS

S P I CI AL QUANTITY
CC/USTI
Order POUR issues and p•y for
TWIGS.

The Special Software Discount Offer Prices only ripply to
recommended retail prices for software. not to •i reach high-
lighted, discounted special offers, hardware and other
goodies.  No other discounts may be applied.

CODE ITEM

TOTAL

SUBS TOTAL

BACKISSUES TOTAL

ORDER TOTAL

M Y COMPUTER IS:

CASS/
DISK PRICE

Please use BLOCK CAPITALS
Name
Address

P10850 m a k e  ChegUeS /P OS tal OrderS  pa y a ble  to T O M  I I  d  P est to a v oid derid-
ing cash payments Please DO NOT enclose ANY order with mai to the EDITO-
RIAL side of the magazine as trws will result t i DELAYS! Send vOuf onders to
the address below
.

EiI  arose a cheowo 0 for r
PI I wish to pay Dy VISA/ACCESS (Delete as appropriate!

Please debut my VISA/ACCESS ACCOUNT E

Pease Charge my account No
-

Elipiry Date

I I  I  I  1  I  I  I  I  L

Postcode

1
1

Sionature

VISA
O M =

SEND THIS FORM TO
TOM SHOPPING, PO BOX 20,
LUDL OW, SHROPSHIRE SYS 1DE

‘ X X X X X X X X X X X . W 1 W W 4
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POSTE HASTE
THE GAMES MACHINE's regular

Play By Mail column
Our TGNI street gang Is consolidating its
position in K.JC's It's A Crime, so for this
month's column we will concentrate on
new releases — and return to crime next
month.

DARK BLADES — A LIVING ADVENTURE
Standard Games PBM
Previewed i n  TG M0 0 7 ,  t h i s
exerting, wel l -pres ent ed g a m e
rewards a closer look.

The s c enar io c onc erns  t h e
exceptionally bloody war between
Humans a n d  Mon-Ogres  (ha l f
Man, h a l t  Ogre).  Play ers  ma y
choose to be either but not any of
the other races -  there are more
than t e n  -  a n d  t h e n  c hoos e
between Traders  a n d  Warriors .
Traders a re  giv en a  v il lage t o
develop, w i t h  popula t ion a n d
morale be ing k ey  indicators  o f
success. A  T r a d e r ' s
responsibilities inc lude choos ing
what g o o d s  t o  P roduc e  a n d
setting their Price (too high and
goods won't  sell, too low arid you
won't make a profit). Feeding your
people (too litt le: Starvation, t oo
much: no reserve for next  year),
Harvesting (the later it 's  lef t  t he
bigger t he c rop  -  and  r is k  o f
disaster) and Hiring mercenaries
to man Mule trains for Trading with
other v illages.  Anot her  un ique
ability o f  Traders  i s  s end ing
messages. s uc h a s  advert is ing
low-price goods.

The s uc c es s  o f  a  War r i o r
necessarily depends  on dif ferent
skills and wil l  be  fudged by  the
strength, and quality of the group
a player bui lds  up.  Commands
available inc lude Ally ing yourself
with other Warrior groups or with a
single Tr a d e r ,  s e t t i n g  s e v e n
different Mo v e me n t  ' a t t i t udes '
f rom Charge to Coward,  Abandon
a bat t le-weakened p lay er  (t his
affects group morale).  Set  Bat t le
Retreat Percentage (when this is
reached y our  group wit hdraws )
and Indiv idual Character Orders.
The l a t t e r  c o v e r s  a  b r o a d
spectrum of  c ommands  and the
number you're allowed vanes with
how many  indiv iduals  you have
managed t o  recruit .  Indiv iduals
can be ordered t o Use items (le
armour), Learn a Skill, Give, Drop
or Examine an i t em and Recruit
characters, Charac t ers  c a n  b e
described by  as  many  as  eight
different factors, f rom Loyalty t o
Charisma.

A l  mov emen t ,  wh e t h e r  b y
Warrior groups  o r  Trader mu le
trains, takes place on a hex map

The large•scala and very attractive box packaging for Dark Blades

which a l l o w s  t r a v e l  i n  s i x
directions over 21 types of terrain
(some requiring boats.) Each hex
is 5  miles  across a t  t he wides t
point and the number of hexagons
you can move per turn depends
on the terrain type and the average
of a  g r o u p ' s  i n d i v i d u a l s '
movement point s .  Rat her  t han
simply m o v e  X  n u m b e r  o f
hexagons in a turn, days are split
into s i x  t i me  periods .  Bat t les
operate a long  s imi lar  l ines  s o
arrangements c an b e  made f or
al hes to attack at different t imes of
day. A factor affecting both types
of act ion is  Line Of  Sight  Vis ion
which m e a n s  w h a t  y o u r
characters c an see depends  on
their current environment.

The a i m o f  a l l  players  i s  t o
complete ten tasks before taking
on a final quest. The first player to
complete a quest wins the game,
free part ic ipat ion in another game
and a chance t o win t he £1.000
Golden Dragon. It all this seems a
bit ambit ious  f o r  a  n e w  P B M
company you can be assured that
the p r o g r a mmi n g  i s  i n  t h e
experienced hands  o f  S t e wa r t
Green. His previous works include
the PSS computer titles Annals Of
Rome and Pegasus Bndge.  Hi s
Dark Blades program is run on an
Atari 1040 ST with hard disk.

It y ou would l ike t o  play  this
'living adv ent ure '  t h e  s t ar t up
package i s  a v a i l a b l e  f r o m
Standard Games  P BM,  Ar l on
House. S t a t i on Roa d,  K i ngs
Langley, Her ts  W 0 4  litLF. The
pack c os t s  E5 ,  b u t  a l l  t u rns
thereafter cost  a  £1.25 flat rate.
even it  you've got  40 characters
requiring AO individual orders.

CREEPHOUSE
Project Basilisk
An interest ing new release f rom
the makers of  Troll's  Bot tom is a
game wi t h  a  dis t inc t ly  Ro c k y
Horror sense of  humour.  Despite
this, however,  the game's  format
is c losely  model led af ter I t ' s  A  1
Crime with t he amount  of  f orm-
filling minimised so as to appeal to
the 1 2 - 1 8  c o mp u t e r  g a m e r
market.

Another f ac t o r  des igned  t o
attract t h i s  ma r k e t  i s  •  3-0
Adventure•Vision' which has been
very much Inspired by the Knight
Lore 'Filmat ion'  style of computer ,-
games. What  this  means  is  that  1
objects within the three fl oors of
CreephouSe c an b e  pic k ed up.
moved around,  hidden and even

PLAY BY MAIL

stacked. The amount  o f  obiects
that can be carried vanes with their
weight, s o  s ome ma y  need t o
hidden In the furniture, like Spy vs
Spy. The dif ference is  that there
are 39 other adventurers trying to
solve the adventure at  the same
time as you. The computer acting
umpire f or al l  t his  activity is  an
Amstrad P C 1512 expanded t o
640K R A M  wi t h  a  3 2  Mby t e
Winchester Hard Disk Card.

The obiectrve of Creephouse is
to escape f rom it  by  frightening
away m o n s t e r s  g u a r d i n g
staircases t o  t h e  upper  fl oors
Most important  factor in the game.
therefore, is your Fright Level, set
at 12 to start -  you get sent to the
graveyard N it falls below 3. A more
tradit ional wa y  o f  v is it ing t h e
graveyard is  by  los ing too much
blood, all too easy in a house run
by Dr Amy  Cula,  who allows 60
monsters free roorn and board.

Before you get  snobby  about
such c ompany ,  howev er ,  y o u
should remember that  you're no
model o f  normalcy  either: s tand
before a window wit h in s ight  of
the f u l l  m o o n  a n d  y o u  c a n
BECOME a  Wulf ,  a n d  y ou c an
transform into a Creep or Slime at
any t i me .  E a c h  c reat ure h a s
different capabilit ies -  Wulfs can
leap port c ul l is es  f o r  ins tance.
Transformations are greeted with
the house's creatures shouting 'X
is SLI ME.

As o n e  o f  t h e  mo r e  bizarre
Knight Lore '
c l o n e s ' .  
C r e e
p h o u
s e

provides a welcome,  if somewhat
limited alternat ive t o games  like
It's A Crime. The address to write
to is: Project Basitisk, PO Box 24,
Sheerness, Kent ,  ME 1 2  3 0 U,
Creephouse's s t a r t e r  p a c k
(rulebook. ma p s  a n d  t wo  t ree
turns) is free, but  turns thereafter
cost 90p each.

Another Project  Basilisk game
featuring 3•D Adventure Vision is
Battle Cr a b ,  p l a n n e d  t o  b e
released on September 1 A n  SF
game, we'll tell you more in further
issues.

THE G A M E S  M A C H I N E  i s
always del ighted to hear  from
PBM addicts, and from any PBM
companies. CRASH was voted
as pr ovi di ng t h e  be s t  P B M
coverage of any magazine after
Flagship - the magazine may be
TGM's stabl emate ,  b u t  w e
reckon w e  ought  t o take that
coveted accolade over, so your
input i s  extr emel y val uabl e.
Write to:  POSTE HASTE,  THE
GAMES MACHI NE,  PO Box 10,
Ludlow, Shropshire SYS 1138.
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FIFIFINC
anyone hope  t o  bet t er

DeluxePaint II (Electronic Arts)
as the standard by which Amiga
art utilit ies should be judged? If
you as k ed  m e  yes terday ,  I

would have doubted it. Today I have
Changed m y  mind.  Th e  reas on i s
Microlllusions's Photon Paint,

Programmed b y  B a z b o  S o f t ,
Photon Paint's use of HAM (Hold And
Modify), wh ic h  lets  all t he Amiga's
4096 colours  be displayed onscreen
simultaneously, is only one technique
working with many other well-crafted
elements to make this the best Amiga
art package I have seen.

The work  area gives a first, clean,
uncluttered impress ion wi t h  a l l  t he
Brush a n d  Co lou r  Palet t e menus
located at the top of the screen. This
menu contains  a  64-c olour palet te
(split into four rows  of  16 boxes), a
selection of  eight brushes varying in
size and shape and 14 basic drawing-
tool ic ons  (most  o f  them,  sensibly,
identical to those used in DeluxePaint
II.)

A BRIEF SUMMARY OF
THE TOOLS

Dotted and Conti nuous Fr eehand
tools are now art  ut ility  standards;
Dotted leav es  a n  inc omplet e l i ne
following t h e  c u r s o r ' s  p a t h ,
Continuous Freehand leaves a solid
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Robin Candjesl inusia:
created to test out Photon
Paint 's features

Lasso is a gem
of a command
allowing full

exploitation of
the brush man-
ipulation com-

mands.

line. St raight  Line draws a solid line
from one specifi ed point  t o another
using the standard click-drag-release
method. Cu r v e  ac t s  i n  a  s imi lar
manner: s pec if y  t h e  c urv e's  s t art
point, drag the cursor to its end point
and create an arc between the points
by moving the mouse. The curve isn't
fixed unt il t he lef t  mous e but t on is
pressed, so you can experiment  until
you're happy with the result.

Three ic ons  des ign Rec t angles ,
Circles a nd El ipses.  Agai n cl ick-
drag-release is  used.  Th e  ic on f or
each shape is split in two, one half for
outlines, t he other draws  the shape
and fills it with the currently selected
foreground colour. And there are three
methods f or  fi lling enc losed areas.
Bac k ground fi lls  wi t h t he current ly
selected f o r e g r o u n d  c o l o u r .
Boundary  fi lls  an  area defi ned b y
pixels of  a specified colour, covering
all other colours within the boundary
area. Free Shape fills an area defined
by a freehand-drawn outline, covering
all other colours within the boundary;
you spec ify  f oreground c olour and
draw the shape you want filled. This is
excellent, bec aus e irregular shapes
can be  drawn and fi lled all i n  one
command.

Sc issor/Lasso i s  equiv alent  t o
grab and block commands  found on
many ut ilit ies .  Sc is s or us es  c l ic k -
drag-release to specify a rectangular
area which can be picked up and used
like a brush. But all too often the shape
you w a n t  t o  g r a b  i s n ' t  n i c e l y
rectilinear, w h i c h  c a n  m a k e
manipulat ion a l m o s t  i mpos s i b l e ,
especially when the screen is choc-a-
bloc with different colours. Lasso is a
gem o f  a  c ommand  a l lowing f u l l
exploitat ion of the brush manipulat ion
commands.  Ex ac t  port ions  o f  t he
screen can be picked up by tracing a
freehand l i n e  a round  t h e  des i red
'brush' without  the need to stick to a
regular shape.

Undo reverses the last action, while
Restore Previous Brush recalls the
last cus tom brush c reated wit h t he
Scissor/Lasso commands.

Pix c r e a t e s  m o s a i c  e f f e c t s .
achieving t h i s  b y  av eraging t h e
colours of  exist ing pixels into larger
pixels. The level of pixefisation can be
increased or decreased until you are
happy with the effect.

Magnification c h a n g e s  t h e
crosshair c u r s o r  t o  a  min ia t u re
magnifying g l a s s  wh i c h  c a n  b e
posit ioned over any part of the picture
area. Click ing the left mouse but ton
calls u p  t he magnifi cat ion wi n d o w
containing the enlarged port ion of the
selected area. At the window's  lower-
right c omer is a resize gadget;  point
and c l ic k  and t he  window c an b e
rescaled b y  dragging unt il i t ' s  t he

required s ize.  The  window c an
moved across the magnified image by
clicking any one of the four directional
arrows in the upper-right  corner, and
the degree of magnificat ion changed
using t h e  p lus  o r  minus  gadgets :
max imum magnification is satisfyingly
big. The window can also be drag-
reposit ioned any where in  t he work
area.

The final tool deals  with Text .  The
crosshair cursor is  replaced wit h a
rectangle r e p r e s e n t i n g  t h e
approximate size of  the letters within
the font  selected. This  is  s imilar to
Degas Elite's  met hod -  s o  muc h
friendlier t han  t h e  T-s haped  t ex t
cursor of most utilities.

PLAYING WITH
COLOURS

Immediately abov e t he  Brus h a n d
Colour Palette menu is a white menu
bar. Posit ion the cursor over it  and
press the right mouse button and five
options appear: Project, Prefs, Brush,
Fonts a n d  M o d e ,  f r o m  w h i c h
Submenus can be accessed_

Projec t  contains Load, Save. Clear
and Print  options, and also the Base
Colours  setornenu. Photon Paint uses
16 base colours which are modifi ed to
produce the picture's other colours;
therefore they mus t  be  picked wit h
care if  strange pixel messes,  called
'fringes', a r e  r io t  t o  oc c ur.  Bas e
Colours can reside in any of the boxes
in the palet te but  it  makes sense to
keep them all in the same row to avoid
confusion. This  is done by  selecting
the Cu r r e n t  op t i on  i n  t h e  B a s e
Colours s ubmenu ,  a n d  a l l  b a s e
Colours appear  i n  t he  t o p  r o w o f
boxes,

The Bas e Colours  submenu also
has t h e  f o l lowing opt ions :  F r o m
Brush c op ies  b a s e  c olours  f r o m
brush t o t he colour registers, Fr o m
Alternate c opies  t he bas e colours
from an alternate screen (if one has
been set  up),  Res t ore restores t he
original 16 base colours in memory
when t he  current  pic ture was  fi rs t
loaded. Default  restores the program
to 1 6  def aul t  c o lours  wh i c h  t h e
program in i t ia l l y  s e lec t s ,  A f f e c t
Pic ture,  s elec t ed a f t e r  t h e  b a s e
colours have been altered,  tells  the
program that these are the new base
colours. Fina l ly ,  R e m a p  P i c t u r e
remaps your current picture using the
colours in the first 16 palette boxes as
the bas e  c olours .  Unus ually  (and
usefully), redefi ning a  colour in  t he
palette does n' t  al t er t he  onscreen
colours unless Remap is used.

The colours themselves are chosen
through the Extended Fast Menu.
There are three methods: RGB, RSV



and Colour Select ion Squares.  The
RGB sliders adjust the amount of Red,
Green and Blue, HSV sliders alter the
colour's pos it ion i n  t h e  s pec t rum
(Hue), while Saturation and Value alter
the amount  of  whit e and black  t he
Colour contains.

For the third met hod three large
colour b o x e s  a r e  u s e d .  Th e s e
represent sec t ions  o f  a  3 - 0  c ube
containing all of  the Amiga's  rainbow
of 4096 colours. By  mov ing pairs  of
clots on the sides of the squares new
colours can be accessed.

Colour Spreads  are  defi ned b y
selecting t wo colours,  t he program
working out  the intermediate shades
for you. From Spreads,  dithering is
also provided for.

Next t o  t h e  Pro jec t  m e n u  i s
Preferences. First option is Screen
Mode, where  sc reen resolut ion i s
defined and consequent ly the size of
the work area selected. Photon Paint
provides f our  dif ferent  resolut ions.
Through P r &  y ou c an als o op t  t o
display the cursor's coordinates, load
prompts and  defi ne mous e s peed
preferences, all of which can be saved
for future reference.

LET'S TWIST AGAIN
The Brush menu contains opt ions to
make use of  the brushes picked up
with the Scissors/Lasso tool.  Trans
specifies w h e t h e r  t h e  b r u s h
background colour is  t ransparent  or
not; i f  not ,  t he background c olour
overlays what ev er  i s  beneat h  i t
Brushes c a n  b e  fl i p p e d  e i t h e r
honzontally o r  vert ically .  Selec t ing
Resize p u l l s  d o w n  y e t  ano t he r
submenu wit h opt ions  f or rescaling
brushes. Free stretches the brush to
any des i red s iz e,  wh i l e  Do u b l e .

A measure of
Photon Paint's
friendliness —
a clock tells

how the prog-
ram is pro-

ceeding with
the proces-

sing.
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Powerful commands let you wrap a brush around a variety of shapes
and Colour  selechon offers three methods: PGB. HSI/  or the very
pretty colour squares

Photon Paint
stands head

and shoulders
above any

other Amiga art
utility today.

GRAPHICS 1
Double Horizontal, Double Vertical,
Halve, Hal ve Hor izontal  and Halve
Vert ical all speak for themselves.

Back o n  t he Brus h menu,  Twis t
distorts the brush image into a 3-0
spiral, the degree of twisting specified
by mov ing the mouse.  Rot at e pulls
down a n o t h e r  s u b m e n u  w i t h
commands  t o  r o t a t e  t h e  b r u s h
through vary ing degrees.  Wr a p  On
wraps c us t om brus hes  a round  a
variety of 3-0 objects including tubes,
cones. e l i p s es .  c u b e s  o r  a n y
symmetrical f reehand-drawn shape.
Brushes c a n  b e  b e n t  i n  s ev eral
direct ions using the Bend command.
One of the most powerful commands
is undoubtedly  I l k  which places the
brush on a 2-0 plane that is positioned
in 3-0.  It involves fiddling around with
a lot of variables, but the end effect is
well worth the effort.

Another power f u l  c o mma n d  i s
Luminos it y .  Here the direct ion of  a
light source governing the shading of
a 3-D surface upon which the brush
will be mapped can be specified, not
only direc t ion (it  can be  in f ront  or
behind the object), but also the light's
intensity.

I ts  a  measure of  Photon Painrs
Inendhness. t hat  a l l  t hrough t hes e
t ime-consuming f e a t u r e s ,  a
countdown c lock  tells  you how the
program i s  proc eeding w i t h  t h e
processing.

The Fonts  menu deals with all the
varied charadter sets which can be
loaded. Font  style and point  size are
selectable. Ch a r a c t e r s  c a n  b e
rescaled us ing Brush c ommands  i f
there is n' t  a  charac ter s et  o f  t he
required size.

The final menu deals with drawing
modes, there are tour: Normal.  Blend,
Add and Subtract. Blend combines a
brush wit h whatever happens t o be
underneath i t .  B e l o w Blend,  S e t
defines t he  level o f  blending.  A d d
adds the current brush colour to that
of t he  bac k ground whi le Subt rac t
does the opposite.

HEAD AND SHOULDERS
Any art utility is only really as good as
its manual.  Photon Palnrs  is one of
the best I've had the pleasure of using.
Too often manuals assume the user is
computer-literate, never tak ing int o
account that it may  be a first venture
into the world of computer graphics.
Not s o  wi t h  Pho t on  Paint ,  e a c h
function is explained in great detail in
a manner which avoids ambiguit ieS,
yet it isn't dauntingly massive.

The funct ions of this art ut ility are
impressive t o  s ay  t he least .  HA M
allows for a great deal more colours
on screen though the base colours
have t o  defi ned wit h c are t o avoid
homble c o l o u r  g l i t c hes  i n  y o u r
pictures. Bearing this in mind, it is very
easy to construct a picture containing
more than the customary 32 colourS.
The Brush commands  are extremely
flexible ma k i n g  c reat ing c omplex
perspective pic tures  easy,  a n d  s o
many thoughtful touches have been
incorporated s o  t hat  Phot on Paint
stands head and shoulders above any
other Amiga art utility today.

Photon Paint requires 512K RAM
minimum,  1Mbyte is rec ommended
for 320 x 400 resolution mode. The
program costs £69.99.
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Atari ST
96 A
I M

15

12.95 1 5 . 9 5
9.50 1 2 . 9 5

15 95 1 5 . 9 5
12.96 1 2 . 9 5
9.50 9 . 5 0

19.95 1 9 . 9 5
1296 1 2 . 9 6
950 1 2 . 9 5

12.95 1 5 9 5
12.95 P l i A
23.50 2 3 . 5 0
12 95 W A
15.95 N / A
15_95 N / A
12.95 1 2  95
1295 1 5 9 5
1995  l o s s
15 95 1 5  95
19.95 1 9 9 5
1995 1 0 9 5

N/A 6 9 5
15.95 N / A
12.95 1 5 .9 5
9.50 N / A
WA 1 2 .9 5

15.95 W A
27.50 2 7  50
15.96 1 5 .0 6
1295 1 2 . 9 5

N/A 1 5  95
6.96 5 . 9 5
9.9
,
5 
N
/
A

15 95 W A
N A 1 5 .9 5

12.95 1 5 . 9 6
15.95 1 5 .9 5
12 95 1 2 . 9 5
995 9 . 9 5

12 95 1 2 . 9 5
12,95 W A
1216 N / A
1595 W A

N/A 1 5  95
15_95 1 5 . 0 5
995 1 2 . 9 6

19 95 1 9  95
15 95 1 5 .9 5
15.95 1 5 .9 6
9.50 9 . 5 0

12.96 N / A
WA 1 5 1 6

5.95 N / A
12.95 1 2 .9 5
12.95 1 5 , 9 5
12.96 1 5  95
12.95 W A
12.95 N A
15.95 1 5 .9 5

N/A 1 5 .9 5
6.95 6 . 9 5
WA 2 7 .5 0

9.95 9 . 9 5
15 95 1 5 . 9 5

WA 1 5 .9 5
N/A 6 . 9 5

15.95 1 5 .5 5
16 95 1 6 . 9 5
15 95 1 5 9 5

PRICE PROMISE
it you wish to purchase any product horn our  list and
find that you sun buy the same product cheaper from
another mail order company, simply enclose the lowar
amount, slating the name of the other  compaoy avid
where you saw the adver t (it must be a current issue).
Price Promise does  not  apply t o  other  companies
"Special Offers".
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takiutesuil Larry __. ............... _ _ _ _ _ _ _ _ _  1 2  95
Leather Goddeao of Phobos   1 9 . 9 5
Lurking Horror 1 5 . 9 5
Leatherneck 1 2  95

, ........ _ .......... - - _ _ _ _  .... 1 2 . 9 5
Merosnery Compendium 1 5 _ 9 5
Mission Elai/SIM 1 2 . 9 5
Meslets of the Unlyarla 1 2 . 9 5
Mouse Trap
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Phalanx
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d
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.  
.  
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.  
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Plulom
Peace Queue
Pod
Prose. 'Stealth FighterPheneatsie 3
Rim Runner
Return to
Road Silesian
Roadwars
Roland Thunder
Rampage
spidertronrcStar Wars
Salesiinclet
5.0.1
Scrabble De Luxe

Strike Force Pierboex
-Smo Poker 11 Plos

9.95
Mission Genocide 5 9 5
Nees Misscin 6 . 9 5
North Star 1 2 . 9 5
Nord ana Bert •  1 2 . 9 6
Obirterator 1 5 , 9 5
Okls 1 2 . 9 6
°ulnas   1 2 . 9 6
Pawn 1 5 . 9 6
Pandora   1 2 . 9 5

1295
12.05
1295
12.95

N/A
12.95

9.95
15.95
6.95

15 05
15.95
12 95
12 95
12,95
12.95
12.96
9,95

12.95
12.95
6.96

19.95
12.95
15.95
15.96
9.95

12.96
15.95
15.95
12.95

N A
15.95
15.95
9 95

12.95
12.95
12.95

WA
12 95
12.95
1295
1295
12.95
12.95
15.95
12.95
6.95
N/A

6.05

sde Servad
Slat Trek
Saiload and the Throne of toe Falcon
Slarglider
Space Outlet
&cement*
Silicon Oceans
Sentonel
Second, Out -
Sky Eights
Se-motes
Shackled
ST Wars
Tangeewood
T010 Bandits
Terrament
Terrorpode
Teel*
Thal Soong
Thundarboy •
Thrust

S.D.C. SOFTWARE ORDER FORM
Please send me the following titles. BLOCK capitals please!
Type of computer

Total Enclosed t

Amount

15.95
6.95

15.95

Arnie .PriA
6.96

15.95
5.95

15.96
19.95
15.95
12.95
12.95
15,95
12.95

N/A
9.95
N/A

6.95
N/A

15.95
15,95

N/A
N/A

15.95
1295
12 95
12.95
12.95

N/A
6.95
N A

9.95
N/A
N/A
N A

15.95
N/A

12.95
15.95
12.95
24.95

WA
N A

12.95
6,95

19.95
N/A

15.95
15.95
la 95

12,95
WA

15.95

19195
15.95

N/A
IWA

12,95
12.95
12.95
9.26
N/A
N/A
N/A
N/A

12.95
15.95
15.95
12.95
696.

12.95
N/A

Tale A t a r i  ST
Ttme am: M aga 1 2  95
TrPrel Pursuit ... . . . -  ...... -  1 2  95
Topt3co .  _  1 2  95
Tour de Force 1 2  95
Trantor U S  Siorrneroapait   1 2  95

1595
LawnvIted . .  ....,  1 9  95
1.1 MS 1 5 . 9 5
Ultima II   1 5 9 5
Llearna Ill 1 5 . 0 5
Liters 111 1 5 9 5
Woe 1 2  95
Varngirsa Emplmo • - • , , , - - , . . . . . . . _ _ _ .  1 2  95
Verminator   1 5  95
Wdball 1 2  95
War Game Conetna91917110 • - _ _ _ _ , . . . . . , . . .  1 5 9 5
Warlocks Qui l l  1 5  85
Westem Game, 1 2 . 9 5
Weller Games 1 5 0 6
The Wall N / A
Winter Olympiad SI  1 2 0 5
War Hawk 6 . 9 5
Xenon . . . .  . ....   _ _ _ _  , 1 2  95
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A n a t .  II , •  . . . . . . . . . • • - •
DO YPSC ST
F ast 811PC O n o
Fasi Basic 1110611
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Graphic Tablet
Fleet S1 Putesher
Lank: C 4.0
Lance C Compeer

C Professors'
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..• .............
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Paiontworks
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Superbase Personnel
S perbese Pr4le:36.0mi

7 99
399
599
6.99
599
899
899
899
899
890
8.99
&Kt

99
sra

it 99

1595
37 50

N/A
18.50
37,50
33 50
6760
44.99

215,50
SO 50

N/A
74.95
Ira 50

P4/A
37.50
15.95

NalA
57.50
23.50
45.00
27,60
12.95

P4/A
37.50
74,95

19900
27.50

Amiga
12 95

N/A
NIA
NIA
NiA

15_95
19 95
15 95
15.95
15 95

14/A
N/A

12 95
12.95
15.95

NiA

12.96
1596
9,96

12.95
WA

1295

1595
1990
19 99
19979
23.50
1596
19 99
19.99
19 99
19.99
19.99
13.50
1919
19.90
1099

9950
NiA
NiA
NiA

215,50
WA

170.50
N A

99.50
186 00

23.50
74.95

125.50
5750

PdA
PdA

1796
N/A

74.96
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REA
"I've got an ST. I've also owned a Spectrum

since 1983. I don't believe that owning
either of these particular consumer goods
has guaranteed me a place In heaven or

entitles me to snigger at less
fortunates "

So writes JOHN TAPPER, the first person to win
E40 worth of software for the best letter this

month in READERPAGE.

THE ENDOWMENT OF
AMIGAD(M
Dear Games Machine,
Looking through the letters in the last few
issues I spotted a trend which you also
noticed in IGM007. Lots of people seem
obsessed with the type of computer they
own and how much better it is than
everybody else
-
s .  L e s s  
p e o p
l e  
a r
e

enthralled by how wonderful computers
of any make are at giving us a variation
on the theme of entertainment which.
after all, is what its really all about.

I must refer directly to the letter in
TGM007 which really made me chuckle.
The one with the heading THE PRICE
GAME appears to have been written by an
alternative comedian whose speciality is
sahncal comment on the materialistic
extravagance of modem British
teenagers. The whole letter is awful, but
the bit about buying an Amiga because
the possession of such an article will
endow some kind of prestige or
superiority to the owner is brilliantly
sickening.

This, I am sure, will make all of those
Mil a similar attitude to our friend with
the Amiga positively furious: I've got an
ST. I've also owned a Spectrum since
1983 I don't believe that owning either of
these particular consumer goods has
guaranteed me a place in heaven or
entitles me to snigger at less fortunates;
I do know that I have had a moderate
degree of entertainment value from the
latter. The ST I have only owned for a few
months but so far I am not disappointed.

How about a bit ol blasphemy - I don't
really mind if there are better computers
in existence. or even if OTHER PEOPLE
actually own them I  think I got a good
deal and the games that I have seen so
tar have impressed both myself and
others who have used my machine Gosh,
yes. I do let other people touch my status
symbol'

From your venous replies to the letters
in Reaoerpage I get the impression that
you are consciously trying to present
computer-based entertainment as an
essential part of some technological
whole, rather than a be-all-and-end-ali
pursuit subscnbed to by mindless
keyboard freaks who have forgotten what
colour the sky is I  think this can be tor
the best, as a future filled with anaemic,
obese software-junkies does not present
the prettiest Df pictures.

I work with computers every day (IBM
mainframes are rubbish for writing
arcade games on - especially in COBOL)

and I have other leisure interests apart
from trying to get through Sector 3 in
Xenon However, I can still claim to be
frequently amazed at the kind of games
and the advances therein) that appear in

the shops every month What was there
ten years ago'
) 
N o t h i n
g  
t h a
t  
y o
u  
c o
u l
d

even begin to compare with what is
available now. Space invaders and
Galaxian were just beginning to appear if
I remember correctly I wonder ',anyone
really cared how many MIPS or sound
chips those things had, the first time that
10p dropped into the slot and untrained
fingers began to rap out a rhythm on left/
right and fire buttons?

It was entertainment sure enough and
it still is, provided everyone keeps 11 in
perspective and reads a book or kicks a
football once in while.
John Tapper, Herefordshire

irs a salutary note you sound, John.
But hasn't it always happened, in

LETTERS

ERPAGE
every field? NI-FI or cameras for
Instance (not to mention video and
camcorders), that possessing madly
prefixed or suffixed machinery - the
more LEDs the better -  becomes a
form of techno-insanity which
overtakes common sense, and taste.
I'm sure we all have acquaintances
who will fiddle for hours with their
I45-band graphic equaliser and yet
have never heard any Beethoven, let
alone Status Duo or anyone else..

PAGE 69 Gin SCANDAL
Dear TGM,
THE GAMES MACHINE must be one of the
bravest, it not the bravest mag of all time.
I take it Barbarian (Palace) didn't bother
you? - doesn't look like it to me anyway
- okay there were a lot of very very fussy
people about, complaining about Maria
Whittaker, but when those same
interfering busy bodies who complained
about Maria's skimpy Clothing turn to
page 69 of TGM007 they're going to have
heart failure' There she is in full glory
'Donna'.

I've got to hand II to you. you certainly
know how to put some excitement into a
mag. I can't wait to see the arguments
after this snapshot, all I can say is good
luck and I mean GOOD I 11CK.
Darren Salisbury, Knaresborough,
N Yorks

Actually, it was an accident. The all
department here put in the wrong
picture (well it was worth a try. )

But what are we going to do when the
male version of Strip Poker 2 comes
out?

The next reader had a different
approach to the shock of Donna

YOU WINED THE FUN
Dear TGM,
The screenshot from Anco's Strip Poker

I'm not bothered that you printed a
picture of a nude woman, but I do think
that you should not have panted it

I thought that the whole idea of the
game was to work your way through to
the final picture. The fact that you printed
it has ruined the element of surprise for
anybody who bought Me game.

Mso, Anco's sales might fall now no
one need buy the game to see the picture
On the other hand, there is the other girl
as well as the various stages of ship to
see, so maybe there is reason for
someone to buy the game.
Stuart Thomas, Pulborough, W Sussex

For those or you familiar with the
fanzine The Rug, you might be
interested to know that its editor wrote
a very strong letter to Computer Trade
Weekly complaining bitterly mat we
were aiding the cause of sexism. Now
funnily enough, Stuart, you are
implying the opposite - that by
printing the completed picture of
Donna we might actually prevent
people buying the game, which surely
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LE I IERS

I. net slam the cases al sexism? Or
111 Vie Oen'? knew, we Just l e

Neve we cat get "rough a game

SEGA AND NINTENDO
Dear Games Machine,
I am the proud owner of a Seca console
and after reading your feature on Rare
IIGM004.
, 
a n d  
h e a
r i n
g  
a b
o u
t  
b
r
a
n
t

Japanese games becoming available
here soon. I also bought a Nintendo.

Alttiougel Super Mario Bios is good.
none of the otter games on the Nintendo
are up to the same standard and certainty
aren't worth E20-E30

I feel the majority of Nintendo owners
are waiting for new games to be
imported But. when I rang a Nintendo
probiem line I was told no games would
be reieased this year. I am beginning to
think it was a mistake buying the console
Do you have any idea velars going on?

Luckily, the Sega is a complete
contrast They have got their act together
and new games are being released every
month I  have yet to firel a sub-stanclard
Sega game
Jonathan Strewn, York

The eineenale sMiatum in Albin is
strange. NESI, She Nineenele marketing
term in the UR' has certainty allocated
• massive budget to a 711 advertising
campaign for Christmas Vois year, end
yet Mks pi  -leinettosn. we are twit that
there are no big paws nateasse
;hamlet Further, the alintende
machines setting se wet Amer ica
and J a w  are net le be Mereesicad
twit &Nein st kW * m e w l *  har e

this ceri.W Ma ploy le ensure
the cwrent sacks W bawler lairdends
machined we have already seen are
dar ed out NV.

The mat wirier else has centments
le nests' en Nokomis

Mr1OVE SEGA COVERAGE
Dear Games Machine.
I own a Sega. CBM 64 and Sliectrom• and
the coverage in TGai for the latter two is
great. 16-bit and other formal coverage
is perfect as I enjoy companng werS0006
of each game But, and its a bog but Saga
coverage Is very Poor. There's next to no
previews/news on forthcoming titles and
reviews are scarce (what happeaed to
Fantasy Zone 2. Karig& Kid?) Of course
I am aware you can only review the
games that you are supplied with, If you
Writ receive some new games surely
you could be supplied with a review copy
somehow.

I alio just purchased a Nintendo and I
am of course interested in reading about
it, but your coverage is pathetic. No
prireiewsinews, only two reviews ever
,Surely there are some new games being
roused II hope so as I am wafting for
these new arcade conversions and I hope
I haven't rust wasted E
1
0 0 - 0 0 - )
Gory W Daley, Lanese SUS

Wel  boo t e  impreving Sega
coverape, kg paw art right abaft esw
net wi sh* ,  much in the woe,  tether
memo er intenitaien. The itkplande
pssibee wee cowed abinft •

'TEv• POD AND THE KAMIKAZE culNEA Pic

YOU SHOULD MOVE AWAY
FROM 8-BIT
Dear Games Machine
I have lust sent you the Questionnaire
(TDA001) and can't do but add some
comments.

I am an Atari ST owner and a TGM
subscriber since Issue 4. I want my
computer to be an entertainment, and
therefore I like computer games and buy
a computer games magazine hoping to
get features like news, previews,
reviews, maps, hints O t he r s  like
Mel S reports or Into Desk add to make a
good magazine. But don't go wrong-
acliG did - and leave out Don-computer
features.

I totally agree with Nigel Roust
IGM0011) You should move away to rust
the 16-bit machines. There are a lot of
magazines covenng the 8-bit market,
and I don't think you can compete -
perhaps you don't want to - with
magazines like CRASH and Z11064.
Agustin Malay& Spain

When you too* through this issue you
wiii see list Were are aisnly of non-
com's/ter Nonni And w I e  TGN
oencentretes heavily on 111-bit, we sit
iiitel we are cenunNiest le supporting
the S-bit market as writ

COMPARING PRESENTATION
Dear Games Machine.
Why are people never happy until they
have something to complain about. Yes,
even I'm complaioing about people
complaining.

No offence to David Sick (IGM0011j.
but why does TGM have to be like ZAP'
and CRASH in as presentabon? When I
first heard TGM was coming out I thought
'great, I can't wail to see what this
magazine will be like'. I wasn't
disappointed. A totally different approach
from any of Newsfield's other image A
more mature look at a more mature range
of computer. I'm not knocking 7/AP and
CRASH, as they are aimed at a younger
section of the public. That" s how it comes
across to me anyway

I find the layout and basic presentation
of the magazine very easy to Meow and
very pleasing. No distractions to the eye.
Just straight talk and good articles

I am not opposed to improving the
magazine, but I would just like to stress
that I find the magazine format at present
very acceptable Why does it have to be
fancy? Oh by the way, if you do have
trouble finding articles in your magazine
David, try using the index stets start. very
useful.

WHAT Do you suPPo,E
THI5 C0033 I s  F a i t '

Mark Fletcher, Glasgow

Wa impossibie le please ',embody all
Poe tinw, and of course meet
magazines wit the people who put
thiwn together, because Oars the wily
way it can ever work - aNyou hope tor
Is that most of the time, most of the
readers willagree telt yew decisions.
We get Wars front many upset at the
mere saber approach of TGIN, but what
weuN he the point in repeating the
CRAM er ZZAPI hirinuis 7

AN UNMERCIFULLY ANNOYED
WOMAN WRITES
Dear Guys go down a space no don't write
it do it.
What are you trying to pull here? I'm
talking make this caprtals bad publicity
underline that no that lever there oh
forget it —  no Ws too late now

New paragraph no don't write
Oh god you silly old tool let me d
Sorry about that I was trying to dictate

to Dad
Anyway. this is the second time you've

printed a letter by some semi-literate
wimp ('mega-naff' and w e l l ,
says it ail, doesn't it?) who finds my
adventures less than interesting What
about all the ones you gel singing my
praises? I know you do get them, and you
won't find one lapse of bad taste in any
of them, just good solid verbal applause.
Probably Well, how could I know, I didn't
write them. You could prove rt.

Berney, Ws bad enough having
Croucher Making me tell him my bloody
life story once a month when I've got
other thongs to worry about, and having
that Other skinny four-eyed Mekon
iookalike looming over me with his
scabby sketch pad all the time without
this garbage tom your lot

I'll go and rub myself up against one of
the booby magazines editors if I have any
more of your old buck, then what silty
sods you'll all look.
tress Luv
Marcy

PS. There's too much about Computer
Games in IGfil Seems to be on every
page Can we have more on beauty bps
and Welsh Rugger? Oh - and a bad pub
guide
PPS. I suppose Gilley Poo is Quite funny.

No comment

fi r s  HEAR FROM THE
INTERESTING PEOPLE
Dear Games Machine,
What can I say? Your magazine is the best
I have ever laid eyes on ft is very
Informative in its reviews and articles,
and uses eye-catching, yet not gaudy
colours to convey its message In
comparison to other magazines It is in a
class of its own, as are all the Newsheld
magazines

have bought your magazines &rite
Itiaue one, and have both emoyed and
scrutinised every page My favourites
being the letters pages and your reviews.

One thing I cannot understand is the
constant feuding between ST and Amiga
Owners Why every month must we Seel
endless moans about which is better?
You should rename the pages '16-Brt
Feud Then they can air their views there,
instead oi hijacking the letters page Why
Can't we have informative, humorous
letters to fill our lives with hope and py?

I like it that IGM is not just a computer
magazine It incorporates other subrects
like boardgames and future technology
So why don't we set letters on these
subjects, that might amuse us or 'Mom
us? I'd like to read about Other things
instead of complaints about software
prices and standards, and 16-bit owners.
Dominick Read, Preston, Lake

You're r d  Dominic*, there should bit
letters on subpicts other than
printouts" games. Perhaps Stuart
Wynne's feature on Cyberpunk might
spar* sonw controversy, and what
about some conwnents on NM 's
bultetin board imestigabon?

We need your Input to READERPAGE
because it's yours to fill. Best letter each
month in the opinion of the team wins its
sender EASO worth of software. Write to:
READERPAGE, THE GAMES MACHINE, PO
BOX 10, LUDLOW, SHROPSHIRE SYS 1D11.
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Robin Hogg sifts through your letters once
more and comes up with answers to
burning questions
I PAHAMAN. London. asks about the
Sega console system.

•  What is the mysterious extension
compartment at the base of my
Sega control  deck  for ? The
Console's instructions offer no help.

Its a form of interface. Sega are
looking into ways of  using the
extension compartment with future
peripherals. The r e ' s  cer ta i nl y
nothing at the moment.

IAN KNONSON, o f  Tottenham,
London (my favourite football team)
asks

•  I've become aware of the shortage
of computer chips and subsequent
price increases of cornputers like
the ST Why is this happening?

American manufactur er s  o f
Dynamic RAM (Et-RAM) chips used
in many home computers (Atari and
Amstrad certainly) r ai sed thei r
prices following trade restrictions
against cheaper Japanese chips.
Computer manufacturers unwilling
to buy at higher prices are now
expenencing a shortage. Atari has
switched to the more expensive V-
RAM (Video RAM) chips, hence the
ST price increase to E400. Amstrad,
too, has been forced to raise prices.
Commodore ar e keeping Amiga
prices s t e a d y ,  s e e m i n g l y
unaffected by chip shortages. If you
look around, you can still get some
machines at old prices, but Atah's
new offer (over E400 worth of free
software wi th t he  E399.99 520
STFM) is excellent in its own right.

GARY CHAPUN, Stowmarket Suffolk
has a simple question

• What exactly are TV modulators,
and what are they for?

Tv modulators are necessary for
machines. such as the Amiga and
ST, intended to operate with high
quality R G B  out put  moni tors.
Televisions, by  contrast,  use  a
cruder RF composite video output
Monitors have a  faster  screen
update, about 60hz, so a  signal
Intended for one must be stepped
down to operate TVs which run at
only 50hz.

Liverpudlian Russ riAirEarr has
written enquiring about the Amiga.

•  Can you plug replaCernent CPUs
Such as the MC 68010 straight in,
or does the Amiga need to be
opened up? If the chip is installed.

is it possible to switch between
68000 and replacement chip? Does
it operate at a faster rate than the
68000?

In fact the MC 68010 is a straight
replacement for  the Amiga CPU
chip. Fi tt i ng natural ly requi res
opening up the machine -  voiding
the warranty,

The Amiga Centre i n Scotland
(031-557-4242) i s working on an
interlace allowing the Amiga 500 to
hold a  68000 chi p,  a nd mor e
powerful chips such as the 68020.
Whether it will be possible to switch
between chips is another matter.
The Amiga 2000 already has special
expansion sl ots al lowing other
parallel coprocessors to be added,
giving a dramatic increase in speed.

Russ a l s o w a nt s  t o  k now
when

•  ,  ,  Is Ehte from Firebird coming
out on the Amiga?

It's planned to follow an ST release
later this year. No firm release date
or price yet.

Moving ov e r s e a s ,  ! TAMAR
ELMANANY, a member of a large Israeli
Amiga Users' club,  isn't asking
about Amigas but  about wr ist-
watches, of all things.

•  Have you any  information o n
Seiko's PC 4000 wrist-computer,
and could I haye Seiko's address?

Claimed as the worl i fs smallest
computer terminal, the RC 4000 can
receive/transmit information from/
to I B M  P C s ,  S pe c t r um s ,
Commodore 64/128s, A p p l e  I I
genes and the BBC range. The
watch stores data up to 2K and
scrolls it across the watchface as
24-character pages; up to 80 pages
containing some 2,000 characters
(or quarter of a  TGM page.) The
alarm can be set for 80 events per
year in advance, or on a daily basis
-  though this shortens the two-year
battery l i fespan.

The addr ess:  Seiko,  Hattor i
UK Ltd,  Hattor i  House, Vanwall
Road, Mai denhead,  Ber kshi r e
SL6 4UW
IT (0628) 770001.

GARY SHAW, Cleethorpes, South
Humberside and STACEY KING, Golfs
Oak, Hertfordshire both ask ,

•  Where can you get leads to connect
an Amiga to a hi-fi, enabling stereo
sound?

Take a look in TGM's Mail Order
section (pages 109-113) this month;
you should find an Amiga Stereo
Sound kit on offer for the princely
sum of E9.95, allowing a link from

to m o s t  h i - fi g
Amstrad MS-45

your machi ne
(including your
Gary!).

In TGM007 Readerpage, STEPHEN
I ANC asked J o n  Bates  whi ch
machine, ST or Amiga, is best for
synthesising music,  speech and
connecting up to MIDI instruments,
Stephen also wanted to know which
has the best sound qualities on TVs
and moni tors.  T a k e  i t  a w a y
John -
As most monitors have the sonic
quality of a wasp in a tobacco tin,
external ampl ification i s  fai r l y
essential, which is easier done on
the Amiga - and it's also in stereo.
However, the ST has built-on MID1
ports and could save you a lot on
buying t he  necessary interface.
Also there's much more ST M1DI
software available, although it can
cost anything up to £500. The actual
quality o f  t he  content  o f  t he
software on both machines is pretty
even, but it all depends on how you
see your micro functioning -  either
as a stand-alone unit (Amiga) or as
a centre for musical control with a
wide software base (Atari ST.) I
suggest you keep your eyes glued
to the  music pages for  further
reviews o f  packages f or  bot h
machines.
A quick tip for Melbourne House's
Xenon.trom ROD WILLIAMS of Barnet in
Hertfordshire.

Stand up to the sentinel m Malan - ST screen

•  In sector 2, defeat the first sentinel
and then crash the ship into the side
wall. losing all energy. When the
next ship comes along, all the aliens
are gone and you only have the
sentinel to beat'

o mem, Rayleigh, Essex owns an
Atari S T  a n d  i s  thi nki ng o f
purchasing a printer.,

•  Can you recommend a dot matrix
pnnter around the £200- C250 mark

HELP

ON
suitable for printing documents and
invoices clearly? I would also want
it to print computer graphics from
art packages such as Degas Elite
and Nedchrome

Epson set a much-cloned standard
for dot matrix printers, If you have
1st Word, for  instance, a  preset
Epson F X - 8 0  pr int-dr iver  i s
inevitably included on  the disk.
Colour is a rarer, more expensive,
commodity. Until recently one of the
cheapest was the Juki 5510 for 010
with a colour kit for an additional
E86. Now there's a new Star printer,
the LC-10, at £259 with colour. It has
quick draft and slower NLO (Near
Letter Quality) mode, which gives
excellent results. If you fit the I our-
colour print ribbon you get slow, but
reasonable output,  though care
should be taken not to let the ribbon
get dirty. Degas Elite only comes
with a driver for an Epson colour
printer w hi c h,  accor di ng t o
Electronic Ar t s ,  w o n ' t  w o r k
perfectly with the Star. To get a
better print-driver, they recommend
you contact one of the bigger User
Groups, such as Compuserve in the
US (IT 0101-614-457-43650.)
Electronic Ar ts i s considering a
wider range of print- drivers.

The fi nal  t w o questions thi s
month a r e  f r om PAUL HAMMEN,
Stalybridge, Cheshire.

•  is  there, or will there be. an art
package for the Sega console? It
so. are there any plans for a printer
to be useri with the console?

No is  the s imple answer. A  Sega
printer woul d b e  most unlikely
considering the lack of an effective
on-board storage medium and the
console's ge ne r a l  inflexibi l i ty
compared to home computers.
If you have queries concerning
computers a n d  e l e c t r on i c
entertainment, w r i t e  t o
INFORMATION DESK. THE GAMES
MACHINE, P O  Box 10,  Ludlow,
Shropshire SYS 1DB. You can also
computer MBX us wi th I -D
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END

1) What r c es t t ie  'Thor' corn •
disc remarkable?

2) Who said: 'I hate computers as
much as I hate peanuts. But I can't
stop eating peanuts!' a)HG Wells.
b) Orson Wells, c) Kylie Minogue

3) Where would you find •Drak',
-
D
r
a
x  
a
n
d  
'
D
r
o
s
s
'
?

4) Which software houses can you
find lurking in FIB DIRER, PISS'?
SNOG and DAM RN SLAG?

5) What have Paul Daniels and Bob
..„4i

Holoess got in common? a)
ludicrous hairpieces, b) ludicrous 6) Who is this person, and does
salaries. c) ludicrous Domark his name rhyme with a) ' catchin',
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It took a lot this month to h i m  sway from his
keyboard, modem and phone and several sessions
of computerised heavy breathing on many bulletin
boards, but finally, bored of bawds the bard of bull
came up with yet another entirely trivial quiz to test
your refl exes and prove again that you are a Person
Renowned in  Computer Knowledge ( 17 out  of  2 0
that is).
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EXT
MONTH
IN THE GAMES MACHINE!
•  T H E  CES SHOW

As we go to press. Marshal T Rosenthal is at the CES show in
Chicago to report on the US Nintendo boom. Over 40 companies
will be promot ing Nintendo software a n d  we reveal the 16-bit
Nirtendo: read our six-page coverage and yearn.

•  DRAG O N' S  LAIR — THE LASER DISC
The classic cartoon-style arcade adventure is to be made
commercially available. We take a look at the hardware required
and let the review team loose on the game.

•  P ARS E C PIXEL +
We promised it for this month, but it didn't  turn up in time.
However, the utility is too good to miss and you do deserve the
best s o  were promising it again , n e x t  month. Keep
everything crossed!

b) 'bracken'.  c) 'prawn'

7) If Clair-Voyance means 'seeing
clearly', and Sinclair means
-
o
b
s
c
u
r
e
d
'
,  
w
h
y  
i
s  
S
i
r  
C
l
i
v
e
'
s

surname Sinclair?

8) In that case, why did the Clair-
Voyant cross the road?

9) Last year, did Atari's employees
generate more or less than
E100,000 each?

10) Last year. did IBM make more
or less than Atari per employee?

11) In what year did Herman
Hollerith give birth to IBM? a)
1890. b) 1930, c) 1970

12) What four-let ter-word
beginning with - C• am I thinking
of? Clues :  Strip Poker 11 has a
digit ised one, Rod Cousens has a
cute little golden one and I am one.

13) What is a 'quintal'?

5.1508 Wi j  1
0)  
8 0 0 1 0
0 (  (
C 1 .

(Nieds  noA mou
s,1et.11 I  iSeei ;8) .131e3, a (Zii

OHL (a (I I
P e e  000'SCL3

= aidoed gocroop uroJi uoiliku
000'1793 at.i.res918 Alloax4 (01.

LPee 000'SE I.3 = a imed
004.'E wag u
0 1
1 1
1 1
-
1 1  
0 0 0  
!
9 J 0
i A
1  
(
6

°pis Jaieo agli al lob 0
,
1
,  ( g

JleloulS

ADVERTISERS' INDEX
Bargain Sof tware 1 1 8
Beau Jolly 3 7
Cast le Computers  6 0
Creat ive Devices 9 3
Evesham Micros 9 6
Grands lam Entertainment  1 3
Gremlin Graphics
Holist ic Engineering
Int ogrames
Johnson Scanitron
KJC Games
Loric iels
Midland Bank

6.68.69
41
73
96
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14) How many Mart ian Pubs does
it take to change a floppy disk'?

15) Where would you fi nd Roland
next to a Prophet?

18) Why is Piranha Software like
coitus interruptus?

17) True or false? US Gold's hero
Charlie Chaplin had his corpse
stolen in real life.

18) What did the House of Lords
decide last April? a) convicted
hackers should be hung, b)
hacking is punishable under the
Copyright Act ,  c) hacking is
legal

19) Apart f rom very silly names,
what do Iggy Rock and Zowie
Scott have in common?

20) What sort of a creature is
Mercy Dash's Rover/
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•  I  ACCUSE
Mel Croucher investigates behind Star Wars, Back To The Future
and Bladerunner w e r e  they original or has it all been done
before?

•  CY NE RP UNK
Stuart Wynne continues delving into the filthy habits of
cyberpunks

PLUS THE GAMES MACHINE's effervescent look at the very
latest in reviews—(is there anything out thereto beat Dark Side?)

previews, adventures, boardgames, roieplay, play by mail.
competit ions, techno-gadgets, graphics. not to ment ion Jon
Bates and his MSX music special. Don't Miss Something Xelli3nt,
TGM009 hits the streets on July 21.

Pardbuild Ltd 4 8 , 4 9
Nebulae 4 1
Ocean 2 0 , 2 1  .82:83,1 23, B/C
Prism Leisure 1 9
Silica Shop 5 5
Sottek 2 , 3
Target  Games 4 1
TGM Mail Order/Subs 109-113
Timesot t
Trubridge
US Gold
Von-an
Video Vault
Worldwide Software
VVTS Electronics

105
41

22,2425,67.88
32
50

100
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COIN-OP

"Immensely impress'
'addictive sequel and takes the Ark
format into previously uncharted are

excellence_ A classic."
Your Sinclair.
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